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Executive summary

This report will be delivered as an update on this year's Creative venture assignment project. The report will detail the entrepreneurship start-up business plan that our small team devised, as well as the execution of our creative project idea "Hunter," a short animation that would help showcase our company's talents as a potential prospect for funding. The report will look back at our original plan to understand how we executed our project and who it began to change and develop throughout the year. We intended to target the story developments and stylistic changes from the mature audience while also presenting the internal issues that we had encountered while working as a team for the first time, which finally resulted in our final short animation piece. I will mostly be looking into how my team's performance impacted and developed our work, what I was tasked to work on in the group, and any problems and issues I had throughout the module.






















Introduction


In this report, I will be looking back on the module and reviewing the team's choices throughout the year. I will be looking at the research and methods, creative / enterprise strategies, appraisal of the final proposition. Using this, I then look towards possible future trajectories that I may plan to take as we end on the university's 3D computer animation course. I hope that in the report, I will be able to underline the positive and negative moments in the course to help better set out how I can further move on and improve as an individual.


I will firstly be looking at the team's research methodology and methods that I utilized in our project. We knew that we wanted to pursue a dark fantasy for our short animation with the intention to target an older teen audience. We wanted the idea to be based in a fantasy setting. Our main character would be an older individual that would forego the rash decision-making of someone younger for a more mature and experienced approach. We wanted to present a threat to this character that would be considered an impossible creature for our character to overcome at first. However, due to his experience and luck, he was able to find a way to overcome it but at the cost of losing something more important to him.
This idea resulted in giving our main character some form of power over others due to his experience and wisdom so he would be in the position of looking after more the just himself, which resulted in giving him the status of a triable leader of a small group. This would also help when considering the clothing style of the character as we wanted to display the fact that this was a small group through a more wild and primitive form. The idea of him being a tribe leader moved us towards using his people as the catalyst as to why he is fighting this mighty creature. He is in a race against time to reach the gave as his tribe wishes to prove themselves to our main character be defeating this beast. The short would start from this point as we watch the character race to the cave only to be meat with the corpses of his people and trapped in a life or death fight with the beast.
In order for users to best understand what we will be contributing towards the project, the team split our roles into three different sections. Rhys was tasked with the creation of the set, storyboard. Tommy would be creating the creature and also write up the storyboard script, and I would work on the character design and textures. My first objective was understanding how our character would look. I wanted to make him something other than a human, which I thought would be a bit more unique and help our animation stand out more compared to different dark fantasy stories. I wanted the character's race to be something that would have more natural physical strength than other races as our character would be tasked with fighting monsters, so he needed to have inhuman strength of his own to stand a chance best. I looked into different fantasy races like the D&D character races and popular games and books like the World of Warcraft franchise and the lord of the rings novels. This concluded in me ending up with the Orc race as they tend to be intense physical races, which also tend to wear a more wild style that I also wanted to show with my character, so I felt it best fit the character's role.

As previously mentioned, we wanted the character to be a veteran warrior giving him a worn battle-hardened look as this developed I began experimenting with the idea of him having a missing limb which would give our character a unique appearance, it would also further add to the fact that he would not be able to fight as he once would have now having to rely on smarter tactics rather than just brute strength.
The characters' design needed to display an aged yet muscular appearance while also working with the wild minimal style Armor. I also tested some kind of face paint commonly used in ancient tribes for ceremony and intimidation in a war, which I felt made the character feel more intimidating. I also tested a variety of different skin colours for the Orc as I wanted to divert from the more iconic green skin. This resulted in the final drawn design that I would take forward as a base for the 3D model having a brown tanned skin with blue war paint down the face. The design was further changed as he started to feel to human in design; thus, I made the ears longer and the tusks more visual I also made the eyes stand out a bit more by giving them a brighter yellow colour.

When it came to be transferring the drawn design of our main character to the 3D software Zbrush I used an old male model as a base. With this model, I then went about on making him more prominent and more muscular as I wanted it to visually show the power of the character to help do this in the most convincing way I did a bit of research into strongmen in order to understand how to best display the power of the Orc, from this I came to understand that the shoulders and traps were some of the most important parts for me to focus as well as the fact that many strongmen don't have clean abs but are instead more rounded and the strength of the glutes.
This new understanding helped me make the necessary changes to the character to help keep the anatomy grounded in reality and does make the character look much more durable than initially designed. The face was a bit more difficult as I didn't want that character to appear evil like such in the lord of the rings. This meant that I had to incorporate some more human features, keeping the overall appearance of an Orc while more human-like features help the audience see the character in a more positive way. Initially, the character was going to have more facial features as I wanted to work on giving the hair more dynamic effects during his short animation movement. This led to many different facial styles utilising Z-brush's dynamic hair options, which would have then be redone in Maya once the hair was agreed upon as to best suit the character design. However, due to various issues outside of our comprehension due to isolation, we needed to downgrade the original intention in order for us to make the best short animation with the software that was available to us at this time, this issue I will touch on later in the report.
Once I was happy with the character's design, I then set about working on the outfit, as stated earlier we wanted to give him a wild tribal look, so I prioritised this when working on the design. When l considered the chest piece, I wanted to give it a more barbarian look, after testing out a few different design ideas I decided that he would only have a shoulder piece with a leather strap going across the chest and back. This would then be attached to the broad belt along his waist. The belt's design was originally a thick leather surrounded in circular metal plates with a wooden shield on the front. This design gave off a handcrafted feel to it that I believed worked well with the character; however, this point wasn't fully agreed with by the rest of the team and was redesigned by Rhys making it smaller and thinner on the character with the shield becoming a crest on the belt. Like with the belt, the original designs trousers were baggier on the character with a torn skirt and weighted tussles flowing from below the belt. Due to issues with the rig made by Rhys, he decided that the skirt should be removed and that the trousers would be skin-tight to the character design, so the design was changed to implement. For the visual of the trousers, I wanted to give it a platted twine feel. As I worked on the design, the cross-section patching caught my eye as a pleasing design on the character, so it was implemented into the final design. The shoes also went through some minor changes as the thick fur boots design was tweaked, removing the sowed patches on the tip and back of the shoes for a more worn design. Lastly, the armpiece was designed as an Armor piece with thicker rounded points on each end; however, to match the style better, the bracers were made thick and lined in fur. I felt that this help bring the look together better, giving a handmade feel to the character's clothing.


When it came to the Orcs skin texture, unlike with the Armor designs which were done through Substance Painter the original base of the skin texture was done through Polyparint with Z-brush originally as a test for the Orcs primary colour on the 3D model however the outcome was better then what I had initially intended. The polyparint design was pushed into substance for further detailing.
Firstly, I wanted the skin to be a bit dirtier, with the green being less vibrant. I also wanted to improve further the texture for the missing arm playing more with the vast array of features the software could offer to give it a more decayed and slightly burned look to mention that the wound was burned while attempting to seal it to prevent blood loss. I then also started working on the war paint for the character as although I wanted it to be a feature on the character, I didn't want it to be too extreme or unbelievable that he couldn't physically be able to do it himself. After a few different tribal art tests, I decided to keep it fairly straightforward with two lines working from the head to the chest, following them around to the arm. Looking at the design, I feel that it helps add a bit more to the chest of the character that wouldn't have stood out as well without it.
Using the axe, Rhys had made as a base, I then started creating my design for the Orcs axe. I wanted to give it a unique curve design to make it stand out as something unique from the standard design. However, I felt that this design would not have been an effective weapon, so I tried to rework the curve to make it a bit smoother I also made the point thicker and replaced the strap handles with a solid firm handle. However, I felt that this design may still be too awkward for our Orc, so I made the curve into a spike below the axe creating a more traditional style look while also giving the handle some indents to help serve its purpose as a grip better visually.
Once we were at a stage where we were happy with the axe's look, I then brought the UV's to Substance Painter. I split the pieces into three parts the handle the stick and the head. For the head of the axe I wanted a steel look with many cracks and fractures in the texture to show its wear and tear as a weapon that had been utilised for a long time. I gave the point a darker steal finish with small splatters of dried mud and blood as well as the handprint that gave it some individuality and may portray a more intimate relationship with the Orc. This was also done in tangent with the green vines along the axe giving it a wild appearance and hinting at the orcs more nature-based lifestyle.
I wanted the stick of the axe to be a metallic pole that had a wrapped chain look going down it. The texture was made to appear more rusted, working with its old and worn look and perhaps hinting at the lack of maintained over the years through various battles in cold, damp areas. 
Finally, with the handle, I planned to use a leather texture with a cross mark like affect to give the appearance of a firm and comfortable to hold grip for the Orc. All this together resulted in the final textured design of the orcs axe which I believe works well with the orcs textures fitting with his style and giving it the feel of being his weapon, not something he's just picked up. Sadly, due to issues with sending the file to Rhys, the final axe was no used in the short animation and was replaced by Rhys's design.

I also began work on the torch effects, which would then be taken and finalised through Rhys. To understand how to create fire effects, I used the YouTube video "Maya FX Fastest Way To Create Realistic Fire in Maya 2017" through this video, I was able to gain an understanding of how to create and play around with the effect particles to create the appearance of fire. Once I understood this, I tried playing around with the effect to make it stand apart from the tutorial and giving it a lower amount of particle to help improve the render time.
Once I finished working on the models, I started to help out with the animation, where I began to blackout a short-run animation uphill for the character presented at the start of the short animation. This was more difficult than I had originally intended due to my lack of skill when animating characters. To help compensate for this, I needed to make sure that I had sufficient understanding of how the character was meant to appear during the animation visually. To do this, I looked at different video clips to better understand how a character of our size would move up the incline, in which I was able to find videos of strongmen running up hills that were the best possible model for our characters run and would help me make the run cycle a bit better to look at overall. When I was comfortable with the blackout, I changed it to a smoother animation, tweaking it wherever there were any issues between the frames. Once it was at an adequate level, I sent it over to Rhys, who touched it up a bit and applied the sets textures fore the scene.


enterprise strategy


As well as working on the short animation, we also needed to set up a company. For this, we would need to understand what we would need to be able to start up and animation business as well as understands what kind of strategy we would need to ensure that we had the highest chances of success. As our project piece was targeting the dark fantasy genre due to people still reeling off the late Game of Thrones success alongside similar shows such as The Witcher. To best present ourselves, we would need to reach a platform that would best be able to show our product. An example of this would be as a Netflix Original. If this was possible and the show became a success, it would help nurture and grow a loyal fan base that would be able to sell merchandise, which in turn would further advertise the show to the broader audience.  
Through our team's research into the matter of funding the project, we became aware of the expenses of creating an animated piece that can range to thousands to create the episode. Due to us still being a start-up, we didn't have the financial resources to achieve this goal on our own; therefore, we needed to find out what options were available to cover a start-up business financially. 
In this aspect, there are a variety of different options that we could peruse with the two biggest ones being a loan or government grant. As this was a hypothetical business, we looked more into Grants to fund the option as the money grant from these wouldn't need to be paid back at a later date, which could put a strain on our business. Examples of these would be the Business support grant which would cover up to a minimum of £250 to a max of £1,000 and the Wales Business Fund which could result in us gaining between £50,000 to £2m, these kinds of funding would help us as we try to secure our place in the business.
Other funding options would like stated previously be through cutting deals with subscription services like Netflix, who offer up to £250,000 for new originals. These would allow us to begin applying new staff, which in turn would speed up the production time and allow up to get more out to the audience. This, in turn, would help secure a fan base that would ensure a stable position for our business as we would continue to help push the company forward.
The practice of putting together the animation with the mindset of it being a piece for a start-up business was something I believe was a more significant struggle then I had initially expected as I had worked in business plans before the module. However, understanding how our short piece would stand out from a business perspective took some time and was a bit out of my comfort zone. On the other hand, it helped me to gain a better understanding of the financial aspect of animation and the possible ways to make the idea a reality this, I believe, may become something that I will want to keep in mind when moving out of university and into the working world.



Critical Appraisal


Working with both Tommy and Rhys, I was originally very excited to work on this project as I was aware of both of their skills and believed that as a team, we would be able to create something unique. Something that would truly show what we have learned throughout this course, and looking back on the work at the end of this experience I believe that although there were many high points in the project, unfortunately, we were not able to come together as a group as well as expected with many communication issues, unexpected changes and disagreements considerably slowed down our work.
This is even further pushed due to the impact of isolation, which limited our software capability as well as our daily lives like so many others. This resulted in many of our other ideas that we had planned to incorporate being changed or scrapped entirely favouring a more simplistic animation that was considered more appropriate for the current situation. Such things as having animated hair and clothing. The addition of background bodies, blood effects, etc.  
The final piece itself, I believe, is a good attempt considering the current issues encountered. "Hunter" is a short animation following a male Orc as he attempts to meet up with his group to stop them from facing a monster that lives nearby 
that is far too dangerous. We follow him up to the cave with a torch in hand as he notices the clan emblem hung over a tree branch outside the cave. As the Orc inspects it, he is caught off-guard by a hissing sound from inside the cave. Once he enters the cave that seems to contain some ancient ruins, he faces the creature; blood covers its body and the surrounding cave. The two begin fighting with the Orc gaining the upper hand and killing the beast as both lay on the floor; the scene goes dark.
It very much is a different piece then what we had originally intended to create at the start of the year, although it does still have the basic idea of what we wanted to create. I don't believe it's the best we could have created however I do not consider it a failure as we may not have been able to do everything we wanted to in this module and our communication was a significant issue throughout the project we were still able to create a short animation that does show that we have improved from our previous work and will be an essential stepping stone for me to look back on when considering how to move forward.


Future Trajectory


After an exciting four years in 3D computer animation, I have been able to experience something that I hope has helped me grow more as a person in a more mature way. As I look ahead towards the future, I am unable to honestly conclude where I want to go forward from a work standpoint as I feel that I am still too inexperienced to move into a job in animation and will be something I will consider working on in my free time specifically in modelling and textures as those were the areas I found the most interesting that I was able to work on. Though that probably won't become a job opportunity for some time. 
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