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Abstract

This report covers the creation process and the difficulties encountered while working on the project known as ‘NOMED Mart’; which is a 3D animation focusing on the aspect of ‘character within storytelling’, as well as theme and genre-based diversity amongst characters, inspired my multiple formats of modern media. 

While the brief describes the final deliverable as an animation, I have instead decided to focus on the earlier production process used for character rig creation, due to my interest in character design and my desire to specialise in character art and modelling.

Throughout this project, I have come across several obstacles in the creative process. These obstacles were mainly formed by a lack of former-knowledge and inexperience with certain processes and methods, as well as inexperience with certain function-limited software and tools.
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Introduction
For this assignment, I was tasked with creating an animated short in its entirety, though the deliverables over the course of the task were split into two halves with different deliverables. This second half of the larger project was assigned to me in January with a submission in May, while the previous deliverables were created starting in October and delivered in December. While the 1st half of this project was centred on the pre-production and planning for an animated short film spanning between a minute and 2 minutes and 30 seconds (including planning, scripting and storyboarding), this 2nd half focused on the actual production of the animation, which would include activities like creating assets (including characters, textures, and environments), animating scenes, setting up scene lights and effects, and editing rendered image sequences.
I believe that this assignment is intended to prove my ability and capability as a 3rd year and soon graduating student of the Computer Animation course, as it requires a heavy amount of time, dedication, information, and resources; all of which I believe I have either gained or learned to utilise during my student experience at the University of Wales Trinity Saint David.
The following is a list of all the software I used for this project, which includes two different 3D packages, as well as sculpting and texturing focused applications and an art/image manipulation program. 
· Autodesk Maya (various versions across systems and throughout process of project, but primarily 22/23/24) [3D package]
· Blender (versions 3.3-3.5) [3D package]
· ZBrushCore 2021 [3D sculpting software]
· ArmorPaint [3D texturing software]
· PaintTool SAI2 [drawing and basic image manipulation software]
· Davinci Resolve 18 [video and media editing package]
While I did initially have some experience with each program listed at the beginning of this task, this was the first time I had used such a wide variety of programs in tandem with one another to produce a piece of the media like the brief described. A previous attempt in my second year of the course (academic year 2021-22) used a far more limited number of software so that I did not busy myself with both the learning process for more programs in addition to the production process.

Research
Most of the research conducted for this project was completed for the VIVA Interim submission in December 2022, however, I did conduct small amounts in order to develop my intended characters even further than before.
One thing that I wanted to get right was being ‘culturally sensitive’. Two of the three members of the originally intended cast are explicitly depicted as ‘non-white’, while the third’s heritage and ethnicity could be interpreted ambiguously. The character whose model is shown within this report is Reo, who is a visible young person of colour. The two other characters who unfortunately could not be physically realised within the given timeframe are Xin He; a cat-fish hybrid appearing girl with Chinese heritage, and Marc; a patched-up character who is intended to be seen as a reanimated individual through their sewn-up exterior and brief conversation points with Reo. 
The research I conducted for the respectful interpretations of Reo and Xin He are focused in different areas. For Reo, I needed to study the physicality of a young black man, doing my research on physical differences in regard to skin tone between different races, as well as finding a popular figure to reference during the sculpting process. The results of my research ended up being acted on mainly within the sculpting and texturing processes; mainly in trying to achieve appropriate facial characteristics such as a flatter, broader nose and face, and colouring parts of the body like the palms in lighter tones to replicate real life.
In Xin He’s case, the research I conducted was based on her dialogue and interactions between herself and the other characters, more specifically the usage of her name. Being a person of majority white heritage, I myself do not have any experience with people using a name originating from another language inappropriately or inaccurately; so I decided to ask for people’s opinions on this matter via an online forum.
The forum I decided to seek help from is called Toyhouse. Toyhouse is a site where users can share characters designs and assets such as images and literatures that contain characters in their ownership, as well as being a platform for commercial trade of designs and the discussion of various topics relating to a lot of online artist spheres. Toyhouse hosts a selection of topic types, which each contain a wide variety of topic subtypes such as ‘Art Marketplace’, ‘Forum Games’ and ‘Help & Questions’. The area that I decided to post on was called ‘Creative’s Corner’; which is a space for discussed an array of subjects relating to the creative process and related themes. The name of my post was ‘Chinese character nickname advice?’ and posed the question and situation (with adjustments for coherence) as such (see appendix for full posting):
“I'm writing part of a script for an animated short I'm just wondering if there's I should avoid with interactions between my characters [regarding] nicknames and the use of the different parts of her name.
The character in question is a young [anthropomorphic] cat called Xin He. In the scene where she is introduced, she is called out by her full name, called ‘Hehe’ as part of a joke in which her replying to it back in confusion is turned into a pun about it sounding like she's laughing, and finally called Xin alone casually.
I'm not that familiar with the Chinese naming system so I'm hoping for any advice on whether these are appropriate uses of her name in a casual English dominant environment if any.”
This post garnered responses from a total of five different users, all of which interacted with the question and follow-up questions to different degrees. The responders’ usernames have been changed for the sake of privacy and coherence [full conversations available with appendix 1].
The first responder was user V. V stated that from their perspective as a Chinese American with Chinese immigrant parents, they believed that the ‘Hehe’ joke made within the script could be ‘taken the wrong way’ and that it personally made them uncomfortable. To prevent a situation like this happening, they recommended giving Xin He a more western name, as they stated that it is common for the children of immigrants to do so in certain environments to prevent natives from struggling with name pronunciation. Additionally, it was suggesting that making a joke out of this name could be perceived as racist or condoning of racist behaviour if not done carefully enough.
After the suggestion of further developing Xin He as a character to a heavier degree than the project would allow time-wise, I decided to expand on the information available to responders; I then made a small piece of the script available for context and explained that the required length of the deliverable short would not allow me to develop her as far as they were suggesting, but that it could be considered in the future.
It was at this point that user Z joined the forum thread, recommending that I research ‘hanzi’; logograms developed for writing in the Chinese language (Yelang, 2021), as another form of character development. Soon after, I received a follow-up response from V, who elaborated that they felt Reo (the character who says the ‘Hehe’ joke) appeared to have negative intentions within the scene, due to a lack of context. They then further explained that they agreed that it would appropriate enough to not develop Xin He during this project after having considered elements such as her screen-time in the proposed script and her significance to the overall story. 
After giving more context of the relationship between the casted characters and cleared up their intentions within the given scene, user H elaborated further on what Z had to say about Chinese linguistics.
H cleared up some confusion and corrected Z’s previous statement; saying that they believe Z was referring to pin yin; the pronunciation of Chinese vocabulary (supported by Chinese.D, 2020), rather than hanzi. Following an additional brief explanation of the system, they also shed some light on the pronunciation of Xin He’s name; stating that the joke wouldn’t work linguistically anyway because of how the ‘He’ in her name sounds closer to ‘[huh]’ than ‘[hee]’. They then backed up V’s previous statement of this first piece of dialogue being ‘off-putting’ for someone of this origin. H also inquires about another feature within the script that could be interpreted as intolerantly lumping together different cultures, to which I stated the intention with the mentioned feature.
Later, H shared a personal opinion on the script exert and users D and T shared small recommendations for replacements for the ‘Hehe’ joke, as well as sharing a resource video for the same topic.
As I result of this discussion, I decided to alter parts of the script to portray relationship-based context in a better light, in addition to removing culture-inspired references. The differences between the third [appendix 1.2] and final [appendix 1.3] versions are visible and clear. These improvements were made via a total of four versions throughout the course of this project.
Methodology – Reo [the character]
Sculpting
Firstly, I started my sculpting process by aligning primitive shapes within the program to my character’s reference sheets [appendix 2.1], which the head and body being initially separated to allow a better focus on the density of detail required of each section.
Below: the earlier proxy body shapes (left) and the more developed versions (right), more developmental images available at [appendix 2.2]
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Above: the proxy head and facial construction shapes (left) and a more developed iteration (right), more developmental images available at [appendix 2.3]
One thing I realised later was that I should have merged the individual sections of the character at a much earlier stage. This is because merging them later, when there is already a lot of detail sculpted onto each piece, makes it that much harder to preserve said detail through the joining process. Due to the merging limitations and options of ZBrushCore, merged objects typically lose polygon counts as part of a ‘smoothing’ side-effect and as a result, high detail can be entirely lost. To make later processes easier, I decided to sculpt certain features into the body which would hopefully optimise activities like rigging. One of these was the sculpting of the eyelids; usually eyelids are sculpted so that they hug the eyeball and appear similarly to rounded cups with the inside hollowed out, but I decided to sculpt the eyelids into ‘hinges’ so that I could simply select one half and pivot it into position with rotation tools. The other feature I sculpted differently was the mouth bag; I sculpted this separately and used Boolean modifiers to ‘carve’ its shape out of the main body mesh within Blender to preserve the detail within my sculpt. Alternatively, I believe a similar result could have been achieved by removing enough polygons to make space for the mouth bag in the main mesh and later rigging the mouth, skinning the body and mouth bag to line up properly, however this process would have been incredibly tedious and would rely on skills I was not confident with at the time.
Below: a close-up of the ‘hinged eyelids’ feature I implemented into the body sculpt to optimise later processes.
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Optimisation
To optimise the edge flow and density of my sculpt for animation purposes, I needed to create new topology for it. I decided to do this using ‘Retopoflow’, which is an add-on for Blender that allows easier usage of specially built retopology tools.
This tool is incredibly useful for beginners, due to how innovative the features are and how easy they are to learn; especially from the perspective of someone who did not have any experience with retopology before this project.
Some areas of the model needed special attention and edge flow due to how they would later deform once rigged. These areas include the mouth, the elbows, and the knees.



Below: areas on the model that required specialised topology; the face (left)
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For a short while, I struggled to decide whether I would be using the lower count retopology (with a count of 5,972 faces) or the higher count retopology (382,048 faces) of the original character sculpts (1,337,846 faces with no optimisation or edge flow). 
[image: ][image: ]
Above: the 2 versions of the retopologised character body model with their densities visible via wireframe; higher count (382,048 faces, left) and lower count (5,972 faces, right).
The main benefit of using the higher count version would be a better retention of sculpt detail, however, this could make the file heavier and that much harder to adjust or process in other parts of the pipeline (UV unwrapping, creating Blend Shapes via face manipulation, etc.), especially when primarily using a lower power system (8GB RAM, AMD Radeon RYZEN 7 laptop). Conversely, the lower resolution model would be much more resource efficient, but it would not be able to retain sculpt detail. I ultimately decided to use the lower count model due to my limited physical system resources and time restraints and counteracted the choppy silhouette and low detail caused by the low polycount with normal map baking and Maya’s ‘smooth view’ feature. This is the best way I could have balanced visuals and practicality, in my opinion.  
Texturing
I was initially extremely confident in my previous research and was fully settled on the idea of using displacement maps to save resources but still have visual detail in the retopologised model. However, during the process of creating said displacement maps, it came to my attention that such a process using already existing geometry to form the appropriate forms. After re-evaluating my options, I decided to use normal maps instead, since they can utilise faux shading to create the illusion of form instead of adding even more polygons to the scene.
Despite my efforts to fix this error while creating the cage mesh for the purpose of baking the normal within Blender, the first full version of the normal map for the low-poly body mesh has an issue with clipping in the mouth area. This is most noticeable on the bottom lip and displays as if it had alpha transparency in the viewport, which translates to miscolouring after rendering. I decided to manually fix this by taking the normal map into my usual art program and blending colours to ‘smooth out’ the contours in the map. Colours that you can usually expect inside of a normal include light blues, pinks, and purples; these indicate how high or low the contours of the mesh lie beneath the normal cage. The clipping issue I experienced is indicated by stark and bright colours like yellow and orange. To fix this, I just concealed the unusual colours with an airbrush-like tool, covering them with similar colours to the surrounding areas and blending them for a seamless finish.
Images below (left to right) depict the original normal texture map and a cropped focus of the manually fixed version
[image: ][image: A picture containing bubble

Description automatically generated]
My first basic process for creating a base colour texture consists of a back-and-forth of the following steps: deciding which bodily feature to place, making basic placement marks with bold colours on the model in ArmorPaint’s 3D space, then taking the exported base image into SAI and creating a more professional looking texture image with the available tools, and then finally taking the new texture into ArmorPaint or Maya to test placement. After all of this, the steps are either repeated to fix errors or to make a new feature. Later, I decided to do this process with Blender instead of ArmorPaint, due to how much more accessible it is and the wide variety of features available for not only texturing, but also other parts of the character creation pipeline. 
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Above: the base colour texture used on the character’s main body, ear and eye meshes in tandem, progress images available in [appendix 3.1]
For objects that do not require as precise UV mapping or feature placement, I used the built-in features of the aiStandardSurface material nodes within Maya. These are a type of material optimised for use with the Arnold renderer and my personal go-to for materials, rather than lambert or blinn. Sliders available to change the look of the material include ‘base’, ‘specular’ and ‘transmission’, which modify the colour, reflections and opacity respectively. In addition to these options, there is one called ‘geometry’, which affect the silhouette of the object using faux shadows to simulate a slightly different form. I used this option to apply normal maps to my character via the ‘image texture’ sub-option.
One bit of trouble that I encountered while applying the base texture map to the character model was the ‘colour space’ option. This option changes the way that colours are displayed within the software. The default selection for this option is called ‘sRGB’ and this setting usually displays my custom textures with some slight discolouration, so I usually fix this by using the ‘raw’ selection, which makes no changes to the image and uses the raw data to display the pixels on the model instead of converting it. However, this method of mine did not give the desired results on this occasion. Initially, I had troubles correctly aligning the skin tone in my viewports (in both Maya and Blender) to the desired tone I had previously used in my character reference images. Due to this character being a person of colour, I dedicated more time than expected to get the colouration right in an effort to not whitewash the design. Eventually, after testing different colour spaces and manually editing the skin tone through the texture map in SAI, I was able to get a desirable effect that also displays well with the sRGB colour space. The images below show the texture in action within the Maya Hardware 2.0 viewport rather than the Arnold renderer viewport, which is displays colours even more accurately according to environmental factors like lighting and such.
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Images from left to right: Character’s body texture applied in colour spaces ‘raw’, ‘AdobeRGB’ and ‘sRGB’.
Xgen
For the purposes of creating the character’s hair, I decided to use Maya’s integration of Xgen; an instancing tool used for creating objects like hair and other elements manipulated via simulations. A large amount of the online tutorials I consulted before diving into using the toolset recommended using the ‘interactive groom’ functionality of Xgen, however, I decided to instead use the ‘guides’ function, since it would be easier to manage and manipulate, especially with the variety of hair forms by sections I had planned out for the scalp.
Guides are almost like splines in nature, in that they are controllable curves, but guides are limited in that one end must ‘sprout’ from a designated mesh, much like an actual hair from human skin. These are manipulated by either a sculpt-like tool or by vertex controls points. The guides can also be changed in numerous ways, such as length, CV (control vertex) count and which basis is used to generate primitives. Primitives are what Xgen calls the hair strands that are generated by our guides. The options for primitive generation basis are as follows: random, in uniform, by guide or by specific location; the first two options are good for bunches of hair in large areas, while the second two are good for hair that needs to be carefully placed, such as eyebrows, stylized hairs and fly-aways. I used ‘random’ for the large bulk of freely flowing hair on the bottom half on the scalp and ‘by guide’ for everything else, using hair card logic in order to save on resources. Then I converted all the primitives to geometry with 2x2 generated Uvs and used alpha and base texture maps to emulate strands within all the hair cards.
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Pictured above: the hair cards generated from the Xgen primitives, with custom textures applied.
Below: the primary custom colour (top) and alpha (bottom) textures created for the hair cards. Triangular textures used for hair cards that needed the illusion of tapering, while full square textures were used for cards that needed to appear ‘fuller’ in volume. Colour variations available at [appendix 3.2]
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Rigging
To make the experience of rigging the character simpler for both management and processing purposes, I decided to use Maya’s built-in HumanIK module (a utility set that helps in creating skeletons and controller rigs for bipedal, typically humanoid characters, with basic customisation options) for body-based movement rigging and the Blend Shape function within the Shape Editor for facial animation. This would result in a character rig that has skeleton lead limbs, vertex manipulated positions controlled by sliders for face and a basic ‘aim-based’ controller rig for eye movement.
I also created joints to follow strands of hair in the small ponytail on the back of Reo’s head. These were made so that I could simulate the movement of the mentioned hair with the ‘dynamic joints’ feature inside Maya Bonus Tools at a later point.
For the Blend Shapes, I decided that I needed the following expressions:	
· Wink 
· Wide eyes
· ‘e’ mouth formation
· ‘u’ mouth sound 
· Soft smile
· Open mouth
· Side grimace 
· Brows raise 
· Brows lower  
I created these expressions by duplicating the base body mesh and manipulating the vertices around the face area to the appropriate locations. This was made easier by using a ‘soft selection’ tool with a ‘surface’ selection mode, which also has an adjustable radius. This tool also has the benefit of making softer looking results in contrast to the harsher manipulations of the default selection tool. I then made these into Blend Shapes using the appropriate deformer, which would then be accessed via sliders in the Shape Editor.
These expressions were modelled onto a singular side of the character’s mesh and then duplicated, plus mirrored or flipped the Blend Shape nodes, depending on what I required from them. Specifically, the sound-based mouth shapes were mirrored and everything else was made into a pair of independent shapes that could form the same as a mirrored node when both were made active. The exception to this was the ‘wink’ node, which had both a pair of flipped shapes and a mirrored node for the sake of convenience.
[image: ]
Image above: All 9 Blend Shapes at full strength with either the mirrored version or both halves of a flipped pair active to show the impact on both sides of the mesh
Methodology – The apartment and NOMED Mart [the environments] 
Modelling
The majority of the assets used in the main NOMED Mart scene were made using approximated measurements from either real-life objects that I have easy accessibility to or from blueprints that I had found online; for example, the front-counter has dimensions similar to my real-life desk and the front doors are based on the dimensions of UK standard doors as well and a technical drawing I located on an automatic door retailer site. Since I struggle to envision and compare distances without visual aid, I have now made it a habit to keep a fabric measuring tape within my workspace so that I can compare the dimensions of objects I am modelling to real-life counterparts or similar sized objects in order to understand the volumes easier.
For easier resource management and space allotment, as well as for the ease of change to individual assets, NOMED MART has an allocated Maya file where objects are referenced in, rather than imported. The apartment simply has the objects based within the same scene assembly file, due to how primitive the objects created within the space are. Another reason why the apartment doesn’t use referenced assets is because of the low number of objects needed within the scene; a table, a stool and a single cupboard. The illusion of a full room was made using two planes to act as the visible walls with another to act as the floor, saving even more resources by not including unnecessary polygons.

Conclusion
To conclude, I would like to state that I am very pleased with my progression as a 3D artist and my skill level in asset creation, however, that is only half of the workload, so I must acknowledge that there are some areas in which I must improve if I want to succeed in this area.
I have proven skilled at learning the new programs I set to utilise in my production workflow, in my opinion, seeing as I was able to implement each one to achieve a satisfactory end result for each asset made within each of them.
My main weakness throughout this assignment was time management. This is an area I have struggled in for many years and I believe this will only get better if I can accurately and independently curate motivations and result-based responses for myself, so that I may achieve my set goals within appropriate time frames.
In the future, I could also stand to be more realistic with my expectations, and to be able to utilise all ideas that I initially plan in future projects, rather than having to scrap them for the sake of time.
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Appendix 1.1
Chinese character nickname advice?
Posted 2 months, 28 days ago by [Me] 
Hey hey! I’m writing part of a script for an animated short for school and I’m just wondering if there’s maybe anything I should avoid with interactions between my characters in regards to nicknames and the use of the different parts of her name? 
The character in question is a young anthro cat called Xin He. In the scene where she is introduced she is called out by her full name, called Hehe as part of a joke in which her replying it back in confusion is turned into a pun about it sounding like she’s laughing, and finally called Xin alone casually.
I’m not that familiar with the Chinese naming system so I’m hoping for any advice on whether these are appropriate uses of her name in a casual English dominant environment if any.
I appreciate any input!


[User V]
As a Chinese American who grew up with immigrant parents who are from China, I can say that the part where Xin’s nickname is called “Hehe” and is made a pun of could possibly be taken the wrong way and it personally made me somewhat uncomfortable. 
Like it could be done in a way where you are very clear that this is either not meant to be racist and is like a funny joke amongst Xins friends that Xin herself is okay with but is not condoning this with others OR this is meant to be showing discrimination and you are absolutely not condoning this and is portraying this in a negative light. This may be quite inappropriate if you are not careful and is failing on doing you’re research for how to portray this situation. Unless I am misunderstanding something or read something wrong, that’s my thoughts on this initial idea.
Now I am sorry if I am being rude or mad- I am not! I am simply giving advice based on my experiences as being the child of immigrants from the country and if you want an alternative idea- Maybe Xin could go by a Western name? Instead of her original name being made into some pun that probably could be taken the wrong way (AKA: It’s risky and might definitely portray a message or be taken in the way you probably didn’t intend it to go) , she goes by a Western “nickname” that makes it easier for non Chinese people to call her by instead of going through the struggle of calling her by her given name and not have anything else to call her by.
I know my family actually goes by more Western names instead of their given names sometimes as nicknames for Westerners to call them by like it’s a given name, and it’s less risky to go with instead of making Xin’s story being about her name turned into a pun / joke and then in the end shes called by her given name after all of that. Maybe for the story if Xin is say in another country where she is living as an immigrant (I am assuming this based on what you have given) the story can be about Xin adjusting to her new home, taking this nickname , and going through this arc of adjusting to her new home while also holding onto her Chinese culture. Sorry that this became long- But hope this helps!
· 2 months, 28 days ago Edited 1:16 pm 
· 
[Me]
Hi [User V] ! Thanks for the input, anything helps! 
I don't’think you'r’ being rude at all! I totally understand that it could be taken a way I didn't’intend or I could'v’ missed something, that's’why I posted in the first place!
Here's’just a lil more context:
- The animated short is a maximum of 2 minutes and 30 seconds so it's’not a long story
- Xin He is not the main focus character and is only introduced about halfway through the short so she doesn't’have that much screen time overall
- Here's’the entirety of the part of the script she's’included in just so I don't’forget to mention anything:
They are brought to a surprise stop by bumping into a folding ladder. They shake themselves out of their shock and look up to see who or what is at the top of the ladder.
MARC
Xin He!
XIN HE
Ni-hao! [worded so it sounds reminiscent of a meow]
The camera changes view to in front of the ladder set-up. Reo walks up to the 2 others with a hand on his hip.
REO
Well look who it isn’t, hey Hehe.
XIN HE
Hehe?
REO
[jokingly] What’s so funny? I haven’t told any jokes yet.
The girl tilts her head in confusion, not quite getting the joke.
Marc shakes off the joke with mock disappointment.
MARC
Ignore him Xin. I thought you were supposed to be on break?
They cross their arms authoritatively.
XIN HE
[stubbornly] I’ll break when I finish stock.
MARC
[sigh] If you say so… Hey, pass us one of the ramen pots while you’re up there. One of the big yellow ones.
Xin He obliges, grabbing the mentioned item and leaning down precariously in the hand-off process. Marc takes it from her with a ‘thank you’ and turns to hand it to Reo.
- I don't’mean for the joke to be mean-spirited, so I'm’happy to take any suggestions on how this kind of set-up could be executed better or alternatives for the situation!
I actually based Xin He's’name on someone I went to school with, lists on boards had her down as Xin He and it actually took me a lil while to figure out who it was because everyone referred to her as Cindy. I'v’ read somewhere online before that Westernised 'v‘rsions' ’f Asian names was a no no so I'm’glad you'v’ brought it up. If pronunciation of her name isn't’an issue, do you still recommend a Western name? 

2 months, 28 days ago 

[User Z]
It's’difficult to give input without the hanzi of the name written out ><;; 

2 months, 28 days ago 



[User V]
Ahhh I see where you are going with this now. It seems like Reo doesn’t seem to have the best intentions with Xin and her name and is making a joke out of her last name based on the script. Or maybe I am getting this wrong and maybe he’s just making a lighthearted joke and doesn’t have malicious intent and Xin just didn’t get the joke. Or he’s actually being malicious. So I think what you can do is clarify Reos intentions with the joke and go based on that.

But since Xin isn’t a main character, you don’t have to worry about this too much and maybe not give her a nickname. But if you were to make a character who is a main character whose name is like Xin and isn’t Western, you wouldn’t want to portray their culture as being a negative thing and condone a character saying or doing something to them that could be seen as discriminatory and not be punished for it. That’s something general to think about! 

2 months, 28 days ago 

[Me]
Hi [User Z] ! I'm’afraid I'v’ never heard of this term before a quick google just now. Is this something I should research and consider?
[User V] the intention is just a small light-hearted joke with Xin not getting it initially. No malicious intent behind it. The purpose of the interaction is to portray Reo as an easy-going guy and to suggest a previously established positive acquaintance/friendship with Xin. I can see how the way I'v’ written it doesn't’really help to tell the mood. I'l’ definitely consider using body language to help portray the intention better or having Xin responding positively to the joke so she appears more in the know.
     I'l’ definitely keep this extra stuff in mind as well! I don't’think I'd’ever want to portray a culture negatively or paint discrimination in a positive light, but I'l’ definitely put more research into the cultures my characters are from and consider my ideas more carefully in the future just in case they accidently come off as hateful. Thank you for the help Victory!

2 months, 28 days ago 

[User H]
Hi :-) chiellopeaker here,, I think what @Zhong means is the meaning and pin yin behind the name. 
So in chiellohe 是 ＆ 石 for example are both written as "s“i" ”ut when said, one goes with the intonations down and the other up and down. This is how chielloharacters are usually told apart. Along with this, these characters have vastly different meanings. The first "s“i" ”eans "i“" ” and the other "s“one".”It may seem like one or the other but there are usually 30+ characters for each spelling 
Thus it would change the pun you try to make. Like with your characters name is Xin He which could be written so many different ways, it could be written really badly and un name like eg: 新河 （new river) or 心合 (heart box) which both are just random words joint together. So I would definitely suggest looking into some legitimate writings of the way the name can be written and the pin yin that goes along with it
Sorry if itIit incoherent! I can try answer any other questions if you have them : ) 
Now for the name part, I think the pun wouldn't’really work to be honest. In chielloe is pronounced more similar to "h“uh" ”ather than "h“ee" ”o it doesn't’mean anything when put as "h“uh h-uh".”Also putting "n“ hao" ”s the first words the only chielloharacter says may be a bit off putting 👌 
Also wanted to ask if there was any significance to the ramen? If not some people may see it as lumping the cultures together :')’

2 months, 28 days ago Edited 8:04 am 

[Me]
Hi [User H] ! Thanks for reading!
I think I can get a really basic grasp of the system now, thanks! I'l’ definitely do some research into this for if/when I develop the character more in depth or as part of my background research for this assignment.
I can see that the joke doesn't’quite line up so I'l’ see if I can find a more appropriate joke or rewrite the scene without it if I need to. And thanks for the input on the greeting! Can I ask how you personally view it? Its supposed to be delivered in a very cartoony and cutesy mix of the greeting and a meow if that helps form an opinion.
No significance to the ramen! I simply chose it because it's’an easy to prepare food item that you find very easily in a lot of convenience stores, since the short takes place inside one and the story revolves around the other two characters finding an easy to make lunch item.
Thanks for the help!

2 months, 27 days ago 


[User H]
Personally I think to be honest, I was a bit shocked to read it. I get the pun for the meow but it's’too fast I think and maybe should be saved for a part where it's’already established the character is more than the simplest words in the language if that makes sense !

2 months, 27 days ago 

[Me]
[User H] ah I see, thanks for the honesty! I'l’ see about changing the greeting to work off of an English term instead then or just using the vocal delivery to hint at the cute vibe I'm’trying to get at. I appreciate the help!

2 months, 26 days ago 

[User D]
If you still want the cat sounding ni hao enielloquivalent, you might consider meowdy or nyiello:)

2 months, 26 days ago 

[Me]
Oooo I didn't’even think of those, brilliant! Thank you [User D] !

2 months, 25 days ago 

[User T]
Hello, I found a tiktok that might add some insight https://www.tiktok.com/t/ZTRtvrbnf/ It made me think of the pun you were considering for ni-hao, and I think it might be why it is really jarring for some to have it pronounced the way you were thinking. 
Also Meowdy is super cute.

2 months, 23 days ago Edited 11:12 am 


[Me]
Ah I see. The context definitely helps understand the issue better, thanks for the resource [User T] !
· 2 months, 23 days ago 
· 
[User T]
Your welcome!

2 months, 23 days ago 






















Appendix 1.2
INT. KITCHEN
WE OPEN to pitch black. WE HEAR a series of shuffling noises before WE HEAR a creaking noise and SEE light flood the frame. WE SEE Reo standing and looking upwards into the cupboard the camera is situated inside. He reaches a hand into the space and taps it around on the surface searchingly, coming up empty. WE SEE Reo pull his arm from the cupboard, and he huffs to himself before hanging his head in defeat briefly. He quickly rises his head and closes the cupboard.
INT. NOMED MART
We cut to an overhead shot of Reo standing on the floor mat of an automatic door. He shuffles for a second before walking towards an unseen spot. 
WE SEE Reo walk into scene from the inside of a no-door fridge. He stands in front of it, perusing the selection for a few moments. A voice calls out after a few seconds, grabbing Reo’s attention and forcing him to turn towards the source.
MARC V.O
Reo.
MARC walks into frame, grabbing REO’s attention as he looks towards them. They settle in front of the fridge next to REO and staring into it with him.
REO
Marc…
MARC
[cheekily] That’s manager Marc to you.
REO huffs amusingly.
MARC leans forward to get a better view of REO’s face from below.
MARC
[pointedly, eyeing REO’s bandaged limb] Still bad?
REO
[slow exhale] Yeah…
MARC crosses their arms and leans back, tilting back their head and closing their eyes in thought.
Suddenly MARC’s eyes open and they point their finger up in realization. They elbow him to get his attention.
MARC
[huffing] Come on. You eat the same crap all the time. I’m gonna show you what I eat when I’m too dead for effort.
REO
[in disbelief, eyebrows arched] Yeah?
MARC
Yeah. Plus… there’s not much else going on… Place is always dead on a Wednesday.
WE SEE the camera pan over the whole of the store interior. A mechanical droning buzz plays over the scene.
Marc picks up a metal basket before slowly pushing Reo off screen by his back.
MONTAGE SEQUENCE
[ingredient gathering montage, we hear the metallic impact sounds made when each ingredient makes contact with each other and the wireframe of the basket]
BANTER
We begin the scene in the middle of an out-of-context conversation between the duo, Reo swinging the now stocked basket with his good arm and Marc walking ahead of him by a few steps, almost leading the way.
WE SEE the two walk around the corner of a shelving unit.
REO
-I just don’t see why I needed 2 years of social experience. Seems kinda unnecessary.
MARC
Dude, I’m not even that old yet. I’m literally the worst person to complain about that to-
Throughout the quick conversation, Marc’s eyes stay on Reo as he talks. Halfway through their own input, they turn 180 degrees and walk backwards for a few seconds as they talk with their hands animatedly. They are brought to a surprise stop by bumping into a folding ladder. They shake themselves out of their shock and look up to see who or what is at the top of the ladder.
MARC
Xin He!
XIN HE
Ni-hao! [worded so it sounds reminiscent of a meow]
The camera changes view to in front of the ladder set-up. Reo walks up to the 2 others with a hand on his hip.
REO
Well look who it isn’t, hey Hehe.
XIN HE
Hehe?
REO
[jokingly] What’s so funny? I haven’t told any jokes yet.
The girl tilts her head and brings a hand to her mouth in confusion, not quite getting the joke.
Marc shakes off the joke with mock disappointment.
MARC
Ignore him Xin. I thought you were supposed to be on break?
They cross their arms authoritatively.
XIN HE
[stubbornly] I’ll break when I finish stock.
MARC
[sigh] If you say so… Hey, pass us one of the ramen pots while you’re up there. One of the big yellow ones.
Xin He obliges, grabbing the mentioned item and leaning down precariously in the hand-off process. Marc takes it from her with a ‘thank you’ and turns to hand it to Reo.
REO
[with a disbelieving chuckle] Seriously? Ramen?
MARC
Uh-huh. It’s gotta be better those radiation patties you always eat.
Reo takes the packet with a huff and drops it into the basket with the rest of his haul.
WE SEE the two’s faces peering in from inside the basket. 
The camera angle switches to all the food goods inside the basket over REO’s shoulder.
MARC
Well, that’s everything.
Marc turns to walk to the front, waving for Reo to follow, but first they call out over their shoulder:
MARC
Xin He! Break!
She sticks her tongue out in retaliation as the other two walk away.	
CHECK-OUT
WE HEAR a beep as the scene quickly cuts to an overhead shot of MARC behind a check-out till and REO in front of it. MARC scans a few items from the basket. Reo fidgets as he stands in front of the till.
MARC
This was nice.
REO
-huh?
MARC
You coming over. It’s nice having someone to talk to when I’m stuck here. I can only make up so many excuses for Xin to come hang out behind the counter in a day, so…
They look up and their eyes meet Reo’s.
MARC
[with a small smile] Come ‘round anytime. I’ll give you the buddy-buddy discount if you need an incentive.
Marc holds out a plastic bag at the end of their statement and Reo takes it off them with a chuckle.
REO
You got it, boss.
Reo walks away with a nonchalant wave and Marc returns it. He returns to the automatic door and stands on its floor mat. Light shines in through the door, obscuring a view of the outside.
Reo turns his head to look back at Marc, who is fiddling with something behind the counter. They catch his eye and wave again with a small smile. Reo smiles back and turns back toward the door. The camera stays in place where it was focused on his face when he steps forward.
The title card appears, it reads ‘NOMED MART’. After a few seconds, a convenience store door opening ping plays and the line ‘COME BACK SOON’ appears at the bottom of the screen. SFX of outdoor atmosphere assets like bird song on light traffic play throughout.




Appendix 1.3
INT. KITCHEN
WE OPEN to pitch black. WE HEAR a series of shuffling noises before WE HEAR a creaking noise and SEE light flood the frame. WE SEE Reo standing and looking upwards into the cupboard the camera is situated inside. He reaches a hand into the space and taps it around on the surface searchingly, coming up empty. WE SEE Reo pull his arm from the cupboard, and he huffs to himself before hanging his head in defeat briefly. He quickly rises his head and closes the cupboard.
INT. NOMED MART
We cut to an overhead shot of Reo standing on the floor mat of an automatic door. He shuffles for a second before walking towards an unseen spot. 
WE SEE Reo walk into scene from the inside of a no-door fridge. He stands in front of it, perusing the selection for a few moments. A voice calls out after a few seconds, grabbing Reo’s attention and forcing him to turn towards the source.
MARC V.O
Reo.
MARC walks into frame, grabbing REO’s attention as he looks towards them. They settle in front of the fridge next to REO and staring into it with him.
REO
Marc…
MARC
[cheekily] That’s manager Marc to you.
REO huffs amusingly.
MARC leans forward to get a better view of REO’s face from below.
MARC
[pointedly, eyeing REO’s bandaged limb] Still bad?
REO
[slow exhale] Yeah…
MARC crosses their arms and leans back, tilting back their head and closing their eyes in thought.
Suddenly MARC’s eyes open and they point their finger up in realization. They elbow him to get his attention.
MARC
[huffing] Come on. You eat the same crap all the time. I’m gonna show you what I eat when I’m too dead for effort.
REO
[in disbelief, eyebrows arched] Yeah?
MARC
Yeah. Plus… there’s not much else going on… Place is always dead on a Wednesday.
WE SEE the camera pan over the whole of the store interior. A mechanical droning buzz plays over the scene.
Marc picks up a metal basket before slowly pushing Reo off screen by his back.
MONTAGE SEQUENCE
[ingredient gathering montage, we hear the metallic impact sounds made when each ingredient makes contact with each other and the wireframe of the basket]
BANTER
We begin the scene in the middle of an out-of-context conversation between the duo, Reo swinging the now stocked basket with his good arm and Marc walking ahead of him by a few steps, almost leading the way.
WE SEE the two walk around the corner of a shelving unit.
REO
-I just don’t see why I needed 2 years of social experience. Seems kinda unnecessary.
MARC
Dude, I’m not even that old yet. I’m literally the worst person to complain about that to-
Throughout the quick conversation, Marc’s eyes stay on Reo as he talks. Halfway through their own input, they turn 180 degrees and walk backwards for a few seconds as they talk with their hands animatedly. They are brought to a surprise stop by bumping into a folding ladder. They shake themselves out of their shock and look up to see who or what is at the top of the ladder.
MARC
Xin He!
XIN HE
Meowdy! [‘howdy’ worded so it sounds reminiscent of a meow]
The camera changes view to in front of the ladder set-up. Reo walks up to the 2 others with a hand on his hip.
REO
[with dramatic ‘gentlemanly’ flair] Good afternoon, Miss He.
XIN HE
[playing along and doing a curtsy] Mewwo, Mr Reo. 
The two chuckle among themselves for a second.
Marc shrugs off the bit between the Reo and Xin He, rolling their eyes.
MARC
Eh hem. I thought the ‘little missy’ was supposed to be on break.
They cross their arms authoritatively.
XIN HE
[stubbornly] I’ll break when I finish with the stock.
MARC
[sigh] If you say so… Hey, pass us one of the ramen pots while you’re up there. One of the big yellow ones.
Xin He obliges, grabbing the mentioned item and leaning down precariously in the hand-off process. Marc takes it from her with a ‘thank you’ and turns to hand it to Reo.
REO
[with a disbelieving chuckle] Seriously? Ramen?
MARC
Uh-huh. It’s gotta be better those radiation patties you always eat.
Reo takes the packet with a huff and drops it into the basket with the rest of his haul.
WE SEE the two’s faces peering in from inside the basket. 
The camera angle switches to all the food goods inside the basket over REO’s shoulder.
MARC
Well, that’s everything.
Marc turns to walk to the front, waving for Reo to follow, but first they call out over their shoulder:
MARC
Xin He! Break!
She sticks her tongue out in retaliation as the other two walk away.	
CHECK-OUT
WE HEAR a beep as the scene quickly cuts to an overhead shot of MARC behind a check-out till and REO in front of it. MARC scans a few items from the basket. Reo fidgets as he stands in front of the till.
MARC
This was nice.
REO
-huh?
MARC
You coming over. It’s nice having someone to talk to when I’m stuck here. I can only make up so many excuses for Xin to come hang out behind the counter in a day, so…
They look up and their eyes meet Reo’s.
MARC
[with a small smile] Come ‘round anytime. I’ll give you the buddy-buddy discount if you need an incentive.
Marc holds out a plastic bag at the end of their statement and Reo takes it off them with a chuckle.
REO
You got it, boss.
Reo walks away with a nonchalant wave and Marc returns it. He returns to the automatic door and stands on its floor mat. Light shines in through the door, obscuring a view of the outside.
Reo turns his head to look back at Marc, who is fiddling with something behind the counter. They catch his eye and wave again with a small smile. Reo smiles back and turns back toward the door. The camera stays in place where it was focused on his face when he steps forward.
The title card appears, it reads ‘NOMED MART’. After a few seconds, a convenience store door opening ping plays and the line ‘COME BACK SOON’ appears at the bottom of the screen. SFX of outdoor atmosphere assets like bird song on light traffic play throughout.
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[image: A grey mannequin with arms extended

Description automatically generated with low confidence]






Appendix 2.3
[image: ][image: ]
[image: ][image: ]
[image: ][image: A picture containing statue, mannequin, doll, art

Description automatically generated]
[image: ][image: A picture containing statue, mannequin, doll, black and white

Description automatically generated]






Appendix 3.1
[image: ][image: ][image: A picture containing art

Description automatically generated with low confidence]


[image: ]











Appendix 3.2
[image: ][image: ]

image4.png




image5.png




image6.png




image7.png




image8.png




image9.png




image10.jpeg




image11.png




image12.png




image13.png
"3

A

\\’/'

g )




image14.png
iR




image15.png




image16.png




image17.png




image18.png




image19.png




image20.png




image21.png




image22.png




image23.png




image24.png
i
i
i

i ...“‘..:‘3‘
f

(e
i

i

it

AN
AL 00O
| g@%&&%@ Y
W L aeY
i
i

Ay

g

i
.‘”.......H....””
i
....:.: ‘.
e
Q

s
L

iy
iy
;.....‘.‘.“..“

‘.._.
i
e
"

=

——

il

A
i d<
.._‘..:.....:ﬁ..agt“ 0

i ‘
L

i
._._”.........‘..............‘.,‘..
i ..........:...:‘ 0

W
A

R
‘.“%‘

‘,‘.........‘.““.‘.

e
3

Dy .

A i

L .

i g A
‘:.......‘.‘....“.\\ S i .:...‘.‘..a
A .

iy
f
|
i
iy ‘.‘.

t

t

======= N
i
Y -
I, Ty dd " .‘.......‘........‘...a..o.“&:é‘«gd‘
, .....‘.....:‘.: /A .‘.:_.....“..”.‘“............:.‘.\.‘ o“%““““‘\‘s‘ | ,.:...”‘ ”
ey R W .
.‘.‘........ i i .
| ..s“‘s% i i
....‘.‘......‘“.... 4 :........x..“..‘...\ .
i . .
s .
| .|
4

. 4499
T ! A
o i i
LY
i

.:.... .:‘

i
ey
L

« 0
i i ....o.w«‘:é‘«‘-g | ..‘
i

... i “.._._....‘ :....‘..““: “
i i ‘.‘... . .:.:

i .
o :“....\ i
) | i

g
.., “..H A “‘:“‘\
e

~

o
fi
..‘.::.. o
) ..‘.‘.‘ ‘

)

1
i,




image25.jpeg




image26.jpeg
NS = Z
=" =




image27.png




image28.png




image29.png




image30.png




image31.png




image32.png




image33.png




image34.png




image35.png




image36.png




image37.png




image38.png




image39.png




image40.png




image41.png




image42.png




image43.png




image44.png




image45.png




image46.png




image47.png




image48.png




image1.jpeg
M Prifysgol Cymru
% Y Drindod Dewi Sant
% University of Wales
Trinity Saint David





image2.png




image3.png




