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Creative Practice 3 – VFX assignment
Production Diary

Pre-Production
My initial Idea was to green screen a figure onto a background, the background would be a futuristic, cyberpunk city scape, and figure would appear from offscreen and watch the city-life in action. Below is a mood board of similar VFX shots from amateurs and high budget productions. [image: ]
The bottom left image is my main inspiration, it is from the tv show “Altered Carbon” that has the cyberpunk aesthetic I am looking for. 
Production
The first thing I needed to do was shoot footage of my subject in front of a green screen, I wanted the shot to start with just the city and then have my character walk into frame. I then wanted to zoom out slowly so I could show off more of the cyberpunk city.
My original idea was to shoot outside, on a rooftop and then make the surrounding buildings look more futuristic within After effects but this would have taken longer and there were no viable rooftops that I could shoot on. 
Instead, I decided to shoot the subject on a green screen and track the footage onto the background which I will create within Maya. Below you can see images of me experiemntiong with the green screen and lighting it properly.
[image: ]
When lighting it we made sure that there were no shadows on the green screen to make keying it out much easier and less time-consuming. I also experimented with using an electric dolly that would move from point A to B wherever you set them, I thought it would be handy to get the zoom I wanted but eventually decided that shooting it handheld would be much easier.
[image: ]
I know I wanted the subject to have his hands rested on rail or fence so to mimic this I got a desk chair, covered it in a green sheet and then rested my hands on it while shooting, I again tried to get rid of the shadows so that the chair could be keyed out easily. 
After having the subject walk up to the chair/fence we carried on shooting for another 20 seconds or so that I had plenty of footage to work and would not need to loop parts of the footage for my final shot.
Postproduction
The first step after capturing my footage was creating the background for the shot. To do this I went into Maya and started to design city scape using models found online. 
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This is what the final render looked like within Maya, I took the buildings and arranged them to look like a never-ending complex of these huge skyscrapers. To do the billboards I simply made cuboids and applied a new material to them, and then made that material one of the images I selected. The images were taken from a stock photos website for free and I chose them based on their vibrant and neon colors. To give the city its Cyberpunk, dystopian look I wanted to include a lot of neon lights and colors to convey its “techno” feel. 
After the city scape was modelled, I added a plane behind it and applied a “Night sky” texture to it and made it emit some light to back of the scene.  I then added a couple more lights to the scene, at the front, a blue spotlight and, at the back, an orange spotlight. This was to make the scene less “flat” and more dynamic and interesting to look at. 
Once I was happy with the set up, I rendered a 4k shot of it to use in aftereffects.
I then started to put it altogether in Aftereffects, the first step was to key out the green screen and track the footage onto the background. For this I used the Key light tool and selected the green to remove it. One problem I faced was that in the beginning of my footage the wall and ceiling around the green screen is visible as the camera starts higher and then pans down. To remove the surrounding wall and ceiling I masked it out using the pen tool. 
[image: ]
I drew around the subject, frame by frame until there was no need, as later in the footage, only the green screen and the subject was visible. After the keying and masking was complete, I moved onto tracking the background onto the footage. 
During the filming stage we put a few crosses on the green screen that could be used to track the footage later. I simply selected the tracker tab, clicked track motion, and put the tracking point onto the cross. After a couple seconds, the footage was tracked, and I matched the background's movement to it. 
Once I played the scene back, I noticed that the background image was not big enough and left a blank space at the top of frame when the clip started. To fix this I rendered out a new image in maya that was more zoomed out and allowed for more overflow outside the frame to fix the issue. 
Next, I wanted to add a couple ships to the sequence to make it feel more “alive” and less static, for the footage I found a couple videos on you tube that had the footage on green backgrounds to be easily keyed out. 
[image: ]
Once they were keyed out, I added some gaussian blur to them, to add some depth to the sequence and to also mimic motion blur as they go past the screen. I also added another different ship to the start of the scene so that there was more going on before I walked into frame. 
I then modelled and textured a quick rail/fence in Maya and Substance Painyer and brought a rendered image of that into After effects. I rendered the image with a green plane behind it so that I could easily key it out and insert it into the scene. I again tracked this to the footage, so it matched the background and where my hands/arms were placed.
To make the background look more realistic and to have more depth I decided to add a lens flare to it. Once the lens flare was in place, I changed the blending option to screen to remove the solid black around it. I had placed the lens flare onto a new fill layer, whioch is why the black had to be removed. I then had to track the lens flare to the same point as the background so that it would not move when the camera panned down at the start. The lens flare immediately made the background look more realistic and less “flat.” 
I then also added a lens flare to the first ship that flies across the frame. To do this I tracked the motion of the ship and then attached the lens flare to that motion. With that lens flare I had to manually move it a couple times as when the tracking point went offscreen it stopped so I had to mimic the flare going offscreen in the right position.
The last step before color correcting was to add a thin smoke effect to sequence. To do this I made a solid layer and added a fractal noise effect. I then altered the opacity and blending options to make it see through and lighter. The last alteriation was to the evolution where I made it move slowly throughout the scene.
Next, I added some sound effects, an atmospheric score to play in the background and footsteps for me walking into frame. 
Finally, I combined all the layers into one presupposition and did some color correction to blend them all together. I used the color balance tool to adjust the overall strength of certain colors within the sequence. I went with purples, pinks, blues, and orange to get the tone I wanted for the sequence.
[image: ]
To render the video, I added the composition to the render queue, adjusted the settings to my preference and a couple minutes later the render was complete.
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