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	This report presents a critical review of selected works submitted as part of the BA 3D Computer Animation degree programme. The work spans the period September 2015 to May 2021. As an expansive field, 3D Computer Animation covers may distinct disciplines which precludes in-depth analyses of all subjects here.

Recognising these constraints, this report focuses on the disciplines of character and environment development, texturing, and cinematics. Although limiting the scope, these areas also allow for discussions around all processes in the animation workflow.

Module references will use the format Module Name (Tutor, Code, Academic Year)
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	The Sandman story exists through many tellings.The earliest written version is attributed to E. T. A. Hoffmann in Der Sandmann (1816).

In a group assignment, the character would be re-examined. Through iterative design, this sometimes quaint character would be presented as the abusive and controlling optometrist of Hoffmann’s tale.	 

	The Sandman (Paul Berry, 1992)
	Sandman – Clay maquette
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	Sandman – Concept sketch
	Sandman – Concept sketch
	Sandman – Concept photobash
	Sandman - Deliverable
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Silenus could stake claim to being the original drinker. As a companion of Dionysus, his drunkenness gave rise to a power of precognition.

With nods to both the classical roots and a more modern interpretation, his visual development reflects a man of power brought low by a weight of knowledge and a lifetime of alcoholism.

	Silenus – Reference images – Richard Harris
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	Silenus – Reference images – Iggy Pop
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	Silenus – Base anatomy sculpt
	Silenus – Sculpt refinement

	There is an emphasis on reference in this project.

Anotomical studies are complimented and modified in an attempt to fill out the character’s story.

Even as a nude, a muscular frame contrasts with a distended, viscerally fattened “beer belly” and a face wracked by his vices.

Where there is success to be found, there are also oporunities missed. Combining disparate references provides Silenus with a history. Without context, he is just a naked, old man.
	[image: ]

	
	Silenus – Polypaint and pose
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	Autumn – Development sketches
	Autumn – Development sketch

	

	The two shots of Autumn were designed as a setup and payoff. The protagonist appears as a stocky bald-headed hardman. He carries an oversized case reminiscent of a post-war matinee gangster’s violin case and tommy gun. When the case appears again, the contents are revealed as a violin with the character playing in remembrance.
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Autumn – Retopology over high poly sculpt
	[image: ]
Autumn – Deliverable - Production still

	
There is contradiction in characterisation and action. Character is revealed through incident and audience expectation upended.

There is also motivation for the audience in asking “What is in the case?” and this is resolved in the second shot.  
	[image: ]
Autumn – Deliverable - Production still
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	Character sketches – Work colleagues, Harry H. Corbett, Lou Reed & Ronnie Barker
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	During the summer of 2017, recognising a skills gap, several portraits were produced. These were based on photographic references and allowed for the development of digital painting skills and the reproduction of likeness.

Drawing on these skills, the Art Direction involved the creation of a “production bible” comprising character concept work alongside environment, narrative, and world-building. 

The result of this was a cast of some twelve characters for a proposed short film, Asylum.

	Hoodie Protectors – Concept sketch
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Asylum – Mother (after Dorothea Lange)
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Asylum – The patient
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Asylum – Porter #1 (John Dillinger caricature)





	[bookmark: _Toc71464681]3D Filmmaking (Phil Organ, M5X02051, 2018/19)

	
	

	Recognising the overreach of the project proposal, the cast list was cut to two characters and only one of these, The Patient, would be animated for the production of Asylum.
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	Asylum - Character sihouette sheet
	Asylum – The Patient, base sculpt

	

	In fitting with the psychological theme of the story, The Patient’s design had to suggest inner qualities as well as physical attributes.

Although a teen, his features are more child-like. His large head points towards the mind while exagerrated eyes and ears contrast with a small mouth. He absorbs all but cannot communicate.

The result is almost caricature and this does sit awkwardly with the semi-realism of the rest of the design albeit in a character that was designed to promote unease. 
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Asylum – The Pateint, development render
	[image: ]
Asylum – The Pateint, production render
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	[image: Diagram, engineering drawing

Description automatically generated]
The Cell – Concept rough
	This module provided the opportunity to explore environment for its own sake.

With deliverables limited to still images, the environment would have to support a narrative through theme, textures, layout, and lighting.

As an abandoned scene, bereft of life, it was necessary to suggest past actions with carefully placed dressing.

	[image: A picture containing indoor, shoes, feet, dirty

Description automatically generated]
The Cell – Test render
	[image: A picture containing indoor, wall, floor

Description automatically generated]
The Cell – Test render
	[image: A picture containing indoor, dark

Description automatically generated]
The Cell – Production render

	Alongside worldbuilding elements, the simple, cuboid form of a hospital room could not remain in isolation. The concept of breaking out of the box, provided light spills from exterior and further interior sources.  
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Autumn – Environment concept sketch
[image: ]
Autumn – Environment concept sketch
	The staging of Autumn was treated very much as a theatre set. Even where there is “true” depth in the scene, it appears as if a backdrop. The trees are simple cut-out flats but layered to provide complexity and depth.

The environment was dressed with very simple geometry with combinations and small additions bringing variety.

These bold, basic forms leant a comic-book feel to the work and the muted hues of the environment provide a canvas for the red and orange leaves that tumble through the scene as the protagonist plays his violin.
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Autumn – Environment modelling
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Autumn – Environment modelling
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Autumn – Production shot
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Asylum – Blueprint (except from art bible)
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Asylum – Style sheet (excerpt from art bible)
	In developing the environment of Asylum, mid-century modern influences were combined with ecclesiastical proportions and archtechture.

1950’s design pushed colour, pattern and dressing. The church-like structure impressed an idea of overwhelming authority, being restrictive, linear and claustrophobic, while lofty and domineering.
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Asylum – The lift (production render)
	In application, the design of Asylum was supported by lens choice, camera angles, and movement that accentuated the proportions of the structures.

With strong perspective lines, the environment encloses the protagonist and pushes towards an inevitable destination.  The lofted ceilings also allowed extreme shot angles that impose the power of the environment over the diminutive character. 

	[image: ]
Asylum – The corridor (production render)
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Asylum – The Doctor’s office (production render)
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	Animation playblasts – Complimentary environment and staging
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Advanced Character Animation – Submission renders
	Even where the emphasis of the module was strictly on character animation, staging played an important role in placing the actors within their world.

Props and set dressing provide the opportunity for interaction and a physical space that helps to define and make sense of the characters’ movement.
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	During the first, formal introduction to texturing, the chosen subject was a derelict hospital. The narrative choices reflected the aftermath of a breakout by the interned patients.

	To reproduce a derelict scene, grime, and dirt maps (from online sources) were combined with handmade textures.

While largely successful in conveying a mood of decay, closer examination reveals that the custom textures are inconsistent, being cleaner and sharper than the photographic content. 
	[image: ]

	
	The Cell - Assignment deliverable, Maya software render
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	The Cell - Pill and cup, Maya software render with colour and bump channels.
	The Cell - Pill and cup texture with colour and bump mapping. Produced in Adobe Illustrator.
	The Cell – Water bottle with application of transparent material without texture.
	Photo texture from 14textures.com
Edited in Adobe Photoshop

	[image: ]
	Even in the dirtier, worn colour maps, lighting reveals a lack of variation in specular content which could have improved believability.

Where it reveals mistakes, lighting also provided the opportunity to increase drama through tonal contrast, pushing form, creating dark corners and suggesting space outside the box.

	The Cell - Assignment deliverable, Maya software render
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	In this second instalment, attention was turned to the human form and the Classical mythology.

	
In common with the previous subject, Silenus is also ravaged by time but also by alcohol.

Produced in ZBrush, the polypaint feature allowed for an immediacy in the texturing process. Layers not only contain colour/material information but utilise sculpt strokes. This was useful the creation of relief detail such as veins and larger pores. 
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	Sylenus -Assignment deliverable, Zbrush Render

	[image: ]
	[image: ]

	Images from Ryan Hawkins’s Vertex 1 (Hawkins, n.d., p.215) - Attributed to Jacque Choi
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	An important part of this exercise was the recognition of colour variation in human skin.

The principle of colour zoning, reflecting the distribution of fat, blood vessels, muscle and skin thickness, added a subtle yet very necessary layer.

Additional colour variance at the macro and micro level assisted in producing a believable skin tone.

Photographic and portraiture references revealed the wide gamut that may be applied and these lessons were applied throughout this study.

	Lucian Freud – Reflection (Self-portrait), 1985 (Detail)
(Lucian Freud: The Self-Portraits review – menacing, elusive ... orgasmic?, 2021)
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	Creating textures for the animated short represented a step up in complexity. Larger in scale and scope, it required greater degrees of project planning, design, and technical application.


	While producing three distinct zones, a consistent look was maintained with the use of Wright’s mid-century Taliesin palette.

The project required investigations into emissive maps (signage) and layered transparency (hair cards). The baking of light maps became necessary in maintaining manageable render times.
	[image: ]

	
	Asylum - Production test, Arnold render
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	Online photographic resources were, again combined with original textures.

In this instance, they would sit more happily together in a gloomy environment with suggestions of clinical, punitory and ecclesiastical influences.

	Asylum - Character test render.
	Asylum - Hair card test render.
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	In practical application, the use of a strict palette not only assisted in a consistency through the rendered imagary but also leant itself to the supporting art bible.


	Frank Lloyd Wright – Taliesin Palette
	Asylum Art Bible - Cover
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	King of Wayside – Large scale texturing
	King of Wayside – Displacement mapping
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By this stage, project work environment had truly broken out of the box. Enclosed spaces were replaced by expansive landscapes and much consideration was given to developing the large scale textures required to support the scenes.


Props and set dressing also benefitted from more detailed texturing with cognisance of their placement within the shot.

Giant, flying garbage trucks, though 30m long would only appear briefly and move rapidly into the distance. An old car battery was placed in the near foreground. The former required a relatively simple, lower density texture. The latter a more complex treatment that could withstand scrutiny.

The real leap in texturing quality and its ability to support narrative in characterisation and environment came with the use of Substance Painter.

	King of Wayside – Garbage truck
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	King of Wayside – Old car battery
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King of Wayside – Jet’s headgear
	[image: ]
King of Wayside – Flot

	Combined with a growing familiarity of UV layout and appropriate texel density, Substance’s tool set allowed for layering of complex PBR materials in a non-destructive workflow. 

Through this process, clean geometry could receive a treatment reflecting past, age, use and condition. Dirt and grunge, pitted surfaces and broken edges, peeling paint, oily film or flaking rust (and more) all became achievable at the project-wide scale.
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As an introduction to film techniques, this task required an Eisensteinian tonal montage created from stills and focusing on the struggles of a character in his songwriting.

A borrowed camera, a set of lenses and a willing model allowed for explorations in shot size, angle, and editing.
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	Songwriter – Module task
	

	
Further tasks would look at developing these real-world techniques in two short films, a Film Noir and a psychological horror. The former used the classical Noir techniques of extreme low key lighting and long shadows while the latter took these further with greater variety in depth of field and strong perpective lines.

This module would also lead to an interest in the works of Walter Murch(Murch, 2001) and Alexander McKendrick (Mackendrick, 2005).
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	Noir – Module task
	Virus – Module task
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	For this character-focused short, a simple, theatrically staged set up moves over two slow tracking shots.

Working on classic thirds in composition with framing largely accomplished via light and shade, a slow camera track combines with deep staging to create a parallax effect and sense of space.
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	Autumn – Deliverable, shot 1
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	Autumn – Deliverable, shot 2
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	Within the Asylum, a sense of unease pervades.

Extreme angles suggest a watching presence with the protagonist pitched against an unseen power.

Notably, strong key lighting and perspective lines are reminiscent of the Performance A/V module work and, while virtual cameras allow for unrestricted movement, restraint has been applied.

The camera is largely restricted to movements which could be achieved with a physical camera.
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	Asylum – Deliverable
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	King of Wayside – Development shot – Under The Bridge
	King of Wayside – Development shot – Jet on the Bridge

	
The King of Wayside draws on all previous experience within a more ambitious cinematic format. With this to be covered in detail via a module report, a summary is presented here:

· A Cinemascope aspect ratio (2.35:1) and wide angle (105°) lens compliment the scale of the landscape
· Shot size and angle are sympathetic to the narrative and character development
· Camera movement comprises slow tracking, accentuating depth via parallax while suggesting narrative progress
· Framing is achieved with scene furniture, structure, perspective lines, colour and lighting
· Within heavily textured environments, character movement draws the eye as a focal point 
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	King of Wayside – Development shot – Flot lost in the waste
	King of Wayside – Development shot – Flot discovers the bridge
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From the outset of the programme, there has been a tendency towards grittier subjects and visuals. While this has become more achievable through practice and experience, it has also been facilitated by developments in software tools and their incorporation into the workflow.

Many aspects of 3D filmmaking require technical processes which can hamper creativity, acting as barriers to the realisation of ideas. Frustrating at first, these challenges lead to learning and exploration. As new techniques are discovered, they become embedded in the production pipeline, expanding the available toolset, and becoming more natural in use. 

Of note are Pixologic’s Zbrush and Substance Painter. Both provide a creative experience more akin to natural media, allowing visually creative elements to compliment or replace more technical approaches.

In this way, development and submitted works have been the product of a cycle: learning, experimentation, application, and review.

Project scope has been ambitious throughout and all have suffered from some degree of over-reach. The positive outcome has been learning to better manage expectations by setting contingencies, working to strengths, and recognising weaknesses. The review cycle has informed this outcome.

In taking this forward, priority will be given to presenting strengths to prospective employers. This will concentrate on modelling and texturing skills while continuing to develop animation and rigging through personal projects.
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	Module
	Year
	Result

	M4X00625	Performance & Audio/Visual Techniques
	2015/16
	77

	M4X00624	Modelling Lighting & Rendering
	
	78

	M4X00291	Production Practice I
	
	69

	M4X02048	3D Character and Effects Animation
	2016/17
	82

	M4X01897	Visual Studies for Film and Digital Media
	
	74

	M4X01560	Ways of Thinking
	
	80

	M5X02050	Art Direction for the Animated Short
	2017/18
	84

	M5X01599	Creative Research
	
	82

	M5X01572	Entrepreneurship
	
	83

	M5X01569	Creative Practice 4
	
	97

	M5X02051	3D Filmmaking
	2018/19
	76

	M5X02049	3D Character and Creature Animation
	
	79

	M5X01568	Creative Practice 3
	
	96

	ADAD5001	Research Practices
	
	82

	M6X02056	Advanced Character Animation
	2019/20
	81

	M6X01898	SFDM Major Project Stage 1
	
	87

	ADFM6001	Critical Review
	2020/21
	TBC

	ACCA6020	Independent Project
	
	TBC

	ACCA6019	Emerging Trends
	
	TBC
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As an artist, that leaves us with a more simplified roundabout explanation of our basic understanding of overall
facial colour zones.

Yellow/White Brow

Red Cheeks and Nose

Teal/Grey 5 o’ Clock Shadow.

But delving further into the details of these colour zones, we can start isolating various areas, tones and the degrees
that some of these hue shifts become more apparent under various conditions.

Blue/Teal under the eyes
Desaturated Nose Bridge
Blush Cheeks

Pink Lips

Yellow Labii Inferioris

VERTEX
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