[bookmark: _iadp9bnpgodm]Major Project Introduction: 
For my final year at university I was faced with creating a major project in which I am working alongside Jordan. We discussed in early summer as to what our main focus would be, to be able to pursue an industry job when we graduate. We are both very into Pixar and Disney films so we knew we wanted to push this forward in terms of style. After many variations of where we could iterate on the story, after many meetings and roughed out ideas we came to the conclusions we wanted to create a rom com. We wanted to add some slapstick to give a bit of a funny overview between characters. 
Our goal during the early stages of production was discussing who would take  certain roles, we made a chart of what would be needed for each section but our main focus was to create an appealing character for our audience in order for them to sense the connection and likeability while watching our animated short.
My goal for the animated short is to push my skills for creating my 3D character, along with achieving a strong structured story. I will break the character down as much as I can and do different variations to find the best personality and features which I can show in the animated short. I will be doing this using photoshop to gain a 2D design of my character.  I will be responsible for all designs, moodboards, research for the female featured in the short film as well as making the female in 3D ‘ Josie’ in the animated short.


  







   











My responsibilities:
· Female
· Moodboards
· Draw overs
· 2D animations 
· Girl struggling to open banana study
· 3D model (Josie)
· Texturing Josie and Outdoor environment
· Rigging
· 2d design


 





























[bookmark: _3aw953yfbdkl]Major Project breakdown -       Part 1
· Personality
· Character
· Appeal
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[bookmark: _m23sfzsw16w6]PERSONALITY
Josie is a character who is very much focused on her work life, single and has a very busy work schedule for the time being. 
-----------------------------------------------------------------
[bookmark: _vr9335benl02]CHARACTER
Stepping into Josie's shoes and becoming her character has been really fun for me, it makes me think differently, and the reason being is because I got out of my comfort zone to create her personality. Her hair is short because she is a very low maintenance person and likes the simple things of being able to up and go without putting too much effort into her hair as that is not her priority every morning. The reason I choose her to have orange hair is the fact that yes it is a bolt colour but it is always someway a statement of who she is as she is happy to have orange hair and would not change it for the world. I liked the idea of a choker as this may not be a final decision. I would like to take it forward and experiment with sizing and different shapes as the neck is very long going from a Disney character. I feel a necklace would be something ideal to break to the length and fill the empty space.
-----------------------------------------------------------------Appeal
Her appeal for my audience is for her to come across as a Disney character but one that has not been made as of yet on the big screen but to get that specific appeal about her with the big eyes and small waist.
[bookmark: _phi3b79mq1a]Major Project character breakdown part 2.1!
Step by step to my final character.
· Early Facial Approach & Shading
· Makeup Approach 
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[bookmark: _mwazua27fvq0]Early Facial Approach
When designing my character, the first stage was to decide on a style to explore with so I went with Disney. I started with the head up as this is where you will be able to see her personality shine through with facial expressions and be able to get more of her culture and ethnic background. I started with some shading and adding the main eye colour and any added features such as freckles. I left the hair until later on in  the design due to wanting to capture her natural main features of my character, the ones that do not change. I added all the extra details of the shading by adding lights and darks to the skin.  
-----------------------------------------------------------------Makeup Approach
As I carried on designing I was thinking of different ways to approach ‘makeup’ something where there is a possibility of her self conscious of her freckles and covering them up but as I already had her personality already shining through and how she is about confidence. I decided to keep the freckles on the character for me. It tells much more to the character and what she is about and comes across as someone who is happy with the way she looks naturally.
I then moved on to experiment with different tones and colours with adding a bold lip and brighter eye shadow. These did not work for me as it did not match her personality.
[bookmark: _8mkb4pjf5u0o]Major Project character breakdown part 2.2!
· Hair Rough
· Hair Developed
· Hair Final
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Hair Rough
When it came to the hair and to match her personality and her busy working life I looked into different styles. I tried long, short, up and down and even once with short curls. By doing the chart below with different shapes and colours aloud me to be able to see which one would stand out the most to me. 
-----------------------------------------------------------------Hair Developed
Developing different hair colours on the different styles brings out so many more different personalities and says a lot about a character. This is why I took this approach to creating many of the styles and colours within one space.
-----------------------------------------------------------------
Hair Final
When choosing the final style there was one in specific that stood out for me which was the 3rd one in the orange row for some reason I kept returning to that therefore what is what I chose in my final design portfolio. The simplicity of the style was easy to maintain which was perfect for the character.

[bookmark: _2k79he8tieca]Major Project character breakdown part 2.3!
· Outfit
· Designing
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Outfit
When designing the outfits I wanted them to be work related but I feel I played it too safe with having a standard shirt and trousers or skirt. Therefore I felt the need to go in and change the style to get away from the standard thought of a woman’s ‘office’ look.
-----------------------------------------------------------------
Designing
Designing the outfit for Josie was difficult as I kept the general same outfit but added different coats on. I had a specific style in mind which is where I was not personality exploring with other ideas and styles for her. As she was working in a high end job I thought the general blouse and trousers and or skirt would work which it did but I do feel I could have moved away from this more and added something that would maybe bring out her personality more.
-----------------------------------------------------------------
[bookmark: _7yajpwpfsqr2]Environment
[bookmark: _i8lyqhikaj9b]
· [bookmark: _19sl8nhqew77]Surrounding Environment 
· [bookmark: _5ncfg9twfbau]Bringing 2 into 1
· [bookmark: _8t2i4pz816lq]Josie House 
[image: ][image: ][image: ][image: ]
[bookmark: _n1ry6l599dwm]Surrounding Environment 
During the early stages of developing the environment, both me and Jordan decided to create it based on an American Cul De Sac. We thought this out because at any point they would run into each other being the end of a Cul De Sac.
-----------------------------------------------------------------
[bookmark: _e0j9jiivud7j]Bringing 2 into 1
Brining two different characters and the environment they live in was a lot trickier than expected. Although after watching the short film called ‘signs’ by Patrick Hughes. This completely changed my perspective on everything and made me rethink a lot more of the smaller details within the environment. Our short animated film had a very similar story line, therefore we used this to create a stronger visual structure and when the audience watches it you’ll subconsciously notice the smaller things added. I added small features to connect them without them actually talking to start with such as the colour of his house is incorporated within her house.
-----------------------------------------------------------------Josie’s House
Josie’s house was created from a lot of squares and sharp shape’s as she comes across as a sharp professional. Also when I was designing and thinking about her personality, she was to be very private, which is why you can see the post box on the outside of her house to show she does not like people invading her property.

[bookmark: _5yzq1234z230]Everything 
[bookmark: _ntcxk4a6ibgz]into 3D!

· Environment 2D >3D
· Character
· Scale[image: ]
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[bookmark: _y437aucfp8di]Environment 2D > 3D
Transferring 2D skills into 3D was quite the challenge although within some areas some were a lot easier than others in being able to achieve the same look. The hardest part for myself was transferring the 2D environment into a 3D space. I found a lot of the smaller things were harder to fit together like the real life referencing and sizing were especially difficult in getting the right scale for each object.   
-----------------------------------------------------------------
[bookmark: _m6mpc8iorlws]Character
I found it a lot more in my nature to be able to achieve a more accurate look for my character. A lot of this came from actually having an enjoyment of making 3D characters and transferring my 2d skills across really helped within my favour. I could not be happier with the outcome of my character over my environment. 
-----------------------------------------------------------------
[bookmark: _k52u7htdvtxo]Scale
Making sure that all 3 characters were able to fit within the environment was hard as we had to swap and change some shapes along the way to make things a lot more stylised. This was interesting though as it opened my eyes up to look at things within the smallest of details and recognised the things that were out of place.


[bookmark: _kgo01f1t1mml]3D Character
[bookmark: _wgpdru7n63ki]
· [bookmark: _ahb8v1jr6xo9]Zbrush
· Substance Painter
· Maya[image: ][image: ]
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[bookmark: _bh8blr8ukoqh]
[bookmark: _giw96bu98i6]
[bookmark: _ad4ykxe0si6m]
[bookmark: _no3wi6w2do3w]
[bookmark: _qg8a5vsk9vye]Zbrush
In the early stages of 3D using Zbrush was the quickest way to create a block out of the character, and I therefore gradually progressed within Zbrush, my niche and something I enjoy is making character models, mainly females with my own version of a ‘Disney style’. Although recently I have started on a male to escalate my knowledge and portfolio.
-----------------------------------------------------------------
[bookmark: _2nn8lvq7lbpz]Substance Painter
After I was happy with my model I got some feedback from various people and all agreed it was in a good enough place for me then to start texturing. I wanted to use substance for texturing as this is something that makes the character a lot more appealing with all the plugins and bump maps. I tried to stick as close to my original drawing as possible although I did find some problems in texturing the faded pink lines within her outfit. So I resolved this by just going with a basic plain grey co-ord suit.
-----------------------------------------------------------------Maya
After bringing the character into Maya I then added all the textures, plugged in and all the gamma correct so that it would look better when you render a still frame. Also created the eyes and any additional small object you see on the character were created in Maya with the basic shapes.
[bookmark: _k15j5y217h72]Shot’s & Cameras

· 2D shot’s
· 3D shot’s
· Cameras
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[bookmark: _7127z7nly4aa]2D Shot’s
Working with Jordan has been good as we both have similar style and enjoy the typical romantic movies. When it came to capturing emotion we wanted to get the right connection and angel for this. As 2D animations/animatics are not my strongest interest Jordan did most of the 2D animations. Although the part with my character I did make an animatic for as I knew more about my character from designing her.
-----------------------------------------------------------------
[bookmark: _ltec4ict4zj4]3D Shot’s
When it came to a 3D shot I have tried to stay as close to the original shot as possible while thinking about the 3D space, and playing around with the camera. 3D space is very different to to match with 2D due to the surrounding space around and other props within the environment.
-----------------------------------------------------------------Cameras
With the shot’s with Josie in, I have used the same camera  for each shot, due to capturing the same shot but on different days. With the last shot where they are interacting it has changed slightly due to the 3D space  but this is something both me and Jordan have discussed as we wanted to capture as many emotional connections as possible.


[bookmark: _ps2a0wpqmvy3]Animation

· Technical
· Level Perspective 
· Final Animation
[image: ]
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[bookmark: _ple1gcumjabz]Technical 
The technical side of animating is very complex which is something I have not yet worked out, during this process I have used the basic key frames to achieve my animation and still trying to work out how to use the graph editor to achieve the smoother flow. We have been taught how to approach different ways of animating but I have just stuck to the basic key frames with the ‘S’ key to get any of my animations complete.
-----------------------------------------------------------------Level Perspective
My level of perspective has definitely changed since the beginning of university. I look at things in such a different way to really focus on the smaller details which I did not understand at the start of university. The one big thing that I can take away with me is learning how to connect certain shots together by adding subtle shapes and colours. I learnt a lot from the movie ‘Up’ while writing my dissertation and the connection between both characters and how they changed over time. This definitely inspired me and helped me towards my final animation on the Major project.
-----------------------------------------------------------------Final Animation
Animation is a long process to get right, first of all the rig needs to be pristne in order for you to be able to animate correctly, I had a lot of fun animating Josie it was really simple movements but even so I managed to capture a lot of the emotion within her face from using blend shapes this is something I have not used before so the results I got where amazing as I could use little movement to show the body language expression.
Rendering & Lighting

Rendering
When it came to the rendering it was very difficult to start with as we were both rendering each of our animated shots but when we merged them together after discussing rendering settings something was not quite right so then we discussed other options and we decided it would be best if one of us was to sort the rendering issues out as it would all be done by one person and everything could be checked therefore as I had the computer with most power I took it upon my hands to get the final shots rendered for the final outcome. I would talk back and forth with Jordan all the time and discuss her shots if there were exactly what she wanted and what she had envisioned. 











Lighting
The reason being that we also decided I would render is because I was also fixing any lighting issues that came up in each shot, We both wanted to make sure they was consistency throughout with lighting and there was not any issues with it not looking like its at different times although there are a few shots which had difficulty to achieve such as the inside shot and the window scene with the guy as there were some issue I think from the original file we both decided that we would keep the original lighting and render in order to be able to keep the story the same for the audience to understand.





Conclusion
Major project has been an eye opener and has made me think differently during my designing stages of development towards the final film. I have learnt a lot this year when it comes to what the audience would want to see, I have learned about colour and adding small things such as colour or shapes to each person or the environment they live in. I found this is a subconscious thing that we all notice within film and movies and that it is a good place to start when you are making a movie. Working as part of a team has been great and I did not think I would like this as I have my own ways and own design with storytelling, but it actually worked out very well. This has been good as it has challenged me to hear other people's opinions and views on how they would create the same story. We compromised and came up with many different ideas, though some were better than others so there were changes made. Although we do have a final movie finished, both me and Jordan are not animators, but we tried our best to get the most out of the emotion in our characters. One thing I have learnt about this experience is to research more about the rigging stages as I have trouble within this area. Much of my time was taken up trying to fix this issue which messed around with our time scale for certain things. If I were to do this project again I would focus more on the story and have less animation and really try and capture that emotion in as little movement as possible and would design 2 apartment blocks across the street, using the same things I have in this story with colour etc and have her up a few floors to show that she is in a much better job role than him. I would always make it look like her apartment block would be much bigger by adding extra windows and her communicating with him from different windows in her apartment block and I would have him being in the same window all the time to show how small he was. I would then get them to meet somewhere close by. This would emphasise the difference in day to day life for these two people, this would also reinforce the story as he thinks he is not good enough to talk to her however things would be able to innocently begin to form friendship and onwards. 
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Josie Green

Date of Birth:04/02/1992
Age: 26 year old
Nationality: American
Gender: Female
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