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Introduction
In this written report I will cover the success and failure of certain processes and how my overall roles implemented by myself, affected the teams and the project output, likewise I will also write about the reverse on how roles implemented by other members of the team affected me and my output to the project.
Whilst I will not name other team members, I will write about issues that arose, such as, late delivery, failed delivery and quality in terms of each model being in its respective sizes etc.
However, the bulk of this report will cover my individual critical reflection on the work that I created for this project, whether or not I did a good job in the role, my service to the project onto other members, did I become demotivated at some point, how can I improve my skills for future project etc. I will self-evaluate my gains in terms of knowledge, analysis, application and increased skills.
I will summarise my roles within the production with direct references to my document of intent analyse each of the roles I chose to undertake, explain my original aims and objectives and how I think I related to the project and to my teams mates.
Critical Reflection
In this section of the report I will recap my roles and write about my original aims and objectives. There were 6 roles that I chose 2 primary, 2 secondary/support and 2 on standby.
Lighting and Camera Animation
These 2 were my primary roles with the aim and intent to  light the final scenes and animate the camera I chose these as I have real world experience with dealing with lights and cameras as real world terminology and methodologies apply to the digital world as well. My original aim with lighting was to light it in a way that makes the scenes look cartoony but still realistic, consisting of soft lighting and harsh shadows mainly due to the desert like location of the project. In terms on camera, the aim was to animate the camera like a cinematic or early PS2 style custscene.
Scene assembly was a role assigned to me towards which I would take all the assets that the other members had created and compile them with the aid of the storyboards and scene layouts. More on this in the issue section.
Modelling and Texturing
My secondary roles were to model and texture, originally, I wanted this to be my primary roles, however other student had assigned themselves this role before I could, thus I opted for this to be my secondary role. The aim for this role was to help with any modelling or texturing should I be asked. The only additional model I ended up creating was a photoscan of an onion
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Editing and Sound Design
My on stand by roles were editing and sound design, as I have experience with editing and sound design, through my other project in the BA Computer animation, it was a role I would rather not do, however if need be I could have, as I have in depth experience with dealing with Adobe After Effects and Adobe Premiere Pro.
Relation to project and colleagues
Originally I was to assemble 3 scenes for this project, the desert, the grasslands and the interior, the interior was eventually passed to another student when time constraints became a thing, and the grasslands where taken on by another student without informing me, that he had already done the grasslands.
Due to various complications that will be mentioned in the “team members issues” section in the end none of the work that I created, whether it be models, scene assembly, lighting camera animation, never ended up in the final scene, so I tend to look at the work I’ve done as R&D as I still gained a lot of experience, knowledge and skill improvement through creating the scenes that in did.
Success and Failures
In this section of the report, I will write about my successes and failures and how I felt about them and what I did about them.
As a primary scene assembler I felt I did a really good job with the desert scene, using a diverse range of models that ALL student had made not just a select few that are in the final file, with the use of assets to make a natural looking desert based farmland, with rocks, hills bushes and grass scattered throughout the scene it gave of a natural believable looking area, however apparently that wasn’t “Good” enough for the other team members, and thus the role was taken away from me, this incredibly demotivated me as I had basically been told, this is not good enough I’m taking you off the project, as none of my work is actually in the final output.
However, in terms of improvement, I gained a more in depth knowledge of Unreal Engine 5 as I haven’t used this particular engine yet, I have used Unreal Engine 4 however since UE5 is still knew I haven’t been able to use it all that much yet.
A skill that I gained in the making of this project is Photogrammetry, the act of taking images of an object in a 360 degree angle for software to stich together to create cloud points which is then used to convert to a 3D object. It was a test that I did in terms of research, as I didn’t know how to approach small objects, as photogrammetry software needs points of references withing each photo to line up to create and effective cloud point. The object that I chose to test on is an onion as I did my research and found that onions can indeed grow in desert like conditions. Thus I gained a knew skill set and learnt a new piece of software called Reality Capture
Team Members Issues
During the production of this project there were many complications that arose with other team members, whilst I will not criticize team members by name or their personal interaction with me, I will however criticize their behaviour and approach to communication on this project.
First of their communication on this project was nothing short of abysmal, from the start there had been very little communication between us, when it came to production, they had decided to use Unreal engine for the lighting camera animation, assembly etc. without consulting Karol and myself, not asking whether or not we can even use unreal engine, know how to use the blueprint system etc. only given a reason long after the fact that unreal engine handles lighting much better than Autodesk Maya, which isn’t a valid reason for choosing a software without consulting us, especially me considering it was my role to assemble the scene, then later have the gall to switch back to Autodesk Maya withing the last 2 weeks of hand in, again without telling us, but when we found out, it was apparently because unreal engine has issues with rendering something that they had known from the start, something that Karol had previously brought up when we found out we are using UE4, which was “will there be any issues with using UE4”, towards which the response was “no issues”
Another issue that we had was just standard communication, Karol would organise team meetings, every week to 2 weeks and the members stated that yes they join at that time and that they will be there, barely anyone shows up, one 1 to 2 members and they don’t talk, sometimes they use the chat but usually just ignore our greetings and questions. They complain that we are making these calls at unreasonable hours, when Karol makes sure that the meetings revolves around China’s time zone, we even have a discord group that was created very early on in the project, however that is completely unused.
And we have the scene assembly, my role which was to compile the scene together in Unreal Engine 5, however due to the sheer lack of communication on this project, I had no idea what their vision of what the landscape would look like, thus since the beginning of august I have been asking every class to have a copy of the storyboards and a copy of the layout, both of which to this day I still haven’t received
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After a while had passed I decided it was in my best interest to follow through without the layout, knowing I wasn’t going to receive one, I did just that, however when I handed it in, it was met with, “a lack of quality” thus the whole of scene assembly was taken off my hands, and when I look at their final scene it is a far cry from what I made, flat landscape no textures, etc.
And finally one student had the gall to state I’m still doing the camera animation, then 2 hours later messages another student that I’m not doing camera animation without informing me, stating am doing the camera animation then not 3 hour later messages another student stating and I quote “luckily note too bad since the camera is being taken on by someone else, ye Dylan isn’t doing camera anymore” stating I don’t reply to his emails, when the Dylan isn’t doing camera animation anymore was sent to the other student a mere 3 hours after he send the initial one to me, towards which I couldn’t reply to him as I was at work, the audacity of this particular student appalling, 
[image: Graphical user interface, application, Teams

Description automatically generated]








[image: ]
Conclusion
In conclusion this project has been a bit of a mess, however I didn’t walk away with nothing, I did gain new skills, such as using the new Unreal Engine 5 and learning a whole new methodology that is photogrammetry along with related software Reality Capture, given me a good foundation for future endeavours, the weakest part of this project had been the sheer lack on communication between the team members, so should this be redone, I would have taken a bit more initiative to ensure that there is communication between team members, and push for the work that was left our to be included.
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