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Introduction

In this project was working a team of three people, we had the pre-production already made with 2D characters and background designs, animatic and sound-design.
The roles were decided based on each individual skills and capabilities, we had a project manager and the others had primary roles, me included. But more in specific I had to make the backgrounds and set the camera shots and lighting. Another teammate was the project manager who also made and animated the models, and the last one needed to gather assets and work on the post-production. 
We shared files among ourselves and had a group chat to discuss arrangements and explanations, which was useful and straightforward.
There were a few challenges during production, but we managed to overcome them and deliver a product at the end while learning new things and improving our communication and teamwork skills.

Processes

For the final project submission, I was lucky to be able to work with a team on my own idea submitted during the pre-production stage.
Our team had a good selection of skills, each member has different strengths that made the team quite functional.
My role was to create the backgrounds and textures, camera angles and lighting. I would have liked to do more on the animation side of things, but my computer cannot handle the software very well and was already struggling while creating the backgrounds.
We had a good system to share files among each other, one of the members created a Teams channel dedicated to the project where we all uploaded the files we were working on, and all the files were accessible to all members of the group.
The management of the time we had could have been better, in the past I have used tools of project management such as Trello, where tasks can be assigned to each individual and dates could be set, creating a schedule which would help as, even if the dates are not met exactly, taking serious the schedule and having a due date of each section pushes people to do more work as they are trying to follow it, on the other hand having only the delivery date as reference tends to let the work accumulate,  as if the delivery of the whole project is in two months makes it easier to procrastinate then if I had to deliver this background by the end of the week. We used the Trello at the beginning of production and, through setting up the list with the boxes, we also identified the singular tasks that we needed to do. 
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During production I forgot about this tool and stop using it, but if I sticked to it maybe I would have been able to use my time more efficiently.
During the first stages of production, I edited the animatic to include the scenes and shots numbers, so that when we are naming files and talking to each other we can easily refer to a specific section of the animation without confusion or miscommunication errors.
The division of tasks seemed a bit unfair, one of our teammates got the bulk of the work as he had to model, rig and animate all the characters, but he was the most experienced in 3D of the group and was able to make everything quicker than any of us could, so much so that he also helped me at the end with a task I did not have time to do.
The other teammate claimed to not have access to Maya, so there was not much she could do, we assigned her to look for models and textures for the backgrounds at the beginning, but after asking more than a couple of times, I just decided to do it myself. I got to see the models she found only at the interim presentation and there was not much relation with the animatic as, after the presentation, if there were any ideas or suggestions on how to use the models would have been quite helpful. The only thing that was done by this teammate was the edit at the end, which is missing a lot of points that were present in the animatics, such as the worms making a cloud of smoke or the effect of the worm at the ending opening her eyes to see the others.
I have other criticism about the final edit but, to be fair, the teammate only had a couple of days to make it due to a delay on the backgrounds from my part. 
After creating the polygon for the backgrounds I started with the texture, something that took me way longer than I though it would as it was my first time doing it and, even if there were difficulties, I quite enjoyed making them. Now that the Maya student license will expire, I will remove it from my pc to make space to Substance Painter, so I can try it out and maybe look for a course in the future focused on this aspect of production.
My first approach to apply the textures I have created to the polygons was using UV maps, but after realizing that this process would take way too long as only scene two has over twenty panels, I decided to apply them using the Lambert material. After applying them I noticed that the textures at the sides of the polygons were stretched out, but we should be able to make it work by repositioning the panels in order to not show the stretched textures.
When texturing the panels I noticed that if I applied the original texture on the front panels and the tilled textures on the back ones, it creates an illusion of depth that help to make the backgrounds look more spacious than what they are. I followed the same concept with the assets, for example in the background of scene one I created a pattern with three groups of rocks in an alternate lateral position with the first group, which I made out of rocks with bigger size, at the front and following with the last one all the way at the back, made with rocks of a smaller size, which also helped to sell the illusion.
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When the first background was completed I sent it to the animation department which then sent it back with the animation in it, so on that first scene I was able to set the camera position and lighting, a process that I quite enjoyed as I made an ambient light that was more on the red spectrum to set the mood of the shots inside the cave. I have also added a spotlight on the Umbrella worm, not only as the source of light coming from the entrance of the cave that would have been behind the camera, but also as a way to direct the audience attention to that character. After setting up the shot I had to render it and send it to editing, but for some reason my laptop was not rendering properly, as on the render preview I had an image and when it rendered it was different than the preview, with a way worst quality and all the surfaces seemed very reflective, after a few trials trying to fix the problem we decided to send back the shot to the animation department and he exported it in his own machine, which worked fine.
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At this point the due date was imminent so when I finished the backgrounds I sent it to the animation department and he would set the camera and export, I left a few indicators in the background projects such as an ambient light with the correct colour for the scene and a few camera positions.
The group chat was where most of the communication was done, there we also shared ideas and changes a few aspects of production. One example of how useful having a group chat was is on the final product, in scene three there is a whole build up tension part leading to the final battle between the worm and the seagull, and the comedic part is that after there was a whole section preparing to an epic battle, the worm does nothing to the seagull as it just slam into the seagull’s body and fall to the ground, but in the animatic the final part was not clear, so I wrote in the group chat that many people which I have shown the animatic to did not understand the final and we should put more emphasis on that part, so a member of the team added another camera angle showing clearly the ineffectiveness of the worm, which made the final part of the story much more comprehensive to the audience.














Methodologies

My first approach when creating backgrounds was to carve a whole cave out of a block, similar to background in videogames, but after careful consideration, I realised that it would take a lot of work and modelling skills, plus it was not necessary as the camera would be fixed and not free to move through the environment, so I just needed to make what the camera would see and, inspired by theatrical sets and Looney Toons cartoons, I have decided to create the cave with separate flat polygons, like the panels used in theatre to create the background on stage, as they could be easily rearranged when setting up the camera and would result in less sculpting work to do.
Having decided which would be the best approach, I started with the first background, uploading the background to the Maya interface and, in front-view, drawing the different sections of the wall with the create polygon tool and, after having the plane, giving it width by selecting a face and extruding it, then arrange the different panels in the 3D space to recreate the cave from the camera prospective. I was quite pleased with the result, so I did the same for the next two backgrounds that were also underground.
The remaining backgrounds were outside, during the pre-production phase I used AI generated images to create those background, which did help to make the process more efficient at the time, but now I do not have the mental image of the actual space as I did have when creating the underground backgrounds, as those were drawn by hand. 
I have found quite challenging to model the backgrounds outside, probably with more time I would have done a better job but we were running out of it so I had to use what I managed to do. I have tried to simulate depth in these backgrounds as well by using on the grass and rock assets the same technique described previously.
For the outside area I needed to create a sky, I knew was possible to make a Skydome as I have seen it in a previous assignment, but I did not know how, so I asked in the group and one of my teammates told me about HDRI file, which, after a bit of research, I have found out where to download royalty free HDRI images and how to import them into Maya. I got two different versions of skies, one clear and sunny for the second scene and one cloudy as it is about to rain for the third scene. To create a Skydome the HDRI image must be imported in Maya through Arnold  Lights  Skydome, an option that not only adds a sky but also can make any objects in the scene reflects it.

To create the textures I used Photoshop, first I extracted the colours from the reference images, then added those colours to the online adobe palette generator tool, which gave me a variation in colour range to use. Having those I started to look for tutorials on how to create a tileable texture and, after I have found the most relevant one, started to lay the foundations.
Textures are composed of many layers, firstly add a dark base colour to the background then, if the texture is rock for example, start to add blobs of a lighter colour and then in another layer use more blobs of an even lighter one. I’ve used the pastel brush to create them as it has a less defined edge that fits the vision I had for the pattern. 
After having these first layers, I used the blend brush lightly to blend the colours in and have a smoother back plate, then in the areas with a lighter colour I started to add more layers of lighter colours to create the body of the bigger rocks, and with lighter colours I gave a 3D aspect to the rock as I could simulate where the light would hit them if they were 3D objects. The last layers were made of highlights and the smaller rocks, which I made yellow to resemble sand as I thought would be pertinent with the story as I imagined it taking place on a beach.
After blending and refining a bit more I had the texture ready, now I only need to make it tileable, to obtain that result I used the offset filter, which divide the image in four equal squares and rotate them one hundred and eighty degrees, so the edges that previously were on the outside are now facing each other. After painting and blending the edges in a way that the line that divide them is invisible, I rotate the parts back to the original image, create a new pattern out of the texture and tiled it as much as it is needed.
Having a big file size was essential to be able to use different sizes of the texture, which was useful to create more depth in the background. I used a 2048x2048px file. 
Appling the textures was a bit of a challenge, at the beginning I was thinking on creating UVs for each single geometry, but at this point we were already running out of time so I decided to just add them as a Lambert material, it was possible to see that the texture at the side were stretched but, having the different pieces being able to move separately made easier to hide those imperfections when shooting.







Conclusions and Analysis

Before starting the assignment, I had some doubts on how it would go as I did not feel very confident on my 3D skills and I knew my laptop was getting old and have a few problems with the software. But now looking back at it, was a great experience as I did many new things that I never tried before and learned a lot about 3D productions and the roles necessary for a project.
Having a team was also great as I learned from my teammates and practise my teamwork skills, something that is fundamental in this industry.
I am glad we decided to go with this story for the project, as it was quite simple and there were not that many characters, basically only two, the worm and the seagull, which made it quicker to model, plus there was no dialogue which save time not only on not having to rig and animate a mouth, but also there was no need for a voice-over script or to record voices.
Time was strict to create a whole animation, I believe having more time would make the final product much better. Also, I believe a lot more could have been done in the post-production side of things, the final animation has less effects than the animatic and some of those effects were quite important for the audience to understand the story and also had a comedic effect that was a bit lost. Luckly, I do have all the raw shots rendered by Maya as the animation department uploaded them into Teams, so in the future I can work in another version with more editing. One thing that will be harder to fix would be the outside shots as our Maya license is about to expire, but I believe is still possible to add stuff in post and make those backgrounds a bit more interesting. 
The sound design has a few aspects that did not work well, there is a constant moist sound every time the worms are on screen which is not in sync with their movements, there could have been more sound effects and tunes, to recreate a sound design similar to the ones used in Tex Avery’s Looney Tunes or The Power Puff Girls by Craig McCracken and Genndy Tartakovski.
The animation was well done and maintained the cartoony qualities of the original without being over the top. The shots mostly followed the original animatic but there were some interesting additions, and the lighting was alright but could have been better at creating the mood of the shots.
I could have handled my time better, for my next project I’m planning to set up dates to deliver certain parts so that there is a schedule of production to follow, which helps me to keep in track. 
This project sparked my interest in texturing and painting, in the future I would like to learn more about Substance Painter and it could also become a career path if the right opportunity shows up. I also want to learn more about UV mapping and, after getting a better pc, also download and play with Unreal Engine 5.

In Conclusion, during this assignment I discovered how important it is to have a team in this kind of productions, but also there must be synergy in the team, where each member is trying to get the best final product possible and not just doing it to hit the marks for a paycheck at the end.
Having a schedule is also extremely important, as procrastination is easier when the delivery date is far ahead.
Working in this project was a great experience as it not only though me new skills, but it broadens my horizons on new things that I do not know yet. This is one of my favourite aspects in this industry, the more I learn the less I know as I discover how much more there is to it that I was previously not aware of. 
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