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This paper will outline my progress throughout my university degree delivering 3 years of my understanding and development about 3D computer animation. You will see dramatic changes and development to specific areas of the course which I most enjoyed.
Between September 2017- Early 2020 my overall development has improved drastically within my stronger area’s with understanding more in-depth information and increased cognitive skills along with hours of research. This is the beginning of a breakdown of all my combined work. During the early stages of my life I loved drawing on every bit of paper I could find I would draw on.
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Semester one
During my first year we were tasked with creating a room and animating an object 5-10 seconds in length. With no 3D skills I went with the first idea that came into my mind which was an abandoned castle. I underestimated the length needed to create one room although this was done in time for me the texturing was the hardest part as I did not know of any software for texturing therefore I searched for images online to attach. As shown above, the materials stretched and I could not find the texture I had in mind online. I may have been somewhat ignorant to the true scale of 3D however with some time to learn and develop I was able to improve and grow as a digital artist. 
Reviewing myself and looking back and if I were to do this project again firstly, I would expand my research to include more on what an actual abandoned castle would look like and think about things they would have in the environment. I found out early on that referencing is such a large part of a 3D space. We see objects on a daily basis and we would know where they would be placed in the real world however, within a 3D world it is much harder to accomplish sizing and placement even when looked at reference material it always looks different on screen. Secondly, I would look into texturing software. Apart from those two main topics I am still somewhat impressed with what I accomplished with lack of 3D knowledge and a lack of knowing the true pipeline workings. To improve this project I believe that I could have delved into substance painter or some software with similar capabilities in order to create custom textures and tweak the colours and patterns to be able to truly bring the environment together.
Although the concept of the two main topics with the lack of 3D knowledge content is still a large positive outcome within the art created. 
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Very early on in university we had a group and individual project involving 2D animation. In which I thought I might like as I personally enjoyed drawing and did not think there would be too much of a difference, but there was. I was not fond of these projects, I think this was partly down to my lack of skill in order to get the outcome I was envisaging in my head. In the time creating these, we learnt about colour theory and how to match colours, I hoped this would help, I knew I wasn’t too bad at matching colours in the real world but how it looks on screen is a completely different beast altogether.
If I were to recreate both of these projects now, I would like to start with gaining more knowledge of editing and photoshop I reckon I could have got myself a much better and clearer story and a higher quality end product. The knowledge I have  of software, lighting, shading and camera angles at this stage in my degree would completely change the look of my animations in 2D if I were to recreate them. I did not think I had a strong enough foundation in the basic principles of 2D art in order to pull the project off to the high standards I hold my work to which I believe is why in my mind I didn’ t like the projects, simply because it wasn’t as good as I wanted it to be.
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During semester 2 we were tasked with creating two 3D characters one of which I decided to do was a robot due to the simplicity of shapes and the other we had to create an anatomically correct character. Rather than doing a basic stereotypical ‘skinny’ human I wanted to create something different I looked at reference online and saw a lot of things with armor and many more but I did not see many 3D characters that were pregnant therefore I decided to take this on and see what I could accomplish. I began by out the female in maya to get the basic shapes as I had already figured the basics of maya then I imported the block out into zbrush to polish and finish the character up before bringing it back into maya for texturing and plug-ins.
If I were ever to recreate these characters there is not much I would change on the robot, all I would do is create a better rig with blend shapes which I now know how to do (back then I did not). With my pregnant lady I would add more of a bump, make the hands smaller and focus more on facial features and again add blend shapes to be able to get more emotional reaction. After university is complete I would like to create her again but in more of a Disney style like my up to date characters and see the outcome. I would also like to make more environments to go with her to tell more of her story.
Year 2
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During the summer of 2018 I was keen to come back with a lot more knowledge and improvements. Knowing how much I enjoyed creating characters I decided to create one over the summer for my personal portfolio and see if I could make improvements on facial features. After attempting a more realistic female character I still was not comfortable being able to achieve an anatomically correct character. I found this time in university to be a big leap frog in terms of my ability to pump out characters increasingly quicker and more accurately . During the summer I came across a youtube 3d artist called Danny Mac which really helped me improve and showed me tips and tricks in order to make certain parts of 3D much easier to achieve. ( https://www.youtube.com/user/djmccabie ) His style was something that really inspired me to create something with more of a disney look. When I came back in september 2018 I wanted to try this so when in pre production stages I designed a disney style character to develop in 3D. During the time I enjoyed developing new skills and developing this character I also came up with a story for her which was her hunting for prey so when it came to this I liked the idea of sculpting a deer, although is a rough block out it will be something I will finish once university is complete.
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After creating her in 3D I managed to create curly mesh hair as I was unsure of any other way to create hair and unfortunately as this was another style of sculpting I was learning I found myself running out of time to create the hair therefore I went for a simpler mesh hair that was not as laggy on my pc for rendering purposes. 
Creating this character was amazing. I felt in my element and really enjoyed myself and found myself losing track of time due to the enjoyment of this creation. Reviewing this now makes me think back to how happy I was with this at the time although I am still happy with this I would definitely tell myself to plan more carefully with time and allow time for animation and rigging as these can take a long time to get right. I would also say when in design stages think of a more simplistic hair style as curly hair is still not common in animation and the first proper test was on brave which was not realised that long ago. I would also tell moreself to sculpt in the ‘T’ pose as this is much easier on the rigging process. Those are the things I have now learnt which I have developed in my 3rd year project.


During the second year we worked alongside someone externally on a gaming project they were working on. They wanted to get our group to create a visual view of characters and environments. We combined this into a group project for a university module in which we were all responsible for different roles. I was responsible for making a female character and although I enjoyed this I did not enjoy the group work due to lack of communication and receiving clothing designs after we had already handed in our project. I think this was simply just a lack of communication throughout along with multiple changes which again weren’t communicated to all group members and so we had outdated 2D designs to which we were modelling and then finding out we were modelling outdated images.
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Things I would change on this project are to have a lot more meetings with everyone and have a design set in place very early on. Things kept changing drastically throughout this project with clothing and colour and it was hard to keep up with a directional path. If this was a personal project or within our class as a group I would have gotten more of a direction of where to take things a lot quicker but as it was an external project, I liked just listening and learning and gaining knowledge of someone within the industry and how they worked. Overall I was very happy with the outcome of my character and it had been my best work to date at this time, I had learnt about facial anatomy and managed to get it in a good spec.

Year 3
During the summer of 2019 I decided that a lot more research was needed to be included within the major project, I looked for ways on how to connect people with the small subtle hints that are noticable subconsciously. 

Major Project
Also during the summer I had researched all ways to draw a more appealing character to present when I returned for my final year. This is the outcome I have achieved which is much better than my current year drawings. I learnt that adding some personality to the drawing is something in which the audience finds appealing, as in this photo she is looking away which in my opinion as an artist makes you question what she may be looking at which adds another layer of intrigue and appeal.[image: ]



When designing my character I found it very hard to draw a side profile but found myself transfering back and forth from my 3D skill set, to get the overall look and see if would work in both 2D and 3D and personally I managed to get there and am super happy with the outcome. Although when looking at the side profile I need to work and the proportions a little more in order to get everything in the right lining as some things are slightly off.
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In the 3rd year of university the main outline of modules was in preparation for a major project, with each module strengthening our skills to create our final animated short. As I specialised in 3D character making, a lot of preparation and time in the first semester for me, was to create a strong character with many features that were able to tell a lot about the main female character when added into a 3D environment along with a storyline. I wanted her personality and background to shine through in 2D just as much as the 3D. A large portion of Josie came from my 2D drawings and to have many iterations of her style and personality, which I found to have worked very well. Transferring this skill and design in 3D is just as hard as many things change when you create a character within the 3D world. Some ideas which were birthed in 2D were easily transferable however some items such as the coord (2-piece suit) as when implemented in 3D this caused multiple clipping issues with the torso and arms.
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This was a 2 part project being split into design work followed up by completing in 3D. My main role was to create a large portion of the 3D side of the designs along with texturing and lighting as these were my strongest areas to dive into. 
When researching about my character I stumbled across a 3D artist called ‘Danny Mac’ on Twitch and youtube. He became a huge source for inspiration for me for my final 3rd year character, Josie. I focused on his little tips and tricks and they helped me gain a more appealing character. How I researched in 1st year has changed drastically to where I am today, I understand more about creating an appealing character and a lot of this has to do with the story for the animation too.
Character
During my 3 years at university the most Significant improvement has been made in developing female 3D characters. Early on in my first attempt at a female character I found something I really enjoyed and wanted to explore further within the development and technology of  creating a 3d character. I have also improved with my texturing and lighting skills, not as much as 3D female characters but it has improved.

Environment
When it came to discussing roles, It was decided that Jordan would create an extra character being the dog and I would work more on the cul de sac that they lived in. I designed and created Josies’s house and Jordan created the house for her character as we were the designers. It was better for us to dive more into these areas as we know more about our characters personality.
Uving/Retopping
In maya I manually retopped my character to be able to get a smoother transition for the rigging stages and to be able to help unwrap with a cleaner cut for texturing. I also used this method for a few other props that were going to be moving within the animation. If I were to do this stage again I would make sure to retop everything manually to be able to get a better outcome with texturing.
Texturing
I really enjoy texturing it is so fascinating seeing something come to life with just a few added bump maps and layers of colours. After creating an object I could spend so much time in the texturing stages to get something looking right. Within the major project I did 80% of the texturing. The only things I did not texture were Jordan's characters and the house he lived in but everything else I textured. There are a few textures I would go back and change if I could do it again but this is interlinked with modelling and uv unwrapping. 
Lighting
Lighting is something in which I am still learning but am very satisfied and interested and always find myself tweaking the lighting to get it right, although this is a topic I am still learning I have come far in this area as to working out street lamps and indoor ceiling lights. Although this is an area I'm slower at developing compared to my character design I feel as though there has been small improvements. 


Advance character
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This module was an animated module using an online rig. This was a perfect module to be able to learn more about animation and my outcome was to focus on the emotion within facial expressions as this is something I wanted to show within the final major project. I found this was perfect to help me work out and block out my animation. This helped me figure out which facial expressions were needed and what would come across to make her personality shine. This also helped me learn more about blend shapes and how they worked, blend shapes allowed me to pack in more nuance into the facial performance. What went well for me is the up close and personal emotion I had animated in which the character would transition in and out of different emotions. I was quite worried about animating however with perseverance and time I was able to focus on the subtle changes of the face and was able to get a fairly convincing emotion reel. I was very happy with the outcome of the overall project. If I was to change anything from this project it would be to add some turntables of the full body language using the facial expressions that I used in the up close animation.





Conclusion
Overall I have enjoyed every moment of my time at university. I have a lot of things to take away from this experience. In my degree journey I have a lot more confidence and belief in myself and have better communication skills and university has helped me come out of my shell and to be able to speak out about my thoughts and views on certain topics and how I might see them differently compared to others. It has also given me the urge to start up my own business which is currently undergoing but will be finished by the time I graduate ready to start work. This business would use my 2D and 3D skills gained through this course to help the customer visualise and realise custom works made from wood and metal. The skills gained from using 3D software will also allow me to make mistakes on the computer rather than on the actual piece thus saving me money and making my business more profitable. This course has not only given me the skills to succeed but the confidence to believe in those skills and to back myself to overcome problems I couldn't have faced before university. 

















How did you improve?
What did you use to improve?
Level of research and care…
at that time? Conducted
Changed in 3 years…
Visual vs verbal litteral
Visual process..
1st year- assignments didnt use them much where are I do now
What would I identify…
Where are the grey areas then you have to review your work...  
Working with people..
Independent
They will keep coming across eachother they would jhave to leave to seperate
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