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Wrapping Static Harmonies 
Inside Energy and Pace

Ideas:

1- Persistence of Vision (lights, trails, and camera movement)
Example: Total darkness, then a light begins to move, leaving a trail behind. Several lights create circular or spiral patterns, and the trails form a final shape or symbol.

2- Doors of Perception (portals or doors that lead to other worlds)
Example: A dark space with a floating door, then a door opens. Inside there is another universe. The camera enters, and more doors appear, connected to different spaces.
(Basic modeling, rotation animation, emissive materials, camera animation)

3- Beyond the Infinite (a journey through infinite space)
Example: A camera floating in a void, then huge geometric shapes begin to appear. They multiply and create an infinite space. Everything collapses into a single point of light.
(Instances, scale animation, simple particles, camera movement)

Tutorial Ideas
· [bookmark: _Int_2HwMXj4p] Creating a Hologram Animation In Maya and Arnold – Holographic Projection (3D Models World)
· Maya 2018 – Curl Noise Hologram (Ian Waters)
· Maya Paint Effects Tutorial: Growing Animated Vines (Part 1) - (TheCGBro) There is also Part 2 & 3
· [bookmark: _Int_RoSAppC0][bookmark: _Int_oSaBrJ4C]Maya Nparticles emitting from character tutorial. (Maya Guy) or Maya: A 	Character Dissolving Into Particles (Uhr) or Maya VFX Series: Desintegration Effect (SARKAMARI)
· Free Lesson: Create a Looping Blob in Autodesk Maya (Animators Journey)
· How to use Nonlinear deformers for modelling or animation in Maya | MAYA Tutorial for beginners (CGVISION)
· 01 Maya turn Text into Particle and transformation Tutorial | Basic VFX | (Kevin)
· Maya Aero/Bifrost particle tutorial (Maya Guy)
· Animate Lightning in Maya 2017/2018 using MASH Motion Graphics. Medical Animation Tutorial: Neurons

[bookmark: _Int_aqMAWD9s]For this project, I explored experimental animation techniques in Autodesk Maya through the use of abstract environments, particles, lightning, camera movement, and text transformation.
The animation is divided into three connected scenes. In the first scene, a dark environment is introduced with a door opening slowly while the camera moves through it, creating a transition into the next abstract space.
[image: ]

[bookmark: _Int_SsXssNPM]The second scene explores abstract motion and depth using multiple spheres of different sizes distributed throughout the environment. Some of the spheres move slowly from side to side while also scaling up and down slightly to create organic motion and variation. The camera travels through the floating spheres towards another door, continuing the idea of transition between spaces. To improve the visual atmosphere, I experimented with lightning using two Area Lights with different colours, as well as additional lightning such as a Skydome Light and Point Light to create contrast, depth, and glow effects withing the scene.
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The final scene focuses on text animation, MASH techniques, and particle effects.  At the beginning of the scene, the “3D Animation” text transforms into multiple cube-shaped elements created using MASH. I first added a cube and then used MASH settings such as the number of points to distribute and animate the cubes around the text. After this transformation, the text rotates while gradually dissolving into particles. I experimented with particle settings and dynamic effects including Create Emitter, Dynamic Properties, Radius PP, number of points etc...and keyframing different values across frames to control the timing and transformation of the particles. The camera then moves closer into the particles before pulling backwards as the particles reform “Maya”, creating a transformation effect and ending the animation.
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[bookmark: _Int_ZFDxhtpu]The soundtrack used in the final animation was sourced and edited using CapCut in order to support the atmosphere and pacing of the piece.

[image: ]

Throughout the project, I experimented with several different ideas and techniques. Some of these ideas did not work as expected or remained unfinished due to technical difficulties. As a result, I decided to focus more strongly on particles, atmosphere, and transformation as the core visual theme of the project.  This process helped me develop a better understanding of animation timing, particle systems, lightning, camera movement, and experimental visual techniques within Maya.
Overall, the project allowed me to explore experimental animation through abstract environments, motion graphics inspired transitions, and particle-based transformations while continuing to improve my technical workflow in 3D animation.
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Link to Final Video:

· https://youtu.be/N1CbxuWLMtg

Software Used:

· Autodesk, Autodesk Maya 2024. Autodesk, 2023.
· ByteDance, CapCut. Singapore: ByteDance Pte. Ltd., 2024.
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