
planning motion 
performance capture

Script, storyboard, animatics, shot list, etc



Today

● Show side-by-side videos (mood board onto USB – with Name)
● Talk about next assignment
● Choose Groups
● Introduce the planning process of motion performance capture shoots

For tomorrow

● Continue with mood-board / visual reference for your idea, script, storyboard, and 
animatics and shot list. These need to be complete by end of tomorrow.



Next assignment:

• Plan script for motion capture shoot
• Create animation list, shot list, 

storyboard, and animatics
• Coordinate and direct motion capture 

performer in groups of 3 or 4

• Clean up and composite the motion 
capture data

• Add face animation and lipsync
• Create a video or game using the 

animation inside Unreal Engine

Final assignment:



Your Mocap Idea
Planning animation for Thursday mocap day



Idea Brief

• 2 characters
• about 1 minute long
• Dance, sports, action, drama, etc.
• Can have dialogue (we will look at face 

tracking and lip-sync later)
• You can write your own script, so make it 

fun and relevant to your own interests



Picking Groups

• We’ll pick groups of 3-4
• One person will be ‘performer’ others will 

be ‘director’ of their action sequences
• Motion capture will happen on Thursday 

all day

TIME ACTIVITY PEOPLE DURATION

9:00 AM Set up equipment, clear space JOSH 30

9:30 AM GROUP A (10 minutes to set up suit, 20 minutes to record)
JOSH +
GROUP A 
STUDENTS

45

10:15 AM GROUP B (10 minutes to set up suit, 20 minutes to record)
JOSH +
GROUP B 
STUDENTS

45

11:00 AM GROUP C (10 minutes to set up suit, 20 minutes to record)
JOSH +
GROUP C 
STUDENTS

45

11:45 AM Contingency 15

12:00 PM LUNCH BREAK 120

2:00 PM Set up equipment JOSH 30

2:30 PM GROUP D (10 minutes to set up suit, 20 minutes to record)
JOSH +
GROUP D 
STUDENTS

45

3:15 PM GROUP E (10 minutes to set up suit, 20 minutes to record)
JOSH +
GROUP E 
STUDENTS

45

4:00 PM GROUP F (10 minutes to set up suit, 20 minutes to record)
JOSH +
GROUP F 
STUDENTS

45

4:45 PM Contingency 15

5:00 PM END



Ideation / Pre -planning
Mood board for ideas – develop today



Mood board

● Start to flesh out your ideas here
● By the end of tomorrow we should 

have all planning documents ready 
for Thursday mocap shoot 

● You will be marked on having 
these documents ready! 

A good concept board website is https://miro.com/

https://miro.com/


Planning Documents
For motion performance capture



Templates online

Example templates of the files you’ll need are 
in the website



Planning 
Documents

For different types of shoots, you’ll need 
different sets of documents, but some are 
shared across all types.

● Run Sheet
basic info on the crew: names, call times, duties/activities, 

phone numbers

● Preparation Checklist 
Giving details of activities that need to happen at various 
stages of the shoot: “the week before”, “the day before”, 
“on scene transition”, “each take”, etc.

● Animation List
In this case a single POV character only?, invent a name

● Flow Chart 
pre-planned moves to be assessed and added to on 
review/rehearsal

● Shot list
detailed description of how each move in the flow chart 
will be shot, normally done In File Maker Pro
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Planning 
Documents

For different types of shoots, you’ll need 
different sets of documents, but some are 
shared across all types.

● Annotated script
prepared, with timing beats 

● Video Reference 
Video of the moves / parts being acted out, to use for 
performance reference

● Storyboards 
Visual diagrams of gestures and motion

● Animatic / Annotated Video Guide 
Draft audio with reference video or animatics, and simple 
gesture cues offset

● Appendix: Environment and Prop measurements
scene and prop measurements, which correspond to the 
game environment

● Appendix: Character reference document 
approved sketches of the game characters in costume, to 
guide special consideration
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For our shoot we will need:

 Run sheet (already provided)
 Checklist (already provided)
 Animation list
 shot list
 storyboard
 animatic

optional

 (optional) Character sketch and basic environment design 



Run Sheet /
Call sheet

● Providing a thorough run sheet of how you 
see the event running gives everyone a 
chance to prepare and make suggestions 
based on their experience.

● Key information includes event running 
order, estimated timing, crew roles and 
contact details, individual equipment 
requirements, lighting look, contact details 
and so on.



Checklist

● Make sure all important actions 
are listed, especially actions in 
preparation of the shoot, and 
checks like correctly naming the 
mocap files each take

● This will help keep your shoot 
organised and make sure you 
don’t miss anything!



Animation List

The first stage before the shot list, and possibly 
annotated script.

● Headings 1: Character
● Heading 2: Location (if necessary) 
● Heading 3: Character’s animations

Remember: 

● Consider the rough timing of each animation, as this 
will go into the shot list.
● For long sections, use notes in brackets to indicate 
elements of the sequence.
● If long sections correspond to dialogue in a script, 
make sure the script is split into appropriate sections 
named the same as your animations – you’ll probably 
need an annotated script too. 



Storyboard

Work out the different shots you will use, and block out 
the motion and changes in camera angle for your action

You’ll need new panels for where the view changes, but 
also where characters are moving around



Animatic

Animatics take the storyboard action, and fit them into a 
live video of the action (normally with some sound 
elements or dialogue/talking if present)

The animatic allows you to test and refine the timing and 
flow of your scenes.

You can use still images ( e.g. “grease pen” tool in 
Blender) to create shots, or: 

i) bring in two Mixamo characters,
ii) create control rig with Mixamo plugin
iii) pose the characters using IKs in pose mode






Flow graph

● For non-linear mocap sessions create a 
flowgraph (i.e. game animations like 
Unity mechanim, not single long 
scripted performances)

Look at your mo-cap flowchart and see if your character can easily transition 
from each move to any other. You'd do this no matter how the animation was 
being created, but with motion capture, you can't have an animator create 
the missing move without a re-shoot.

This animation list and flowchart would lead to many questions. For example:

● Does the character have to stand up from a crouch before he can walk 
or run?

● Does the character have to stop walking or running to fight?
● If Superguy is hit hard enough to fall, is that all one move (fall) or will it 

be a combination of motions (e.g., Get Hit from Stand/Stand/Fall from 
Stand)?

● If the character is walking, can he transition to a stop or to a run from 
either foot? Or does one walk cycle have to be completed before the 
transition?

● If the enemy characters are different sizes, where will the punch and kick 
attacks connect on each of them?

● Will each of the enemy attacks (which would be listed on their move 
lists) cause the same "get hit" reaction on Superguy?

● Does Superguy have a gun at all times, or does he pick it up or pull it 
from a holster?

● What are the parameters for the Special Moves?



Shot list

● Organise in order of mocap 
session performance capture

● Group according to Talent, size of 
capture space, special set-ups (e.g. 
rigs), logical progression of moves.

Filename (generated from ruleset) with reference to Discussion of naming conventions

https://blog.frame.io/2018/10/22/file-naming-conventions/


Using the Shot List spreadsheet
Not very exciting, but very useful!  Set up your shots, and then when recording motion capture, add new lines for every take.  
Use the automatically generated file name to organize the motion capture files.



Appendix: Environment 
& Prop measurements 
scene and prop measurements, which 
correspond to the game environment, and will 
help with understanding any limitations to the 
performed motion, size and shape of room, 
location of props, etc. 



Appendix: Character 
reference document
Also include approved sketches of the game 
characters in costume. Anything that's flowing, 
like long hair or a coat or cape, is going to need 
special attention from both the animators and the 
studio personnel. You may be able to create a 
special motion capture costume or prop to track 
the motion of tricky costume elements. When you 
do a test shoot, you can see if it works properly.



For our shoot we will need:

 Run sheet (already provided)
 Checklist (already provided)
 Animation list
 shot list
 storyboard
 animatic

optional

 (optional) Character sketch and basic environment design 



For Tomorrow:
Bring and continue to develop mocap plan documents
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