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Name: Riley Anna Oakley
Age: 21
Gender: Female
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Here is a facial block out of my character. Whilst sculpting this in Zbrush I focused heavily on my concept design so I could achieve the right facial shape for the style I was trying to achieve amongst referencing Disney characters.
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During the block out stages I attempted to create some curly hair but as working on this process I found the hair was to high poly for Maya to handle so I decided to take this away in order to pursue my character.
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To diversify the work, I was switching in between my character and creating the environment that Riley will be placed in. I wanted to challenge myself to create a darker room as though she was just on stage just before the light aim towards you. The reason I have fairly lights in the background is acting as though it’s some back stage lighting/spotlights.
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After getting my room textured for the first time, I decided that the wooden floor was a little bit too much for such a small enclosed space therefore I changed it for more of a neutral colour and used carpet as a texture instead. I am much happier with this outcome it looks warmer and more welcoming to the eye.
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When it comes to detail, I am very passionate about it. When modelling my room I become very aware of things that are common within bedroom. such as cables, plug sockets, radiator things I would have missed in my first room modelling attempt within 1st year.
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While creating the character I found it very difficult to achieve the hair style for my final designs. There for I went back to some early stages of the design for hair and decided in order to keep track with my deadline this hairstyle would be more beneficial for the outcome.
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To start off my character I blocked out a basic shape in Maya and then transferred over to Zbrush to create more detail and finalise my character for the next stages of the production.

After retopologizing my character and Uv unwrapping my process towards texture includes using substance painter to achieve the best possible textures for the final character to give her a bit more life and colour tone to bring out a more realistic look while still maintaining the stylised affect.
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After Creating outfit one I was very happy with the way the outfit fell onto the character, although I had a second outfit I wanted to have with not much knowledge of rigging I decided it would be best to stick to one outfit and shorten my animation at this point. 
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While texturing the character and thinking about rigging I came to a decision that having two outfits would become rather complex therefore I found a way around this problem, my decision  is to take away the night scene and have it focused on different times throughout the day, and when I come to processing a final animation I am going to edit a fade in fade out strategy to gain the effect I am after.
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After deciding to stick to one outfit I choose to do a simple top with some jeans therefore I went back to some of my designs to see if there was anything that I could take forward through this stage of the character.
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While finishing up the texturing I was much happier with the outcome of my character I feel she would be more comfortable in this outfit as she is quite shy and reserved anyhow. Even though I changed my outfit I still wanted to keep the colour I had chosen for the original t shirt design, and then the same for the second outfit for the jeans. 
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After thinking I had completed my character i just kept looking at her and still was not set on the hair style I had at this time there was something about it I was not sure about, I found it was very pointy and straight and not as untidy as hair should be so I went back and looked at my other options and see what I could put together. 
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I then decided that it would be a good idea to keep the length but maybe have some thicker curls instead which works so much better, I felt like the character has more a real-life representation and resemblance as it was unnaturally placed throughout.  

After attempting tighter curls with the hair which I did not manage to achieve for hair to work within Maya I decided to try and attempt slightly curly hair to try keep some of her look the same but while creating the hair I found some trouble with making the mesh lower poly. Therefore, I went back to the basic 'bob' hair style which I am very happy with the outcome.
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When I attempted to create an acoustic guitar, this was my first version but I found it did not look the part in the scene, It turned out very round and appears stretched and does not have the right shapes for the acoustic. Therefore, I when back to researching and looking at this from different angles to achieve the final shape.  
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My result here came out a lot closer to what I wanted to achieve, it has more crisp texture and better resemblance to a shape of an acoustic guitar. I kept the colour original as possible as I did not want to have such a bright colour which draws your eyes away from the character. I think this colour and light setup gives a much more believable feel to the piece. 
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When it came to light my scene I wanted the outcome to be a dimly lit environment with an almost personal feel to the character to do this I focused on having multiple sources of light which included the lamp, mirror, fairy lights and the room light. I used theses lights to manipulate the shadows for the effect I was aiming for. While setting up a basic light source to make sure I got the feel I was after I decided to play around with the colour settings to see if different colours helped with the mood within the environment. After experimenting I decided that the more lairy did not sure the effect and atmosphere that I wanted to achieve. I reverted to more traditional lighting and found it suited the effect I was aiming for. I added the mirror to the room for a extra added light source.
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This is a test render showcasing the light effect I was going for here you can see a main light offering a soft and dim overall light and the mirror placed to break up the space and add reflected light back into the room. The initial idea was to use the extra lighting from the mirror to add a softback light to the character. This did not quite work out as the light given off the mirror was not strong enough to cast any noticeable shadows. 
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After I finished my character, I rigged it using Ik and Fk handles the reason for this was because it made the process for animating a much easier task to complete. While attempting to do it this way I ran into many issues. These came in the form of axis and pivot errors. This meant that there were many hours of trial and error while creating a rig. After I settled on a partial FK and IK rig I was able to start weight painting this is my first real attempt at weight painting a character which brought many challenges. This took some time to adjust and learn the process of weight painting. A good few days was spent methodically going through each joint and adding weight paint saw that a lot of the problems began to shine and then get resolved. Unfortunately, when it came to weight painting the hands there were many problems in that area which I was unable to fix within the time I had set. With the issues slowly mounting there was much less time than I has anticipated left for me to do the rigging/animation/rendering stages, so I decided to cut my losses and to try and work through any issues which may affect the animation and only working on them if they cause an overly rawcuss glitch or breaking of the model. I believe for future projects I will firstly give myself more time for this section as I am much less experienced in it so therefore it will likely take more time overall. I may also be able to do certain work flow changes so that the default weight painting has a better chance at ironing out many of the kinks early on. Some suggested changes would be perhaps that I model in T-Pose and spread the fingers out further so that fingers do not accidently influence each other. The reason I would like to try out T-pose is so that the Lat muscles are less problematic as the arm tends to overinfluence that area and create a lot of headaches.

After completing my bedroom scene, I referenced in my character and did a simple pose as a test render with her in the room rather than an ‘A’ pose. This gave me the first real sense of what my end product was going to look like. I was excited as the room felt like it came to life with her in it and so I was itching to get stuck into animation.
While animating the block out of my scene I really wanted to focus more on my character playing guitar so I decide to make this a longer process and finish off with zooming into her passport and plane ticket as a sign that she will be leaving while still playing the music that she is practising. At the start of the animation there is a poster that explains all the details next to her calendar but unfortunately as I wanted a slightly darker room you are unable to see this as a ‘hint’. 

This link helped me find detail in how guitar is played 
https://www.youtube.com/watch?v=qPNiIeKMHyg&t=135s 
[bookmark: _GoBack]






As a basic rule of thumb, I animated key poses on roughly every 24 frames in order to get a flow for the animation once I was reasonably happy with each of the key poses I began to break it down further and adding animation to every 12 frames. Whilst gaining valuable experience through completing my animation module I found that this system gave me a sense of direction whilst staring at a blank canvas. I animated starting from the hip area and worked my way out prioritising the back, shoulders and foot movement after the hips were settled. I found this had a good effect in the early stages of this animation which contained some walking. The end product was a little jagged and so I believe I should have spent more time in smoothing this transition. I have since learned about some more complex rigging solutions that will anchor the feet much more accurately and so I would be able to animate a walk cycle much more effectively. Due to issues with the rig the guitar portion was underwhelming. Limitations in my ability to weight paint and rig correctly left me struggling to control the fingers and accurately as I wanted. I animated to a song played by a good friend of mine Hussni Mosare who is an aspiring Swedish musician. The guitar “solo” was supposed to have a lot more soul and movement in whilst Riley is playing, and unfortunately due to previously mentioned issues I was at a loss for that one.

My rendering process was very straight forward as I had some test renders prior to the final animation so I knew what the lighting looked was how I wanted it, along with everything else within the scene, such a camera angel. While doing my test render I tried many different options in the Arnold settings to make sure I got a nice clean image for the test and final render and made sure that they were no ‘noise’ on the images as this can sometimes turn out bad and attract the eye away from the final project as its blurry.

If I were to do this again, I would attempt to rig my character much earlier in the design phase even if this is on a blocked-out character then I can just reference over the top of it when I am competed with my character. I feel like I get too into modelling and far less excited about rigging and animating so perhaps as a challenge to myself, I would like to give myself much more time on these two areas in order to hone my skills. I think that whilst getting a solid character model is a big step in these modules, a working rig is also of equal importance, and a compelling animation to go with that. I would suggest that possibly another month be given to the rigging and animation sections in my plan and that I should be more willing to accept a good model and to commit to the next section.

Although I am very happy with my outcome of my animation there are some part I wished I had put more effort and emphasis into. My experience will stay with me throughout any production I am involved in, and I will make sure not to go over the time I have given myself in each section within the 3D sector, and I will learn to be more strict on myself in certain areas such as sculpting I could keep myself going until I feel it is correct from my perspective, but sometimes I need to step back and be happy with what I have achieved within the time I have set myself and finish that area and if I feel I still am not happy with I can change things if I have time towards the end or write about what I am not happy with throughout. I feel I did very well throughout this project and managed to jump over complicated hurdles it may have turned out better if things have ran smoothly but I cannot complain about what I have achieved. The animation was my biggest downfall and very much out of my comfort zone therefore what I will take away from this experience for my coming final year of study is to practice on this topic to a basic standard to complete my major project.
Research

http://www.fanpop.com/clubs/brave/images/31209519/title/brave-photo

Read more at: https://www.brainyquote.com/quotes/walt_disney_163733?src=t_animation

https://www.youtube.com/watch?v=34r0ZcaOYdw

https://www.youtube.com/watch?v=r3ebOxltJ1w

https://www.youtube.com/watch?v=k4ixAfJ1LuI

https://www.youtube.com/watch?v=qPNiIeKMHyg
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