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Tutor comments

o A better effort in constructing a solid account (than other submissions on other modules). This structure and

approach will certainly help elsewhere, in the remaining tasks and with the INDY_P document. There is still a
tendency to be too conversational and also descriptive — with overplaying the chronology — and you will want
more of a final year academic-style nature. That said, there is more analytical probing, reflection and insights
within this submission, e.g. the final conclusion has a lot to show where you feel your strengths and
weaknesses. Keep this up! Good to have the references. Avoid too much MAYA interface — and have more
keys — in detailing your own visuals / scene work. Aim for more direct quotes — from the artists, animators —
and more reference to animating or blocking or process (from industry leads / specialists).

The animation mirrors similar aspects to the written — in that you show some good appreciation and progress,
but would want to really push the quality and level of performance and attitude. It is there — and there are great
moments! It's considering how you might reach a higher 2:1 or First level. It was good to see the work before
the deadline, to provide more feedback and pinpoint areas. It retains the strange unnaturalness, and you have
managed to convey a thinking-biped, albeit an altered fractured state, descending to primal predatory instincts!
A blend of quirky flickering moves with eating; uncanny dis-jointed forms with twisting arms; sudden ‘takes’ to
the camera, that can be eerie / uncomfortable (with the quick head turn at the end) >>> there are feelings of
unease and the weird - and it was good to have animation in this genre to go through. Your timing and staging
iS getting better at every consecutive stage.

The work will clearly help for the bigger project. In the weeks to come it would be helpful to sit with you and
select the very best frames / seconds — to discuss why these are better — and what can be developed (I'm
thinking INDY_P shots and gestures) for future work. A really good effort, Cian. Well done!
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