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We are so p leased t ha t  you cou ld jo in  us  here a t  Ed inburgh Col lege of  Ar t  to 
examine t he fu ture  o f  t he  creat ive  indus t r ies .  We f ind ourse lves  a t  an in teres t ing 
and somewhat  ner ve wrack ing t ime across  an imat ion,  v ideo games and f i lm pro -
duc t ion;  t he commerc ia l  and technologica l  landscape has  sh i f t ed s ign i f i can t ly 
t hrough our  recover y f rom t he Cov id -19 pandemic  and we f ind ourse lves  t r y ing 
to  nav igate  new ways o f  mak ing,  fund ing and engaging wi t h  technology in  our 
pursu i t s  o f  mak ing media to  en ter ta in ,  en l igh ten and engage audiences . 

We are exc i ted to  share t he programme for  t he next  two days  wi t h  you.  The 
schedule  i s  r i c h ,  d iverse  and t hought  provok ing f rom our  open ing keynote  ad -
dress  by Professor  Pau l  Wel l s  examinat ion of  T ik  Tok ,  across  a  range of  t hrough 
provok ing panels  and Anisa Sanus i ’ s  keyno te  examin ing t he v ideo games indus -
t r y,  t hrough to  our  c los ing workshop t ha t  examines  re la t ionsh ips  be tween p lay 
and work .  Over  t he next  two days ,  we’ l l  d i scuss  t he cha l lenges  o f  mak ing in 
t he  evo lv ing technologica l  landscape,  wi l l  in ter rogate new p la t forms for  media 
express ion,  wi l l  cons ider  t he impl ica t ions  o f  AI  on,  wel l ,  ever y t h ing and wi l l 
inves t iga te  t he educat ional  and cu l tura l  cons idera t ions  needed to  move games, 
an imat ion and f i lm for ward.

Th i s  conference i s  a  par tnersh ip  be tween Animat ion Research Network Sco t -
land and CoSTAR Real  T ime lab and seeks  to  fur t her  t he d i scourse and debate 
around educat ional  and indus t r y  prac t i ces  in  an imat ion,  games and media.  We 
are p leased to  be suppor ted by t he Soc ie ty  o f  An imat ion S tud ies  who have 
prov ided fund ing to  a l low us  to  prov ide d i scounted t i c ke t s  for  s tudents  and to 
NEoN Dig i ta l  Ar t s  who have suppor ted t he Women in  t he Creat ive  Indus t r ies 
pane l  which seeks  to  examine d ivers i ty  and cu l tura l  i s sues  be ing faced in  Sco t -
land today f rom t he perspec t ive  o f  women. 

We hope t ha t  you have an enr ic h ing and t hought  provok ing two days ,  t ha t  you 
make some new connec t ions  and take away some ideas  t ha t  wi l l  he lp  you in 
your  ever yday prac t i ce .  Thank you for  jo in ing us  a t  An imat ion ( in )  F lux.

Dr  Nichola Dobson & Dr  Lynn Love

Conference Organis ing Commi t tee 

Co -Chai r s :  Nicho la Dobson & Lynn Love, 
Admin i s t ra t ive  Suppor t :  Sabr ina Car ter
Programme des ign and deve lopment :  Calum Main
Techn ica l  suppor t :  Ed inburgh Col lege of  Ar t  and Calum Main
Sess ion Chai r s :  Calum Main,  Andrew Conner 
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Panel One: AI,  Audience and Educat ion

Animat ion within AI Generat ive Worlds:  Pract ice,  Pedagogy and the 
Mindset of an Animator -  Calum Main

Th i s  paper  explores  AI  generat ive  technologies  wi t h in  an imat ion prac t i ce  as 
new technologies  look to  create  a paradigm-sh i f t  to  t he on to logy of  an imat ion. 
Through an in ter -d i sc ip l inar y approach,  look ing a t  t heor ies  in  an imat ion,  t he 
deve lopment  o f  AI  technologies  in  recent  years  and cur ren t  cu l tura l  sh i f t s  wi t h in 
pedagogica l  ins t i tu t ions ,  t h i s  paper  wi l l  examine t he po ten t ia l  impact  AI  cou ld 
have on t he mindse t  o f  an an imat ion prac t i t ioner. 

In  a  cur ren t  cu l tura l  c l imate  o f  ins tan t  gra t i f i ca t ion,  t h i s  paper  wi l l  look a t  t he 
mindse t  requ i red when approach ing t ra in ing wi t h in  t he d i sc ip l ine . 
The in t roduc t ion of  AI  generat ive  technologies  a t  an educat ional  leve l , 
t hreatens  to  fur t her  separate  s tudents  f rom fundamenta l  an imat ion sk i l l s 
necessar y to  succeed in  a  hos t i le  and d i f f i cu l t  indus t r y  env i ronment . 
By explor ing t he democrat i sa t ion and access ib i l i ty  o f  too l s  such as  AI ,  t h i s 
paper  wi l l  look to  ou t l ine  po ten t ia l  c ha l lenges  and changes  to  educat ional
s t ruc tures .
 
Drawing on prac t i ca l  case s tud ies  o f  how AI  generat ive  technologies  were used 
to  make a ser ies  o f  shor t  por t fo l io  f i lms  and compar ing t ha t  to  o t her  me thods  o f 
work ing,  t h i s  paper  o f fers  ins igh t  and recommendat ions  for  educators  and s tu -
dents  look ing ahead a t  po ten t ia l  fu ture  wor lds  shaped by AI  generat ive 
technolog ies .  An imat ion i s  hard and requ i res  pat ience and a res i l ien t  mindse t  to 
ach ieve success fu l  ou tcomes.  Embrac ing AI  as  a  too l  for  innovat ion requ i res  t he 
prerequ is i t e  no t ion t ha t  an imat ion prac t i ce  i s  approached wi t h  robus t 
foundat ional  sk i l l s  and t h i s  mindse t  wi l l  suppor t  fu ture  s tudents  in  t hr iv ing wi t h in 
an increas ing ly  technologica l l y  – dr iven an imat ion landscape.  

The l imitat ions of Physical ly -  Based Rendering and the potent ial  of 
exis t ing alternat ives -  T im Bent ley

The case for  a l ternat ives  to  Phys ica l l y -Based Render ing ,  The adopt ion of  PBR as 
a de fac to  render ing s tandard has  led to  a convergence of  bo th  hardware and 
sof tware deve lopment  around a s ing le ,  un i fy ing pr inc ip le :  to  accura te ly  s imu la te 
t he behav iour  o f  l igh t .

Even where pho torea l i sm i s  no t  t he objec t ive ,  in  ar t i s t i c ,  t echn ica l ,  and o th -
er  non -pho torea l i s t  p ipe l ines ,  PBR prov ides  a s tab le ,  fami l iar  foundat ion upon 
which t hese techn iques  can be bu i l t .   

Whi l s t  t he  benef i t s  o f  t h i s  widespread adopt ion,  gu ided by a pr inc ip le  o f  such 
e legant  s impl ic i ty,  can hard ly  be unders ta ted,  t hey shou ld no t  prec lude t he on -
go ing deve lopment  o f  a l ternat ive  render ing s t ra teg ies .  The emergence of  tech -
no log ies  and techn iques  less  ab le  to  adhere or  adapt  to  t hese s t r i c t ,  nar row re -
qu i rements ,  poses  fundamenta l ,  prac t i ca l  ques t ions  about  how we measure and 
in terpre t  t he wor ld  around us .

Po in t  c loud scans ,  for  ins tance,  have prov ided a vas t ,  sudden weal t h  o f  pub-
l i c l y -ava i lab le  model l ing data,  ye t  we have s t ruggled to  adapt  t h i s  data to  ex -
i s t ing render ing p ipe l ines .   Are we miss ing ou t  on t he techn ica l ,  c reat ive  and 
democrat ic  po ten t ia l  o f  such data,  pure ly  because i t  i s  so  poor ly - su i ted to  a PBR 
work f low?  Can t he po ten t ia l  o f  po in t - c loud technology to  record,  t ransmi t  and 
d i sp lay l i ve  3D data be rea l i sed wi t h in  t he boundar ies  o f  ex i s t ing render ing 
f rameworks?

L ikewise ,  have t he r ig id ,  pre -de termined mechanics  o f  sur face -based models 
made us  less  inc l ined to  cons ider  more f lu id ,  f lex ib le  a l ternat ives?   Wi l l  recent 
work  on Gauss ian Sp la t t ing,  and o ther  non -PBR techn iques ,  lead to  an increased 
need for  a l ternat ive  render ing s t ra teg ies?  
U l t imate ly,  mus t  t hese and o ther  deve lopments  in  t he cap tur ing,  c reat ion and 
render ing of  3D wor lds  adapt  to  ex i s t ing f rameworks  in  order  to  sur v ive?
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Panel Two: Digital  Af fordances 
and Complicat ions

Against Edit ing: Algorithm as Narrat ive Process - 
Charalambos Margarit is

Th i s  presen ta t ion concerns  an ongoing ar t -based research on t he ways  to  apply 
t he pr inc ip les  o f  dynamic  and mul t i cursa l  v ideo game nar ra t ive  des ign (open -
wor ld  games,  ques t  sys tems,  branch ing nar ra t ives  and mul t ip le  endings)  on 
an imated s tor y te l l ing.  I t  proposes  a model  o f  an imated s tor y te l l ing which makes 
fu l l  use  o f  ava i lab le  d ig i ta l  too l s  ins tead of  d ig i ta l l y  mimic k ing analogue 
processes .

Fol lowing Manov ich’s  analys i s ,  accord ing to  whom t he cur ren t ly  prominent 
cu l tura l  paradigm i s  no longer  t ha t  o f  t he ca ta logue,  bu t  t ha t  o f  t he database 
(which cons t i tu tes  t he d ig i ta l  and augmented form of  t he ca ta logue:  dynamic , 
reconf igurable ,  ever -c hanging,  inv i t ing (and a l lowing)  mul t ip le  permuta t ions  and 
combinat ions  o f  i t s  i t ems) ,  t h i s  presen ta t ion draws a para l le l  be tween t he 
s ta t i c  ca ta logue and t he ed i ted convent ional  f i lm.  I f  ed i t ing i s  t he  process 
t hrough which t h i s  ca ta logue - f i lm resu l t s ,  t he a lgor i t hm i s  proposed as  t he
process  for  t he database - f i lm.  Th i s  database - f i lm’s  i t ems (nar ra t ive  par t s )  are 
not  pre -organized by ed i t ing cho ices ,  bu t  i t e ra ted t hrough by an a lgor i t hm.  L ike 
a database,  i t  a l so  i s  dynamic .

By presen t ing an an imated f i lm implement ing t h i s  concep t ,  t h i s  presen ta t ion 
demons t ra tes  t he impl ica t ions  o f  such an approach on an imated s tor y te l l ing.  The 
database - f i lm puts  to  use pr inc ip les  o f  dynamic  reconf igura t ion -  mu l t i curs iv i ty, 
recurs ion,  looping and repe t i t ion.  The purpose ser ved by ed i t ing i s  now fu l f i l led 
by a process  o f  dynamic  ( l i ve)  movement  operated by an a lgor i t hm.
 

All  Aboard the Axiom, Dest inat ion Wall -E -  Media Facades, Si tuated 
Animat ion and the Cruise Ship Experience -  Claire O’Brien

Dan Tor re  (2019)  def ines  ‘ s i tua ted an imat ion’  as  “made for  a  par t i cu lar  loca -
t ion ,  unques t ionably  anchored to  i t ,  and fu l l y  in tegra ted in to  t ha t  spec i f i c 
rea l -wor ld  arch i tec tura l  landscape”.   I t s  e f f ec t ,  as  exc la imed in  t he ed i tor ia l  o f 
t he Animated Space ed i t ion of  t he In ternat ional  Journal  o f  F i lm and Media Ar t s 
(2021) ,  i s  t ha t  “contemporar y an imat ion i s  now seamless ly  embedded in  our 
l i ves ,  redes ign ing t he facades  o f  our  c i t ies ,  expanding bo th  our  in t imate  spac -
es  and our  t heat r i ca l  exper iences…” in  t he same i s sue Tr i t t har t  a l so comments 
t ha t  i t  i s  ”shaped by a new aes t he t i c ,  in f luenced by t he omnipresent  adver t i s ing 
indus t r y” .
 
In  t h i s  paper,  I  d i scuss  t h i s  commentar y and ‘ s i tua ted an imat ion’  t hrough t he 
‘ r i se  o f  t he mach ine’  in  t he abundance of  LED d i sp lays  presen t  in  our 
sur roundings .   In  t h i s  par t i cu lar  case,  I  look t hrough t he lens  o f  c ru i se  sh ips ’ 
media facades ,  and t he an imat ion made for  t hem.   I  compare t he re l iance on 
t h i s  media technology to  t hemes and events  in  P ixar ’ s  Wal l -E ,  us ing i t  as  a  case 
s tudy a longs ide ano ther  o f  a  recent  c ru i se  exper ience on t he MSC Eur ib ia  (a t 
t he  t ime of  wr i t ing,  MSC’s  newes t  sh ip  in  t he i r  f lee t ) .   I  f ind t ha t  t he an imated 
conten t  ser ved on t he media facades  i s  mul t i -purposed and permeates  t he cru i se 
exper ience in  ways  ranging f rom i l luminat ion,  ornamenta t ion,  en ter ta inment  and 
communica t ion.   I  ana lyse t h i s  in  t he contex t  o f  an imat ion s tud ies ,  technology 
deve lopments  and tour i sm t heor y,  where my l i t e ra ture  search a l so revealed t he 
use of  ‘an imat ion’  as  a  tour i sm term t hat  i s  a l so in teres t ing to  cons ider.
(Pompl ,  1983) 
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Panel Three: Anime Labour : 
Minorit ies,  Fans,  Companies

A Place to Graze my Fi les -  Sal ly Pearce

Since October  2023,  t here have been mul t ip le  i l legal  downloads f rom my on l ine 
p la t form.  Al t hough I  have made ever y ad jus tment  to  my se t t ings  to  d i scourage 
t h i s ,  many of  my publ ic ly  v iewable c l ips  have been p i ra ted mul t ip le  t imes  ( see 
F ig  1) .  The p i ra ted work  covers  a  per iod of  18yrs ,  f rom s tor yboards  and exer-
c i ses  f rom my t ime as  an MA s tudent  a t  t he  NFTS,  to  c l ips  f rom my cur ren t  WIP 
documentar y and PhD by Prac t i ce ,  Chernoby l  Journey.    When I  f i r s t  no t i ced 
t he invas ive ac t iv i ty  on my account ,  which in i t ia l l y  took t he form of  hack ing and 
changing my Pr ivacy se t t ings  so t ha t  cer ta in  c l ips  cou ld no t  be v iewed,  I  was 
reading The Book of  Trespass  by Nic k  Hayes .  Th i s  book explores  t he legal  and 
soc ia l  h i s tor y  o f  t he enc losures  o f  common land,  and t he resu l t ing d i spossess ion 
of  t he many ord inar y or  marg ina l i sed people  who re l ied upon i t .  Th i s  co inc i -
dence prompted me to  t h ink  o f  my on l ine p la t form as  a ‘commons’.  My paper 
wi l l  take a v ideo -essay approach,  incorporat ing my p i ra ted an imat ions ,  to  pro -
mote conversa t ion about  t he pos i t ion,  in  t imes  o f  AI ,  o f  t he  ‘ord inar y or  mar -
gina l i sed’  an imator  who,  l i ke  myse l f ,  migh t  re ly  heav i ly  on on l ine p la t forms t ha t 
are suscep t ib le  to  p i ra t ing for  t he i r  sur v iva l .  I  w i l l  roo t  my an imat ions  in  t he i r 
long h i s tor y  o f  deve lopment  and en tanglement  in  my l i f e  exper ience,  and wi l l 
cons ider  i f  and why i t  mat ters  t ha t  t hey have been p i ra ted.

 Women Labouring on Anime: Kyoto Animat ion Studio and the Rise of 
Naoko Yamada -  Rayna Denison

Oppor tun i t ies  for  women in  t he an ime indus t r y  remain  comparat ive ly  uncom-
mon,  and wages for  a l l  laborers  are  o f ten unsus ta inably  low (JSAS 2023) .  Th i s 
paper  char t s  t he unusual  success  o f  Naoko Yamada,  who has  r i sen t he leve l  o f 
d i rec tor  a t  Kyo to Animat ion mak ing f i lms  such as  L iz  and t he B luebi rd and A 
S i len t  Voice.  Yamada i s  one of  t he rare women to  ach ieve t he ro le  o f  d i rec tor 
in  an ime,  and t h i s  paper  t here fore char t s  her  path  t hrough indus t r y  in  order 
to  obser ve t he po ten t ia l  bar r iers  p laced in  women’s  paths  wi t h in  t he creat ive 
wor lds  o f  an ime.  In  do ing so,  t he paper  ques t ions  how t he an imat ion indus t r y  in 
Japan t reats  i t s  f emale  work force,  f rom t he gender ing of  spec i f i c  ro les  to  h i s tor -
i ca l  t rends  in  inequal i ty.  Us ing indus t r ia l  d i scourse f rom Yamada’s  home s tud io 
at  Kyo to Animat ion,  and cons ider ing i t s  presen ta t ion of  gendered labour,  t h i s 
paper  seeks  to  argue t ha t  such ind iv idual  success  s tor ies  can obscure a wider, 
s tarker  p ic ture  for  women labour ing on an ime.

 The vis ible hands of the God: Staf f  members as special  f igures in fan 
discourse of Japanese animat ion -  Shiro Yoshioka

Since t he format ion of  t he fandom of  Japanese mains t ream commerc ia l  T V/fea -
tu re  an imat ion (“an ime”)  in  t he 1970s,  Japanese fans  regarded t he creators , 
not  jus t  d i rec tors  bu t  an imators  and o ther  s ta f f ,  as  ar t i s t s  wi t h  un ique ta len t  and 
impor tan t  f igures  in  t he produc t ion process .  Th i s  paper  over v iews t he h i s tor ica l 
deve lopment  o f  how t h i s  happened,  emphas i s ing s ign i f i cance of  t he changing 
s ta tus  o f  “an ime” wi t h in  what  Bourd ieu ca l l s  t he  cu l tura l  o f  cu l tura l  produc t ion, 
and contends  t ha t  t h i s  a t ten t ion to  t he s ta f f  remains  s t rong even now,  and can 
remain  so because i t  can be s t ra teg ica l ly  used by s tud ios  to  d i s t ingu i sh  t he i r 
works  f rom o thers .

Screens in F lux: Studio Ghibl i ’s  Televisual Experiments -  Zoe Combie

Though S tud io Ghib l i  are  pr imar i l y  known for  t he i r  f ea ture  f i lms ,  t h i s  i s  a  para -
d igm t hat  came about  main ly  in  Wes tern  reg ions  as  a  resu l t  o f  c r i t i ca l  acc la im 
and success  wi t h in  ar t house and fandom c i rc les .  In  Japan,  t he i r  presence i s 
more ub iqu i tous ,  as  exempl i f ied by merchandise ,  t he Ghib l i  museum and park , 
and pro jec t s  exc lus ive  to ,  or  made pr imar i l y  for,  t e lev i s ion.  Th i s  paper  examines 
how Ghib l i  have turned to  screens  beyond t he c inema in  t he i r  la ter  years ,  focus -
i ng on Ronja,  t he Robber ’s  Daughter,  Ear wig and t he Wi tch ,  and Ni  no Kun i  and 
t he i r  use  o f  CGI  technologies ,  as  wel l  as  t he commonal i t ies  shared wi t h  o t her 
Ghib l i  works .  The i r  te lev i s ion and v ideo game pro jec t s  have expanded t he i r 
brand outs ide of  f i lms ,  par t i cu lar ly  t hose d i rec ted by Hayao Miyazak i ,  and have 
sugges ted a new d i rec t ion t ha t  t he s tud io may take wi t h  t he i r  d i s t inc t ive  house 
s ty le  as  t hey go for ward in to  unchar ted ter r i tor y. , 
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Panel Four :  Craf t ing (Digital)  Worlds

The Rhetoric  of Abandonment :  Contemporary Stop-Mot ion and the 
“Return” to Craf t  Pract ices -  Markus Beeken

Since 2008,  twenty - s ix  s top -mot ion f i lms  have been re leased or  d i s t r ibu ted by 
ma jor  Hol lywood s tud ios ,  inc lud ing La ika,  Aardman,  Disney,  20th  Centur y 
S tud ios ,  Ne t f l ix ,  and P ixar.  Th i s  ‘ rena issance of  s top -mot ion’  (Miha i lova, 
2021:1)  cons t i tu tes  a  re turn  to  prominence and popular i ty  for  t he techn ique 
wi t h in  t he contemporar y media env i ronment .  Given s top -mot ion i s  one of  t he 
ear l ies t  forms of  an imat ion (Craf ton,  1993) ,  wi t h  a  long h i s tor y  imbued wi t h 
d i scourses  o f  c ra f t  (Mose ley 2016) ,  i t s  recent  re turn  has  been f ramed as  an 
‘au t hent ic ,  handcraf ted’  (MacKinnon,  2019:107)  an t ido te  to  t he cu l tura l l y
dominant  d ig i ta l  prac t i ces  def in ing contemporar y an imat ion.  However,  in  t h i s 
paper,  I  focus  on sharpen ing t he terms of  s top -mot ion’s  Hol lywood renaissance 
as a moment  o f  renewal  and reconf igura t ion,  argu ing t ha t  t he rhe tor ic  o f 
abandonment  regard ing d ig i ta l  process ing t ha t  has  def ined s top -mot ion’s  re turn 
i s  compl ica ted by t he fac t  t ha t  severa l  f i lms ,  f rom Cora l ine to  Kubo and t he Two 
S t r ings ,  use  ex tens ive  CG as  par t  o f  t he i r  hybr id  iden t i ty.  I  sugges t  t ha t 
contemporar y s top -mot ion an imat ion occupies  a  complex pos i t ion,  no t 
cons t i tu t ing an uncompl ica ted re turn  to  cra f t  prac t i ces  so much as  an en t i re ly 
new formula t ion.  Ut i l i s ing Wal ter  Ben jamin’s  concep t  o f  aura and Gi lber t 
S imondon’s  no t ions  o f  on togenes i s ,  t h i s  paper  demons t ra tes  t ha t  s top -mot ion 
hybr ids  are  charac ter i sed by overarch ing condi t ions  o f  uncer ta in ty  t ha t  force 
t he spec ta tor  to  choose be tween s imul taneous ly  ev ident  s ta tes .  By mapping t he 
indus t r ia l  and cu l tura l  con tex ts  assoc ia ted wi t h  cra f t  and computer i sed 
prac t i ces ,  t h i s  paper  ident i f ies  how t he dual  on to log ica l  reg i s ters  o f 
contemporar y Hol lywood s top -mot ion func t ion as  a  de l ibera te  response to  t he 
complex i t ies  and mul t ip l i c i t ies  o f  our  modern media landscape.

Inact ivi ty in video games: the unset t l ing world of idle animat ions - 
Maria Pagès Rovira

Th i s  paper  explores  t he spec ia l  f ea tures  o f  an imat ion in  order  to  be t ter  in t ro -
duce id le  an imat ions  in to  t he gameplay us ing i t s  fu l l  po ten t ia l .  I t  combines 
me thods  f rom d i f f eren t  branches  t ha t  nour i sh  i t s  mul t id i sc ip l inar y approach such 
as  Trad i t iona l  and Dig i ta l  An imat ion prac t i ces ,  Game S tud ies  research,  E t hno -
log ic  taxonomy of  non -verbal  communica t ion,  Cogni t i ve  t heor y,  Human-Machine 
In terac t ion and Image Analys i s .  The tex t  sugges t s  a  cr i t i ca l  eva luat ion of  t he 
po ten t ia l i t ies  t ha t  an imat ion can of fer  to  t he core o f  immers ion in  t he gameplay 
and to  t he empathy aroused f rom v i r tua l  c harac ters .  To jus t i fy  our  assumpt ions , 
we wi l l  a l so  focus  on severa l  case s tud ies  o f  v ideo games t ha t  use id le  an ima -
t ions  to  deep in to  t he roundness  o f  c harac ters ,  to  se t  a  d i s t inc t ive  mood,  to  l ink 
t he p layer  wi t h  t he sur rounding se t t ing or  jus t  to  en ter ta in  wi t h  bas ic  beckoning 
s igns .  Af ter  some years  o f  v ideo game degrees  becoming -o f -age in  wor ld -wide 
un ivers i t ies ,  t here i s  a  cont rovers ia l  sub jec t  t ha t  ar i ses  in  t he c lass room as  far 
as  i t  i s  sugges ted dur ing any g iven sess ion.  Year  a f ter  year,  when ques t ion ing 
about  what  i s  an id le  an imat ion,  someone ra i ses  i t s  hand in  d i sappoin tment  wi t h 
t he def in i t ion g iven by cur ren t  l i t e ra ture  o f  t he sub jec t .  The consensus  about  t he 
need and def in i t ion o f  id le  an imat ion i s  no t  easy to  ach ieve,  as  i t  i s  shown by 
t he e terna l  debate t ha t  encompasses  s tudents ,  prac t i t ioners  and game des igners 
as  wel l .  Th i s  ar t i c le  wi l l  t r y  to  e luc idate  t h i s  uncomfor tab le  zone in  v ideo games 
t ha t  def ines  t he unse t t l ing wor ld  o f  id le  an imat ions .



ABSTRACTS

Virtual Product ion as a Tool for Maintaining Ar t is t ic  Integri ty in Comic 
to Fi lm Adaptat ions -  Stephanie Erso, Mat t  Bet t  and Phi l  Vaughn

Comic  books  cont inue to  be modern Hol lywood’s  leading sources  o f  insp i ra t ion 
but  in  some adapta t ions ,  i t  can be argued t ha t  t hey have been unfa i t h fu l  to  t he 
or ig ina l  mater ia l  in  fundamenta l  ways . 

Due to  t he nature  o f  t hese mediums be ing fundamenta l l y  d i f f eren t ,  t rans la t ing 
t he d i s t inc t ive  ar t  and pane l  layouts  o f  a  comic  in to  a v i sua l ly  appeal ing and 
coherent  f i lm whi le  preser v ing t he cho ices  made by t he or ig ina l  c reator  in  terms 
of  layout ,  compos i t ion,  pac ing and nar ra t ive  can be ex t remely  cha l leng ing. 
Addi t ional ly,  one i s  a l so nav igat ing a minef ie ld  o f  audience expec ta t ions ,
espec ia l l y  wi t h in  wel l -es tab l i shed fanbases .

V i r tua l  Produc t ion i s  a  recent  innovat ion in  f i lmmaking wi t h  impact  across  t he 
produc t ion p ipe l ine,  bu t  i t  i s  no t  fu l l y  explored in  i t s  spec i f i c  use  cases  to 
po ten t ia l l y  he lp  so lve some of  t he more un ique cha l lenges  in  f i lmmaking.  In  t h i s 
case,  as  a  too l  to  a id  in ter -medium f i lm adapta t ion. 

Th i s  s tudy examines  how v i r tua l  produc t ion’s  use o f  v i r tua l  se t s ,  rea l - t ime ren -
der ing,  mot ion cap ture ,  and use o f  phys ica l  cameras  in  fu l l y  CGI se t s ,  enable  us 
to  au thent ica l l y  t rans la te  comic  book pane ls  on to t he s i l ver  screen wi t hout 
compromis ing on t he ar t i s t i c  in tegr i ty  o f  t he source mater ia l .

U l t imate ly  t h i s  research a ims to  ident i fy  t he ways  in  which V i r tua l  Produc t ion 
can pos i t i ve ly  impact  t he adapta t ion process ,  h igh l igh t ing i t s  ro le  as  an 
innovat ive  way of  ensur ing t ha t  t he ar t i s t i c  in tegr i ty  o f  t he comic  book creator 
i s  main ta ined t hroughout  produc t ion,  as  wel l  as  reduc ing produc t ion t ime and 
cos t s .



OUR KEYNOTES

Professor  Pau l  Wel l s  i s  D i rec tor  o f  t he Animat ion Academy,  Loughborough 
Univers i ty,  and has  publ i shed wide ly  in  Animat ion,  F i lm and Screenwr i t ing 
S tud ies .  He i s  cur ren t ly  f in i sh ing a comple te ly  rev i sed and updated 25th 
Anniversar y ed i t ion o f  ‘Unders tanding Animat ion’  and work ing on a 
co l laborat ive  pro jec t  wi t h  t he BF I  on ‘ The S tor y  o f  Br i t i sh  Screen Spor t ’,  based 
par t l y  on h i s  tour ing Exh ib i t ion ‘ The Beaut i fu l  Frame;  Animat ion & Spor t ’.  He i s 
mentor ing scr ip t s  for  two an imated features ,  one a Be lg ian /  Japanese co -produc -
t ion,  t he o ther  based in  t he Nether lands ,  and f ina l i s ing an or ig ina l  scr ip t  for  pro -
duc t ion deve lopment .  Pau l  i s  a l so engaged in  produc t ion consu l tancy in  Canada 
and t he USA . 

Professor Paul Wells

OUR KEYNOTES

Anisa Sanus i  i s  an award -winn ing v ideo game UI/UX des igner  and t he founder 
of  L imi t  Break Mentorsh ip ,  a  non -prof i t  home to  t he UK games indus t r y ’ s  larges t 
mentorsh ip  program for  under represen ted people .  Wi t h  humble roo ts  in  an ima-
t ion,  An isa graduated wi t h  a  BA (Hons)  in  Computer  Animat ion a t  Teess ide Uni -
vers i ty  a f ter  which she worked as  a  2D an imator  before p ivo t ing in to  v ideo games 
as  a 2D ar t i s t .  I t  was  wi t h in  t he games indus t r y  t ha t  she found her  t r ue pass ion 
for  UI/UX des ign and spec ia l i sed in  t he d i sc ip l ine .  Over  t he pas t  decade,  she has 
worked on t i t les  across  var ious  p la t forms,  l i ke  t he BAFTA -winn ing Rol lerdrome, 
P lane t  Coas ter,  E l i t e :  Dangerous ,  and more.  An isa advocates  for  d ivers i ty,  inc lu -
s ion and equ i ty,  subsequent ly  founding L imi t  Break -  now in  i t s  s ix t h  year  runn ing, 
wi t h  a  team of  35 vo lun teers  and 1,600 cohor t  members .  She has  been recognised 
for  her  e f for t s  by t he indus t r y,  and was e lec ted as  a member  o f  t he BAFTA Games 
Commi t tee,  f ea tured on screen a t  The Game Awards  in  Los  Angeles ,  l i s t ed in 
Forbes  30 Under  30 Europe,  and l i s ted t hr ice  in  GamesIndus t r y.B iz ’ s  Top 100 l i s t s 
as a Fu ture  Ta len t ,  Game Changer,  and among t he Mos t  In f luen t ia l  Women in  t he 
UK Games Indus t r y.  An isa has  spoken about  bo th  UI/UX des ign and her  advocacy 
work a t  conferences  across  Europe,  As ia ,  and GDC’s  UX Summi t  in  San Franc i sco. 
She i s  cur ren t ly  sp l i t t ing her  t ime be tween work ing on ind ie  game pro jec t s  and 
co l laborat ing wi t h  an in ternat ional  s tar tup,  whi le  cont inu ing to  run her  non -prof i t 
on t he s ide.

Anisa Sanusi



ROUNDTABLE 
Woman in the Industry Vic tor ia  graduated wi t h  a  BA Hons  in  Animat ion in 

2006 f rom Duncan of  Jordans tone Col lege of  Ar t  & 
Des ign in  Dundee.  S ince t hen V ic tor ia  has  worked 
as  Producer  /  Di rec tor  in  l i ve -ac t ion and a l l  forms 
of  an imat ion.  She has  worked on a number  o f  shor t 
f i lms ,  commerc ia l s  and te lev i s ion ser ies ,  for  c l ien t s 
such as  Ne t f l ix ,  BBC,  Disney,  e tc . 

In  2017 V ic tor ia  jo ined Rhona Drummond in  runn ing 
Eyebol l s .
Eyebol l s  i s  an award -winn ing a l l  s ing ing,  a l l  danc -
ing,  fu l l  ser v ice  s tud io based in  Ed inburgh.  We 
create  and produce conten t  for  T V shows,  f i lms , 
c reat ive  adver t i s ing and exper ien t ia l  agenc ies .  We 
are pass ionate  about  co l laborat ion and spec ia l i se 
and take pr ide in  pu l l ing toge ther  t he r igh t  team for 
each ind iv idual  pro jec t .   We ac t ive ly  seek ou t  new 
and f resh ta len t  to  compl iment  ex i s t ing co l labora -
tors ,  and we morph work f lows,  push boundar ies  and 
adapt  s ty les  so t ha t  no two eyes  are t he same.

I  am cur ren t ly  co -d i rec t ing a s top mot ion shor t  fund -
ed by Sharp Shor t s  ca l led Dis tance To The Moon.

Nichola Dobson i s  a  Sen ior  Lec turer  in  Animat ion a t  Ed inburgh Col lege of 
Ar t .  Founding ed i tor  o f  An imat ion S tud ies  (2006 -  2011)  and Animat ion S tud -
ies  2 .0 (2012-  presen t ) ,  she has  publ i shed on an imat ion,  te lev i s ion genre 
and fan f i c t ion,  inc lud ing Norman McLaren:  Be tween t he Frames (2018)  for 
B loomsbur y and His tor ica l  D ic t ionar y of  An imat ion and Car toons ,  Volume 2 
(2020)  for  Scarecrow Press .  She i s  cur ren t ly  work ing on t he Rout ledge Com-
panion to  Animat ion wi t h  Pau l  Taberham.  She was Pres ident  o f  t he Soc ie ty 
for  An imat ion S tud ies  be tween 2015 and 2019.  She i s  cur ren t ly  t he Di rec tor 
o f  t he Animat ion Research Network Sco t land.  

NEoN Dig i ta l  Ar t s  (SCIO) i s  a  char i tab le  organisa t ion a iming to  advance 
t he unders tanding and access ib i l i ty  o f  d ig i ta l  and technology -dr iven ar t 
forms and encourage h igh qual i ty  wi t h in  t h i s  medium’s  produc t ion.  In 
recognis ing t he profound connec t ion be tween contemporar y cu l ture  and 
d ig i ta l  t echnology,  NEoN bel ieves  in  address ing d ig i ta l  pover ty  and pro -
mot ing d ig i ta l  de tox as  in tegra l  aspec t s  o f  i t s  miss ion.  Through a 
co l laborat ive  programme,  NEoN seeks  to  no t  on ly  enhance cr i t i ca l 
unders tanding but  a l so make d ig i ta l  ar t  more access ib le ,  ac knowledging 
t he impact  o f  technology on soc ie ty  today. 

Victoria Watson

Drawing from the l ived experiences of women working in 
Animat ion and Video Games, this panel seeks to interrogate the 

impact that working pract ices,  industry culture and the content of 
media that is  created might af fect  inclusivi ty and diversi ty in the 

Scot t ish creat ive industr ies.

Ju l ie  i s  a  Lead User  In ter face Techn ica l 
Ar t i s t  w i t h  jus t  shy o f  10 years  in  game 
deve lopment .  She’s  pass ionate  about 
bui ld ing awesome,  access ib le  in ter faces 
and heal t hy env i ronments  for  t he teams 
t ha t  make t hem.

Jul ie Kennedy
Nichola Dobson -  Chair



Sel ina i s  an award -winn ing an imat ion creator 
based in  Sco t land.

For  20 years ,  she has  created conten t  for 
CBeebies ,  CBBC,  Nat ional  Trus t  for  Sco t land, 
t he Moredun Foundat ion,  Ba i l l ie  Gi f ford and I rn 
Bru . 
Her  f i lmography inc ludes  Takuskanskan,  Crow 
moon,  Sp indr i f t  and A dog by your  s ide,  which 
have a l l  been commiss ioned t hrough Screen 
Sco t land.  Each of  her  f i lms  were in  o f f i c ia l 
se lec t ions  a t  in ternat ional  f i lm fes t iva l s ,  and 
Spindr i f t  was  nominated for  a  Sco t t i sh  BAFTA in 
2017. 

She i s  now deve lop ing and wr i t ing her  f i r s t 
an imated feature  f i lm,  suppor ted by Screen 
Sco t land. 

T imea i s  t he Techn ica l  D i rec tor  a t  Ne tspeak Games,  a 
wholesome soc ia l  mobi le  games company,  cur ren t ly 
work ing on someth ing new and exc i t ing beh ind t he 
scenes .

Wi t h  over  a  decade of  exper ience as  a  so f tware 
engineer,  and 3 years  in  leadersh ip ,  she i s  now 
focused on nur tur ing and leading a creat ive  team 
t hrough hear t - cen tered leadersh ip .

Prev ious ly  a t  Rocks tar  Games,  and ser v ing on t he 
board of  d i rec tors  for  t he Sco t t i sh  Game Deve lopers 
Assoc ia t ion,  her  work  advocat ing for  more d ivers i ty 
in  game deve lopment  and nur tur ing communi ty  has 
rece ived recogni t ion,  inc lud ing a p lace on MCV’s 
Most  In f luen t ia l  Women in  Games,  Forbes  30 under 
30,  BAFTA Crew,  and more.

ROUNDTABLE 
Costar :  Future of Media 

The CoSTAR Real t ime Lab i s  led by Aber tay Univers i ty  wi t h  core par tners :
 Water ’ s  Edge S tud io
 Codebase
 The Univers i ty  o f  Ed inburgh
 In ter face
 Sco t t i sh  En terpr i se

I t  w i l l  br ing toge ther  v ideo games deve lopment  exper t i se  in  Dundee’s  g lob -
a l l y  s ign i f i can t  InGAME c lus ter  wi t h  wor ld - leading appl ied research and de -
ve lopment  (R&D) a t  Aber tay,  wi t h  t he Univers i ty  o f  Ed inburgh’s  exper t i se  in 
machine learn ing and ar t i f i c ia l  in te l l igence.  The Real t ime Lab wi l l  p lace R&D 
s ide -by - s ide wi t h  l i ve  commerc ia l  produc t ion,  o f f er ing rou tes  to  commerc ia l i -
sa t ion and marke ts  beyond mos t  smal l  and medium bus iness  (SME) ne tworks . 
I t  w i l l  f ac i l i ta te  indus t r y  sec tor  engagement ,  ca ta lys ing innovat ion in :
 per formance and mot ion cap ture
 v i r tua l  humans and dynamic  procedura l  per formance
 mach ine learn ing for  produc t ion and ar t i f i c ia l  in te l l igence for  process   
 reproduc t ion
 ar t i f i c ia l  in te l l igence for  dynamic  e f f ec t s  and procedura l  graphics  for   
 v i sua l  e f f ec t s
 advanced scann ing technologies  for  3D vo lume acqu is i t ion and ML/AI   
 for  procedura l  env i ronment  generat ion
 deve lop ing l igh t ing and ray t rac ing s tandards  to  de l iver 
 env i ronmenta l  f ide l i ty
 locat ion -based sof tware and hardware in tegra t ion
 in tegra ted v i r tua l  and rea l -wor ld  f i lm and T V produc t ion

T imea Tabori 

Sel ina Wagner

With the advancement of vir tual product ion in the landscape of 
media and f i lm, this panel wil l  discuss the new CoSTAR UK R&D 
Network for creat ive technology and i ts  role in vir tual produc-

t ion; 3D content and vir tual environments;  radiance f ields and the 
role of AI and machine learning



With 25+ years  in  t he f i lm,  tv  and arch i tec tura l 
indus t r ies ,  Andrea i s  bes t  known for  invent iveness , 
syn thes i s  o f  ideas  and ge t t ing techn ica l l y  complex 
and creat ive  pro jec t s  over  t he l ine .

In  2022,  her  PhD explored t he 
percep tua l -exper iences  o f  ar t i s t s  wi t h  s igh t  loss ,
t hrough an an imated f i lm,  c reated and v iewed in 
VR.  Be ing a concep t  ar t i s t  on Out lander  Season 7, 
Andrea t hen jo ined Aber tay in  2023 on t he R&D 
pro jec t .  InGAME In ternat ional ,  wh ich s tud ied t he 
UK-China in  t he computer  games sec tor.

Andrea i s  now t he Real t ime V i r tua l  Produc t ion Lab 
manager  for  CoSTAR;  which p laces  R&D 
s ide -by - s ide wi t h  commerc ia l  v i r tua l  f i lm produc t ion.

Professor  Ru th  Fa lconer  i s  Head of  D iv i s ion,  Games 
Technology & Mathemat ics  where she leads  and 
evo lves  t he Creat ive  Technology prov i s ion.  She has 
a proven t rack  record in  de l iver ing research wi t h 
impact  and she champions  t he t rans format ive  power 
o f  game technologies  and Real - T ime 3D to  deve lop 
in terac t ive  and immers ive  s imula t ion and 
v i sua l iza t ions  to  address  soc ia l  and env i ronmenta l 
c ha l lenges .

Professor  Fa lconer  i s  a l so t he Educat ion Di rec tor  for 
Women in  Games and Co - I  on InGAME: Innovat ion 
for  Games and Media En terpr i se  which dr ives 
innovat ion and growth wi t h in  t he Dundee games 
c lus ter  t hrough a programme of  co l laborat ive  re -
search and c lus ter  deve lopment  ac t iv i ty.

I  have a background as  a V i sua l  Ar t i s t  c reat ing 
v ideo des ign for  mus ic  events  and t heat re  as  wel l 
as  produc ing an imated mus ic  v ideos  and v ideo ar t . 
Since 2017 I  have a l so been work ing in  l i ve  T V as  a 
Vis ion Mixer  and Mul t i cam Di rec tor  for  broadcas t -
e rs  such as  Sky,  BBC,  ETP,  IMG. Las t  year  I  began 
upsk i l l ing in  v i r tua l  produc t ion and I  have recent ly 
jo ined t he CoSTAR team at  Aber tay as  a R&D Fe l low 
in  v i r tua l  produc t ion p ipe l ines .  S t i l l  work ing in  a  l i ve 
rea l - t ime env i ronment  I  w i l l  be invo lved in  prac t i ca l 
research pro jec t s  t ha t  dr ive  innovat ion in  t h i s  rap id -
l y  growing f ie ld .

Ami t  Dev i s  a  3D env i ronment  ar t i s t  w i t h  8 years  o f 
exper ience in  t he v i sua l  e f f ec t s  and gaming
indus t r ies .  Spec ia l iz ing in  creat ing immers ive ,  rea l i s -
t i c  wor lds ,  Ami t  has  cra f ted s tunn ing
env i ronments  for  b lockbus ter  f i lms ,  ind ie  and mobi le 
games.  Wi t h  a s t rong b lend of  ar t i s t i c  v i s ion
and techn ica l  sk i l l ,  Ami t  spec ia l izes  in  model ing, 
tex tur ing,  and l igh t ing to  br ing d ig i ta l
landscapes  to  l i f e .  Pass ionate  about  env i ronmenta l 
s tor y te l l ing,  Ami t  i s  a lways  explor ing new
techn iques  and too l s  to  push t he boundar ies  o f 
what ’ s  poss ib le .  Outs ide of  work ,  Ami t  s tays
act ive  by h i t t ing t he gym,  en joys  walk ing t he dog, 
and i s  a lways  eager  to  learn new aspec t s  o f
3D des ign to  re f ine and expand h i s  c ra f t .

Andrea McSwan

Professor Ruth Falconer

Emily Bai ley

Amit Dev



Kayleigh MacLeod
“Waulk ing S imula tor”  i s  a  rhy t hm game t hat  pays  homage to  t he t rad i t iona l 
Sco t t i sh  ar t  o f  waulk ing tweed.  Th i s  cu l tura l  prac t i ce ,  found in  t he High lands 
and I s lands  o f  Sco t land,  invo lved groups  o f  women rhy thmica l ly  beat ing newly 
woven tweed agains t  a  tab le .  Th i s  prac t i ce  was of ten accompanied by s ing ing 
songs  o f  recent  events  or  news.
The game features  an innovat ive  c lo t h  cont ro l ler  t ha t  rep l i ca tes  t he process . 
P layers  can a l so choose be tween two authent ic  Sco t t i sh  Gael ic  waulk ing songs 
(Òrain  Lua idh in  Gael ic )  to  accompany t he i r  gameplay:  ‘Ceud Soi r idh So i r idh 
Bhuam’ (A Hundred Gree t ings  From Me) or  ‘Amadan Gòrach Gòrach’  (S i l l y  S i l l y 
Fool ) .

Robin Grif f i ths

Th i s  prac t i ca l  work  fea tures  a  ser ies  o f  shor t  an imat ions ,  each about  15 seconds 
long,  des igned to  f ind t he per fec t  ba lance be tween en ter ta inment  and educa -
t ion.  Ta i lored spec i f i ca l l y  for  soc ia l  media audiences ,  t hese an imat ions  ca ter  to 
v iewers  who are o f ten t ime -poor,  conten t - r i c h ,  and no t  ac t ive ly  seek ing educa -
t iona l  conten t .  Each an imat ion i s  c ra f ted to  qu ic k ly  cap ture  a t ten t ion,  de l iver ing 
engaging,  conc i se ,  and en ter ta in ing messages  t ha t  make a range of  complex 
top ics  more access ib le  and en joyable  wi t hout  appear ing over t l y  educat ional . 
The showcase inc ludes  t hree comple ted an imat ions ,  wi t h  two addi t iona l  works 
cur ren t ly  in  progress ,  o f f er ing some ins igh t  in to  t he des ign process .

s

Theodore Koter was i s  an ar t i s t  and researcher  draw -
ing cr i t i ca l  a t ten t ion to  aspec t s  o f  da i ly  exper ience 
t ha t  go unnot iced but  a f f ec t  how we unders tand 
each o ther,  technology and env i ronment .  He re -
ce ived h i s  MFA in  New Games f rom San Franc i sco 
Ar t  Ins t i tu te  and has  created ar t  ins ta l la t ions ,  per -
formances  and museum exh ib i t ions  for  Explora to -
r ium,  Univers i ty  o f  Oxford,  Aberdeen Per forming 
Ar t s ,  Ed inburgh Sc ience Fes t iva l  and ar t i s t/mus ic ian 
Dav id Byrne.

His  prac t i ce -based research and teach ing focuses 
on phys ica l  in terac t ions  wi t h  ar t i f i ca l  in te l l igence to 
inves t iga te  t he impact  o f  embodied engagement  on 
how we perce ive,  co l laborate  and empath i se  wi t h 
‘o t hers ’,  bo th  l i v ing and ar t i f i ca l .

Theodre Koterwas PRACTICE



WORKSHOP
Plork! Play, Work and al l  the in-betweens in Animat ion -  Dan Castro

I t ’ s  no b ig  secre t  t ha t  c reat iv i ty  re l ies  heav i ly  on p lay.  And in  order  to  be p lay -
fu l ,  as  Bernard de Koven would pu t  i t ,  we have to  “ le t  [our  se lves]  ou t  to  p lay” 
(2014,  p 34 -35) .  We need to  adopt  a  mindse t  t ha t  a l lows us  to  approach t h ings 
creat ive ly,  cur ious ly,  op t imis t i ca l l y.  Bu t  for  creat ive  prac t i t ioners ,  pedagogues , 
and s tudents  a l ike  t h i s  i s  o f ten loaded wi t h  t he para lys ing idea t ha t  in  order 
to  have va lue,  t he  creat ive  work  needs  to  be ‘good’ ;  and in  t h i s  t hought  pro -
cess  we forge t  t he ver y  core o f  what  i t  means  to  create .  We forge t  how to  p lay.   
Based on my PhD research,  t h i s  workshop es tab l i shes  Cor i ta  Kent ’ s  no t ion of 
‘p lork ’  – work ing p layfu l l y,  or  p layfu l l y  work ing – (Kent  and S teward,  2008) 
as par t  o f  a  contemporar y too l se t  for  engaging our  p layfu l  se l ves ;  for  wor r y -
ing less  and work ing more.  Through two key processes  – creat ive  drawing and 
ru le - se t t ing – par t i c ipants  wi l l  re -engage wi t h  t he i r  own p layfu lness  and p layfu l 
va lues ,  learn techn iques  t ha t  g ive  t hemse lves  and t he i r  s tudents  permiss ion to 
be p layfu l ,  and u l t imate ly  create  space for  more p layfu l ,  produc t ive ,  imagina -
t i ve  prac t i ces .  And i t ’ s  no t  jus t  for  creat ive  prac t i t ioners  and teachers !  Anyone 
and ever yone can benef i t  f rom remind ing t hemse lves  to  be more p layfu l .

Jennifer Night ingale

The f i lms  come out  o f  a  ser ies  o f  16mm landscape f i lm an imat ions  f rom my PhD 
by prac t i ce  comple ted in  2023 t ha t  use  a s ing le - f rame produc t ion techn ique and 
a un ique ed i t ing sys tem to  t rans la te  guernsey kn i t t ing pat terns  in to  f i lm.  The 
Corn i sh  and la t ter ly  t he Faroese,  Nor fo lk  and Yorksh i re  kn i t t ing pat tern 
t rans la t ion in to  f i lm create  a s t ruc tura l  re la t ionsh ip  be tween a s t i t c h  o f  kn i t t ed 
tex t i le  fabr ic  and a f rame of  f i lm.  In  t h i s  me thodology,  ges ture ,  landscape and 
f i lm are ‘kn i t t ed toge ther ’  as  a  mater ia l  ob jec t ,  re -embedding t he kn i t t ing 
pat terns  in to  t he locat ion t ha t  insp i red t hem.  Employ ing t hem on locat ion speaks 
d i rec t l y  to  t he i r  her i tage and contemporar y va lue,  c reat ing new v i sua l 
represen ta t ions  o f  women’s  work  a longs ide t ha t  o f  t he  landscapes ,  h igh l igh t ing 
analogies  be tween my f i lm produc t ion wi t h  t he kn i t t ing pat terns  produc t ion.  In 
t he  produc t ion of  ‘Robin  Hoods Bay I ’  (2023)  (near  Whi tby)  I  began to  expose 
t he  kn i t  f rames a t  low t ide,  and t he pur l  a t  h igh t ide,  reca l ibra t ing t he t ides 
cont inuous  movement .  In  ‘Sher ingham J immy Chibbles  B i shop her r ingbone’ 
(2024)  I  c hoose to  h igh l igh t  t he dominat ing hor izon of  t he Nor fo lk  Coas t 
landscape to  v i sua l ly  rep l i ca te  t he d iagonal  graphic  o f  t he her r ingbone kn i t t ing 
pat tern .  The f i lms  bu i ld  on t he legacy of  s ing le - f rame modes o f  f i lmmaking in  t he 
contex t  o f  exper imenta l  c inema ( for  example Kur t  Kren and Rose Lowder)  and 
produce new v i sua l  phenomena and mot ion e f f ec t s .  One way in  which t hey do 
t h i s  i s  in  my use of  a  se l f - ins t iga ted t ime - lapse techn ique h id ing t he labour  o f 
produc t ion in  t he mater ia l  ob jec t  o f  t he  f i lm.
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