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Introduction

In this document I will analyse the work done during the production of Ground Worms, the final project animation.
After a discussion about the work I have produced during the project, there will be a reflection on how the skills practised in this assignment could help me do better in my future endeavours, my position as a recent graduate and the best approaches to land a position in the industry and how the experiences made in the course and outside it could guide me to the right direction as long as I remain flexible. 
There will also be a comparison between what were my expectations from the document of intent, to what really were the tasks that I was able to accomplish.



Work Analysis

My first intention was to create a short animation that could be exhibited in an animation festival, but at this point Ground Worms is not ready to take part in a competition as, for starters, there is not a title screen at the beginning of the short even if I have drawn one for it, there are not many effects, and the sound-design needs some changes.
The outside scenes could also be better, the backgrounds are a bit barren, the texture of the grass is rushed and there is no texture in the vegetation.
The animation is quite good, the only thing I would change is to increase the speed of a few actions such as when the seagull is attacking the worms, but overall it is excellent.
I am glad that the cartoony style of the animation was maintained even in 3D, the models had a simple and clear silhouette with vibrant colours and exaggerated expressions and the backgrounds helped to create a 2D hand-drawn feeling. The only things missing were a more cartoony sound-design and the introduction of more graphic effects such as a 2D animated cloud of action, some comic inspired compositions and other classic effects of  2D cartoon animations to make it complete and ready to be shown publicly.
Focusing on the areas I have worked on, I definitely underestimate how long would it take to model the backgrounds, as in the document of intent I thought that there would be enough time left to work on composting and editing as well. The two processes that consumed most of the time was creating the geometry for the polygons and drawing the textures. 
When I noticed that the Create Polygon Tool did not create planes with geometry, I firstly tried to create it with the Create Edge Loop tool, which was not working, so I decided to do it with the Cut Polygon Tool. There could be an easier way that I am not aware of, something to investigate and ask people that knows the software better than me, as I could not find anything about it online. 
Also creating the textures was a challenge, as I never created this type of texture before so I had to research and watch tutorials over and over again to get a good result, with more time I am sure I could do a better job at the grass texture used in the animation, as it does take a while to understand the techniques of this kind of painting.
When was time to apply the texture to the polygons, I realised that making the UVs for all the different panels would take way too long, so I applied them as Lambert materials.
The problem with having the textures applied as materials was that the sides were stretched, I am sure that there would not be this problem if I used UVs, as it allows me to unwrap the objects and flatten them, which would let me apply the textures without any stretching or deformations. It would also have been a great exercise on working with UV mapping.
Unluckily I was not able to animate in this project, not only because of time constrains, but also because of my machine that struggles with the software. I am saving to buy better gear as I want to keep practising the skills learned during this year, I would like to keep working on this project as a way to practise but our Maya license will expire soon, I have to look if it is possible to export the assets and animations and open them in Blender.
Lighting and cinematography are also processes that consume more time than what I initially thought. The classic three-point lighting did not work in this case as the worms are underground, so when setting up the lighting I pictured that the only source of light would be from the hole the camera supposedly entered the tunnel, so it would be behind it and, conveniently, point to where I want the audience to focus, the Umbrella worm, which was also positioned at the centre of the frame with the other elements position around it working as a frame for the main subject.
There was also an ambient light which was set in the red spectrum to create the mood of the scene.


Production Roles

At the beginning of the project I have found he division of roles I listed in the project confusing, as the only one who made sense to me was project manager, the others seemed kind of vague and I thought that more classic roles such as animator, background designer, editor, etc. would be better.
But now I see why it was divided that way, different from a studio where there are multiple projects happening at the same time, with only one project the person who choses editor would have nothing to do until the end, but if it has a secondary role then that person can help the others in other areas of production.
In the document of intent, I wanted to be part of all aspects of production, which now I realise would be more disruptive than productive. Looking back, I can confirm that my primary role was background design and secondary was camera and lighting.
Schedule

My main mistake in this production was not setting a delivery schedule before-hand. As already mentioned in the document of intent, having a schedule is vital for time managing of a production, with that in mind I made a production schedule online with all the shots and assets needed for the production, but I did not set up dates to deliver these components. I believe that if I was following a better schedule I would have time to make better backgrounds in the outside scenes and work in the cinematography and lighting, something to definitely remember for future productions as delivery times are extremely important in professional settings.



New Perspective

This assignment helped me to broaden my horizons and discover new career paths in the field.
One aspect that I relished of the production was creating the backgrounds which, even with its challenges, allowed to give a more traditional animation feeling too a 3D production. I am content with the results from the underground backgrounds and, now that I have a better understanding of the process, I could do better. 
Studio often try to cut costs during production and in modern 2D productions is not uncommon to see 3D elements. This could mean more opportunities for this sector and is something I will investigate when job hunting.
Lighting and cinematography are also a fascinating part of production, something that I would like to get more into but would not be the main focus as there are people with specific degrees in both that would make the available positions quite competitive.

    


Where to go from here

As written in the document of intent, I would like to keep working on this project in order to make it ready for an animation festival, as I do believe in its potential, if my teammate who worked on the animation part would be up to keep working on it would be even better, as in the future it can create exposure for our work, which would generate more network and more opportunities.
I do believe to have the skills necessary to get a junior position in the industry, also I am open to any position in the production pipeline of 2D, 3D, stop-motion and live action productions. Now that summer is over and I have my CV and showreels ready, I am eagerly applying for jobs online and looking for network opportunities.
While looking for a job I also want to keep working in my own projects as the industry at the moment seem to be a bit in disarray with protests and mass lay-offs, but also now there are more possibilities than ever for independent creators on the media sector, internet and the online world thrive in video content and, with the new success of short videos, animators can use such tools to gain exposure and network with other creators.
During the duration of this project I was also doing an internship in a 2D animation studio, which gave me not only work experience to add to my CV, but also helped me understand how projects are done in a professional environment, how to acquire and relate to potential clients and that the animation industry is quite a niche environment where people from different studios know each other and there is a friendly rivalry between them. 
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