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Overview
For my project, I intend to use Unreal Engine 5 for most of the animation but may use programs like Maya or Substance painter to improve the quality of the short film.
The animation will be a fast-paced action piece following an explorer who is trying to break into a tomb and rob an artifact from it. To get to the artifact, he must navigate his way past a guardian that has been placed before it to fend off any raiders. The twist is that every time he fails to defeat the guardian, he can reverse time and try to defeat it again. What follows is a series of attempts and failures that will eventually lead to the explorers' success.
I will be completing this project on my own and not in a group, so I have outlined the roles below with that in mind. 

Supervisory Role 
Director
The supervisory role of this project would be the director or just a general project supervisor. Their job description would include overseeing the production and making sure there is a consistent creative tone throughout the story whilst also ensuring that the budget constraints are met. 
[bookmark: _Int_YvvKHnKy]As mentioned above, I am working on my own for this project so I will have full freedom to direct and make changes wherever they are needed. 

Primary Roles
[bookmark: _Int_adFQWGGM]Primary roles are aspects of the project that must be done in order for it to be completed to a high quality. Below are the three main roles I see as vital to any animation project and the roles that I will focus on the most. 
Character Designer
[bookmark: _Int_XCUUCxWK]I will be creating the character within Unreal Engine’s inbuilt Metahuman creator, allowing me to easily import the character without having to convert any files into other variants. I consider this a primary role as without a high-quality character model who presents the tone and genre of the animation properly, the project could seem like it is lacking. 
It will be important for the protagonist to come across as cocky yet experienced with his actions and looks, with his designs either being futuristic or fantastical. If I decide on a futuristic look for the character, this “reversal” mechanic will be done by a piece of technology, whereas if I choose a fantastical design this mechanic will be the result of magic. 

Animator
[bookmark: _Int_ErguIws4][bookmark: _Int_ugp1rsTp][bookmark: _Int_DyzBfmE9]When creating a Metahuman within Unreal Engine, it comes with a very easy to use rig that can be used to animate it directly in the program. A common problem I have faced in the past is that animations made in other programs that I have then imported into Unreal Engine would not react properly with the environment. Making the animations from scratch within Unreal Engine would counteract this problem with the ability to alter the movements to the environment at will within the program itself instead of having to change the animations to a separate program. 
It also has many notable features that help make accurate facial expressions, allowing me to add more personality to the character throughout the short film. Action will be key in this piece, so solid animation is a must.

Environment Designer
The tomb environment will be made using a selection of mega scans from the FAB marketplace or made using a modular kit depending on what route I decide to go down. The environment must have a consistent visual style throughout the short film, and, in this case, it must have an ancient/fantastical vibe to it throughout. 
I have selected it as a primary role as it plays a vital part in establishing the world, mood, and emotional tone of the animation. I am drawn to the world-building aspect of environmental design and have gathered a decent amount of experience building environment in Unreal Engine over the last years.
For any props or set-dressing Maya and substance painter may be used. 
Secondary Role
A secondary role is defined as a role that is not necessarily needed for the short film to be successful but could be very beneficial to the quality of the production if there is time to do so. 
Color Design/ Color assistant
[bookmark: _Int_QHKsJTdj]I have chosen this as a secondary role because I am interested in how color can guide the mood and atmosphere of a scene or film and how films can create their visual language through color. An example of this is the film “TENET” where blue represents moving forward through time and red represents going backwards, a visual language that is set up very early in the movie. 
I do not consider it primary because it will come under the umbrella of environmental design, with it being a tool I can use to complement the scenery and enforce the tones I intend to. A consistent color palette throughout would be beneficial and aesthetically pleasing but not necessary to the story.
This role could help me expand my knowledge of color theory and further support any emotional storytelling I intend to do in the future through hue, saturation, and contrast. I have less experience in this as my previous major project was monochrome.

Standby Role
As I am working alone, I have interpreted the standby role as something that I may have to complete if the main stages of production begin to require it. 
Background Artist
I have chosen background artist as my standby role as it is something I may have to do to fully flesh out the environment. Whilst most of the environment will be an interior, there is the possibility of having a couple exterior shots where creating a matte painting for a background could be more efficient than rendering scenery that far back in the shot. Of course, as this is a standby role, there is the strong possibility that no backgroudn art will be needed but in the case that it is I am prepared to create some. 
If I were working in the group, I would need to create background under certain circumstances such as a team member no longer being able to do so. 

Conclusion
In conclusion, my primary roles are character/environment design and animation which I intend to complete within Unreal Engine. For my secondary role I have chosen color design as a job that could help improve the project but is not essential to its success and I have chosen background artist as my standby role in the event any matte/digital paintings need to be completed for the project.
