Essential skills assignment


One essential skill I will need to develop is creating and developing a portfolio. This skill is key for the design industry as it is the way you communicate your talents to employers.

There are many common guidelines to consider when developing a portfolio. While there are no hard-set rules, some standards do apply. This section will look at some commonly accepted practices and practices to avoid. I will call these the do’s and don’ts of portfolio development.
(Jaen, 2006, p. 99) (1)

Another essential skill I will face within Set design and Production is Scenic Art and Construction. Within this topic are multiple areas key to my development going into the movie/theatre industry, such as “The Production Process, The workshop, The Scenic Paintshop, Basic Joints, Materials, Ironmongery and Fixings Used in Scenic Construction” (Troubridge and Blaikie, 2002, p. Contents) (2), and many more key skills to learn.

One potential career I would like to venture into would be a concept artist, and I am particularly interested in the genres of sci-fi and fantasy. As the industry is moving further into the digital era, there are essential skills I will need to learn and develop to help launch me into the industry and help with becoming a concept artist. The specific skill I am thinking of is Photoshop/CAD. Of which there are many textbooks and other resources out there to help me develop these skills, one of them being “beginner’s guide to digital painting in Photoshop: sci-fi and fantasy” (Morse, 2016, p. front cover) (3).

When creating a scene for the stage, you have to be aware of many things to help draw the audience into the play. “The scenographer holds a special place as the author of an environment rather than as the skilful ‘placer’ of objects.” (Gumbrecht, Hans Ulrich, 2004, Editors’ introduction) (4). And so there are many skills I’ll need to learn to help draw the audience into the play, because this task can’t be solved by only one process.
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Reflection:
My similarity score was 36% which is more than I was expecting and more than I would have liked but it’s not too bad. The reason why I expected less was because I didn’t plan on quoting all the books and articles I looked at. My plan was to just talk about them, but then felt I had to reference something from each of them, so it just added up.
I think I would mark myself between 50-69%. So within the categories of Good and Very Good / pass or merit. I have referenced relevant information from multiple sources but I don’t know if there are a couple of things I’ve referenced incorrectly.
