Project Concept 2:

A character walks into a library that has books stacked on two tables. The character searches for books on both the tables and finds the required books after a while. The character starts stacking these books and creates a separate tall stack on one of the two tables.

The character lifts the tall stack of books and slowly walks across the room since it cannot see ahead. Meanwhile another character walks into the library carrying an equally tall stack of books. This character cannot see ahead either because of the tall stack. The two characters collide with each other and fall down. 

FRED’S TAKE:
Character is tall, energetic, and very graceful (use Ebola model?) – plenty of chances to have fun with picking up, juggling, tossing, balancing books and so forth. In fact, he’s so pleased with himself and engrossed in his balancing act with the books that he never notices the small, squat, supremely careful bookworm (use Rabbit model? Wait, it’s not there…. Ant?) who’s in front of him. Of course, the bookworm sees him, but is paralyzed with terror at his approach, seeing the inevitable crash…

Rabbit/Ant tries to avoid Ebola and barely succeeds. But Ebola has a particular move, a spin or something, that moves him over to the side when there’s some cue (musical?). Do it once at the beginning, once near the middle, and then once just at the end, which sends him back into Rabbit/Ant, causing the collision.

Punchline?

WEEK 1 DISCUSSION QUESTIONS ON PIECE:
  Which project concept did you select or create? Why? Comment on the story, the situations in it, the scope for applying principles of animation in the story, the interactions, etc. 

I chose concept 2, the library/balance/collision encounter, mostly because it allowed for the largest range of full-body movement – in the other concepts, the characters are generally seated, or otherwise not using their full range of motion.

In this scenario, however, I have the option to have both characters make large body motions (even the secondary character has a walk and a collision, at least), and develop a separate appeal and staging for each one. I feel that this will give me the most opportunity to convey character, energy, and fun -- important elements of any slapstick routine.

  What type of 3D character would you use in the story you have chosen? Why? 

For the main character, I plan to use an energetic, graceful, and confident character, whose constant motion would create appeal and character, while also setting himself up for a comedic misstep. Ideally, he would be tall and have long limbs (and hair/tail/whiskers) for good secondary overlapping and secondary motion while he’s active. In this case, I think I’ll go with Ebola.
For the second character, I’ll want something that’s a noticeable difference from the main character’s energy, grace, and confidence, and preferably one whose form is in marked contrast to Ebola’s tall, graceful form. I foresee him as being clumsy, slow, and perpetually nervous (probably seeing and trying to avoid him before the heedless Ebola crashes into him). I’d go with the Rabbit, but it seems that he’s not actually in the Comics volume 1 pack, so I’ll just go with Ant, instead: both are appropriately short and squat for a contrast.
  Do you think the story that you selected or created has the potential to be converted into a 3D game? Why? Elaborate with a few examples.
Certainly: you could play as either Ebola, trying to balance and juggle the books (perhaps while doing other, unnecessary stunts for bonus points), or as Ant, trying to avoid the erratic movements of Ebola. 

You could even play a third party, trying to keep the two from colliding, although that would imply a third hand in the story. And the only third hand there is that of the animator, who’s trying to get them to collide in the first place…
