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About

After our work on Warhorse in Concert, BBC Radio 4 approached us to produce a visual 
accompaniment for their 12-episode radio series Quake. The series would be a thrilling 
drama set in the aftermath of  a devastating earthquake and told in interwoven, short 
parts. The concept was to have a concrete structure with the first and last episode 
and to have the middle 10-episodes following a non-linear structure that could be 
watched in any order. This launch was inspired by the remarkable digital revolution in 
humanitarianism. This was to be fully animated, with voiceovers being utilised for story 
telling in a coherent, yet flexibly-structured way. The use of  voiceover and accompanied 
sound was key, as it also gave the series the opportunity to be used on radio. 

We secured work on behalf  of  the BBC through a request for quotation (RFQ) and 
pitch process. Both directors attended an interview and detailed their individual and 
combined experience with working on animated videos, with an accompanying show 
reel, projecting a similar scope of  work to this brief. We were successful at this stage and 
began work almost immediately on episode one.  
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There were various challenges associated with the delivery of  this project which 
needed to be met head on as part of  our tasking. Indeed:
1. The tight time scale limited the stylistic choices available to us, so with this in mind

we researched a comic book inspired approach which was viable in the time available
to us and within budget. Thus, we were required to source a graphic novel artist to
provide the illustrations for us to animate.

2. Throughout the process, the edits of  the radio drama kept changing which had a major
impact on the timings of  the visuals we were creating. To get around this we needed
to create all of  the scenes independently and only combine them at the end of  the
project so we could match the timings of  the radio drama.

3. This	project	involved	co-ordinating	with	lots	of 	different	teams	(Eight	Engines,	BBC
Drama, the BBC Marketing team, the company who managed the VR element, the
illustrator, the sound designer and the hosting team), all of  whom inputted into the
final	piece.	To	keep	a	fluid	working	system	in	place	we	needed	to	arrange	weekly
meetings with everyone involved as well as having task sheets on a Google Drive so
everyone was aware of  all of  the teams progress.

Our activity included:
• Analysing	the	detailed	brief 	from	the	BBC	team,	and	ensuring	mutual	agreement	was

reached regarding objectives, audience, deliverables, and established timeframes.
• Developing	the	creative	direction	through	assessing	style,	imagery,	and	narration.
• Sourcing	an	illustrator	and	animating	their	work.
• Filming	elements	from	the	marketing	and	VR	components
• Allowing	sufficient	time	for	us	to	professionally	animate	the	videos	to	the	highest

possible standards with all of  the agreed elements.
• Providing	the	BBC	team	with	multiple	versions	of 	the	film	for	editing,	to	ensure	any

changes	were	made	early	on,	minimising	the	risk	of 	excessive	float	times	and	delays.
This enabled the relevant key people to view the video and make comments, adjustments
and queries where necessary.

The	films	were	digitally	made	through	the	BBC	website	using	Adobe	After	Effects	and	various	
plug	ins.	We	came	up	with	a	2.5D	comic	book	style,	to	which	the	BBC	agreed.	Each	video	lasted	
around	6-7	minutes	each	and	it	took	us	two	months	to	finalise	the	whole	series.	Our	films	went	
onto	the	BBC	website,	hitting	a	million	viewers	in	the	first	few	months,	and	will	be	one	of 	the	few	
BBC projects to be hosted on there for life.
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