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INTRODUCTION

K11’s Bizarre Adventure is a story about a Detective Rabbit (K11), that’s on a chase to catch an escaped convict; Big-M The Pirate Pig. Big-M is on the run with a bottle of stolen compound, running through Old John’s farm he dropped the compound bottle which smashed and leaked all over a carrot. The compound turned Old John’s festival carrot into a carrot monster. The Carrot monster went berserk, causing trouble for the characters.
My part in this production started with creating environment models and fx simulations in Maya, currently I have created six different farmhouse models to date, all of which are textured and exported in different formats which can be found in the teams’ folders. Alongside the farmhouses I have modelled three different versions of farm fences. I went ahead and exported the models in .obj and .fbx format and included the original Maya files to provide an easy access for my colleagues. Regarding my work on fx simulations for the project, I have looked into grass simulations, liquid simulations, and cloth simulations, all inside of Maya. To help keep track of our team roles and stay on top of our priorities, I have made an excel roles sheet that has now been filled out by our team, the roles table visualises what everyone is working on and shows which roles need more attention. My primary roles are environment modelling and texturing, fx, and compositing. My secondary roles are prop modelling and character rigging. On standby my roles are rendering and sound design. The key to completing this animated short is good communication especially considering how big our team is. I have made a Discord server to help with the ease of communication. Going forward I believe that holding a weekly meeting would be a good idea, that will help keep track of the production and help stick to the deadline. Once we are on top of that I believe that a large team will benefit the production in terms of stepping in and helping out along the way. Along the last few weeks, I have found myself realising a supervisory role by creating schedules, organising meetings, and creating tasks.


PRODUCTION CONTRIBUTION:

Breakdown of my roles and contribution towards the project.      

	K11 BIZARRE ADVENTURE
MA COMPUTER ANIMATION / MAJOR PROJECT / SUMMER 2022


	ROLE / RESPONSIBILITY
	REASON / RATIONALE & INTENTION
(as part of the crew)

	PRIMARY ROLE
	

	· [image: ]Environment Modelling
	Experience with environment modelling from previous courses, with an ability to model in a realistic style as well as an exaggerated cartoon style. Good understanding of MAYA meaning that the models will be high detail and low polygons, as well as a clean topology. 

	· [image: ]Environment Texturing
	I think that the texturing goes hand in hand with the modelling, knowing the story behind my models makes me the best person to texture them. With a head start on the texturing during pre-production part 2, this role suits me well.



	· [image: ]FX
	Being the one of the only people presenting some fx work on the pre-production presentation, I’m happy to work on some simulations for the scenes, such as a grass simulation, or some cloth simulations that would fit the scene.

	· Compositing
	I have taken the role of compositing in most group projects I have worked on, I that find editing comes naturally to me with my experience and understanding of the vast effects.

	SECONDARY / SUPPORT
	[Production teams may often need to ask you to help in other areas, especially as deadlines loom. The supporting role(s) provide evidence of where you feel you could bring your skills/experience elsewhere. If you have your main character to set-up, you may then be able to help with other character controls or skeletons,, on character ***b or c**. For pragmatic studio efficiency purposes].

	· Prop Modelling
	Helping with populating certain scenes with props, whether it be outdoor or indoor. 

	· Character Rigging
	Good understanding of rigging and weight painting in MAYA, experience with overcoming problems in this department.

	
	

	
	

	ON STANDBY
	

	· Rendering

	Using my computer as a rendering machine when available.

	· Sound Design

	Recording and editing sounds such as footsteps, knocks, bangs etc. using the outdoor environment for different sounds such as concrete, wood or gravel.



image3.png




image1.png




image2.png




