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INTRODUCTION
an animation on a farm based on a carrot, bunny and a pig fighting each other.
My part in pre-production was an environment modeller/texturer at the end of pre-production I handed over some environmental props, which included a well, beehive, farm land, sacks, fences etc.
My roles transitioned to lighting and camera assembly which will be my contribution going forward, as lighting and camera work will be done later on in the production, in the meantime I will help where I can, should we need another modeler, texturer etc. I can fill in those roles, in the meantime I am also doing tests on lighting work and camera animation.


PRODUCTION CONTRIBUTION(s):
Previous contributions include, environment modelling, such as the well, farmland, etc. from the pre-production, here however for in production my roles have changed from 3D modelling to, scene assembly, lighting and camera animation
Scene Assembly:
Once all assets are ready to be compiled, that will be my job to tackle, once all the modelling, rigging texturing and animations are done I will compile them, so that I can tackle my true roles of lighting and rendering.
Lighting
My project pieces done in the last three and a half years of 3D computer animation have shown unique approaches when it comes to lighting, with an approach to what looks good with consistency in mind, which differs from my camera approach, which has realism in filmography in mind (explained in the next section) as I have been taught that whilst lighting direction is to be realistic, dynamic lighting on the other I wherever the position on the light enhances the scene, regardless of realism, as a previous tutor once said, aim for believability not realism, as they are both different things.
Camera
Likewise, a similar situation with my approaches to camera animation, as before choosing 3D computer animation, filming was another course choice I had in mind, thus have dabbled around with filmography, and helping a student from another course, with their scene by operating the camera.
My approach to camera animation is similar to my approach with a real camera, I keep in mind of the positing, the angles and how to use them to convey a certain feeling, for example a low shot conveys they sense of helplessness and submissiveness etc.
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	ROLE / RESPONSIBILITY
	REASON / RATIONALE & INTENTION
(as part of the crew)

	PRIMARY ROLE
	Lighting and Camera Animation

	· Lighting
	Unique approaches when it comes to lighting, with an approach to what looks good with consistency in mind, which differs from my camera approach, which has realism in filmography in mind.

	· Camera
	My approach to camera animation is similar to my approach with a real camera, I keep in mind of the positing, the angles and how to use them to convey a certain feeling.


	SECONDARY / SUPPORT
	Should the support be need, I can offer my services in these areas.

	· Modelling

	As a secondary role I am able to model the environment or props should an extra hand be needed, as I started the pre-production and early production as a modeller and texture, however as other people wanted to be assigned this role, I chose lighting and camera animation instead, as no one had be assigned those roles yet.

	· Texturing

	Likewise I was also handling some texturing, in pre-production and whilst its not my strong suite, I am still able to texture a model to the style needed.

	· ON STANDBY
	

	· Editing
	Whilst I do not enjoy editing, I am able to fill this role should need be.

	· SOUND DESIGNER 

	Whilst sound design is not something I enjoy doing, mainly due to the editing that would need to be done, I am able to do this role, should need be.

	
	



