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[bookmark: _Toc798911806]Declaration
The work in this report I completed under the supervision of Nabeel Maish. I declare this report was done my me and is not being used for any other degree. Any assets or textures I used that were made by someone’s else are all referenced. 
 
[bookmark: _Toc1201153442]Introduction 
For my destination I decided to make a 3D model of a medieval court physicians chamber. As it is an environment, I made sure that I incorporated animations into the scene. I wanted to make the environment have a clam, still and quiet feel to it.
Over the last three years I have found that I really liked created different environments as well as creating lighting used in different scenes, so I knew that this is what I wanted to do for my final project. I used the skills that I gain over the last three years to do so. I wanted to challenge myself to make something that showed my skills and creativity. 
I did use a mix of two software, maya and unreal engine to complete this project. I was going to make everything on maya but after thinking about it I decided to also use unreal so that I could add more detail and depth to the scene. 
In this report I will show and discuss about the steps that I did complete this project. From the planning and research to creating and the animation's part. I will talk about my reasoning and choices that I did and how they added to the scene. When completing this project, I did face some problems and challenges but after some trial and error I managed to get though them, I will talk about them and how I overcome them. 
I have added in images of my work, but the photos are not of the finished project, these are some of the images I took at the beginning of project, I also did want to show the finished project as I wanted to keep it until my final presentation. 


 

 
 
 
 
[bookmark: _Toc1971707297]Research and Planning 
[bookmark: _Toc1305814204]Research 
Before I started to create anything, I made sure to do some research on how medieval chambers used to look like as I wanted to make sure that I added things in that were from that time. I also tried to go out to castles to get a feel for the structure, stonework, and little details. I also watched a lot of tv shows that were set in the medieval time so see if there was anything that I could use in project. 
I also did research on how things used to look like, for example bottles, stretches, buckets, etc. 
For the animation part I knew that I wanted to add candle, a sun set and dust particles in the air moving. I did some research on each thing to help me to get a better feel on how each thing moved and how the interaction with things around them. 
For the candle I looked at how the candle flames moved, how the wax melted and dripped down the side as well as how much light the give off.
The research I did on the sun set helped me to see how the light shone through the windows and where the light would be the strongest.
[bookmark: _Toc1330700211]Planning 
Once I finished with the research I moved on to planning on how I wanted the chamber to look like, I already knew roughly what I wanted to add and how I wanted it to look. But after doing research, I thought of a few more idea, so I broke down each item and put them into different categories so that I didn’t miss anything. 
With a broken-down list of everything thing that I wanted to add I started to do some rough designs of how I wanted them to look and where I was going to put them. This also helped when I was making a mood board and doing a floor plan. 
I also started to plan where I was going to add the windows so when I animated the sun setting it come though the best and in the right places. I also planned what colours I was going to go with. I choose to go with more reds and oranges and orange colours with a little bit of yellow in the background. 
 With the plan on what I want I wanted the chamber to look like I moved on to how I was going to archive it. For the software I plan on using a mix of both maya and unreal engine to archive my finished project. 
With the planning done I moved on to creating a Gantt chart, this helped me to stay one track and organise with each task I needed to do. 

Gantt Chart- Might need to zoom in.
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[bookmark: _Toc720185462]Building 
With the research and planning done it was now time to move on to building the chamber. When making the chambers I did change the layout a few times because when I was adding things to the room it wasn't really flowing the way I thought it would. I did use maya to crate that main things like the walls, floor, furniture and some other bits and pieces as well as the animation parts but I also used unreal to add in some of the other things like the books and bottles as those were what I was struggling with making. I also did use pre-made textures that I found on the internet as that one of the things that I struggled with is making textures. I have included images of my work to show what I mean. These are not the images of my final work. 
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[bookmark: _Toc400169791]Main Building (Chamber)- I started with messing with what size I wanted the room to be and the shape I wanted, for the shape I just went with a simple square. I wanted to keep the floor and walls simple as the court physician chambers wouldn’t have been that fancy. I did make sure that the walls and floor looked worn and old so that reflected on the time that I was going for.
I stuck with natural colours like browns and light yellows for the walls and floors as I wanted them to look realistic and natural, I also wanted them to have a soft look to them to help them go with the theme of late evening I was going for. I used a brown floorboard texture for the floor and a can of yellow stone wall texture for the walls, the texture makes it looked like the plaster is chipping off it, which I liked. 
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[bookmark: _Toc2011273623]Loft- I wanted to create a space where I could put bookcase's that wouldn't really be in the way or take up to make space that's why I came up with making a loft area. I wanted it to be full of stuff but still simple and put together so when I was designing it, I kept that it in mind. 
When it came to making the guard rail, I kept it simple and basic. I used the polygon Cube to make the railing and just stretched it thin, for the spindles I used the polygon Cylinder, I stretched thin and made it the size I wanted and copied it and just pasted how every many I needed, I wanted to keep them basic and not put too much design into them as they wouldn't have been that fancy. 
I kept the stairs going down simple and just used a stone texture to them. I just used a polygon cube to make a step shape and copied and pasted the amount I need.
I wanted to make the guard rail look old and worn but I did struggle, so I just used a wood texture to do so. I used a just a wood texture. I also used the texture on the bookcases I put on and under the loft area, the texture I used was also the same texture I used for the tables, chairs and display cases, I thought that it would tie and make it all look like it was used from the same can of wood. 
I added a grey like plaster texture to the steps, the texture looks like it worn and just had little patch up jobs which I like as it fits with the time period I was going for. I also used that texture on the stage area, the steps leading up to the doors as well as on the windowsills. 
With the way I put the loft and stairs it all allowed me to put the more bookcases underneath and made it looked like a mini library, I was going to put a window by the bookcases but I thought that it looked wrong so instead I went with adding candles to add a little glow there. 
[image: ]
[bookmark: _Toc1006014174]Stage area- This was one of the things that I changed when it came to budling the chambers, it was going to be the length of the room but after looking at it I thought it looked better if it was smaller.
I also decided to put the medical area on the stage are and make it can of like a little room. 
I was going to rise the floor but instead a flat cube instead so that I could easily chance the colour and texture of it. 
I wanted to keep what I added to the stage area to a minimum and not to cluttered, I added a cot, a little side table, a chair and a bucket of water and a few bits and piece. 
For the textures I kept them simple with most of the items having a wood texture while the stage area I went with the same grey plaster look, I went with for the loft. I think having a stone look to it makes it stand out against the wooden floor making it look like another room. There is also going to be a curtain that will go all around to give that area a little more privacy. 
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[bookmark: _Toc721942449]Windows- When it came to the windows I didn’t really want to add to many because after doing some research and visiting few different castles they a lot of the lower parts were the staff would have work didn't have that many windows and if so, they would have been smaller. I made four windows, two smaller ones and two bigger ones.
I messed around with the placement of the windows so that I could find the best place for them, I was going to add one under the loft, but I felt like it would have been too much, so I decided to light that area up with candlelight instead.
I also wanted to keep the shape of the window simple not to fancy just so that it fit with the theme and the time period I was going for.
At first, I just had the windows flush with the walls but after looking at them and playing around with them I with them I went with making them more sunk into the walls and made windowsills so that I could add put things onto them.
For the windowsills I went with the same texture I went with for the loft and the stage area, the grey plaster texture. I also did add in glass as well, but I made that the glass texture myself. [image: ][image: ]
[bookmark: _Toc214488128]Decoration- With all the big things, out of the way I moved on to making the smaller things. Even though I struggled with making a few things I did try and make a few things. 
I made a lot of the books that are dotted around and just added a simple cover on them so that you can tell that they are books.
I also made some of the candles that are dotted around, they are not perfect, and I wasn’t able to make them looked like the “wax” was melting.
I also tried to make some of the bottles that would hold things like medicine, etc, I kept them simple with a glass texture that I did and some colour liquid.
Though I use unreal to add in the more detail bottles and the open books that are also dotted around. I made the chairs with a few simple shapes and just added the same wood texture I used for the tables.
I used unreal to add in some more little details in like the plants, the bowls, spoons. I’m still adding and making things, even though I had a plan I'm and still change some placements to make sure that everything flows and looks right. 
The wall I added with the two doors are just there for looks, it also looks different from the plans I made as I feel like the placement of the door was too close to the stairs and when I added the door to the other wall it looked weird and looked empty so I decided to added two doors, I didn't wanted them flush to the floor so I two little steps. The doors texture is just a simple wood texture, and the steps are the same grey plaster i used use for other things in the chamber. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 Animation 
Doing the animations for this project has tested everything I know about creating a good animation. I had a lot of struggles and a lot of failed attempts but after watching lots of videos and doing some research I feel like what I created really fits what I was going for. I am still fine turning some of the problems and working on the animations, so I haven’t included them in this report, I was going to show the test ones, but I wanted to wait until the final presentation to do so. The animations that I wanted to make were candle flames flickering and the sunsetting. I do want to also add in some smoke animation coming from some of the burnt-out candles. 
[bookmark: _Toc802097635]Candle flames flickering- I wanted to have candle dotted around the chamber flickering and giving off a light glow. For the candle part I went with just a polygon Cylinder and made a simple candle shape and just manipulated the shape, I didn’t make a holder just placed them on to the surface as this would have been more accurate. 
For the light part, I went with making the flame sharp an orange mesh light and adding a smaller circle and added a red mesh light to give it depth. 
For the animation part I just moved the flame part, I made it look smaller and bigger depending on the movement. Some of them I only moved a little bit at a time as some candle flames do not move that much and look like they are almost still. 
I made them move more when I opened the door to make it look like the wind coming through the door was moving the flame. 
I did make some of the candles have some wax on them, but I struggled to the wax to look like it was dripping.
[bookmark: _Toc1874569738]Sunset- I still haven't mastered doing this yet, all the methods I have tried have gone wrong and not looked the way I want them to look. I am going to working on this the most over the next coming weeks to make sure that I happy with the final product. 
[bookmark: _Toc838745504]Particles in the air- I wanted to add something in the air so that it adds depth to the scene. I used a few different videos to see how I could do this. It was a lot harder than I thought it would be but once I give it a try then it was pretty easy. I used a polygon plane and just changed the shape, after that I used mash network and changed the settings to that I could multiple then and randomized them. After that I added them into my scene and changed some more settings so that they look more like dust in the air.  
[bookmark: _Toc1248520148]Smoke from burnt out candles-I wanted to add something a bit different to my scene. I went with adding some smoke coming from some burnt out candles. I have done this in other assignments, so it wasn't that hard to do. I used a 3d fluid container and played around with all how the smoked moved by changing the size and the speed. As I wanted it to be light and a smaller trail of it, I made the speed and size really small and slow. I copied this and add it to the other ones and just change the settings in some of them to make each one look a different. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 


[bookmark: _Toc1566565839]Results 
I feel like my final project came together well. Everything worked through and work together. Even though I chanced some of the plans, I'm glad I did because everything flowed better than it did before. 
I chose colour that were accurate and colours that would work together. I chose some of the colours like the reds so that there would be pops of colours thought out the room adding depth and something a bit different. 
I feel like the light was perfect, the colours coming through the windows reflecting out the particles give that peaceful and still look. The little flickers of candle flame lights added a little bit of movement without overwhelming the scene. 
I like how the decorations I added like the books and bottled, added another level to the scene. I liked how it looked chaotic but not messy. 
The assets that I made I feel like were great. I wanted to make things that were accurate to the time, and I feel like I managed to do so. 









[bookmark: _Toc607934409]Conclusion
In conclusion after looking back at y plans and ideas I feel like the project I have created as really bought them to life. I wanted to really push myself when creating this project and doing so I have gained more knowledge that I can use in future projects. 
Creating the different animation that I used really add another element to my environment. I wanted to push myself with the animations and making something that helped made the environment can of look realistic, I created my own particles in the air, as I have never done that before I had to learn new skills and watch a lot of videos on how to get the best results.
Looking at the work I did for lighting and the results, I feel like that I did a really good job. I managed to create something that looked accurate and aesthetic. From the soft flicking candles to the sunset, it gives that warm, cozy, quite feeling I was trying to show.
I also feel like everything came together at the end with all the little details I included all helped bring my idea to life.
Even though I faced problems I stuck with it and managed to produce something that I am really proud of. 
Lastly, I feel like the work I did not only test my skills but helped me to make something that is close to professional and only really needs a bit of fine tuning. I feel confident in my skills to make something like this again.  
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