In ‘Iris’ embrace:
A waltz of love
Sophie Kwint-Williams 2103828
BA Animation & VFX
Applied computing / WISA.
Date of submission: Wednesday 24th April 2024




[bookmark: _Toc164794877]Declaration
I certify that this report is a partial element of the coursework towards the BA (Hons) degree in Computer Animation, it is a product of my own work and is not the result of anything done in collaboration.
I declare that the work covered has not been and is not being submitted for any other degree.
I agree that it may be made available for referencing or photocopying at the discretion of University of Wales Trinity St David (UWTSD).
Signed: S. L. Kwint-Williams
Date: 24/04/2024

[bookmark: _Toc164794878]Acknowledgements
I am extremely grateful to my supervisor, Philip Organ, for providing me with guidance and feedback throughout this project. I would also like to acknowledge the support of UWTSD in completing my degree. 
I am also grateful to my partner Steffan for their moral support, encouragement, and patience.  



[bookmark: _Toc164794879]Abstract 
Starting the final year of my animation degree, I had a clear objective: to create a timeless classical dance sequence. Using the skills acquired in previous years of study and a creative process, I weaved a captivating narrative through movement and gestures.
Inspired by the waltz, my project aimed to illustrate an enchanting dance between partners, portraying dynamic movements and secondary action. This animation creates a romantic atmosphere through the use of professional choreography, characters, backdrop, and colour palette.
Synchronizing the animation with music further develops the narrative. Combining the traditional waltz rhythm with the journey of the characters.
Research focused on traditional waltz steps and sequences at a professional level to gain a level of precision and authenticity. Inspiration was drawn from different routines in creating elegant, emotive and fluid movements. 2D animations were studied to examine the use of body language to show emotion. 
In creating the animation, I opted for a 2D style, driven by a personal preference and a desire for artistic exploration. Using Procreate and Procreate Dreams, I meticulously hand-drew each frame, Infusing the animation with my own artistic flair. 
The process of creating the animation, refining characters, dynamic dance movements and optimising frame efficiency, proved to be rewarding and enlightening. The exploration of secondary action, especially the movement of fabric, added depth and realism to the animation, elevating the visual appeal and narrative impact.
I faced setbacks such as time constraints and illness-induced interruptions. These challenges served as learning opportunities, refined my approach and strengthened my resilience as an animator. Adaptability and creativity were key to overcoming these challenges, ensuring the projects successful completion. 
Despite these challenges, the animation project achieved its intended goals: captivating the audience with dynamic movements and emotive storytelling. Throughout this project I have honed my skills and developed a process that can be implemented during other projects.
This animation project has been a testament to creativity and perseverance. It has provided valuable experiences and insights that will guide feature projects, inspiring me to continue pushing the boundaries of animation and storytelling. 
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[bookmark: _Toc164794881]Introduction 
Beginning the 2023/2024 final year of my animation degree, I had the goal of creating a classical dance sequence. This required me to utilizes skills I had learn from previous years, develop a creation process, and tell a story though motions and gestures.
Embarking on my final year of my animation degree in 2023/2024, I set a goal of creating a timeless classical dance sequence. I used knowledge acquired in previous years of study, developing a creative process.  
This project is inspired by the elegance and grace of a traditional waltz, portraying an intricate dance between partners. It focuses on dynamic dance movements and secondary action, showing the movement of clothing and hair adds a layer of visual interest to the animation. Creating a romantic atmosphere with the choreography of the characters, the backdrop, and colour palette I have created a piece that fits the theme of timeless love. 
Synchronised with music, the animation is enhanced further. Harmonising the movement to a traditional waltz rhythm a narrative of emotion and love is created. 
This report delves into the research conducted in preparation for the creation of the animation. I gained an understanding of waltz steps, routines and techniques used by other animators. Additionally, an account of the production of the animation detailing successes, failures, reasons, solutions, and valuable insights gained from this project. 

[bookmark: _Toc164794882]Research & review of literature
The initial phase of research for this project centred on studying traditional waltz steps, aiming to achieve a precise and authentic interpretation of a professional dance sequence. Finding useful and reliable sources was essential to achieving this aim. I found crucial advice through the YouTube channel “Egils Smagris” [1]. This channels library consisted of 165 videos detailing different aspect of the waltz, I watched around 60 of these videos to gain knowledge in specific steps.
Drawing from both my own personal experience in ballroom dancing and a diverse collection of choreography, I was able to refresh my knowledge and draw inspiration for my animation. 
This channel had a comprehensive library on knowledge of traditional ballroom dances, offering advice on the fundamental techniques and proper form to intricate competition choreography. By immersing myself in the channel's content, I gained an understanding of how to seamlessly integrate traditional waltz moves into a cohesive sequence. One particularly informative video focused on continuous pivots and spins [1], which was vital for creating the fluid and graceful characteristics of the waltz. The movements showcased in this video served as a guide for creating the dynamic movements I envisioned my characters performing, ensuring they had enchanting motion throughout the animation. 

Another resource I explored during the idea and research phase was Strictly Come Dancing [2] by the BBC. This website serves as a treasure trove of inspiration, providing sequences of various dance styles that largely influenced how I was going to create my routine. From understanding the dynamics of different shots, maximising the use of space and the diversity of dances available this website offered insight into creating a visually captivating sequence. 
This website features videos of professionals discussing their creative process, offering their individual perspectives on how to seamlessly connect different moves while creating the desired atmosphere. This proved to be particularly helpful as I choreographed various waltz steps into a cohesive sequence. Using the expertise shared on Strictly Come Dancing [2], I was able to refine my approach in creating my, elevating my animation. 
I used this source because it provided direct access to the specific routine being discussed by the professionals, allowing for a deeper understanding and a more targeted analysis compared to other sources available. 

The ballroom dance sequence in Beauty and the beast, made in 1991 when using computer-generated imagery (CGI) and computer animation production system (CAPS) was relatively new [3]. This is a testament to the innovation in animation, introducing 3D elements while not being too intrusive and overbearing to the audience. Initially created as a painting representing a single still frame, the ballroom was created by the CGI department. The once still image became a 3D ballroom where the camera could gracefully traverse the space and capture the enchanting fluid movements for the scene. 
The process of rendering the ballroom was slow, meaning the creation of the 2D dance sequence had to be done simultaneously. To aid the animation team in crafting fluid movements, a blueprint of the ballroom with a grid over served as a reference, guiding the team on foot placements, and maintaining proportions. 
This process offers valuable insight for my own animation project. By using CGI technology, I can implement smooth camera movements that mirror the fluidity of Beauty and the Beast. Alternatively, I can create this elegant movement utilising real-life video references. Incorporating a detailed background similar to a ballroom will contribute to the romantic ambiance I aim to evoke.

“Thought of You”, by Ryan Woodward serves as an inspiration for my animation. This mesmerising piece, with its minimalistic 2D style and visible sketch lines, captivated me with its emphasis on the characters movements and gestures. This animation is a dance with a whimsical tone. Exaggerating movements such as outstretched arms reaching towards a partner. This animation has parts where the characters morph into water, light and feathers, creating a surreal yet enchanting feeling to the narration. 
What stands out to me the most is the animations ability to convey emotion solely through body language – something I aspire to achieve in my animation. The characters feelings are communicated through subtle movements, a technique I aim to replicate during my animation.
Additionally, I find the art style of “Thought of You” to be compelling. The visible sketch lines add depth and texture to the animation and are another way to convey emotion. They facilitate dramatic changes in form whilst working with the overall aesthetic. Incorporating elements of this style will contribute to the storytelling and atmosphere I am building. 

[bookmark: _Toc164794883]Methodology and critical analysis
The first choice in creating my animation I made was deciding on the animation style, I opted for 2D animation, driven by personal preference. Through experimenting with both 2D and 3D animation, I discovered a connection to the process of hand-drawing each frame, finding greater satisfaction in the meticulous approach compared to the rigging process in 3D animation which I did not enjoy at all. 
Choosing 2D animation presented me with an exhilarating and rewarding challenge - an opportunity to hone and expand my skills within my preferred medium. By doing this project of considerable length and complexity, I sought to push my capabilities in 2D animation.
This decision not only aligned with my artistic preferences but provided a platform for personal growth as an animator. Dedication and commitment were required to bring my vision to life, I anticipated a journey of creative exploration, learning through failure and success, an artistic fulfilment. 

My creative journey commenced with the design of characters that embodied the essence of elegance and romance. Envisioning a formal dance, I conceptualised attire that fitted the theme: a long flowing dress radiating elegance and grace, paired with a tailored suit exuding sophistication. I deliberately selected a soft pink hue for the dress to invoke a sense of beauty and femininity, resonating with the theme of love. The choice of a serene blue for the suit evokes the feeling of sincerity, trust and affection, aligning with the character's demeanour. 
These carefully chosen colours not only serve to aesthetically enhance the animation but also symbolise traditional gender roles, subtly conveying the narrative of the classic dance. By using these stereotypical colours, I aimed to reinforce the timeless charm of the waltz and create a sense of nostalgia for romantic traditions. 
The target audience for this animation comprised of classical dance enthusiasts. Those who enjoy entertainment like “Strictly” and artists such as Ryan Woodward are likely to enjoy my animation.
In creating a captivating atmosphere, I hoped to show a romantic connection between the characters. important to creating this atmosphere was music, as it helps set the tone and rhythm of the dance. Opting for the traditional waltz time signature of ¾ I choose the song “Iris” by the Goo Goo Dolls, its melody creating a sense of romance and wish for acceptance. This piece not only inspired the choreography but was the inspiration for this project title: “In Iris’ Embrace: A waltz of love”. 
Through the use of character design, colour symbolism, musical accompaniment and 2D animation, I aimed to create an experience that transported the viewers into an enchanting world of romance and elegance. 

I meticulously planned the dance into distinctive scenes, each with their own purpose and narrative, that cohesively played out.  The deliberate choice to begin with simpler steps like the box step allowed for a focus on the character connection, setting up for a romantic sequence. 
The core of the dance, distinguished by constant movement and dynamic spins, encapsulates the essence of romance and passion, drawing viewers in with the flowing choreography. Large spins create dramatic scenes that allow me to showcase my technical skills while also being key to the narrative. 
As the dance reaches its end, the pace slows, and the characters draw together in an embrace, mirroring the intimacy of the opening sequence. Although this structure is simple with a beginning, middle and end, it presents the audience a clear and cohesive story. This structure has a sense of narrative symmetry, reinforcing the theme of love and connection. 
The strategic approach to break down the animation into small manageable scenes was an important decision I made. This stopped me from being able to create an elegant background like Beauty and the Beast however it allowed me to focus on details and prevented me from being overwhelmed. By allocating time based on the complexity of each scene I was able to maintain a steady pace of progress, ensuring the animation received the attention it deserved. 
However unforeseen challenges such as illness disrupted my meticulous planning. This caused changes in the schedule, but I was able to adapt and persevere with my animation. 
The illness forced me to take a week off, throwing my schedule into chaos. Upon returning, I struggled to regain momentum, resulting in increase time per frame as I was out of practice.
In reflection my well thought out plan worked. Although I had to navigate unexpected hurdles this allowed me to grow as an animator. 

For the animation creation I used Procreate, a versatile software primarily designed for illustration but also equipped with animation capabilities. Within Procreate, I hand-drew each frame of the scenes, using the onion skin feature to create a smooth animation. I transferred the completed scenes to Procreate Dreams, another software, where I composed all my shots together. 
The decision to use Procreate came from both its familiarity and accessibility. Having previously worked with the software, I was able to navigate its features with ease, streamlining my workflow. Its compatibility with my iPad allowed for flexibility, allowing me to work on the animation project while travelling. This proved to be valuable during visits to family, as I was able to follow my schedule without interruption, dedicating time each day to the project. 
By harnessing the capabilities of Procreate and Procreate Dreams, I was able to create a polished animation. The strategic choice of software, with its versatility and mobility, contributed to the success of the animation project. 

In crafting the animation, I made the deliberate choice to begin by outlining all the scenes. This approach was inspired by Ryan Woodward's “Thought of You”, aiming to capture a similar aesthetic while having the flexibility to add colour later in the process. Completing the outline first was essential to me as it ensured that by my deadline, I would have a complete animation. 
Consistency was important with hand drawing each frame which led to me creating a style with thick smooth lines. I found this style aesthetically appealing as it imbued the simple outline with a sense of weight and depth, making the animation compelling to watch despite its minimalist style. 
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This is a frame taken from my animation. The simpleness of this style allowed me to fall into a rhythm, completing frames relatively quickly. However, the initial frame of each new shot posed a challenge, requiring meticulous attention to perspective and alignment, particularly when capturing the graceful flow of the dress. 
Overall, this style allowed me to animate with confidence, being a balance between efficiency and artistic expression. Through steady drawing and attention to detail, I was able to bring my vision to life while maintaining the desired consistency and aesthetic appeal. 

The first hurdle I encountered during the animating process was the unexpected sluggishness in playback, disrupting the fluidity and elegance I aimed to achieve. Upon closer examination, I discovered that the root of the issue was an excess of in-between frames, unintentionally ruining the desired smoothness. 
Initially, I believed that including a amount number of frames that capture every subtle movement would enhance the level of detail present in the animation. However, this mindset was counterproductive, resulting in a disjointed animation. 
To fix this issue, I opted for a straightforward solution, removing every other frame. While this proved to be effective in restoring the animations intended pace and grace, I had to eliminate approximately 25 frames. This experience served as a valuable lesson, prompting me to reassess my approach and not add too many unnecessary frames. 
By reducing the number of frames, I would need to create, I not only improved the flow of the animation but also impacted my production process as I would have to draw less frames than initially planned, making the process quicker. 

In the process of creating the animation, I discovered a joy in animating secondary action, particularly the delicate movements of fabric. Exploring how the fabric would sway and flow in response to the characters movements proved to be both enjoyable and satisfying. Among these, animating the spins was particularly exhilarating, as the fabric would gracefully billow outwards, creating a mesmerising wave-like effect that added depth and dimension to the scene. 
One of the most rewarding challenges I encountered was animating fabric as it transitioned between steps, constantly changing in response to the characters movements. Despite the complexity of creating these movements, I found it immensely satisfying to give life to the fabric, giving the animation both a sense of realism and magic. 
Animating these secondary actions not only added visual interest but also elevated the overall atmosphere of the animation, transporting the viewer into a realm of romantic enchantment reminiscent of a fairytale. Achieving the desired atmosphere left me with a sense of accomplishment. 
Overall, the process of animating secondary action not only enhanced the visual appeal of the animation but also allowed me to immerse myself in the creation of a captivating narrative filled with wonder and romance. 

As I delved deeper into the animation process over the course of several weeks, I had a realisation: my meticulous attention to detail, particularly in the form of individually drawing each finger on the character's hand, was consuming a large amount of time with little benefit. Despite my intent to achieve a realistic look, I realised these intricate details were noticeable in the final animation, overshadowed by the rapid pace of frames and the intended focus of the scene. 
Also, when the characters moved away from the viewer's perspective, these details began to blur and loose clarity, detracting from the coherence of the animation. It became clear that the time spent creating these minute details did not align with their impact on the animation. 
In response to the discovery, I decided to transition to a simpler approach, opting to represent the hands with a simplified outline rather than intricate finger details. This adjustment not only sped up the animating process but also harmonised well with my established style, enhancing visual consistency throughout the piece. 
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Unexpectedly, this shift not in approach not only addressed the issue of unnecessary detail but also prevented other challenges I had been encountering. By prioritising simplicity and coherence, I no longer stressed about every foot movement being healed to a professional dancer's standard, instead focusing on making sure that it was clear to the viewer.
Feedback from other viewers showed that they were not focusing on the intricate details that I had been fixating over, instead they were captivated by the animation as a whole, focusing on the fluidity and grace of the characters movements. The elegant flow of fabric captivated the majority of my audience. This served as a good reminder to consider both the perspective as a creator but also as a viewer. By shifting my focus from micromanaging details to enhancing the overall flow and coherence of the animation, I was able to create a more compelling experience for my audience.
This experience highlighted the importance of adapting my art style to fit with the animating process. 

While initially disappointed that I didn't have sufficient time to incorporate facial expressions as originally intended, upon reflection, I now see it as a blessing in disguise. In hindsight, I realise that my plan to add facial expressions might have led to a similar issue as with the hands - overcrowding the animation with unnecessary details.  
Introducing facial expressions inconsistently, only in close-up shots, would have been jarring and disruptive to the narrative flow. The sudden disappearance of facial features as characters moved away from the camera could have undermined the cohesion of the animation, pulling focus away from the primary aim of conveying dynamic movements and exploring secondary action. 
I believe that focusing on characters' physical movements and secondary action was the right choice for this animation. By prioritising these elements, I was able to maintain a visual style, tell a compelling narrative and keep the viewer engaged throughout. 
In the future, I’ll approach projects with the understanding of balance and design choice, ensuring that each implemented element serves to enhance the overall piece. 

Colouring the animation was planned to be done in stages to ensure consistency and visual appeal. The first stage involved adding a base colour to each frame, providing a foundation that would unite the piece and help with character recognition. While this approach helped maintain consistency, regrettably, time constraints prevented me from adding shading to the scenes. 
Despite this setback, I believe that the absence of shading does not significantly reduce the overall impact of the animation. The core elements are present, and the additional base of colour effectively enhances the visual quality of the piece. 
During the colouring process, I gained valuable insight into the importance of having an thoughtful pipeline workflow. Starting with colouring the hair proved to be inefficient, as colours started to overlap, meaning additional corrections were needed, extending the overall process time. Promptly recognising the issue, I adjusted my colouring approach.
Although shading would have added depth and dimension, the absence of the detail does not take away from the animation. Next time I will be more considerate of my process, allowing for time to add details. 
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The realisation that I didn't have enough time to include the background to my animation was disappointing, especially considering the design I had created I had grown fond of. The inclusion of a lamppost would have provided an intriguing light source as well as enhanced the overall perspective and depth of the animation. A lush garden setting would effectively convey the romantic atmosphere of the characters date.
While disheartened I would have to forfeit a significant element, I recognise that time constraints sometimes require difficult decisions. I am comforted by the fact that the core elements are still there to convey the intended narrative and emotion effectively.

[bookmark: _Toc164794884]Conclusion 
In conclusion, I am immensely proud of the outcome of my animation project. It successfully accomplished the goals I set out to achieve: focusing on dynamic movements and exploring the use of secondary action to convey emotion and a narrative. Through meticulous planning and execution, I have created a romantic dance sequence that captivates viewers with its emphasis on character and movement. 
Through this experience, I have honed my skills and developed a process that I can apply to future projects. I've gained valuable insight into project planning, identifying what works best for me and creating effective solutions to encountered challenges. While mistakes were made along the way, such as timing issues, each served as a valuable learning opportunity, equipping me with techniques and approaches for future projects. 
One of the most rewarding aspects of this project was discovering my passion for creating secondary action, a skill that adds depth and visual interest to my animation. This appreciation for the intricacies of movement have inspired ideas for future projects. 
Overall, this project has proved to be a worthwhile venture, providing me with valuable experiences and insights that will enhance my future work. I am grateful for the opportunity to learn and grow as an animator, and I look forward to applying these developed skills and knowledge to future projects,
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https://www.youtube.com/@EgilsSmagris 
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Videos where the professionals talk about their process: https://www.bbc.co.uk/iplayer/episodes/b006mgww/strictly-it-takes-two 
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Interview taken directly from website: https://www.cartoonbrew.com/feature-film/30-years-ago-cg-secrets-ballroom-sequence-beauty-beast-145174.html 
Jim Hillin: We then had something to copy. So, as long as we could make our ballroom in cg look like their ballroom in a still frame, then the next thing was we just had to move the camera and we were off to the races.
What were some of the techniques or tools that were being used to actually produce the cg model of the ballroom?
Jim Hillin: Well, it’s not that different from today, frankly. Renderman had been around—it was created by Pixar before Pixar made any full-length movies. And it made nice and pretty images. I’d been using that already since 1988, and I said, ‘Well, we’re going to use that because it’s about as tried-and-true as you can get in a renderer,’ because a lot of people have been banging on it, and making it work. Then, the top-of-the-line modeler at the time was made by Alias out of Canada. Alias has now become Maya and is owned by Autodesk. The nice thing was the industry was growing up a little bit. It was a time when they were finally beginning to be standards for how to do this stuff—how to put together a scene, how to create a material that responded the same way every time, all that kind of important stuff.
What was the workflow here—the main characters were still traditionally animated weren’t they?
Jim Hillin: Yes, because of the time constraints, we had to do the sequence in parallel with the traditional animators [James Baxter hand-animated Belle and the Beast]. What we did was use a special plotter where we printed out the wireframes. Then we gave the animators registration marks and a bunch of other things so they could physically line up their work and start animating.
At one point, I talked to Glen Keane [the supervising animator for the Beast] and I said, ‘This is what I’m thinking about doing,’ and I brought him an example of a printed out frame of the background they were going to be dancing in. And I gave him an overlay of the floor and an overlay of a grid that fit on the floor, which was three feet by three feet. The idea was that it represented every three feet on the floor and would give them an idea of how to animate: how far to move their feet if they were animating a waltz, for instance. When he saw the grid he went, ‘Oh this is perfect. I don’t need anything else.’
Ballroom with reference grid over:
[image: The cg ballroom model. Image source: D23.]
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This work was submitted for my major project.
Box step:
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This work was submitted for my interim VIVA 
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