LINK TO BLOG - https://briarrootellie.blogspot.com/ 

Introduction
This learning journal will document the progress and development of my Major Project. The project ‘Briar Root’ is a 3D Animation that will be 1:30-2 minutes long that will follow the character Isaac as he searches for his brother in the Briar Root Forest. It will focus on his journey as he encounters strange idols and a monster that lurks deeper in the forest. My main role was designing and creating the main character Isaac, animating him and designing and creating the environments. 
To complete this project, I have worked in a group with another student. In order to ensure that we would perform effectively as a group we both tried to make strong contributions to the project. We would try to meet once every week in order to keep track of our progress and discuss any possible changes or improvements that could be made. At the beginning of every meeting we would summarise what we had done and then decided what would need to be completed next, prioritising certain tasks and providing feedback to each other’s work. Using this approach greatly improved our teamwork and meant that we managed our work more effectively. 
Apart from the meetings we also kept each other up to date with our progress through Trello where we could share our work with each other. This was a very useful tool for us throughout the project as it meant that we could remain informed on the progress of the group if we missed a meeting. It also allowed us to leave comments and provided feedback instantly which helped to save time in the long run.
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 As well as this we also created a schedule at the beginning of the project in order to make us aware of what tasks needed to be complete in order to produce a finished animation. These deadlines were useful in that prompted us to get the work done quickly whilst tsill allowing us enough time to create work that was of a good standard. Due to certain circumstances (e.g. Illnesses) we did fall behind in our schedule but were quickly able to get back on track as we had left extra time in the schedule in case there were any accidents or events that delayed our progress.  
Character
Modelling
When modelling the character Isaac I used Pixar and Disney characters often as a reference as they are often created with elements that are associated with innocence (big round eyes and small noses, resembling the face of a baby) as I wanted to incorporate that innocence and twist it with the situation the character is in. But I also didn’t want to make the design appear too ‘cartoonish’ as then it would not fit well with the design of the monster and the environment.  I used Maya to model the character as I feel more confident with that software. For the clothes I experimented and Marvellous Designer for the first time. This software was very easy to use and allowed me to create more complicates styles of clothing. I wanted him to wear clothes that were ore appropriate for going into a forest, a hoodie, baggie and comfortable trousers and a backpack, to suggest that he has a purpose for being in this forest and came prepared to spend some time there. I really like the design of the character and think that it remains simple whilst still retaining some personality. 
Texturing
To texture the character, I used Maya’s standard textures, mainly lambert, in order to keep Isaac’s design quite simple and sombre to better fit the general mood and tone of the whole animation. As the lighting would be quite dark and he would often be in shadows it made more sense to use simple textures and then spend more time focusing on the animation of lighting. 
Blend shapes
In order to be able to produce realistic and effective facial expressions I decided to use blend shapes as I have used them previous and found the end result to be very successful. I tried to create a range of different facial expression so that I would have more room to experiment with when animating the shots that were primarily focused on Isaac’s face. This technique was very easy and fast to do which meant that I had more time to focus on other takes that needed to be completed. 
Rigging
As I am not confident with rigging and have had successful experiences with Maya’s quick rig I decided to use it again for Isaac. I spent a lot of time on the pain weights trying to ensure that all of the character’s movements were fluid without any deformation. When testing the rig there was little deformation at the start. However, during the animation stage I notice more deformation, specifically in the legs and the character’s jeans. This improved my understanding and awareness of how how crucial rigging is and meant that I spent more time learning and developing my skills in this area.  I had planned to create a rig or blend shape for the eyes, however they would not work and subsequently Isaac’s eyes would leave the face and fly off in different directions. As time was running out I decided to not rig the eyes however I will definitely try and spend more time learning how to properly rig a character so that this problem does not arise in the future, as without the movement of the eyes a lot of the character’s facial animations seem quite unnatural. 
Environment
Modelling
I modelled out two environments for this animation. The first resembles a normal forest where the first act is based in. The second environment is the monster’s area which feature a dying tree and an altar, where a lot of the environment and grass in overgrown and untouched except for a path that leads directly to the altar. I wanted this to show that only the monster really comes to this are and that it almost is kept separate from the outside world and that Isaac has invaded and trespassed. To create these environments, I created the trees on a free trial of speedtree and then retopolgized them and then edited them slightly in Maya in order to prevent them from looking completely identical. I then used Maya brush tool in order to add grass to blend the ground plain better with the trees and then converted them into polygons. This worked really well and the reflectivity on the texture added a more mysterious and fantasy element to the scenes. I also modelled some stones which were added to some areas of the scenes to make it seem more natural. I then modelled the altar, here I wanted to keep the shape quite simple as though it had been there for thousands of years when they didn’t have sophisticated enough tools to create an extravagant altar in the woods. I also covered it in ivy, created from Maya brush tools, to show that it has almost become part of the environment. 
Lighting
Lighting was one of the most crucial parts of the animation and probably the area where is spent the most amount of time working on. Initially I used the physical sky, making it look similar to day time in order to ensure that everything was well lit. This was very similar to some of my earlier concept art of the forest, where it looked more healthy and generic.
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However, I quickly decided that this took away from the atmosphere and tension of the scene and made it a lot darker, approaching night-time. This was a lot more effective and made the scene and the situation Isaac was in appear a lot scarier. 
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We also wanted to add more colour to the scene, so I experimented with the different colours available with the physical sky and settled on red as it worked well after the blood rain event. This shade also made the later scenes with the character and monster seem more sinister and unsettling as it is a colour often associated with violence and anger. Throughout the animation stage I constantly altered the lighting in order to be able to see more of the scene. Also, as we used the physical sky we struggled with the horizon line as it would often seem not harsh and we couldn’t control where it would appear in the sky. 
I also created the torch and added a mesh light to it as previously we only had the spotlight. This worked well but it only shone light on areas of the environment and never appeared as though light was coming out of the torch. With the mesh light the light appeared more natural. 

Animation
 One of my roles in this project was to animate the main character Isaac. This meant that I animated Act 1 and half of Act 2. 

Act 1 
Shot 1
The animation starts with a long shot of the main character Isaac walking through the forest. In this shot I wanted it to appear as though he was unsteady and not use to the environment to show that this is not a regular occurrence. I wanted this to show that he was out there for an unusual reason (looking for his brother). To show this I made his movement look clunky and very slow. I believe that this would have been even more effective if I had rendered out 15-20 more frames of this walk from this camera to prevent the pacing from becoming too sporadic from lots of different camera cuts.  
Shot 2
The next shot is a close up that follows Isaac’s face as he explores more of the forest. I tried to direct his expression to being nervous as well as tired to show that he has been walking around of exploring the forest for a great deal of time already. This shot was quite difficult to render as the lighting was almost too dark to fully see his expressions. After a few test renders I re-orientated the physical sky in order to cast some sunlight onto his face whilst also retaining the shadows. I wanted to keep some of his face covered in shadows in order to establish that he is surrounded by trees and is almost being confined by them.
Shot 3
For the third one it is shot from behind the character in order to show the viewers more of the environment and provided them with a better sense of where the story is taking place in. In this Isaac’s movements are still kept quite ‘jerky’ I order to show that he is struggling with the terrain, despite this I animated his still looking around the forest constantly shining the torch in different direction as though he is looking for his brother or some clues.  
Shot 4
Shot 4 then cuts to the idols that are lurking in the trees watching Isaac. Originally, I had planned to render out more frames and movements from the Idols however once they were added to the scene Maya would keep crashing which made it very difficult to get all the renders done in time. Initially the torch was going to shine in their direction and revealing their form to the audience. However due to the earlier issues I decided to instead just render a short shot of them in the distance to establish their presence. As the camera turns to focus on them more fully, I animated some of the Idols turning their heads to stare back at the viewer and Isaac. This was done in order to show that they are living creatures with some knowledge or understanding and that they are focussed on or are observing Isaac. I wanted this to show that his actions are already being monitored and show that there isn’t something right with this forest. 
Shot 5
It then cuts to a close up of one of the Idols (possibly Isaac’s brother) to better show the audience some of the creatures that are in this forest. Originally more movement was planned for the idols however due to the problems we encountered with the constant crashing and lagging with their presence in the file, I decided to keep their shots simple and quite short. 
Shot 6
The next shot is another close up of Isaac showing him reacting in shock to something above him and then quickly fleeing the scene. I really like his facial expression in this scene and believe that the blend shapes were the most effectively here. However, when he starts to run away, I think that I should have delayed this movement and rendered more frames, extending the time spent on his reaction to the blood rain in order to show his shock. A longer pause between these movements (him staring at the rain and then him starting to run away) would have also improved the general pacing of the scene. 
Shot 7	
This shot then looks up at the blood rain starting to fall as the sky changes colour from blue to a deep red. Tommy created the blood rain which I then imported into the scene and then made some slight changes to the speed and volume of blood rain that would fall in order to make it appear more as actual rain. This shot was very effective in quickly establishing the horror theme the animation would be pursuing. 
Shot 8
Shot 8 then focuses on the blood that is starting to pool and merge together on the ground as Isaac feet are shown in the top corner as he runs away. This shot was not planned however when we were conducting test renders on the blood rain, we found this angle that we both really liked and decided to try and include a shot of it in the final animation. Also, whilst I was animating Isaac running away his rig started to deform slightly with his trousers going into his skin. In order to fix this, I edited some of the frames on Photoshop as it would be quicker then rendering the shot again. Although I really like this shot, but I believe that some more frames being rendered and extending the length of this shot would have made it even more impactful and dynamic. As we had not planned this shot we had not allowed the time for it to be rendered and so we rendered out as much as we could without taking time from the other shots that also needed to be rendered out which were more crucial to the story. 
Act 2
Shot 1
The first shot of act 2 shows Isaac running into frame and then pausing to catch his breath when he notices a massive and ominous tree and altar. As the physical sky was changed to a deep, dark red colour it was quite difficult to render this scene properly as it would often be too dark to fully see the character and his movements. To solve this issue I added another spotlight, similar to that of the torch, but turned down the intensity and added a red/pinkish glow that would help the light to blend in more naturally with the physical sky. I think that worked really well as it lit up the character enough without it seeming too artificial. However again I think that I should have slowed down the shot again and animated more of Isaac trying to catch his breath instead of noticing the tree and instantly recovering. I think that this would have helped to improve the overall pacing of the shot and would ensure that it flow smoothly. 
Shot 2
The next shot is another close up of Isaac’s face as he approaches the altar and tree. Again, I wanted to show his unease and trepidation, lifting and furrowing his eyebrows and pulling his mouth down and open. This show was also difficult to render due to the lighting, so I added the other spot light again to show more of his face. 
Shot 3
It then cuts to Isaac reaching out to tough the altar before being startled and quickly turning around. I wanted his movement here to be very quickly to show that Isaac is already on edge and very uneasy, reacting to the slightest bit of noise in fear and panic.  
Shot 5 + 7
[bookmark: _GoBack]The last shot I animated was Isaac’s reaction to Youkante the monster and then trying to run away before Youkante breaks his leg and he passes out from the pain and fear. Again, this movement was animated quite quickly and happens almost immediately upon seeing the monster. 
After working on and developing some of the earlier animations I more fully came to understand that most of the movements of Isaac originates from his hips. This resulted in me spending more time trying to understand and decided where his hips should have been positioned before determining what his body should be doing. This project allowed me to more fully comprehend how the body and the joints move and how better to animate that in an effective way.      
Rendering
To render these shots we used Arnold Renderer in order to get the shadows we needed to develop and add to the atmosphere of the animation. One issue we encountered was some noise in certain frames. To combat this, we increased samples which did increase render times, so we only used this technique in shots where the noise was particularly noticeable. Lighting was also an issue with Arnold as often the scenes in the second and third act would be too dark, and we would have to adjust certain settings or add additional lighting until enough of the animation or models could be seen. These shots were then imported into movie maker so that we could adjust the timing quickly before importing it into Premiere. 
Post-Production
To edit the final sequence Tommy and I worked together and used Adobe Premiere. As we have basic knowledge and previous experience, we decided this would be the best software to use. During this process we added transitional effects such as fade in and fade outs in order to improve the overall pacing and flow of the shots. The timing of some shots was also worked on and quickened in order to keep the timing of all of the shots together harmonious and ensured that they corresponded well with each other, particularly in Act 1. 
I recorded some ambient/background noises in Gilfachreda Forest in order to provide the same atmosphere of a regular forest to Act 1 in our animation. I also then found more royalty free noises from zapsplat.com that matched the noises I had previously recorded but were slightly more eerie and more in keeping with the horror genre. These were very effective in cultivating the increasing more disconcerting and eerie atmosphere throughout the animation. 
Overall
On the whole I think that we worked well as a group and produced an animation of a good standard that created the atmosphere and tension that we had originally intended. Some of my shots could benefit from more time being spent on them to improve the timing and some of the animations. Despite this we have achieved the goals we established at the beginning of this project and I feel that we have been able to show our own style in the design and the animation. Working on this project had greatly improved my skills in many different areas and improved my understanding of many or the principles of animation.
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