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Introduction
This report will review the show reel created and analyse the work within it; so what work was put in it, why this was chosen, what work was left, why was it left out and analysing the show reel as a whole, if it was too long or too short etc. 
Within this there will be a methodology and a main body, the methodology is before the show reel was started and will state what is most likely going to be within the show reel, what should be within it and how each of these should be placed.
The main body will have two sections within it, the first section explaining what is or isn’t in the show reel and why they are/aren’t, this will be going in depth about the animations made in each year, being the 1st, 2nd and 3rd years.
The second section of the main body will be stating what looks good and bad about the show reel and how these could be improved, this will be going on about; the length of the show reel and each of the animations, the rigs within the show reel, the text placed for each of the animations and the sound for the show reel.
After the main body there will be a ‘Further Work’ section, this will go on about any work that would have further been completed towards the project or what would have been changed and how.


Methodology
Everyone has a set goal within this project which is to create a show reel of the work they have created over the past few years while they have been at university, the show reel should be of what they choose to be their best pieces. For this show reel animations were chosen as animating was the main role chosen for each of the project throughout the years along with rigging each of the characters. A skeleton was created for the character, then the mesh was skinned to each of the joints, then controls were created ready for animating. However rigging was not a role chosen within year zero or the first year, this skill was yearn within the second year instead.

As said before the best pieces are to be chosen to make the show reel look good and to show off what work people can accomplish. So the characters which are chosen are; the Rat, Flint and Master Beakwynn from the first and second year main projects, this game experience was called ‘Flint and The Curse of Master Beakwynn’. Then the hands’ animations and the sentinel character from the third year main project, this project being called ‘Untold Labyrinth’. Nothing was chosen from year zero as no animations had been created that year and no characters were rigged. 

The animations which have been chosen from each of these characters are;
Rat – Walk, Run, Attack, Stun, Defeat and Get Up animations.
Master Beakwynn – Stun and Defeat animations.
Flint – Idle, Jump and Run animations. 
Sentinel – Attack, Looking, Chase, Walk, Idle and guard animations.
Hands – Idle 1, Idle 2, Run, Walk, Pickup, Drop, Jump, Land, Teleport, Button Push animations.
Animations of the same character will be put one after another so all the rat animations will play then all the sentinel etc. However before some of the animations play there will be a quick show of some of the controls added to the character, afterwards the first animation will show the skeleton and controls. This may need to be changed slightly later on if time is running short, the animations are being prioritised over showing the rig/controls. So if the animations take up most of the time then there will either be a quick preview of either one or each character or there will be a more detailed preview of one of the better character rigs/controls.
As for the order of these animations, firstly it will most likely be the sentinel as he is part of the third year work, and skills should have developed quite a bit more up until then but should also still be developing. Afterwards will be the first and second year work, so flint, Master Beakwynn and the Rat character animations, and then finally the hands’ animations. 

As for sound for the show reel, different sound will need to be listened to, to decide which is best but nothing too loud should be chosen, the music should be more subtle to go with the animations. The sound needs to be royalty free so several websites should be looked at for music/sound to find the best suited for this show reel.





Main Body
What is/isn’t in the Show Reel and Why
The characters and animations which were said in the methodology were kept, the only one taken out was Master Beakwynn and his animations. Also no characters or animations had been added, at the start of the project the animations were looked at to see which the better ones were, it was only decided later on that Master Beakwynn and his animations should not be added in for a couple of reasons. The reasons for not adding Master Beakwynn and his animations were because time was running short and other animations still needed to be added and his animations still needed a lot of development to look good with the game.
So the chosen characters from first and second year were; Flint, and the Rat characters from the game ‘Flint and The Curse of Master Beakwynn’. However not all animations created were chosen from these characters as not all the animations were done very well and some needed more work done to them. Flint had a lot of animations created using him, a lot of these animations were to try and learn more about animating and about Maya, and so a lot of these animations were left out and only his main animations were used. Some of the animations which were created with Flint are; Running Away, Dancing….
As for the rat animations only two animations were left out of the show reel and these were the rats idle and his old stun animation, the old stun animation was the first stun animation created and this needed to be changed so the second one was created. 

As said before Master Beakwynn and his animations were left out, a lot of these were his attack animations as there wasn’t much to them and they needed quite a bit more work done to them, more feedback was needed from others to develop them more and to make them into better varieties of attack animations. Although this is similar to his stun and defeat animations, these needed more work done to them however as this is first and second year work, skills were still being learnt and developed. Also time was running short and other animations still needed to be added earlier on, also his animations were the least developed plus there were only two of them they were taken out to spare a bit of time.

More of the first and second year animations were left out as said before as skills were still being learnt and developed. Then in the third year these skills were a lot better, had developed quite a bit and were still improving, also the animations looked like they had more personality to them depending on the character. As the first and second year animations weren’t as developed as the third year animations, they are in the centre of the show reel. So the show reel starts with good animations, such as the sentinel, and ends with good animations, the hands, then the less developed ones will be in the centre, flint and the Rat, this should try to catch the viewers’ attention better.

As in the first and second year everyone was learning how to use the different programs such as Maya, Unreal Engine and Substance Painter, and as the main role chosen was to animate, Maya was focused on a lot more than the others. A lot of animations were created in the first and second year to try and learn how to use the programme and to animate and get better. 

Instead of completing three years at University, four years are being completed as there was also a year zero, within that year students learnt the basics of some programs such as; Maya, Adobe After Effects and Adobe Photoshop, People also learnt a bit of programming within Maya. However as said before no animations were completed, not within Maya, so there are none from this year to put within the show reel. Learning After Effects in year zero helped to learn Adobe Premiere Pro a lot faster and get the show reel completed with some ease. Although the length of the animations had to be adjusted during the making of the show reel, this was due to not all of the animations being looped such as the attack animation for the Sentinel, or the Rat’s defeat or get up animations. Also the length of the loop animations varied, such as the Sentinel’s looking animation is around 7 seconds long whereas his walk is only around 3 seconds long. 

The work from the second and third year should have been worked on a bit more as the animations created needed changes to them, some small changes and some needed big changes. The animations which needed big changes were not added to the show reel, more work should have been put into animating within the first and second year as these animations might have looked a lot better and would’ve probably been put within the show reel if possible.


What Looks Good/Bad and Could be Improved About the Show Reel
The show reel looks good overall, good animations have been chosen and they have been ordered well, both the third year character animations look better than the first and second year. There are a lot more developments to the third year animations than the first or second year, there is also more personality to the animations. However the length of each animation is a bit short so the animation can’t be viewed properly and could’ve possibly been a bit longer, to do this maybe show a couple animations of each and make them longer rather than showing all animations, this way more of others would’ve been able to fit in. Also the hand animations could have possibly been changed a bit, so the whole of the pickup and jump animations are all together, so showing the jump, loop and land all in one rather than separately. Same with the pickup, this would’ve looked better and gone along with the show reel more than as this is what the rat does, just showing the loop next to it along with the full animation.
It’s good showing the rig of the character within the show reel it shows another skill although it would’ve been better if more of the rig was shown possible of if there are any extra joints or controls. Showing the rigs within the show reel shows there is more skill and knowledge of character rigging but doing what is said above would show there is even more knowledge on this topic.

There isn’t too much text on screen however the text isn’t really needed during the show reel, but it does tell viewers what the animations are. So either way it would look good with or without the text, as long as there is no more text added as too much text would distract the viewer from the animations. The text at the start and end of the show reel is needed as they are an intro and outro, the text at the end however shows where the music is from and a bit of information if people want to contact the animator at any time.

As for the music, it goes well on the show reel, it works well as the background music and the animations, maybe more different tunes could be listened too but this is not needed. Help was given and opinions were given on the music, a list was given and one was chosen by others and the animator.
Further Work
If the project was to be done differently then the show reel would go as suggested before, only a couple animations from each character would be chosen and these animations made longer.
Then more personal work of animations would be able to be added in, this would be better as it would show a larger variety of animations and show more skill, what is able to be created.
Also if this was done then more of the rig would be able to be shown within the show reel, it would be a more in depth showing of the rig but a more complicated rig would be shown.
Another part would be music, if further work had been completed then more music would have needed to be listened to. A larger variety or music would needed to be picked and if possible more opinions of others would possibly have helped too.
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Conclusion
This report will review the show reel created and analyse the work within it, so what work was put in it, why this was chosen, what work was left, why was it left out and analysing he show reel as a whole, if it was too long or too short etc. 
Within this there is a methodology and a main body, the methodology is before the show reel was started and will state what is most likely going to be within the show reel, what should be within it and how each of these should be placed.
The main body will have two sections within it, the first section explaining what is or isn’t in the show reel and why they are/aren’t, this will be going in depth about the animations made in each year, being the 1st, 2nd and 3rd years.
The second section of the main body will be stating what looks good and bad about the show reel and how these could be improved, this will be going on about; the length of the show reel and the animations, the rigs within, the text placed for each of the animations and the sound.
After the main body there is be a ‘Further Work’ section, this goes on about any work that would have further been completed towards the project or what would have been changed and how.
