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Teamwork
Over the last 5 years of higher education, I have learnt a little about teamwork, and this has led me to believe, the best people to work with are those who share creative drive. In film school, we all strove to be unique directors. We did it to stand out, with the aim of making our content more original, which helped make the filmmaking process a little more enjoyable. After a while it became very clear who’s ‘brand’ was compatible with my own. ‘Branding’ in this example refers to someone’s directing style and/or genre. For the same reason Johnny Depp works alongside Tim Burton, you want to find a peer who is motivated in the same ways you are. The reason for this is you might otherwise clash creatively, or not co-operate at all. In both situations, it could delay your project and make the whole process of collaboration a chore.
University took me by surprise, as although there were individuals with rich personalities, it took me a while to find others with similar creative direction. Although one project in particular taught me I a lesson in adapting my brand. The module’s task was to create a ‘mind-palace’, and because of this there were so many 3D possibilities, however the two other members of the group were game designers, so I thought we might have issues. So when one of my teammates suggested we could run the project in the Unity game engine, I was hesitant. However, an interactive exhibition sounded be interesting, and even though I knew very little about game engines, I liked the idea and I left him to set up the software and engine. 
In October of 2017, I listened to a talk from Nexus Studios. They told an anecdote about having issues whilst working with collaborators. During production of the Gruffalo spotter AR app, they had asked permission to use assets from the Gruffalo television shorts. On receiving the models they realised that all them were not AR/VR ready (high poly and broken). The modelling team having had no experience in VR before, was left to fix these models. However a little faith goes a long way and despite their lack of experience, the team rebuilt the topology in time. I realised Just as Nexus had, that sometimes you have to delve out of your comfort zone, to get the job done. Furthermore, for the rest of this project I took a step back, taking a modellers position and creating assets, passing the models on once I was finished. This was certainly a learning experience, as it was uncomfortable for me to be missing that creative control. However, the project paid off. I learned to not only that I could adapt my brand, but also that trust goes a long way in bringing the team together.
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Anatomy mind palace – interactive exhibition

Nexus Studios’ Gruffalo spotter AR app



Applications of 3D
Now being in my third (and final) year of university, I am keen to decide what career path I want to take. Looking back, I have always been interested in the practicality of 3D in the real world. Originally planning to peruse a career in visual effects, I experimented with facial tracking. Using live action plates and compositing a computer generated mask on top. This introduced me to 3D software and got me interested in the process of 3D modelling. Unfortunately, it was harder than it looked. I bought an Xbox 360 Kinect and used it as a makeshift 3D scanner in the hopes that I could scan my models and use them in my visual effects. The idea of scanning all my models became impractical after a while. So with little experience for the first project of the year, I forced myself to use new software and tried expand my skills. Soon 3D modelling became second nature, and a year of learning and researching animation history made me want to take full advantage of these new skills. Eventually leading me to take the 3D storytelling pathway over visual effects.
I found with visual effects, there was a push to incorporate live action footage into my work, having originally come from film school this was not an issue. Although, with these newfound 3D skills (animation and modelling) I wanted to separate this work from my live action background, whilst still exploring the practical applications of 3D. 
Starting a case study here, the group Historic England set up the ‘Heritage 3D’ unit in 2006, and have been using 3D scanning technology to preserve pieces of English history. One example of their work is the preservation of ‘The Iron Bridge’. Being Britain’s first cast iron large-scale construction built and built around 1780, it truly is a practical piece of British history. A laser scan survey of the bridge was created for conservation teams, this high quality 3D model helped the team plan future repairs. Being English I find it fantastic that 3D technology is being used to preserve cultural history. Just as I have enjoyed making animated shorts and visual effects, there is something special about 3D technology in the ‘real world’. I do not know If I will pursue a career in 3D scanning but the practicality of 3D technology will never fail to impress me, and I certainly look forward to exploring it in my spare time.
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3D scanning using Kinect

The Iron Bridge – Heritage 3D



Hard surface modelling
As I have mentioned previously I need little excuse to delve into 3D and immerse myself in new file formats and confusing software. Over the last 3 years of this course, there have been modules and opportunities to model, texture, rig, animate and do just about anything 3D you wanted to. Taking full advantage of this, I have entered every project with the aim of trying something new or expanding old skills. My aim, to get to industry level of modelling by my third year.
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 (2nd Yr) Topology refinement

Normal map baking (1st Yr)

Environment modelling (1st Yr)
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Over a dozen projects, I have been improving slowly. Learning about topology, bump and normal maps, these helped me reduce the poly count on my models, allowing me to bake detail into the textures, instead of having it physically in the base geometry. Whilst also having clean topology I have been able to my reduce render times and decrease the artefacts in my work. 
In February of this year we had an industry day, all of us received one to one feedback on our show reels from industry professionals. Many of which expressed that modelling was probably my strong suit. Despite showing them an outdated show reel, the professionals have given me some ideas into the direction I need to take, explaining to me that modelling from real life can show employers your ability to work from reference.
With this in mind, I started modelling initially to create some new assets for my portfolio, most of which are vintage/retro. It is important to me that I enjoy my work, and combining my hobby with my work has been very motivating for me. I have been using tutorials from Andrew Hodgson (hard surface modeller at Method Studios) and since my modelling has been rapidly improving. I can only guess that in the past I have been learning from my mistakes, whereas recently I have been learning the correct techniques from the ‘horse’s mouth’ so to speak. It is the difference between guessing techniques versus learning them from a book. The best piece of advice I have been given was ‘your work is only as good as the weakest part of your show reel’. With this in mind, every time I work on my show reel, I am reminded that my old work is not perfect and so with every model, I try to learn and improve. My hope is that as long as I keep modelling regularly, I will eventually build a show reel of work I will be proud to call my own. 
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Hard surface modelling in show reel
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Animation
Before University, I had little knowledge about animation culture and history. As I have mentioned previously, I originally joined the course to peruse visual effects. Although in researching information for my first essay (History of animation), I learned about animation and its rich history. This research changed my opinion on animation and as I discovered Disney’s ‘9 Old men’ I realised that each animator had unique skills and specialties, unique to them. As an animator, I also strive to be just that. In my first year however I was unaware of ‘key poses’. Which meant In the first few months of the course, the animation I created for the characters and creatures was splined automatically, whilst also being animated in a ‘straight ahead’ manner (without keyframes). This really effected the animation I was making. Most of my first year animation lacks of direction and personality, although I blame this on inexperience, I quickly learnt that I should be using Key frames to block out animation, after picking up the ‘animator’s survival kit’. When used in conjunction with a dope sheet, timing out animation became much easier, and I was able to animate faster and more efficiently and it certainly shows in my work. 
Inspired by my research into stopmotion, my second year animated short was animated in stepped, this was an attempted to emulate the stop motion style. Which ended up looking very unique, and it helped me with timing out my animation. This was enough to decide I wanted to animate my final project in the same way. And It was hard work, although very rewarding. An article on the Pluralsight website, explains both the benefits and flaws of using stepped versus splined animation. But as the article mentions,
 “It's up to you to decide when to use one over the other. Up to this point you may have only based your decision on the fact that you found out someone at Pixar blocks in their animation using stepped curves or vise versa, so it must mean that's the best way to do it, right? However, even though Pixar has amazing animators it really comes down to what works best for you, and how you enjoy to work.” (Pluralsight, 2014).
It is personal preference, and although animation is so important to me as long as I am happy with it that is really all that matters.
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Animator’s survival kit – R. Williams










Storytelling
How do you tell a story? As I have passed through college and now university, my answer to this question has changed. I would have once thought storytelling only existed in books and films. However today I would answer there is no one-way to tell a story. My own motivations for storytelling has changed, as well as the types of stories I want to tell. I spent most of my teenage years making short films with a digital camera, as I have gotten better at animation and modelling and started paying more attention to the environment and the characters in my films. I learned that minute story details could be told using props, textures and even lighting. As I am no longer limited to making films using real props, actors and environments I have become less limited in which stories I could tell. This has led me to create stories about an anthropomorphic fish and cat (who run a news studio), an explorer who finds a demon book (guarded by a mystical skeleton) and a 1970s’ scientist in who discovers a mysterious tape.
In the process of planning my dissertation, one potential subject intrigued me ‘fairy tales and their purpose in 21st century media’. Fairy tales have been told for generations, and their purpose is widely debated. Bettelheim (a well-known literary analyst) suggests ‘Fairy tales are largely adapted with every narrator, having their own motivations and goals influencing the story. Overall changes made to the story are made to greater influence the individual listener’ (Pg.151-152). Folktales were collected by the Grimm brothers, adapted into the book ‘Kinder- und Hausmärchen’. Tales of which are still being used today. It could be debated whether every action we take in life is motivated, and the same goes for storytelling.
Perhaps In the past I was creating films with my schoolmates, for our own amusement. Especially whilst you are at College and University, the aim is always to impress your peers and lecturers with your work. But since becoming more involved in animation events, I realised most animation is created out of self-expression. Record Keeping, my animated short for my final major project has been a story I wanted to tell, I made it for myself. However, the film also represents a part of myself, my determination, my ability, my technique and my style. This important to know, Studios or even collaborates need to know this and my hope is that my film will visualise it. My best time management technique is to do what you enjoy. Bring your own interests into your work, let your hobbies and interests motivate you, because if you cannot find enjoyment in your work, what is the point in you doing it.
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Record Keeping – Matt Kinahan
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