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[bookmark: _Toc1468801670]. Introduction
· The independent project, entitled Nova, is a 2d Character reel involving an Insect and Birdlike creature in its environment. The Target Audience is for 3–6-year-olds. 
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(Original Storyboard)
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(New  Storyboard)

. Research
I was looking at what the creator of Spore, Will wright, said about the project he created. According to him, he said that when making the game, the hardest to imagine was the animation itself being put into it, as well as how the game lets players distribute content individually, while directly giving it to other players. Will has said that the computers will generate the assets, then just an artist creating them. [1] This ties into my project, since Nova was a creation, I made within the game. He has also said that it would have been better if some of the ideas in the game were developed into 3 separate games.[2]

· I also looked at how Walt Disney made all his animations, since this was like what I was going for. Disney envisioned a coloured film with depth when he was creating Snow White. For other films, animators photocopied drawings onto a cel, which allowed darker outlined, which could be scene in 101 Dalmatians and Robin hood. Disney was committed to developing new film Mechanics, which was known as the Golden age of animation, He wanted to be a leader in the film industry, which led him to innovate his work [3] a lot of his animations, whether it’s films or shorts, were the main inspiration for my project, due to it being mostly all traditional animation, instead of CGI.

"All our dreams can come true if we have the courage to pursue them – Walt Disney [4] 
The reason I have looked at this quote from Walt Disney is because, I believe that if people try hard enough to achieve their dreams, they will achieve what they set out to do. I think that Walt Disney knew this, and thus, was believed that everyone can achieve that they want to do, if they practice. I find this incredibly inspiring to me, knowing that I can do anything if I try.
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· I decided to look at how Bambi was developed. According to sources, the film had some early sketches, as well as over 1 million drawings during development. The film was also based on a book, which was then made into a film adaptation, but it was rather difficult to adapt into a family friendly film, since the original source material was much darker compared to the film itself. The team also filmed lots of animals to capture how they moved and behaved in the wild while at Maine, and zoos, this also happened in Zootopia, and they worked with Rico LeBrun, who created the skeletal structure.[5] Spore’s target audience is also somewhat similar to this statement, since the main game’s target audience is more aimed towards teenagers than the target audience I was going for with my animation.

· I was looking into how people made kids cartoons, since this was my focus. I looked at “Happy Go Hopscotch” to see how it was developed. According to sources, Katy, wanted to originally write about “Science of happiness”, which was involving how people can control their mood, and mindset, which was then named Happy Dog, which would teach lessons from the science of happiness, and was going to be 2d hand drawn. They then wrote a rough script and sent it to the team for feedback, which would then go to be shortlisted.[6] When comparing this to my project, I needed to gather information and feedback from other people. 


· When looking at another studio, they said that they created the character based on the description. Their artists would often create some sketch drafts without consulting one another, to imagine their vision freely, this includes types, as well as stylistic solutions. They then coloured designs, and it Tooks around 2 weeks or 1.5 years to do so.[7] I needed to create some sketch animations, so that I can use it as a base when animating, and I needed to do so, before I created the line art, colour as well as shading.
For More Info
Appendix * 1

Animation Series Development: From Concept to Screen (Part 1)
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Introduction
Our studio regularly receives commissions to develop animated series. Most often, these come from game companies wanting an animated series featuring their game characters, VOD platforms, or even other studios. We also work on developing our own ideas.

We have a dedicated department solely focused on project development, staffed by some of our studio's best talent. The quality of our work is reflected in the participation of our projects in major international events and pitch sessions:



Below, we outline the process of developing an animated series.
1. Gathering Information
This is the most critical step in development. First, we need input from the project initiator — this could be our client or an internal producer. We must understand:


· Target Audience: Who the series is aimed at.
· Genre: The style and tone of the series.
· Format: Number of episodes and their length.

Next, we listen to everything the client thinks about the project. We study all possible materials, ideas, and existing work related to the future series. We then gather and approve references. This helps us achieve a shared vision with the client. We need to think about the future show in the same way. After this, we move on to the next step.
2. Developing the Idea
Next, we focus on the main character. Often, the character already exists, and we need to refine them and create a compelling story. Sometimes, we have to invent or "give birth" to them, so to speak.

We brainstorm several ideas, which include the basics: logline and short description. If additional information is needed, such as character descriptions, series style, or comments, we include that too. The client reviews these ideas, and we discuss them in detail, test each one, come up with stories, imagine plots, and even start sketching if something seems promising. Through this process, one idea is selected and refined until it shines like a diamond, clear to everyone, and loved by the entire team. Love for the idea is a crucial factor for success.
3. Project Bible
At this stage, we expand the chosen idea into a project bible. It includes:


· Project Title
· Technical Data: Audience, format, genre, technique.
· Logline
· Project Description
· Character Descriptions
· Catchphrases
· Project Values or Current Relevance
· Episode Structure
· Episode Pitches
· Team Description
· Any other necessary details specific to the project idea.

This period is usually brief. If the idea is clear and everyone likes it, the bible is written easily and enjoyably. The first draft is ready within a week, and we present it to the client. This is followed by 3-4 iterations with detailed editing.
4. Character Design and Visual Style
Creating unique and memorable characters is a cornerstone of developing animated series. Character design is usually based on the character's description. However, sometimes an outstanding sketch with a vivid personality can influence not just the character description but the entire project.

For instance, our character Cuack from "Captain Kraken and His Crew" was meant to be just a fun guy but turned out to be one of our studio's most beloved and legendary characters.

Initially, different artists in our studio draft sketches without consulting each other, freely imagining and offering their vision. Some look for types, while others seek stylistic solutions. These sketches are compiled into a presentation and shown to the client, who provides feedback on what they like and dislike. Based on these comments, we create a second iteration. Sometimes the process drags on, indicating a lack of a shared vision. In such cases, we revisit and rework the project concept — fortunately, this doesn't happen often.
Once the sketches are approved, we create colored designs with the appropriate contours (or without, if the style requires it). This might involve just one character or an entire lineup, depending on the idea we are working on. It is crucial never to present designs in T-poses. Characters should always be depicted in dynamic key poses that express their individuality, whether in sketches or final designs.

The duration of this period varies widely. The quickest took 2 weeks, while the longest lasted 1.5 years. We would send sketches and wait 2 months for feedback from various departments in different countries, then make adjustments in a few days and wait another 1.5 months for feedback.

This concludes the first part. Stay tuned for the continuation in Part 2, where we'll cover background concepts, animation tests, logo design, pitch bible, teaser, pilot script, and much more.
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· When approaching my main demographic, I needed to make sure that it was the best suited for them. For example, when designing the animation which is 
When looking at the phycology of colours within children’s animation, it is shown that: 
. Red = Passion, Danger, Energy
. Blue = Trust, Peace, Reliability
. Green = Growth, Harmony
. Yellow = Happiness, Optimism [8]
I have used a lot of these sort of colours within my project to give off that feel to the audience.
Animation is not the art of drawings that move but the art of movements that are drawn. - Norman McLaren [9]
· I investigated this quote by Norman, since I thought this was a very interesting way to put the art of animation. There are lots of ways to express movement when animating, which can lead to interesting ideas and concepts, such as storytelling, as well as potentially highlighting real-life issues, to raise awareness of the situation. 
“Creativity comes from trust. Trust your instincts. And never hope more than you work.” – Rita Mae Brown [10]

When looking at the development of Moana 2, according to my research, when making a film, the runtime is usually around 90 mins long, as well as the fact that it is composed with a lot of sequences, which usually is around 1-7 minutes long. Moana 2, had around 46 sequences, which then ranged around 7 seconds, as well as under 4 minutes.  The film also has a series of shots, which according to the development team, the song “We’re Back” contained at least 70 shots, which the film has stated to be around 2 mins and 56 seconds long, as well as the fact that the film ran 24 frames with just one part of the animation. [11] When comparing this to my animation, I also have a series of shots of my character in different scenarios and scenes, one thing that was different was that my animation involved running on 12 frames per second, instead of 24 fps, as well as the fact that I did all my animation hand-drawn, compared to rigging it all.
“I made tons of films. I did animation for my friends’ films. I animated scenes just for the fun of it. Most of my stuff was bad, but I had fun, and I tried everything I knew to get better.” – Pete Docter [12]
· I can relate to this quote, the reason being is due to me improving on every animation I have done since the start. Animation is a difficult skill to learn, but I am improving little by little by practicing, while having fun in the process.







Assessment Criteria
. Methods
· When creating some of the animation for my independent project, I was looking online for some animations that have already been made, some examples include gifs, as well as YouTube videos. Because I didn’t want to rotoscope any of the animations themselves, I used a website online to be able to convert a lot of the gifs I find into frames, so that I am able to see how the animation is structured, and so what I did was, I was able to look at some of the animations I saw, and apply some of the movement onto my character, without having to trace all of the animation as a whole. 

· Some examples of this includes the first flying scene, as well as the dance scene. This worked out well, because I was able to mimic some of the movements within my animation, as well as give my character some form of personality. As for looking at YouTube videos, I looked at a video on how to do fur movement for the character [13]. I was able to copy some of the movement within the video without rotoscoping it, to get a clean, fluent, as well as smooth for the view to see. This worked out well, because I was happy with the result of the animation, since the animation was clear, and easy to understand for myself, and for the viewer. It really shows the way the fur on the body flows up and down in a smooth, yet somewhat quick motion, which can also show the sort of weather that the character is in, for example, wind that may be blowing the characters fur around. 

· I also used some of the animation principles, this would include timing, and staging. This worked out well, because I was able to set the stage for the characters that are involved with in the scene, and be able to build up the environment that the characters are in. 

· I wanted to make sure that there is some sort of continuity within the staging, otherwise some of the scenes would make no sense, and could potentially confuse the viewer about what is happening. 
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· I decided to get some feedback from a few students and lecturers to improve the look, feel, as well as the believability of my work. Two students that I asked for feedback was Abigail Jenkins, and Michael Dawe. Their contribution towards my project was to give me ideas on how I can improve a part of my animation, for example, both were able to give me valid feedback when reviewing my project, whilst also pointing out a few flaws that I have made within it. For example, When I animated my character flying through the sky, it didn’t look believable, since the clouds weren't moving with the character itself, and instead were just a static background with only the characters movements. I realised that this was a justified response, something in which I had to sort out and fix. I

· it took me a while to act on the feedback, but I was able to animate clouds moving to make it look more realistic. However, what I didn’t realise was that I accidently made the clouds moving the wrong way, whilst the two of them didn’t seem to notice this mistake, my supervisor, Phil, noticed this and informed me about it. His contribution towards the project was the review the progress each week to see how far I have progressed through the project, as well as give me some handy suggestions on what to include. Some of the suggestions he had talked to me about was a lot of quality-of-life ones, this includes some special effects within the backgrounds, as well as some interesting animation ideas, specifically with the one Snow scene I did. 

· Whilst some of the ideas he suggested I didn’t consider, one idea I included involved, feathers coming off Nova when he is about to take off. This is like how some birds lose feathers sometimes, especially when preening themselves, it just adds some quality of life to it, that really adds charm to the animation. The moving backgrounds and other effects that occur also contributes towards making the animation look more believable and allows the animation to flow nicely and be more engaging to the viewer. 




. Requirements/Design
· When creating the project, the first thing I needed to do was that I needed to make sure what sort of theme style I was going for, which was of course 2d. 

· I used an app known as FlipaClip[14] which is a 2d animation software for IOS and Android, as the software that I would be using. This was because, this software was mainly based on the sort of animation style that was required for the project, it also has an easier interface, and is a lot easier to use, rather than Adobe Animate or Procreate Dreams. The only issue when using this software is that I would need to pay yearly for the software to get all the tools I needed, such as, Layers, Music, Brushes ect. I would also need a stylus, since animating with my fingers is too complex for me, as well as an android tablet to use the software, since you cannot use this software on a computer without installing an emulator. As far as the design is concerned, it needed to look rather simple in design, this is because it isn’t going to be a huge project, and that it will only be around 40 seconds in length, so it isn’t going to be a full-fledged animation with a story of lore to it, however, it is something to consider for the character itself in the future. Since the program can only hold a certain number of layers at a time, I had to strategize, and gradually add, merge, and subtract layers to make room for more animation ideas. And since there was no way to backup projects on the app itself, I needed to make sure that I had to save updated clips to OneDrive, and teams so that I have the latest version of the project in case of any mishaps. The main structure of the project is around being an art of fiction, something that will never be able to exist in the real world, but can be its own believable universe, as far as where the character lives, their personalities, and what sort of activities the characters like doing. 
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When looking at the results of my animation, as well as discussing some feedback, this will all be shown at the end of April, since it can show some of the skills that I possess when creating the animation. I believe this has been one of the best animations that I have created so far, Soley since the animation looks a lot smoother than some animations I have created within the past, as well as the fact that the animation of the character itself didn’t include rotoscoping. The reason I decided not to do any sort of animation rotoscoping was that I wanted to challenge myself and hone my skills further. This was because I didn’t want to be dependent on tracing other people's work, however, a few backgrounds were an exception to this, since I'm not a background artist.  
 I was hoping to add this project to my showreel, this is because I want people to understand the sort of stuff I like doing, which is 2d animation and character art. It will show industries what my main goals, objectives and interests are, and I would love to work in a company that knows that sort of illustration style I am into.
 My main skills involve creating characters, as well as 2d animation, and I thought this was a perfect example of showing off these skills, one example is Clothcat Animations, known for their 2d animation and cartoony art style [15] it is one of the industries I am considering joining soon, since I am very interested in what they are about, and the type of stuff they do. Any industry that involves creating 2d animations or artwork, whilst having a cartoony style, I am more than happy to pitch in and help. 
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· When I was doing the sketch work for my project, I always thought that it looked rather unfinished, I wanted to update the quality of the visuals, since it allowed me to mimic some of the ideas and inspirations online, and make it look more visually appealing to the audience.  Some recommendations that could possibly be added could be, adding some shadows at the base of the character, as well as adding some extra details and quality of life things. Like I mentioned earlier about some feathers coming off the character, its these little things that are added in animation, that makes it stand out from others and shine. The level of detail within the animation isn’t much compared to a live action footage; thus, these small details can improve on that.

·  Since it’s a character reel, the placement of shots was relevant, since they were mostly close shots, since having shots of the character further away would protrude focus away from the scene, leaving the audience baffled about what’s happening in the shot. 

· Some extra details include background effects such as rain and snow, this was to show the type of environment the character lives in and will allow different environmental instances that could possibly affect the character for better or for worst, a yellowish tint has also been made to show a sunny effect.

· The type of colour pallet I have chosen mostly involves warm colours, such as red, and yellow, with a few minor cold colours like blue and green.
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Old and New versions of Nova
[bookmark: _Toc543583503]. Development
· When I was developing my project, I wanted to be able to create an animation, in which the subject being based on was a passion for me. Spore has always been a childhood game that I have played growing up, being able to create whatever creature you can imagine, has increased my creativity throughout the years when it comes to characters. Thus, I wanted to dedicate the project to paying homage to the game itself, by creating a character reel of one of my favourite, and memorable creations, which was of course Nova. When playing through the game as the character, Nova has always been portrayed as a friendly creature, socialising with everyone he meets, making tons of friends along the way. He is also a brave, and protective creature, making sure that all creatures of his planet are safe, and will not hesitate to fight back to protect his planet. I thought that adding some of Nova’s friendliness to the project, since it shows what sort of creature he is, as well as his personality. I wished I could give the animation more of his protective side, but due to time constraints, especially with other modules, I didn’t think I would have the time to be able to implement some of these features. One example of this is Nova being confronted by one of his childhood friends, who was of the Grox species. While the animation itself doesn’t focus on lore, there is a backstory with these two species, and how they became friends to great enemies, however, even if I did implement a scene with them, I haven't exactly built up a story yet, so it would only be an idea. If it was mostly more focused on lore, and or story, then developing the project would most likely involve more continuity throughout the frames, instead of just skipping to the next scene. If this was the case, I would have liked it if it focused on Nova and the Grox’s friendship, as well as adding in some more characters associated with 

[bookmark: _Toc883988579]. Experimental Design
· When I was creating my project, I wanted to experiment with new things I never tried before, for example, I wanted to hone my practicality more, and keep improving my skills, confidence, and independent when creating my work. Making sure that I can do the work on my own independently whilst taking suggestions from peers and my supervisor. I experimented on the types of colours I used, researching the types of colours that are needed to create the mood of the animation is something I overlook, but am aware of, since lighter, warm colours can determine a more light-hearted tone, compared to darker ones. 

· I also experimented with my type of art style, since my art-style isn’t exactly like the source material it is based on. It is like a more chibi- style art, because of the minimal detail within the artwork, and the style doesn’t have as many shadows, as well as the lack of how the parts on the character, don’t exactly match up to how they look in the game. I admit that it looks a little less quality compared to the game itself, however, in the future, I would like to try and copy the games art-style, to be more flexible, of course one benefit to my style is that, you can show it to a much younger audience, what was of course what I was going for. 

· Another experimental idea I was doing was, special effects. One of my ideas involved adding fireflies to one of the more darkened scenes in the animation, to bright up the place more, and give more life to the scene. At first, I was rather hesitant of doing so, since I thought that I would need to animate every part of the fireflies, including the body and the wings, however, when looking at examples online, I realised that I could just use the airbrush tool and move it around. 


[bookmark: _Toc1070890293]Skills for professional practice
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· When reflecting upon everything that I have discussed. I believe that I am happy with the results so far, however, I feel like I can push myself to add and do more with it, especially if I had more time. I could try and improve it after I finished University, such as:

. 3d Backgrounds
. Improving the Animation
. Thunder Effect
. Hailstones Effect

· All these ideas would be crucial for making the animation more realistic, and make the viewer believe that the world can be real, and that creatures could generally live there. Making the environment more fleshed out for the creatures to thrive. The feedback I have been given was valid, and was clear to understand, giving me good advice to improve the quality of my work, instead of people just saying that its outright bad. This feedback will aid me into trying out new things and overall improving my animation. I feel like I can improve on some of these aspects soon, but I can only do so well for now, and make sure that the project functions well, as well as has a decent quality. 
[bookmark: _Toc611566431]. Conclusion
· To Conclude, there is plenty of things I can do to improve my project, I am happy with the results that I have gotten so far, whether it's the feedback I have given, as well as the overall quality and look of my animation. There are some elements that I would have loved to include, if I had more time, I would 100% add more elements to flesh out the world that Nova lives in. Adding some more scenes with different characters interacting with Nova, as well as add a lot more moving backgrounds could make the world more believable, as well as add some good quality of life finishing touches in there. I may possibly improve the animation after the deadline if needed, or I can focus on a different animation, while keeping some feedback from this animation in mind, to improve for next time.

 
· I am making sure that I make the best possible piece at this current time, as well as potentially try and improve it in the feature, such as adding features that I wished I had included at this current time, as well as potential sound effects and music, however, I am hoping I am able to add at least some music at some point now if possible. As a result of all the information gathered, there is still some ways I can effectively increase the quality of my work, even if it's just some little touches, which could potentially pop out towards the audience. I can possibly try and improve this animation as time goes on, or potentially remake it at some point, adding in more original ideas as I go along, as well as taking in some of the previous feedback that has been given to me.  	
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I've watched it and...it looks good.
The characters movement is smooth, the colours are nice and the design is

interesting.
The scenes do what they need to do and you can tell how the character is feeling and

what they want to do very well.

My only big complaint is how static the background is...
Butit's only really a final toutch on an already pretty good animation.

Overall you did a pretty good job on !
3
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Looking awesome! Ilove the part where they jump over the river and offer the flowers! | would like to see some movement in the backgrounds, especially in the
flying bit, it would help show the speed and movement and of the character, you could just make the background twice as long and scroll it past or something. Not
soimportant at all but it could also be nice to do a zoom in to the planet rather than a cut. Also noticed there's only one frame of this background with shading, then
it goes back to flat. Overall really awesome! | hope my feedback can help )) ies




