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Week 1 Notes: (30/01/2025)
· Silence of the bark
· Individual self-expression
· Consider smaller studios 
· Look at interesting title sequences
· Created logo (animated sequence…)
· Check out logorama
· check out Hugo
· check out before micky
In today’s session we went through the 
• IRIDESCENT
• AWAKEN 
• OPPOSITES 
• TRANSFORM 
• HARMONY – scales balance
• MORPHING 
• TRANSCEND 
• CORE 
• MEMORY 
• REFRACTION

Week 2 Notes:
· short of the week
https://help.autodesk.com/view/MAYAUL/2025/ENU/?guid=GUID-A7687378-DC86-4B80-A208-80AC151BFE54 



[bookmark: _Toc196683441]Week 3 – 13/02/2025
Summary:

Notes:
· Breaking forth wall
· Colour theory in key shots
· Dolly zooms
· Tex Avery
· Bernard Lodge
· BBC Motion Graphics Archive
· 

[bookmark: _Toc196683442]Week 4 – 20/02/2025
Notes:
· Sleuth 1972
· Contrasting colours – the spiderwick chronicles
· Storytelling (without words) using music
· The Thing – graphics – 80s sounds – title sequence (why)
· The invisible man title sequence 
· Watch the titles.com 
· Utilise lighting – maniuate


[bookmark: _Toc196683443]Idea 1
I want to combine elements of physic simulations around the idea of HARMONY. For example, it will be an entirely 3D animation utilizing aspects I already know, such as environmental design and storytelling mixed with experimental techniques of using simulation and cinematography in a way that the camera will interact with the scene, telling a vivid story as it progresses.
Specifically, a set of humongous mechanical balance scales in space will represent the idea of harmony, a fine balance of being perfectly centred. The contrast of this would be the impact of rubbish on the other (representing the idea of the impact of climate change) against the beautiful and serene nature. Both scale plates will be large environments where I would combine a series of 5 short animations within the same scene (approx. 2 minutes and 30 seconds, allowing 30 seconds for each part/simulation technique), each showcasing different physic simulations along the way, for example, fluid, fog, fire, etc.

Title: “Scale Tales”
Structure:
· Opening (0–5 sec) – Establishing shot of massive balance scales floating in space
 Visual: Cinematic slow zoom, ambient light, serene music begins
· Middle (5–20 sec) – Each side of the scale shown:
· Left Plate: Beautiful, natural landscape – fog rolls, water flows (use fluid or fog sim)
· Right Plate: Chaotic landfill – smoke plumes, sparks, debris rising (use smoke/fire sim)
· End (20–25 sec) – Camera pans up; balance tips slightly from chaos, visually showing disharmony
 Visual: Debris hits tipping point – subtle sound change, music shifts slightly darker
Use just 2–3 simulation types (fog, smoke, soft-body debris) to keep render times and scope manageable.

[bookmark: _Toc196683444]Presentation script: 
[bookmark: _Toc196683445]Slide 2 – Concept Summary
“So for my animation, I really wanted to explore the theme of harmony, but not in a super literal or soft way — more like how delicate and easily disturbed that balance can be. The whole thing is built around this huge set of mechanical balance scales floating in space. One side represents a calm, peaceful environment — fog, flowing water, natural beauty. The other side’s the complete opposite — it’s chaotic, messy, full of rubbish and pollution. 
I’m using that as a metaphor for climate change, kind of showing how human impact can disrupt what was once balanced and harmonious. The camera travels through these environments, interacting with them in a cinematic way, like it’s part of the story. I want it to feel immersive — like you’re floating through this space and slowly realising how fragile the balance is.
Visually, it’s meant to be beautiful but unsettling. The tone shifts as the animation progresses — it starts calm and gradually becomes more unstable as the polluted side tips the scale. That tipping point is the metaphor — harmony isn’t permanent, and even subtle changes can throw everything off. I’m trying to express that visually without using characters or dialogue, just through motion, space, and simulation."

[bookmark: _Toc196683446]Slide 3 – Research & Inspiration (Presentation Script)
Chris Landreth – Ryan (2004)
"Ryan inspired me through its surreal use of deformation in 3D characters to represent emotional and mental states. Even though my project doesn't use characters, it showed me how abstract visual distortion can communicate inner turmoil. This encouraged me to think about environmental elements — like smoke or disintegration — as symbolic representations of imbalance or decay."
Refik Anadol – Machine Hallucinations (2019)
"Refik Anadol’s immersive, data-driven animations gave me the idea to treat my environments almost like living, breathing organisms. The way he uses motion, colour, and digital abstraction helped me think beyond realism. It influenced how I approached the harmony plate, using fog and fluid simulations to create a constantly shifting sense of serenity."
Fantasia 2000 – The Firebird Suite
"The Firebird sequence shows nature’s resilience and vulnerability through elemental animation. Its rhythm, cinematography, and dramatic changes between peace and destruction deeply inspired my pacing and environmental transitions. The use of music to drive visuals also directly influenced how I built motion around my chosen soundtrack."
Norman McLaren – Pas de Deux (1968)
"McLaren’s work stood out for how he used repetition, light, and delayed motion to create rhythm and symmetry. It reminded me that balance in animation doesn’t just come from visual weight, but also from timing and space. This inspired the symmetrical camera movement around my scale object — reinforcing the visual metaphor of equilibrium."
Thomas Newman – Sugarcoat the Galaxy (End Title)
"This track, mentioned in our brief, shaped the emotional tone of my piece. It captures the tension between stillness and motion, harmony and disruption. I tried to reflect this by pairing smooth camera movements with increasingly unstable simulations — matching the idea of wrapping static harmonies inside energy and pace."



[bookmark: _Toc196683447]Slide 4 – Simulation Choices (Script)
“So, in terms of simulations, I picked three that each help visually reinforce the theme of balance versus disruption.
First is fog, which I’ve used on the harmony side. It’s really soft and subtle — it kind of flows naturally through the scene, and it helps create this calm, peaceful atmosphere. It’s a visual cue for stillness and balance, without needing to show anything literal.
Then there’s smoke, which I’ve used on the chaos side. It’s much harsher and more aggressive — it rises, twists, and feels more turbulent. That contrast really helps to visually break the harmony and show the idea of pollution or damage creeping in.
And finally, I used debris, like falling or soft body rubbish, to represent the actual physical weight of human impact. As more of it appears, it starts to tip the scale — literally. It’s a really direct way to show how imbalance builds up over time.”

Slide 5: Storyboard or Timeline (Script)
“Here’s a rough breakdown of how the animation plays out. It opens with a wide cinematic shot of the scales in space — very slow and peaceful. Then the camera moves across to the harmony plate where you get that flowing fog and natural beauty.
Around the midpoint, it transitions over to the chaos plate, where we start to see smoke rising and debris falling — things start to feel more unstable. Finally, the scale tips slightly, visually marking that shift from harmony into imbalance.
The camera movements are designed to feel like they’re floating — slow at first, but a bit more tense near the end to match the disruption.”
	Timecode
	Action / Event
	Visual / Simulation Focus

	0–5 sec
	Wide shot of floating balance scales in space
	Calm lighting, ambient fog, slow camera zoom

	5–10 sec
	Camera pans to left (harmony) plate
	Flowing fog, serene terrain, soft light

	10–15 sec
	Camera transitions to right (chaos) plate
	Smoke begins rising, darkened tones

	15–20 sec
	Debris falls onto chaos plate, tipping begins
	Rubbish simulation, slight shake, imbalance

	20–25 sec
	Camera tilts up to reveal full scales again
	One side tipping, harmony broken




[bookmark: _Toc196683448]Slide 6: Visual Development / Production Process (Script)
“This slide shows some of the behind-the-scenes stuff from my project. On the left you can see the fog and smoke setups — I spent some time tuning the density and motion to feel natural. In the middle I’ve included a screenshot of my environment build, where I set up the balance scales and lighting. And over on the right is a shot of my timeline and simulation layering — this is where all the elements come together to form the final piece.”

Do Slide 7: Reflection – What worked, what was hard, what you’d improve. mention how I have hardware limitations due to not having a PC that doesn't keep crashing

[bookmark: _Toc196683449]Slide 7: Final Animation

[bookmark: _Toc196683450]Slide 8: Reflection (Script)
“This project really pushed me to explore the core ideas behind experimental animation — especially the idea of communicating emotion and meaning without relying on traditional characters or dialogue.
The theme of harmony gave me a strong starting point, and using visual metaphors like the balance scales and contrasting environments helped me experiment with symbolism, scale, and abstract storytelling — which I know is a big focus in this module.
One of the most valuable things I learned was how to use simulations — like fog, smoke and soft body debris — not just for aesthetics, but as part of the narrative. That really connects to what we’ve been doing in class: exploring motion and space as storytelling tools in their own right.
In terms of production, I faced some big challenges — mainly my hardware. My PC kept crashing during rendering and simulation, so I had to simplify a lot and rely on low-res playblasts to move forward. It limited how far I could push the technical side, but I still feel the concept and execution reflect the experimental aims of the module.”

[image: A screenshot of a computer

AI-generated content may be incorrect.]





[bookmark: _Toc196683451]Bibliography:

[1] Freesound_Community, “Ethereal Riser | Royalty-free music,” Pixabay, Mar. 07, 2023. https://pixabay.com/sound-effects/ethereal-riser-41065/
[2] Freesound_Community, “Ethereal Riser | Royalty-free music,” Pixabay, Mar. 07, 2023. https://pixabay.com/sound-effects/ethereal-riser-41065/
[3] FNX_Sound, “Alien Whispers in Space | Royalty-free music,” Pixabay, Jan. 13, 2025. https://pixabay.com/sound-effects/alien-whispers-in-space-287357/
[4] Freesound_Community, “oscillating space waves | Royalty-free Music,” Pixabay, Mar. 10, 2023. https://pixabay.com/sound-effects/oscillating-space-waves-31400/
[5] Freesound_Community, “Industrial-Pulse-Drone | Royalty-Free music,” Pixabay, May 11, 2023. https://pixabay.com/sound-effects/industrial-pulse-drone-27456/
[6] Kulakovka, “Lost in Dreams (abstract chill downtempo cinematic future beats) | Royalty-free Music,” Pixabay, Dec. 02, 2024. https://pixabay.com/music/beats-lost-in-dreams-abstract-chill-downtempo-cinematic-future-beats-270241/
[7] NFB, “Ryan,” YouTube. Oct. 28, 2013. [Online]. Available: https://www.youtube.com/watch?v=nbkBjZKBLHQ
[8] Refik Anadol Studio, “MACHINE HALLUCINATION,” YouTube. Oct. 07, 2020. [Online]. Available: https://www.youtube.com/watch?v=x1EVhNM-uf4
[9] RedaDoodles, “0ARCHIVES - The FireBird - (Fantasia 2000),” YouTube. Nov. 09, 2022. [Online]. Available: https://www.youtube.com/watch?v=2oKiy_L7t5w
[10] NFB, “Pas de deux,” YouTube. Apr. 10, 2014. [Online]. Available: https://www.youtube.com/watch?v=WopqmACy5XI
[11] Thomas Newman - Topic, “Sugarcoat The Galaxy (End title),” YouTube. Dec. 15, 2016. [Online]. Available: https://www.youtube.com/watch?v=73W3S56O2I8





















This concludes my Production Tracking/Reflective Journal

Thank you for taking the time to read my work, research, practices and workflow detailed in this document.






image1.png
% V1_Scale_Tales Render =
00:00:08:02

nzlv\m‘mm TR

00001000 00001500 00002000

00002500

00003000
bl

00003500 0000:4000
T PRV

5
w
°

e B O

o
s s =

oW w
000 0

Audio1
[

By
Audio2
o 4o

By

Audio 3

a m

O
34
waw o
e v

a

a mix





