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Knowing I was going to be making a 2-minute film for my 3rd year got me in the high gear nearly straight away. Thinking of the idea was the first big task that I would have to perform. This task proved to be one of the most important because I was going to be the premise behind the entire 3rd year of my degree.  I was pondering this, and I knew I was thinking about creating at least something with fast-paced energy in mind. Thoughts came to me thinking about creating a superhero, or even a basketball film for my project. Finally, I concluded with creating a sword fight scene. Two opponents are fighting one another until one is left standing.
During this year I knew that this would be a chance to show what I was capable of creating with my current skill level. I wanted this animated short of telling not only a story but also paint a picture of who I am and what inspires me to do what I do. This means pulling influences from many areas I enjoy and make me the type of person I am today. Influences such as the comic book industry, video games, and even anime such as Dragon Ball.   This all leads to everything that would come next. This Journal will be broken down into three sections. The first being the concept of art and development. The second will be about the actual animation side of the project. The Final part we will discuss is about the render and post-production side until we have the final movie.
Section 1: Concept and Development
[image: Image result for ultimate spider-man ps2 peter parker]Once I finally had the idea of making the Animation be about a fight scene I thought to myself how would the film be presented to the audience. The film should be taken not to seriously in my vision as I want to go for a simplistic art style. The style should though however make the scene very unique and appealing to the eye on first glance. As many people know I have a fondness for comic books, especially comic book art from artists such as Jim Lee and Todd McFarlane to name a few. It is difficult to put into word why I like comics so much I know that I've grown up with it most of my life and that fascination is never going away. During the initial stages of development trailers for Spider-man: into the spider, Verse was being released. The art style alone amazed me, and I wondered if I could even create something as good as that. Unfournatly since it was only me working on this project and with the time frame I have I was cautious towards it and decided not to pursue this. It did, however, remind me of a video game called Ultimate Spider-man on the PlayStation 2. The game came out in 2005 and tried to mimic the idea of a comic book by using comic styles textures and panels to tell its story. Other games such as the Borderland’s franchise take this type of style, and it gives the game’s an identity different from others during the same release time. Last year I tried to make something like this. I did succeed but not the best result. This year I would have to understand more how textures and creating 3d models will work to better the overall feel of the project.
[image: ]Talking about Concept art, I would say that the artwork was very loose when it came to designing the characters, Nathan and Damian. For these two I wanted to have the idea of presenting them as complete opposites to each other. I first started with creating Nathan and designing him with a sense that he’s been through some battles. In a way, Nathan wouldn’t care what he would be using just as long as it would help him in his goals — compared that to Damian where I always had the intention of making his appearance somewhat, upper class. I went through many different types of designs for this character, but I went in the end with a suit because the attire is more formal than stand clothing. 
[image: ]Creating the models was one of the most challenging things to make in 3D. I have fun creating 3D model in software such as ZBrush. However, these models put me in some challenging positions. First, it was trying to understand the use of different types of maps used for textures. For example Bump maps and Displacement maps. FlippedNormals states that using a low poly mesh with a displacement map it will allow you to deform it to your heart's content. Bump Maps are most used to have little details into the mesh. For Example the small cracks/lines in the skin. I tried to create models using many tutorials to help me along but mostly were to try and help with export high res to low res for Maya and rigging, to no success. In the end, I decided to preserve as much detail as possible with a really low poly model using 2D textures as the prime detail and continued onward. I wish I were able to use the maps correctly; perhaps I will have better luck with the next model I will attempt to create.
[image: ]Rigging was the next stage in development, and it took a while but I manage to create my own rigs using multiple techniques and blendshapes. The biggest struggle would have to be the paint weights. I regretted that I made parts of the body separate pieces and connected them via the rig. This caused some pieces of clothing to overlap mostly when the body of the rig was bending. I kept persisting and managed to make two decent character rigs. 
For the environment designs, I wanted to make an area which seemed to be very small and hard to move in. I decided to keep aspects of that idea intact but made some slight changes. Due to the size of the models and objects used in the scene, it realized that it would be challenging to animate so I widened the space for the overall environment. Original designs started with a city alley, but this quickly abounded because it would feel very much like my 2nd-year animation. After watching the 5th Harry Potter Film, the beginning of the movie was an excellent visual for the idea I wanted. The scene in an underground tunnel sprung me into designs leading to the final environment.  The environment was treated  like the characters when I came to textures — using 2D drawn textures in Photoshop and then exporting them into Maya to give that comic style. In conclusion, the desired look of a comic book was achieved. And I am delighted with the results.    
Section 2: Maya (Animating)
Animating was one of the most fun and also one of the most frustrating parts of the entire project. Discussing the frustrating side first was technical. Most of the entire project up to this point was me working on my own laptop. However, when starting the animation side of the project for some strange reason, the laptop could not handle it and cause Maya to crash on many occasions. What helped was know what camera shots I was using and what would happen with in the shots. This time I was animating to characters which proved to be a new challenge that I would welcome.  Depending on the shot and action within it I would use the character and animate each of them individually and make them their scene file. Then I would then create a scene file with the environment and camera shot. All I would do then is import the animated model and save the scene named it with the shot number that it required. It helped one with my PC and later on Organisation with the entire project file.
Using the Animator survival guide book and the advance character assignment from last semester it helped greatly with animating the characters. Also, using recorded videos of myself, it helps speed along with the animations as it helped me understand the movement better seeing if it worked for the scene. When it came animating I first would keyframe using the stepped tangent as a way to block it out and then when It came time to smooth it out I would select the liner tangent and see if the overall animation sequence would work or not. This is where the guide helped because it made me think of how blocking out an animation can easily help perfect the poses within.
The other aspect of animation to discuss that the character would be using weapons in some of the shots. Using a video by Mark Masters called “Setting up Constraints in Maya” it showed how to connect the sword to the rig and also how to animate with them. In some shots, it was required to have two of the same sword because sometimes the sword was in its holster. When parented to the rig it would sometimes cause the sword to act out and fly around the scene which in the end required two. When the were shots with the sword being taken out, I would just turn off the visibility at the exact moment the pull of the sword would happen. Shots such as these were complex in the making but paid off in the end. The rest of the animation then kept pushing through as the day went by. Towards the end, I knew what I was creating and ended up with an animation where a few things I think I could tweak in future but was happy to carry on and continue with the project into the render stage.
Section 3: Rendering, Post-Production, and Final Movie
Finally, we are in the endgame now of this animation project. This is the first time I used Arnold as my main renderer. From what I can gather about Arnold it uses light as it’s base to process the frames. From the Development stages of these projects, I have already mentioned the finalized design of the environment within Maya and what my thoughts are about it. With the Arnold renderer, I was introduced to something known as “god rays.” To simplify them would be they are a fancier version of spotlights for Arnold, but they display the actual light beams that are within the main light’s location.  This proved to be a handy tool to use and also proved to be a problem as well. The positive side is that it gives a great feel to each light that has it. The negative side of it though, however, is that it can slightly increase the render time of the current frame you are working on. 
I started rendering the final animation on the 5th April and finally finished rendering on the 22nd April, nearly three weeks of rendering for a 2-minute film. Towards the beginning of this part of the project, I would say I was at ease with everything in the beginning. When it comes to rendering it more waiting game than anything else, you would have to sit there a wait for your PC to load the final image of a frame, the first few days of rendering were more trial and error but proved necessary because if those days had happened, it would have proved difficult for me to finish the project in time. To explain on the first day I decided to render one of my favorite shots in the entire project. The shot was only 68 frames long, and I started to render at 9 a.m. and by 5 p.m. it had only rendered 23 frames. During this render time, I only used 1 PC and rendered the frames at 1080p resolution.  This day seemed to be a wake-up call to strategize how I would render the rest of it in the short time I had. My first instinct was to bring down the frames to 720p, and my next idea was to use more than just one PC. Luckily during this time, the university had broken up for Easter break, so there was barely anyone in the university unless they need to be in for a reason, like me, trying to complete my project. This opened up the animation rooms for me to use as many PC as I can to render. When I finally was able to work out a good route I was rendering on 10 PCs all at once for most of the remaining days. To get all these PC to work together, I decided to upload my Maya project folder to the C: drives of the PCs I used. This got me to think hard on how to create a mini network of sorts because if I uploaded the scene file and that alone to these PCs I wouldn’t  have the textures because the scene file would be looking for them and they wouldn’t be able to locate them. That’s why it so important to upload the entire project because now it can identify the textures as well as the scene files.  The Second Day of Rendering I knew this idea going to be used, but for some strange reason when trying to upload the project file the PC’s were unable to download them as a rate I would be happy with. One PC took nearly two hours compared to when I did at hom, and it only took 15 minutes. This required me to purchase portable USBs. Each one having the project on it and they help speed up the rate of uploading. By the Third Day, we were ready to go.
[image: ]When Rendering the frames would go into the image folder of the project’s Maya folder. I needed to make sure that in the render setting correct on all systems because if it wasn’t I may have had the frames done a rendered but when it came to composting them in Aftereffects it would have only a small section in one place and then another in a completely different part of the shot’s timeline. EXR was the best format since it is compatible with after effects and Photoshop and seemed the most user-friendly format to use. I made a list of each day and compiled together what shots were completed or not. For instance, since the university was open for a set time each day, sometimes I would have to cut off the render sequence because I had to leave before closing, leaving me with a few frames left to render. I would use my USBs to copy all the frames taken from that day on to them and when I got home would copy them onto my main hard drive. This would then help me find out what was still needed before I could say “shot….. (Done)” The routine would continue on through until I could finally say I was done with the rendering. 
[image: ]This then leads to the Post-Production/ editing side of the animation. From the start, I have mention Spider-man: into the SpiderVerse. It uses 3D models and at times some 2D effects work. Around the development stage, I wanted to and even tested using 2D and 3D together for my project with much success. Once I had taken all the shot’s rendered frames in the after effects one at a time I then exported them as AVI to use as footage for my 2D effects. I would take the shots into Photoshop and draw the effects on them. I admire that I'm trying something very different to most students Animation I've seen. I didn’t create effects for every single shot because  I feel it would put too much for the viewer to take in especially with the 3D side of it as well. Also while doing this I would create multiple project files in after effects for the shot using 2D effects. Once I did this I would render out just the footage and carefully name it. The reason for this is because when it comes to final edit in premier at first, it would only have the footage but any changes in the after effects folder it would reload and replace the existing footage in premier. This method would take out the time of actually going in and finding the correct shot with the final effects work on the shot.
Coming into final edit now thanks to a comedy youtube creator I watch known as MerkMusic I was able to find out about “audio library”. This library is a song and sound library free of use for any content creator. This proved very useful in giving me the final sounds and background music I need for my film. Editing, however, proved to be enlighting in some way because I didn’t think my film would need to cut so many frames. If I had to estimate I would say that I cut off 10% of the footage to make room for the 2-minute gap and also for some shot to pack more in a punch in the action.
Finally finishing this film has been a sign of relief because this was a sign to me that you are finally done. However, this is not the case I know there are moments in this film were some of the animation might need a bit of clean up or maybe some changes in the 2D effects could be a little better. But once I finally had that movie and watched it for the first time I could help but crack a smile on my face. I remember during the last viva when It was time for questions Phil asked me if I was proud of what I had created? At the time I was just about to start rendering and I said I am proud. The Final film Confirms that answer I am Proud of this Project and I’m happy with the final result.
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