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Yecr One

AV Produiton

Noir short

This was not a true assignment, but the experience contributed signifcantll to 
the later short flm assignment.

A short flm was required to be shot using noir lightng. Our group decided to 
shoot a flm with a noir detectie stlle storl. It was shot in black and white 
using a DSLR camera, in a group members residence.

Short Film – Subject: Late Submission

The assignment was to shoot a short flm, edit it and proiide folel (sound) 
work for it – based on the loose concept of an excuse for a late assignment 
submission. Our group shot the flm in black and white using a DSLR camera, 
telling storl about a iirus taking oier a student, making them late for a hand 
in. Both the shoot and the folel work were done in a group members 
residence, which increased freedom to work, but also decreased aiailabilitl of 



resources (such as multple lights, and a greater possible selecton of camera 
lenses). Doing folel in this eniironment also meant a less controllable sound 
eniironment compared to a soundproofed studio in the Uniiersitl.

Use of depth of feld technique and diferent lenses to achieie diferent looks 
between shots. Some shots reference Nosferatu (shadows on the walls), and 
others reference The Matrix (student sitng in front of computer screen).

Oierall I was happl with the end product, but camera work sufered from a 
loose focus in shots such as the one aboie. If anl future iideo shoots were 
required, I would be inclined to test each shot on a computer screen afer 
flming, as iideo preiiews on the small DSLR displals are unreliable for this 
purpose.

Produiton Prcitie

#1 Literarl Reiiew - Saie 2D / Traielling Turtle Towns

This was a group project to create a statc image computer graphics render as a
poster that represented some sort of fctonal subject mater or media 
propertl.

Within our group, we decided to base our project on Ghibli animatons, 
originalll with the focus on Howls Moiing Castle, although oier tme the 
moiing castle became a walking turtle with a small group of buildings on its 
back. The background and 2 side character models were produced bl mlself, 
with the remaining work of the turtle produced bl other members of the 



team. The background was created in Terragen, and the models produced in 
Mala.

Using Terragen for the background eniironment was a decision made bl 
mlself to reduce tme to create it, howeier using it made it almost impossible 
to load the background into Mala, so it was necessarl to learn how to import 
and manipulate non-terrain models in Terragen in order to achieie the best 
result for the fnal image. In retrospect, I would haie created a simpler 
background so that the work eniironment could haie been kept common to 
Mala throughout the group and project work.

PROJECT #2 - Low Poll Cinematc

Subject mater and artefact for the assignment were lef to group decision. The
group decided on a cinematc for a game, created in a low pollgon art stlle. 
Seieral tests were made to determine the optmum look for low pollgon 
eniironment, with hard edge normal being used to augment the highll faceted
appearance of the low detail geometrl of the terrain and props.

Communicaton was loosell maintained within module lecture hours, and not 
outside. This led to a group wide disconnect, and an oierall less pleasing 
submission than the earll tests suggested was possible. Future work requires 
close communicaton with the whole group to achieie a cohesiie fnal 
submission.



Modeaaing Lightng Rendering

#1 Eniironment – Interior

Eniironment modelled for interior design, based on the Tlrell ofce scene 
from Blade Runner. Scene modelled in Mala and textured in Mudbox.

Greatest care was taken in modelling the pillars, and in setng up the lightng 
and shaders for the scene.

Texturing was lef untl much closer to the deadline, and at a point when I was 
far less familiar with UVs and texturing techniques - leaiing the result 
somewhat less satsfactorl than intended. In future UVing and texturing should
be taken into account during the modelling phase of anl project to decrease 
risk of building up a workload that I am unfamiliar with that could signifcantll 
impact the qualitl of the fnal work.

Insufcient research was carried out to make a more belieiable interior shot 
that appears as if someone had actualll been in the shot, leaiing it looking 
somewhat sterile and statc. Future work should appll signifcant research into 
both the scene that was directll referenced for the work, and anl other 
related work. Also, basic research on prop appearance and constructon will 
beneft anl future work, for example, the table in this scene appears to be 
created from a single piece of contnuous wood, whereas in realitl a wood 



table must be constructed from seieral pieces of wood, both to achieie 
strength and to achieie desired shape in larger examples. While it mal be 
possible in the future to create such a table from a single piece, it would be 
less belieiable to the modern obserier and stand out in a negatie fashion, 
breaking the illusion of a separate possible realitl that the shot is trling to 
portral.

#2 Characters - Sculpt

The goal of this assignment was to sculpt a character in ZBrush, and then light 
and render it in Mala.

I used anatomical human male references to create the sculpt, howeier I onll 
familiarised mlself with the necessarl tools to properll join a hand to the main
bodl near the completon date, so this part of the sculpt was probabll the 
least detailed.

An atempt was made to paint the sculpt in ZBrush, but I did not sufcientll 
iniest tme in learning techniques that appll specifcalll to ZBrush, leaiing the 
fnal texture somewhat low resoluton, almost to the point of being 
indistnguishable from a basic shader material.

The mesh was then illuminated with 3 point lightng, and rendered using 
Mental Ral in Mala. Again, lightng was done last minute and rushed to meet 
completon tme, with beter tme management, I could haie done more 
elaborate lightng, and properll posed the sculpt mesh in Mala.

Viiuca Studiei

#1 The Amazing World Of…. - Pre Producton

A number of pre producton materials were necessarl for this assignment, 
including a lalout, storlboard thumbnails, full storlboards and a character 
sheet.



#2 The Amazing World Of…. - Animaton

The assignment was to take a shot of the preiious assignment storlboard and 
animate it in Mala.

Animaton was neglected to concentrate on the eniironment, resultng in a 
low qualitl of animaton in the fnal submission.

Adequate tme management could haie improied the animaton of the 
submission.

Computer Animcton

#1 Litle Creature Studies

Animaton of a Komodo Dragon walk clcle, modelled, animated and rendered 
in Mala. 

Animaton reference was taken from Komodo Dragon wildlife iideos on 
Youtube.

#2 Clberdlne Slstems Mutatons



This assignment was to create an animaton representng a clborg or robotc 
indiiidual, which could either use more fuid/smooth binding animaton that 
would be more suited to a clborg / android, or a more rigid binding animaton 
suited to a classic mechanical robot.

Hiitory of Animcton

Essal

The assignment required an essal coiering the subject area that related to 
animaton and computer graphics.

The essal concentrated on the stories of the inital founding members of Pixar 
studios.

Informaton was mostll taken from websites, which were onll loosell 
referenced afer the fact of writng.

For future writen work, greater atenton should be taken to reference 
sources as thel are used to aioid confusion when fnishing later.

Yecr Two

VFX

#1 Lucid Dream

This assignment required me to familiarise mlself with the compositng 
program NUKE and the animaton program MotonBuilder.

During this assignment I learned how to track elements of iideo in NUKE, 
which I used to composite in iideo clips in place of windows at the back of the 
shot in the iideo.

I also used camera tracking to create a point cloud, which could be used within 
Mala to create a sort of false ‘blocking’ eniironment that matches the statc 
objects in the shot.

Once I had learned how to use MotonBuilder to assign moton capture data 
(not created bl mlself, but downloaded from a free web site for the purpose 
of the assignment) to a proiided digital actor model which I rigged and weight 
painted for the task, the animated digital actor was imported into the false 
eniironment corresponding to the liie plate.



Bl then using the blocking objects as a sort of iisual passthrough to the statc 
objects in the liie plate, these objects appear to obscure the digital actor in a 
manner desirable to a iisual efects composite.

The fnal result was less iisible when composited onto the liie plate than I 
intended, due in part to a rushed shader creaton for the animaton – howeier 
it did haie the beneft of masking the strange animaton caused bl mixing the 
moton capture data with ml own bad weight paintng, some iniestment in 
weight paintng practse should be made to reduce these problems in the 
future.

#2 Internal Bleeding – 3 VFX Sequences

This assignment required me to take liie plate iideo shot on green screen 
inside a shootng gallerl, and remoie that green screen, while proiiding a 
suitable computer generated background to replace it.

First, I needed to learn how to efectiell remoie the green screen on all the 
shots, which was in itself difcult as standard techniques would remoie (or 
rather make transparent) elements of the actors and props that receiied green
bounce light from the green screen.

In order to do this, I frst applied methods to remoie the green screen, and 
then went back in certain shots and used the rotoscoping tool in NUKE to 
remoie certain small elements, and bl adding these roto objects together with
the larger scale remoial, I was able to get a mostll clean liie plate for 
background additon.

Next I created a CG background in Mala, infuenced strongll bl gun ranges in 
seieral acton flms that I referenced for the work.

Greater atenton was made to the green screen remoial than the background 
creaton, and therefore the fnal background sufered from more basic shaders 
and procedural texturing, again tme management would signifcantll beneft 
oierall submission qualitl.



Crectve Prcitie

1  st   Semester - Adar  

The assignment had a broad remit for a group led project, with our own group 
deciding to create a short flm animaton.

Ml own concentraton for the project was on the background eniironment 
modelling, aswell as the lightng and rendering of it.

Earll on in producton, a more recent iersion of Mala was used in the hope of 
it being aiailable at render tme, as this was more conduciie to artstc choices 
for rendering, howeier lacking access required the shader and render setup to 
be re done late in schedule to use an older iersion with a diferent renderer.

Also, scale diferences between the animaton model and the eniironment 
required a rework of the eniironment lightng, and some minor changes to 
placement ierl late in schedule, in order to meet render deadlines.

Adherence to a common scale was realised to be a necessitl for future group 
projects.

Earll atenton was made to render tmes per frame while creatng the 
eniironment, but no tme was taken to iniestgate render infrastructure, 
which later resulted in wasted render tme when renders lef oiernight were 
rendered to the same user account on the Uniiersitl network.

This also led to later confusion - as zero remaining space on the network made 
it impossible for Mala to create render logs, which it will not render without.

Future iniestment in infrastructure readiness is necessarl for successful 
adherence to a render schedule, which is iital as this point is ofen close to 
assignment deadline.



#2 The Short (Liie Acton) Film Project

The assignment was to take a shot from the World War 2 short flm - Jump 
School proiided for the assignment, and to create a iisual efects CG shot and 
composite to coier one of seieral shots in the short flm requiring iisual 
efects to eleiate its efectieness.

A shot requiring a grenade blast was chosen, and a Bifrost simulaton was 
created in Mala to match the prop use and tming.

During compositng, a further laler of efect was added in NUKE, to simulate a 
sudden camera shake to be caused bl the grenade shockwaie, aswell as a red 
hazing in the afermath of the explosion.

Howeier, during feedback, I came to realise that the efect of the simulaton 
was not in keeping with reference material for grenade blasts. While the 
animaton seried to progress ml knowledge of Bifrost and NUKE, it was too 
elaborate for an accurate grenade. In future, adherence to reference must be 
obseried to retain maximum suspension of disbelief.

A further improiement could haie been made bl properll tracking the shot, 
and creatng a blockout to match it, which would also haie allowed me to use 
the blockout geometrl as a collision object to further improie the accuracl of 
the Bifrost simulaton. As it was, the shot did not leierage the earlier 
knowledge gained from the VFX module on tracking, and the composite for the
grenade explosion was done entrell bl 2D matching, rather than true 3D.



Computer Animcton

Emotons

The assignment required a showreel of four short clips that each represented a
diferent emoton shown in them.

Entrepeneurihip

Business Plan + Presentaton

The assignment was to form a business plan around a business idea, and then 
to present this idea as a proposal, as if to start-up capital iniestors.

The idea was a music recording studio with on site expertse in music iideo 
creaton and iisual efects for additonal music iideo impact and adiertsing 
fair.

Oierall contributon to the group efort was minimal as the greater number of 
the group were musicians with litle use for iisual side of idea.

Crectve Reiecrih

Essal - Postmodernism

The assignment required an essal touching on research as it pertained to 
Postmodernism (as Postmodernism was chosen for the specifc research area).

For the essal, it was atempted to reconcile an old king of animaton in Walt 
Disnel, to a new spearhead of animaton in John Lasseter who helped to turn 
Pixar into the animaton goliath it became, that also later was brought into the 
fold of Disnel studios to reiitalise their older culture and failing practses.



For the most part, the contentons and conclusions presented in the essal 
came from self-knowledge rather than supported bl anl common writngs 
which would haie supported them.

Reiecrih Prcitiei

Video Presentaton

The assignment required a iideo presentaton on a research subject.

The presentaton atempted to coniince the audience of the signifcance of 
Artfcial Intelligence in the Media and the Modern World.

Research mainll consisted of ml own knowledge of artfcial intelligence 
subject mater within science fcton flms and from Youtube for uses of AI 
emerging within the modern world.

Giien that a great manl Youtube iideos are ofen ‘dumbed’ down for the 
aierage iiewer eien in a more technical area swuch as AI, thel are less likell 
to create a coniincing argument to support ml subject line. A greater selecton
of research mater could haie more explicitll explained and supported ml 
contentons within the presentaton, while keeping the iideo as a iisual cue for
the presentaton.


