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This semester, I worked on creating a short visual effect shot, using skills I have developed in Nuke [1] over the last four months. This is my production journal. 

PRE-PRODUCTION:

CONCEPT DEVELOPMENT

[image: A drawing of a person

AI-generated content may be incorrect.]I began my creative process by storyboarding to plan out the composition of the scene I wanted to make. I knew that I wanted to create a shot where there is a tense or reflective atmosphere, using cold colours and a dull-toned environment. 
[Figure 1: Photo of first storyboard.]
With my first idea, I wanted to have a character in shot as the main focal point. I had two different ideas of where the character should be positioned, and the actions they should take— But I knew that I wanted to keep the background as a 3D environment, using a technique similar to a previous exercise I had completed during lecture time. Originally, I had planned to animate a character into the shot with 3D, but with the time span that I have, I decided against this. It would be too time-consuming and may affect my workflow in the future. 

[image: A drawing of a person

AI-generated content may be incorrect.]To improve this, I explored other poses and compositions in a second sequence of storyboards.
[Figure 2: Photo of second storyboard.]

[image: A drawing of a person

AI-generated content may be incorrect.]I really liked the 2D-3D 2environment of the forest, so I decided to keep that in my revision of the first storyboard. I wanted to make absolute sure that the character fit with the background, using the same colours and tones-- which I planned to alter through colour correction nodes.
[Figure 3: Photo of third storyboard.]

I created a third storyboard to attempt to utilize my original idea for 2D or 3D animation. It is a shot further away from the camera with little action, so animation could be completed with very few frames. While I look forward to including animation within my work, I believe this shot doesn’t correspond to my original plan of having a 3D created environment using moving cameras and static planes in Nuke. 

I decided to further my first two storyboards and combine them to create one final idea.
[image: A drawing on a white paper

AI-generated content may be incorrect.][Figure 4: Photo of final storyboard.]
With my final storyboard, I settled on a backshot of the character and planned to use a pre-recorded video so I could focus on learning and working with the program. I wanted to continue my idea of keeping the subject the main focal point of the video, shifting to the path as it zooms in. I tried to keep to my understanding of the rule of thirds to create a compelling and aesthetically balanced shot, with the character cast slightly to the side. 

ASSET PLANNING

For my project, I understood that I would likely be sourcing resources from online and compiling them together to realise my idea. Though to begin my project I had to first find assets and prepare them for my production process.

I began by first finding the video I wanted to use for the background of my shot.
[image: A path through a forest

AI-generated content may be incorrect.][Figure 5: Video used for background. [2] ]
The background I chose was a moving video, panning down the sunlit path. I thought this would suit my theme and I could add other details like atmospheric fog, rain and/or snow. 

[image: A person standing in front of a green screen

AI-generated content may be incorrect.]
[Figure 6: Screenshot of video used for character/middle ground.[3]]
For my ‘character’, I sourced a pre-recorded video on YouTube [4]. The man is facing the same direction. I planned to slow the footage down and clip it shorter, so he is not moving around as much and is staring straight down the path.

[image: A green screen with smoke

AI-generated content may be incorrect.]
[Figure 7: Screenshot of fog asset used.[5]]
I wanted to create fog in my video, so I sourced a fog asset from online. In retrospect (after completing my video), it may have been better to utilise Nuke’s own fog-creating software, as I believed this caused some issues with clipping between cards. 

[image: A green screen with a white background

AI-generated content may be incorrect.]
[Figure 8: Screenshot of rain asset used.[6]]
I also sourced a rain asset online—I decided against using snow as I would have to add it to the environment also, which might extend my production time.
PRODUCTION


[image: A screenshot of a computer

Description automatically generated]I began my production process by focusing mainly on my background. I used card nodes to create a box-like shape in the 3D viewport. 
[Figure 9: Screenshot of project nodes within Nuke.]

[image: A dirt road through a forest

Description automatically generated]While this was relatively easy to understand, admittedly I had a few issues when it came to making the background look seamless and connected. 
[Figure 10: Screenshot of failed background within Nuke.]
[image: ]The sides worked effectively, but the ceiling card created a stretched effect that I hadn’t sought for. I researched online (by scouring blogs online) about why this may be happening, but found little in response, so I discussed how to fix it with my lecturer. He recommended that I try to use a still image instead of a video. This worked effectively, and my background was no longer blurred and stretched, creating a stable shot to edit the rest of my work onto.
[Figure 11: Screenshot of fixed background within Nuke.]

[image: A computer screen shot of a computer

Description automatically generated]Next, I began to add my assets one by one to create my video. I started with the rain, as I believed that would need colour correction—I made it colder and whiter. I also used a ‘Time Offset’ node to adjust what frame the footage started on. The original footage was too short, so I overlayed another to seamlessly begin when the first one ends. 
[Figure 12: Screenshot of Nodes within Nuke.]

Secondly, I began to add fog into the shot to add an ominous feeling. I utilised a ‘Retime’ node to slow down the footage, as it was too fast and smoke-like. I believe this is where my understanding of how the cards are used as planes may have affected the immersion of the shot-- in the final render there is a clear line between the floor card and the left wall card, showing where the two connect. I think in the future I may be able to combat this by using Nuke’s ‘3D Noise patterns’ to create a volumetric fog. This may also save time on future projects, as I don’t have to spend more time placing each part into the scene separately to create depth. 

Finally, I implemented the video of the man into the side of the shot, following my plan in the storyboard of utilizing the rule of thirds. I used a ‘Keylight’ node, alike the others that have a green backdrop, and colour corrected him to be colder and blue-toned. A ‘Retime’ node was also used to slow down the footage, as he turns and looks to the camera in the original footage and I wanted him to face away.
 
POST-PRODUCTION:

[image: A person walking into a tunnel

Description automatically generated]Following the compiling of assets in the scene, I added a camera to zoom in through the shot. Looking back, I could have done this sooner, as I had to readjust multiple items in the scene to fit the new scope of the camera. 
[Figure 13: Screenshot of 3D viewport in Nuke.]

Viewing my work through the new camera, I decided to readjust the colours of the background and the fog. I used a ‘colour correct’ node to do so. I lowered the saturation to make it seem cooler and heightened the blue saturation through midtones. I think this worked effectively in making the background colder, but it meant that I had to re-adjust my previous colour correction in other cards. Next time, I think waiting to correct everything at once may save me this hassle and everything may fit together better. 

To add extra impact to my shot, I wanted to add sound to make it more immersive and interesting to the viewer. I sourced a rain sound effect from online [7] and lowered the volume, so it was softer and gentler to match the slow rain. I think this worked effectively to fill the scene, as I didn’t want to add music as I thought it would take away from the reflective, tense tone I was trying to set. 






PRESENTATION:

During my creative process, I made sure to keep all my assets around the same quality and resolution. This was to avoid any complications I had later when exporting, and so everything looked to be in the same focus and not blurred. 

Unfortunately, during this, I struggled to effectively research and figure out how to export my work. This resulted in me asking my lecturer for help.

https://www.youtube.com/watch?v=46LLVqOPCBg
[Figure 14: Final video.]

In retrospect, this project could have been better executed if I had found assets I did not have to readjust. I think that a lot of my time was spent fixing mistakes that were avoidable had I recorded the footage myself, or sourced with timeframes and lighting in mind. Perhaps in the future I can allocate more time to asset collecting and creating, so it takes less refining in the long-run and I do not have to work back on myself to correct mistakes I had made during the beginning of my project.
I also think I could have utilised my skills better with keylight— I have previously used this tool on other programs (Adobe After Effects[8]). On the plane of the footage of the man, there is a faint, white fog-like blob on the left of the screen of which I had not noticed until I rendered my work out. I might have been able to fix this by using the ‘Roto’ node to cut it out, but I was unable to successfully. While I was able to select the tool and use it on the card, I was not able to change or effect anything. I had looked at online resources but found little, but I think I can improve my understanding of this in the future by watching ‘Roto’ specific tutorials that are available online.
Additionally, I found the new node-system of Nuke hard to wrap my head around, and although I appreciated how much more linear the workflow felt in comparison to After Effects, having to remember the names for each node I needed proved to be a little difficult. This meant I spent a lot of time researching or going back on my work to find nodes I had previously used— which felt a little repetitive, but I admittedly began to learn the names. I hope that with time I begin to become and feel more familiar with ones that I work with often, and that I continue to learn more.

Regardless of my technical understanding, I believe that I have learnt a vast amount from this project on a variety of different levels. I have learned how to create an environment in a 3D space for Nuke with only cards, which opens up a lot of opportunity in the future to combine multiple images together to create a customised background.  I have learned the value of organising colour correction and post-production processes to be done at once, and how that may affect and lengthen my work time as it causes visual issues and inappropriate colouring. 
	I managed to apply understanding of a different program that I had become familiar with previously (Adobe After Effects) and the tools I used before. I think that I have proved to myself that I can understand multiple programs at once, and that I can switch between them to create a further in depth piece in the future. 
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