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Tutor comments

An enjoyable submission, from reviewing and in feedback every week (or so) in class — and in seeing the final
version. You have clearly been inspired to create something fun, free and not without its own demands or
challenges! The written work has an engaging likeable style, albeit needed more academic acumen or more
direct referencing and insightful quotes / case studies. It's there, but there is a tendency to be more descriptive
— than critical — which is common, across years. The films cited all help to build your criteria and directions /
goals, although it would have been helpful to have seen any of the companies’ diagrams, tests, workflows,
whathaveyou. These are constructive points, more than anything, as the document gives a good account of
what you were aiming to do, where the Tripod project may have stumbled (pardon the pun) and in detailing
the workarounds and re-thinking. Good to see the big colourful shot of the Heat Ray. | wonder if there is
potential to do more family-friendly children’s versions of these stories? Verne’s 20,000 Leagues’ Nautilus?
Well's Time Machine? Lovecraft's Cthulhu? Carroll and Alice’s flight down the Rabbit-Hole, and so on?
Something educational, fun and helpful for your CV. What do you think? (It has me inspired already...)
Returning to your submission — the sequence has a lot of great touches. You may only see the elements that
make you flinch (on the IKs perhaps?), but this is certainly not the whole story. There is the staging and
unfolding start, using the leg as the first thing seen. There is the sensation of having to adjust to an unknown
terrain and the lack of co-ordination — which is very difficult to do. Weight and balance, with ideas of grinding
gears or waiting for positional / spatial anchoring, before moving on to the next step or rise. The subtle
overlapping action demonstrates a care in all of the multi-limbed parts and tentacles and weaponry, with a
neat solution for the Heat Ray effect! A rewarding and clever piece of animation, that loses nothing from
repeated viewings. You demonstrate a keen eye and an attention to detail with this type of work — and it would
be good to see more in the summer / post-graduation (if | can help). Well done!
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