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My first experiences with 3D software were in my college days. I was taught how to make basic models within Maya and also the basis of animation. I would try to model semi-complex models but from one mesh and extruding/add edge loop. This was a very inefficient way of modelling as it created large quantities of poly's and also the model becomes very messy.   
 
Before university
•    Basic model
My ability to model was at a very basic level mostly blocked out shapes. 
•    Basic understanding of research
My understanding of research was a very basic level, relying only on few websites and not checking their credibility
 •    No understanding of projects
I had no experience, so I didn't know about pre-productions or its pipeline. 
 •    No experiences in Nuke, Primary and basic knowledge of Maya.
Before university, I had no experiences in Nuke and other software that I use now.
 •    Basic drawing skills
I had very basic skills in drawing, but I enjoyed doing perspective drawing manly two-point drawing.
 •    Way of thinking
I was very straightforward didn't do much research and didn't references try to model and animate from nothing. At the start when we started to get into our modeling, we started to model all the small details on props or any object that we make, however now we are more selective about the amount of detail per objects, for example a props that would be placed far or only been seen for few second can be basic shape and then added texture to save time. So from the 1st year, we tried to add all the small details to all props or objects but now we think of a way to cut corners to save time on render while not losing the quality.   
 •    Class to lecture
There was a big difference between from class from college to school. Took a bit of time to adjust but by the end of few weeks, I was able to adapt.


1st year
 Environment modelling
The room is very basic and unrealistic, as it has random and of scale objects that has just been spread around without any thought placement. The models were very basic such as bed and tables except for the shoji which gave me a bit of trouble. At this point my textured where very basic as well, I used clean texture giving the effect that no one had lived in the room or used. Overall the lighting was very basic and the whole scene felt like a doll's room.
However, this was the first time I was used NCloth as was a great chance to play with Ncloth tool. Such as the pillow, blanket and the tablecloth.  
Animal (bipedal or quadrupedal)
[image: C:\Users\Santosh\Desktop\scoot 2.jpg]For the bipedal or quadrupedal animal, I decided to create a praying mantis. This was a big challenge for me, as I have never done organic modelling. Furthermore, I tried to use Mudbox to create the spines for the praying mantis arms but I was not successful. This was because the model didn't have many pollies so I was not able to create small and sharp spikes.
 As for texture, I started with paint tool for the within Maya but later on, I was weight painting I lost all my paint details. After I tried to paint the texture again I kept on losing the weight paint, at the end I only used multiply lamberts.  
 
     
 Visual studios (2D)
For our visual studies we were given a task to create a short 2d animations on the title “the wonderful world of ….” for this I was not too confident with my drawings so I went with something I had experiences which were my background as I knew how to do two-point perspective so I wanted to try a larger scale of the two-point perspective. I was not able to produce what I wanted but in the process, I learned more about perspective which helped me create a better background and better staging.  
 
By trying to do 2d the animations I was able to get better understand how the timeline of the animation works in Maya and how the frames are auto-filled.   
Games (Creative practice) 
For one of our projects, we had to work with games course to create either short animations or game content. This was a great experience as i had to work with people in animations project. I was the backgrounder modeller and the animator, however, I was only given 3 days to animate and render as the model took too long to create.
[image: C:\Users\Santosh\Desktop\gg.JPG]I was also left to do the lightning which was a bit hard as I have never tested out the lighting but I was able to create lights using Ambient light, not knowing that was one of the most expensive lights. But since that experience, I have understood lighting much better.  




[image: C:\Users\Santosh\Desktop\ggg.JPG]Overall the project was a failure as the models took too long to make and we didn’t have many meetings with the team or half of the team didn’t come to the meeting. This set us back as we would only meet 2 hours a week which led to a lot of miscommunications. However, I was able to gain more experiences in working with groups and now I know what I shouldn’t do while I work with the group, plus as I created the whole set I was able to have more experiences with hard surfaces modelling.    
 




 Break down on an animation
 
[image: C:\Users\Santosh\Desktop\alram blur.JPG]    For this project, we looked into a short animation called “Alarm” and tried to break it down such as the lighting, the camera composition and the animations. Through this, I started to look more into lighting, how to set my scene right and how to stage the scene. For example, using blur to make the audience focus on something. Overall this project was a hit and miss as we didn't know what was going on properly but I was still able to learn a lot from my pears and the animation as we broke it down.      
 

Second year
 
Entrepreneurship
 
For our entrepreneurship, we were told to make a group and come up with a business. In this project, I felt that the group was confused on what to do for the business. Plus, the group felt like there was no leader, therefore, we fell apart at the start, having a discussion about secondary things while putting aside the more important issues. However, from my experiences from other groups I was able to see how this would play out and started to create more meeting outside of uni have almost daily updates on the work. By the near the end of this project we were able to get back on track but our business was a bit of a mess we were trying to be two things and our business wouldn’t have done well and we wouldn't have gone bankrupt within the first year.
 
The business might have been a failure but this project taught me about business and how to manage a business. Furthermore, by doing this project I was able to learn more about copyrights and how as an artist we should know about copyright for our works. Before this lesson, I had never thought about copyrights or copyrighting my work but now, I have started to consider how I can proctor my digital work.
 
This was one of the most valuable lessons I have learned as I would be using this knowledge of copyrights and how to copyright my own work. Furthermore, I feel that I have more of a business mind than before and have more understanding of how to start a freelancer work as I have a basic idea of value my work and time.  
     
Effects Sequence Animation

For this project, I received a shot of a man shooting an empty room and for this, I had to add effects and track the shot. The shot was extremely exposed so I had to reduce the exposure and color correct the shot so I was able to get a clean track. After doing the 3d track I was able to transfer the data to Maya where I used the data to replicate the scene. By using MotionBuilder and some free mocap data I added in a moving 3d character within the scene. 
Out of this project, I was able to learn about the basic of nuke and the basic of re-creating a 3d scene and with this, I was able to have a better understanding of how 3d effects are created. Furthermore, out of this project, I also learned how to do 4 points tracking, character tracking and compositing, plus i also learned two new software Nuke and MotionBuilder.      
 
“Jumpschool”

For this project, we were given a short movie from 2v Studios and were had to choose shots to add VFX (visual effects). For my shot, I had to add in muzzle flash. As this was my first time trying muzzle flash I had to do some research into how to create muzzle flash in Premiere and transfer the knowledge to nuke to create a muzzle flash. Not only that but by doing research and from my own experiences of watching movies, I knew there would be smoke and gun powered felt behind after firing. By combining all two elements and adding exposes to areas where the muzzle flash would have affected, I was able to replicate a muzzle flash.
From this project I was able to learn how to do 2d effects muzzle flash and how to remove things from scene, before this I did not think about 2d effects as beginning like muzzle flashes but rather just drawn effects but now I have started to think about other ways to create real-life effects in 2d such as expansion and smoke.       
 

The Art of Digital Compositing
 
This project requires me to create a real life 3d scene for a green screen shot. For the shot, I had to color correct as the was some green spilling into the character’s clothes, and then create a shooting range to replace the green screen then add muzzle flashes. Fortunately, i knew how to add muzzle flashes so I had an easier time doing the muzzle flashed but as for the environment, it opposed a different task as I had to match the lighting of the 3d scene with how my characters are lit. This was a great project for me as I didn’t have many experiences with lighting, so this project really pushed my lighting skills and observations skills as I only had the character to see how the room would have been lit.
Overall this project pushed my VFX skills even more as I had to create a 3d scene and try to recreate the lightning, furthermore, it also tested my compositing skills as I had to make the 3d and the shot match.       

Research Practices/Creative Research

 My titles for dissertation was “Is Esport a real game?” and “Exploring the differences between Western and Eastern animations and what’s the culture based on the animation.” For both of my dissertation I chose to do something that I find interested in and because of that, I had an above average knowledge about both subjects so it forced me to research more in detail and in depth for both subject. This project taught me how to research properly and how to references properly not only that I started to used studies as my references something that I wouldn't have thought to use before.
 
Third year

Final Project
 
For the 3rd year, I had to create a short animation as our final project. As for mine project I had chosen to do a short dance piece with water effect. For this project, I had to use everything I learned over the two years and go deeper into my research of Maya and other software, such a Zbrush. For my character, I decided to try another sculpting tool Zbrush, as I didn’t have any experiences with Zbrush I created a base mesh in Maya. Afterwards, I exported the model to Zbrush where I added her clothes and gave the character details and fix the proportions. My past experience with sculpting software (Mudbox) had left a bad impression on me therefore, I was hesitant to create my character in Zbrush. However, to my surprise, Zbrush was very artist friendly and changed the way I model organic character/props.    
[image: C:\Users\Santosh\Desktop\scoot_1.jpg]
[image: C:\Users\Santosh\Desktop\qwerr.JPG]For my effects I had to do some research on water simulations, I started with nParticles and later into my research and test I came across Bifrost. Which later become my primary tool for water simulations. At the start I also wanted to use smoke as my secondary effect, however, later I decided to remove the smoke from the animation. 
[image: C:\Users\Santosh\Desktop\qw.JPG]

[image: C:\Users\Santosh\Desktop\qwe.JPG]I also tested some bullet tool to do some collision/break simulations, it was never a part of my animation but I wanted to test out some collision/break simulations. Even though I didn’t use nParticles, 3d container or bullet I was able to learn 4 different tools for effects compare to when I started only knowing Ncloth.  
[image: C:\Users\Santosh\Desktop\qwer.JPG]
For this project, I decided to move on from Maya 2016 and its renderer mental ray to Maya 2017 and its renderer Arnold. This was a big change as this would be the first time I would use Arnold for a project, but I have been testing Arnold lighting and had decided to use ai lighting (Arnold lighting).
Overall in my 3 years, I experimented more with VFX plus by doing research I now have a better understanding of how effects are created and how each tool can be used in multiple different ways. Furthermore, I have tried out new sculpting software Zbrush and now have decided to make my primary organic modelling software.  

Conclusion 

Over the last 3 years of my studies in this university, I have learned and gained much, not only in knowledge but also in life lessons such as money management, how to pay bills and learning to compromise but mainly independence. I believe that in my first year I learned to do things the hard way adding every detail on every object, modelling everything but in my second year, I learn how to be more effective. Such as replacing objects that are at a distance with just texture so it can save on poly and time. Addiction by projecting a texture of a building on a face then excruciating the parts needed on the texture can create quick and high texture buildings. By doing things like this I can save time but not lose the high quality. After this point I started to think about another way of saving time such as 2d effects, adding some geometry details on the texture and using different lighting and using a texture for shadow and turn off ray lighting to save render time.  

So at the end of this 3 years, I learned how to model high poly and low poly models, rigging, compositing, VFX and the basis of how to animate. I still have a lot to learn but I don't think I would have pushed myself this far or even try VFX. Now day when I animate or do any 3D project I do a lot of research plan the whole process and test out many different methods, compare to my first year where I barely used any references or much research, I stuck to what I knew and tried to keep to it not branching out and trying new things. However, now I believe I do better research and do try different methods, and as an animator and VFX artist, I believe that these skills will be with me throughout my artist career and after. 

   
Future      

As for the future, I would like to do more research within VFX and go down the path of VFX artist but at the same time I enjoy animating therefore, I would also like to develop my animating skills. My late life after I gain experiences I would like to open an animating school/studios in Nepal and be one of the leading animation school/studios within Asia.      
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