Fencilng Womsnn: Artviculatead

Animation 1n YPython




Piroject Owernyil e

Goal: To create a fencer performing
the Advance Lunge and hitting an
opponent. Then, the fencer will
Eefroal Backywirds [he eppoumcnt will
remaln stationary.
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Fenelng Keview

«En Garde
@ Advance
@ Lunge

@ Retreat

Ol
= Tt
o o ot et S S S o o e e e e o e e e e e e o e e S o e e e S S S o e e e e e o o e e S S o e e e S e e e e S S o o e e e o e e e e e e o e e S S o o e e S S e e e S S e e e e e e S o o e e e e e e e e e et e e e e e e e e S e e e e e e
L

e e e e e

AR
[
g

el
s

e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e T e T T e e e
e e e e e e e e e e e e e e e a3 e e e e e e e e e e e e e e 3 e 3 3 3




Fin Gaurde
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Creating tlie Bodv: Rrames

First, created the frames
Then, put objects within the frames

Frames review—hierarchy, top down
DProcess









Torso

Torso, Chest
Collarbone

Right
Shoulder

Right Shoulder,
Upper Right
Arm

Right
Elbow

Right Elbow,
Lower Right
Arm

L 4m

Left

Shoulder

Left Shoulder,
Lower Left Arm

S E—

Left Elbow

Left Elbow
Lower Left Arm

Waist
Waist, Pelvis

Right Hip
Right Hip,
Upper Right Leg

Left Hip

Left Hip, Upper
Left Leg

Right Wrist
Right Wrist
Blade
Bell Guard

Left Wrist

Left Wrist

Right Knee
Right Knee
Lower Left Leg

Left Knee
Left Knee
Lower Left Leg

Right
Ankle
Right Ankle




VPvthon Frame Notation

fheart=frame ()
fhead=frame (frame=fheart, pos=(0,1.75,0))
ftorso=frame (frame=fheart, pos=(0,.75,0))
fwaist=frame (frame=ftorso, pos=(0,-2.5,0))
fshoulderL=frame (frame=ftorso,
pos=( sqrt2) /2. 15 sdrt2)/2))
felbowL=frame (frame=fshoulderL,
pos—{ b, 2 0))
fwel oL feame feame felbowl po 1 (1 2 @))



Creating Bn Carde

lnstead of retating the body |
changed the positions of the frames to
have (e cme-r stant o inm lm Garce









Creating Animation: Retating
Frames

fualst 1oboicionele = Linl D5 41 s - (B ] @)

fs?oulde;%.rotate(angle = B5A 0 5] o -
0,0, 1

fsholllderR rotatelansle = (pi/d) /5 4 axis

fweaponk rotatelansle: (pi/d) /5. 4 axis = [

fhipl rolatelanele (pi/2)/5 4 axi=s( | |
fkneel. rotate (angle = (pi/3) /5.4, axis=(0,0,1
fhipR. rotate (angle=(—pi/2) /5.4, axis=(1.5,0,0
el poiahe aiiele (00 7 8 A g s (]l B @0









Lunge

def linoel ]
for 1 in range (1,400 1) .
angle — math radians (i)
print 1
1f 0 i1 ¢ 5 4:
rate (10)



Advance

Horizontal Translation

deli ad amee ()
fheart. pos. x+=]

Call the function within the Lunge
rotation.



Advance

fweaponR. rotate (angle= (pi/4) /5. 4,
Sl - (@0 1))

advance (1)

thipl voaielomel = (0l /%) 2 A
G- 1 1 1))



Netireat

Horizontal Translation

defi Waekoud: ()
dir=1
fheart. pos. x—=dir



Netireat

Reverse the Lunge
Same code, but with opposite angles

Instead of going from top down, move
from down up.

Also call the backwards function
within the retreat lunge.



Creating the Opoonemnt

Created a second wire frame
Shifted the head and torso by 15 in the x
direction

fihcart? fivame ()

fhead2=frame (frame=fheart2, pos=(15, 1. 75,0))
ftorso2=frame (frame=fheart2, pos=(15,.75,0))
ieficll = b Tlc Al a0 Res— 0 5 G



Creating the Opoonemnt

Rotated torso by pi to turn the
opponent to face the moving fencer.

o0 wel e nele i)
axis - (0.1 .0))

Changed “sock” colors






Key Presses

Fencing animation does not start until
any key on the key board is pressed

After the frames and objects for body
1l and 2 add the following:

Seenle e vion !l keweow ) E vt o
keyboard key press






Project Rutuire

Have the opponent retreat and then
parry riposte

Can demonstrate other fencing moves:
- Feint

- Fleche

- Beat

Create a virtual fencing bout
Add in the strip



