




L5 – Creative Practice 3 (M5X01568)
Ben Hawker Submission






I did my write up on my blog which is linked here:
https://benoharaanimation.wixsite.com/ben-o-hara-vfx/blog/categories/creative-practice-3
But I also pasted it all below for ease of reading.

Post 1: 16/11/22.
In this module, we are tasked with creating a VFX shot about 20 - 30 seconds long. The idea is to combine captured footage and visual effects techniques to create something new by compositing. 

Since I really want to learn as much as I can with VFX, and because I really enjoy practicing it, I have decided to submit multiple submissions once again.

When thinking about what kind of shot I want to create, I came up with several ideas: 
· Giving myself laser eyes,
· Holding playing cards and lighting them on fire like the Marvel character Gambit,
· Having myself hold a lightsaber,
· Bring 2D made characters in real life like the music videos of Gorillaz and Joyride,
· Exploding Swansea or an object or a building,
· Giving myself elemental powers like fire or water,
· Put myself into a game or a virtual world by combining a scene from a game with footage of me irl,
· CGI clothing on myself,
· Giving myself robotic tentacle arms like the Marvel character Doctor Octopus,
· Freezing time.
I decided that eventually I want to create all of these, but for now that I should focus on one main one, and then perhaps two side projects. And after a bit more deliberation, I settled on my main idea being giving myself robotic arms like Doc Oc [1], and my side ideas being lighting playing cards on fire like Gambit and giving myself laser eyes.
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I also want to experiment with motion capture, as we have a motion capture suit that is currently unused on site. I plan to read up on how to use this properly and then perhaps get some footage to tie to a 3D made character in Maya.


My next steps are to create some storyboards for my idea, as well as some thumbnail sketches and research to go with it. The more planning I do now, the easier the projects will be to create later on. 


Post 2: 18/11/22.
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Description automatically generated]Today, I decided that instead of 3 ideas, I would instead focus on two. The initial and main focus being my Doctor Octopus arms idea, and the secondary idea being my ignited cards idea. I then created two short storyboards: 
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So, I began experimenting with the camera and our green screen set for potential angles and lighting setups, using three-point lighting to properly light my subject (my friend Luke) and to make sure there are little shadows to worry about during post-processing. 
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I also made sure to add tracking points on the green screen to help with keying later on. 

After experimenting however, I had a change in ideas. The camera angles that I was going to use in my Doc Oc idea would be too static to fully challenge myself, and so I swapped my main idea to my ignited cards idea. And I also decided to change up the shot order and to implement new shots. As seen on this quickly updated storyboard, which I plan to properly draw later on.
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I don't completely want to abandon my Doc Oc idea however, instead I thought it would be a great opportunity to test out the motion capture suit that nobody has yet used in the university. And so, I plan on reading up on how to best utilise that for my VFX shot. 

To do next: Thursday, I will draw a full storyboard and start to begin filming.

Post 3: (Filming) 26/11/22.
[image: ]After drawing out a new storyboard:









I sat out to film. I used a larger zoom for the first shot since it would be a medium shot, and it would be a static camera. And for the second shot, which we made into a wide shot, we used a wider lens on top of a tripod to keep stability and to be able to let us turn the camera to follow the card. With these ideas in mind, we began filming. 
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The first difficulty that I noticed was that it was hard to properly throw three cards and have the camera pick them up effectively, and so to correct this, I switched to throwing just one card. 
We ended with many lots of takes until I was happy, which was beneficial since it let me pick out the best ones to combine together. 
Next on the list is to begin editing. 

Post 4. 03/12/22
Today, I wanted to make a start to editing my VFX shot. I had decided that the background of the shot would be from a scene in the video game “Tom Clancy’s Rainbow Six Siege [2],” and I then went in-game and gathered the footage of the area I would use. 
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Once I was happy, I opened up AfterEffects and brought in the game footage, and the two shots from filming previously that I was most happy with. 


[image: ]





I then began to edit the plates by creating a mask.
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[image: ]Creating this mask allowed me to have a smaller area of green screen to work with, making it easier to key out. Which I then began to do using the “Keylight” tool. 
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[image: ]I then used a block colour background to identify issues in the green screen, such as the light spill and the artifacts around the borders. To fix this, I used “keylight” to create a larger stroke of green around the edge of the plate, and then created a choker to completely get rid of these artifacts and use a spill reducing tool to get rid of the excess green. To finish, I then added a “warp stabiliser” to remove the small camera shake at the end of the shot. 
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[image: ]








Next time, I plan to start the colour correction and to fully key out the 2nd shot. 

Post 5: 10/12/22.
Today in class, I decided to get out the crash mat, and film myself taking some falls and dives on the mat for fun. Which is when me other classmates decided to join me, and it became a fun class activity. We ended up with many shots of us taking various falls and dives on the green screen. 
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This is when a new idea came into my head. Instead of my card idea, I wanted to use one of these shots to put myself into the game of “Rainbow Six Siege,” and making a comedic bit where I am shot by one of the characters in the game. After sifting through the takes at home, I decided on one to [image: ]use and I contacted my friend about helping me film the scene in the game. 
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I am now satisfied with the footage I have acquired and next I plan to start editing this new shot idea.

Post 6: 29/12/22.
Today I edited and put together the shot for my assessment. After making some cropping adjustments, I started by bringing the shots from my new ideas into AfterEffects: 
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Once I was happy with the position of the green screen plate in relation to the in-game footage, I then began to mask, using the same processes as I did on my previous idea. I also used separate masks and animated them in order to remove the red tracking markers on the green screen, which would not be removed by chroma keying the green.
[image: ]I then used the “Keylight” button to get rid of the green plate.









However, the shot did not look right. Firstly, there were still green artifacts and spillage; then there was no shadow on my clip showing that it did not fit in the scene; and finally the colour correction was completely off. I then began correcting these issues one-by-one respectively. 
[image: ]Firstly, I used a choker and a spill suppressor to rid the plate of unwanted green colouring.








This greatly improved the look of the plate, which I was very pleased with. Next, I began some colour correction using levels adjustments, hue and saturation adjustments, as well as alpha matte adjustments within the “Keylight” tool itself.
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I was once again pleased with the result, this plate fit a lot better within the scene, but the shadow was still missing. 
[image: ]To make the shadow, I duplicated the main plate, added a black colour overlay, lowered the opacity, and pointed it in the same direction as the other shadows within the shot. To make sure it fit the movement of my plate, I also then tracked my walk cycle, and attributed the shadow’s translation values to this new tracking data. 
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Once I was happy with the shadow, I then decided to add some blood effects to my face once I was “shot”. I found a royalty free, green screen blood spatter online and then brought it into AfterEffects. Since they were generated, the green screen was easy to get rid of. I then resized them and placed them in the right place in the scene, and at the right time. Since the bullet was going through my head, I decided to duplicate the blood spatter and reverse it for the back of the head, and to delay it slightly so give the impression of a travel time. To finish it, I then also tracked both blood spatters to my head as I fall. 
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To finalise the shots, I saved the footage and exported as MP4, before taking into Premier pro for some final edits. I also decided to record myself making some sound effects for the shot, which I did in OBS and then edited inside Premier pro. 
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Once I was happy with the final edits, I exported the finished product once again as an MP4 using media encoder.
Reflection and Reference list: 21/01/23.
To reflect on the module, I wanted to talk about some things I would do differently next time and what I think worked well.
To start, I liked the ideas that I had, although I think they were too ambitious. I should pick an idea early and focus on making that the best that I could. Because of the ambitious, it meant that I would focus on multiple ideas and planning instead of focusing on one idea and getting the footage and preproduction done early. I also think I need to do more research and practice prior to starting work on the submission as that would lead to a more polished product. Next time, I would definitely start working much earlier to be comfortable with what I work on. I would also adjust the footage and green screen lighting. Due to the lighting, I found it difficult to adjust the green screen plate, especially with my original idea. Next time, I would do more research and experimentation with lighting to get it just right and to plan what scene I want to put myself in early, so that I know where the light should be coming from and what colour it should be.
What I think worked well was the tracking of the effects and the post production. I am happy with my final result, and I believe I have effectively adjusted the green screen plate’s colour and lighting to match the scene. 



Reference List:
[1] Sam Raimi, Director, Spider-Man 2, [DVD], United States: Marvel Enterprises, Columbia Pictures, Sony Pictures, 2004.
[2] Tom Clancy’s Rainbow Six Siege [Software], Canada: Ubisoft Montreal 2015. 
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