James Price 

MA 3D Computer Animation 
ADGD7008 : Major Project 
Critical Reflection 

Storyboarding 
The proposed changes and directions in my storyboards were guaranteed to improve upon the initial Previs in terms of emotional connection with the scenes as well as improving use of dynamic camera. While at the end of the production, after all the setbacks and complications the team couldn’t fully realise these changes. 
Early on in the production I asked if we planned to have facial rigging, we did plan on it – so I did a story board which made use of some facial expression, a few days later I was informed that we would not have facial rigging. Then a few weeks later I was informed that we wouldn’t have an old man, had we not pushed back the schedule slightly we wouldn’t have had the Pig Pirate.
[bookmark: _Int_BVR3051q]I had intended to do more storyboarding as things were made clear, but it came to a point where what is shown in the Previs largely sufficed for what we could actually implement. 
The notes and changes I created were used by the group – to the extent they could, to reference ways on improving shots – so I made those available, stopped storyboarding and focused on Branding as a priority.  

Branding 

I feel the resulting Brand I created is nice, and suitable for the production thematically – if “K11’s Bizarre Adventure” were a multi part series, I would like to enhance the audio by giving it a richer musical track with more layers. 
As well as potentially some atmospheric noise, like wind and birds subtly tweeting etc , perhaps even animating a leaf to blow past the sign and having the clouds very slowly drifting. 
So while I like what we have, I do think it could certainly be improved with those changes. 
	The quality of the final production ebbs and flows throughout, and what we really needed was a strong quality introduction / title screen to improve the ‘conclusion’ or judgment a viewer might make at the end.  
Some parts of the final are clearly rushed, but I don’t think the title animation gives this impression, even though it is not the most technical part of the show. 
[bookmark: _Int_1pXTPbcG]All the correct methodology was followed, and a version of the logo exists which you could blow up to the size of a building and retain its quality. 
I’m not an expert pianist, I had never used MIDI to record – but watching that 5 seconds does not make me think of negative criticism, and I’m the first to criticise myself about anything. 

Sound FX
I’m very happy with the explosion and the laser sfx , the only way I think I could have improved them would be to have had footage to reference tweaks I was making to reverb, echo and volume etc. 
I didn’t see any footage until very close to the deadline, so I had to creatively wing it. 
Especially with the grenade bouncing effect, it would have been nice to time that specifically to interact with the grenade on screen. 
I could have done a lot more of these sound effects, and it is fundementally my fault that I didn’t. My thinking at the time was that I would wait to have some footage to reference before really committing to producing sounds, as I didn’t want to create at random, but it ended up being far too close to the deadline. 
However, I’d never done complex sound editing before these, I had basic knowledge of Audition from recording voice once previously and that’s it, so I’m happy with those results – and I’ve learnt a lot regarding controlling sound frequency to create specific effects - from it which I can utilize and improve upon in future.

 
Props
These were intended as background props, they’re simple and efficient and in line with the theme – however they didn’t creatively or technically expand my knowledge. 
They’re the 3D equivalent of fast food , only there to serve the purpose of filling space. 
I don’t dislike them aesthetically, but they are very simple. 
I did these fairly early into the production, and rather than spend lots of time on them, I wanted to focus my attention other roles such as Branding – since it’s what we lacked as a group. 
I do feel like I should have taken them a step further and imported them to Substance painter where I could work on details, though they serve their purpose as is. 












Critical reflection thoughts 

Looking back at my Document of intent, I kept my roles open and said I was prepared to take up whatever needed doing in to achieve “An outcome” which the team could be happy with. 

I’ve had ‘some’ part in each stage of the development, pre-pro-post.  
Though I feel like I could have done more to help, the issues which were cropping up were better left to the individuals in charge of them. 
I find with 3D work when you’ve made a mistake – and there could be many reasons why, you’d generally have a better idea of where that issue stems from and how it was created – than someone else, and since ‘most’ issues were a result of using Unreal Engine – which I had no experience with, if I forced my help upon someone, I could very well make things worse. 
That being said, I never refused to help anyone, and always made myself readily available if they did need my help – I regularly communicated this fact. 

I think me taking over Branding was a good move, and the Product benefited from it, and I had confirmation from team mates on my storyboarding being referenced, so that helped. 
Overall, I’d say I’ve had a positive effect on the team and the final outcome.  

Management / Conclusion

Each set of process I went through to produce each of my assets resulted in products which were entirely fit for purpose and suitable for the production. 
The fundamental drive behind my Team management, my attempts to ensure every member felt part of a team and not left out – my attempts to alleviate any distress when it came to final output and some people being upset when work they had done was not being implemented. I think it was as effective as it could have been without upsetting team morale. 
I wasn’t prepared to really chase down team members and force issues when necessary, e.g. “This should have been done last week...” etc  – at the expense of students' mental health and our relationships as peers as this being a university course and not a Job in an office. 

However, there was a schedule, and it was not adhered to, I had confirmed multiple times “If X role needs more time, let me know” - particularly roles which were early production roles such as rigging and modelling the Main characters. I feel like these particular setbacks had a knock-on effect to every other part of the development. 
For example, I could have made a lot more sound effects – but without the footage in front of me, I don’t know timings, I can’t accurately judge how something ‘should’ sound and I can only guess what sounds we’d actually need. I didn’t see footage until a week before our rescheduled deadline. 
The team was still rendering with days left before the deadline and modelling main characters nine days before. 

I’m not saying this to put any person down, I think almost every individual produced something successful in some way for the project, it’s just unfortunate we ended up in that situation, where  some assets didn’t get sufficient screen time due to rendering time and post-production roles were having to be rushed or being completely cut out through lack of meeting the schedule deadlines.
I think the root cause of much of these issues came from the decision to use Unreal Engine, which very few people knew anything about utilising the software. 
As assets were imported and exported back and forth from Maya, animation and position data got ‘messed up’ , characters weren’t rendering properly and having to be exported and fixed which offset the schedule by at least two weeks. 
The student who was meant to do Camera couldn’t, as he wasn’t proficient in the software, so a different student had to take over. Etc etc

In hindsight, or rather in future, if someone suggests using software which ‘most’ team members are not proficient in, at the expense of overall production quality, I’d strongly advise against it and it is my shortcoming for not speaking up about it, even though I did anticipate those problems. 

Aside from that, there were successful and beneficial outcomes from using Unreal such as certain lighting effects, the grass and tree simulation, as well as the terrain – rendering and simulation being the main reason it was used. 
I can confidently say positive things about every individual involved in the project, despite and setbacks. 

I think one of the big challenges for everyone was the international nature of the project, the language barriers and the time zone difference – but we as a team have overcome those hurdles as well as the technical hurdles and produced something which is not all bad. 

