CLUEDO_scene
A few elements I wanted to cover in the way of MAYA animatic support. 
For you to consider raising the bar, so to speak, on your visual storytelling, but also in how you now manipulate / master the technology. 
There are standard tools and techniques, and they are straightforward to learn / use. 
It's the method and decision-making in the arrangement, framing, composition, pacing (and more) where you develop a style to the filmmaking, that may mean you're more employable or showcase talents that are almost pre-requisites (or, at the very least, highly desirable) for industry needs and production benchmarking, from their cast and crew.
CAMERA SEQUENCER. A case in point. 
Lets say we had a very short 10 second sequence. It can (literally) take 2 minutes to set up a few cameras, create shots (via CS), set the time range for them (to cut between them), add an UberCam > and then render! 
Minutes in the making; hours or days in revising and editing or re-thinking, to get the necessary level of impact or emotion or engagement (from viewer / audience / employer). 
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 FILM THINKING. By this I mean, going beyond UG level and starting to forge more of a industry-ready way of working, where you plan, visualise, operate as someone that works the shot. To adopt a studio-leaning or on-set, professional, clinical persona in what you do and in how you treat the scenes, workflow and file management.  
TIMECODE is essential (for film, animation and VFX).
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 A NARRATIVE THEODOLITE. Establishing the angles and planes and field of view for your shots / scenes / actions. Importantly, having the various resolution view, safety region, film gates active - and working towards a fixed shot list and sequence.
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CAMERA RIGs. Every camera in MAYA has the necessary attributes and settings, aligned with physical / VFX terms (e.g. depth of field, focal length, etc.).
 It's the only way that live action and virtual elements - in the same shot, can be achieved. 
To raise the standard of your work - have you considered creating your own camera rig? 
To use the same principles as you would for character rigging, with constraints curves / shapes, locator targeting and others?
 
[image: A drawing of a plane

AI-generated content may be incorrect.]

 





(UN)PINNING SELECTIONS. 
Once the animatic / shots are starting to come together you can easily layer-off parts and show / hide what you want to see / render for the shot. 
Other tools and methods could be used to help with this, including PER-CAMERA-VISIBILTY, changing COLOUR SETTINGS, using FLY TOOL (for any fly-throughs or navigating a space), LOCKING THE CAMERA, (to avoid rotating or translating your camera when you're working) and more. 
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That's only some of the tech' to mention. There's a lot out there that can help. 
To explore and build your own high end library of filmmakers and artists insights and methods, that inspire you, that match the level you want to ascend towards, that you can promote (in any form of breakdown or overview or reel).
 





SHOT HOUSEKEEPING. 
Working in the industry is a lot to do with being good at what you can do (e.g. modelling a character), but there's so much more than the practical / functional hours-in-the-day-modelling. 
So much more about understanding what's needed in the shot or action (animators working closely with modellers), in directing the essence of what the shot is all about (what we need to read on screen; what intrudes / detracts)..... and in keeping a good orderly house!! 
It all starts with good plans, keeping good records, knowing where you are in the production, staying-ahead-of-any-deadline-curve, and taking time to be thorough and focussed. 
In other similar modules of this type I've often written advice or suggestions, to help with the filmmaking, and this step-by-step method - on shot conventions - may help you........
1. To lay out all the shots, via storyboard or any form of an animatic...
let's start with using ~
Shot_001
   2. You add more description, keep the prefix, using underscore (MAYA doesn't like empty
     character spaces), staying away from characters that may cause issues 
(e.g. #, <, >, etc.) and use abbreviations that work for you - and others would follow....
     Shot_001_Establish_Rm
   3. Add frames for the length of time on screen
     Shot_001_Establish_Rm_0001_to_0075
   4. Build in some ‘cover/coverage’. Do you remember this term? To have some room to edit or cut when we feel it works better. So we could have the same shot, done differently and to an alternative length of time 
     Shot_001_v02_Establish_Rm_0001_to_0100
   5. This may need a bit more description
     Shot_001_v02_Establish_Rm_Overhead_0001_to_0100
And so on.....
 
· Ultimately, there are conventions in how you plan shots and with keeping order, but you also have freedom to forge your own patterns of working.
I would aim for testing shots and putting together different ideas – to show how you have developed it all – but that you’re always conscious of working within this timeframe, on screen.
· Remember – you’re not dealing with actors or live action demands but you need to take care in catching the flow and rhythm and compose / craft it > how you want to do it.
 
Some of the reference / case study work I want to cover - via a few links / clips - are more to do with helping with ideas on what you could do thematically. 

Phil Organ / UWTSD
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