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Creative practice 2

This time for the Jabberwocky project instead of it being a 2D animatic we were asked to make a 3D pre-vis version of what we made before.
Modelling
For this I took my JubJub bird design from the previous project and developed it in ZBrush using a ZSphere to create the basic forms. 
[image: ]
Screenshot of the bird in the scene.
Once I had created the JubJub bird form I then created an adaptive skin in ZSphere to the shape I needed, so it became smooth and this meant I could then add wings and eyes to the proxy model. 
I then used GoZ to send it to Maya where it came out very small, however, I resized it and added a colour.  In Maya I only used one colour, I chose purple out of the 3 colours from the original design which were green, red and purple. This was because it was the most prominent colour in the forms of the body. The wings in the previous design included a gradient range of colours that were blended, so as I was creating the proxy model, I left this element out as I did not have the knowledge to complete blended colours.   
I then created trees and rocks using ZBrush to create the environment; for the trees I used again ZSpheres using these as the basic form, then the move tool to elongate the shape for the main trunk of the trees. I used the same process for the main branches and the roots to give greater detail. 
I also used the ‘snakehook’ tool to create finer branches off of the bigger branches I had created when it was a Zsphere before using an adaptive skin.

[image: ]
The bird in the environment before the environment was completed

Texture 
I then got an alpha from google images so I could have realistic bark. After import, it was ‘brushed’ on using ‘Drag rectangle’ by dragging the tool across or away from the branch increased or decreased the size of the manipulated texture on the surface. I also had to subdivide the geometry to increase the active points which added extra polygons to create more detail and made the texture look more realistic. 

[image: ]
This is the alpha I used.
I then used GoZ again and resized the trees, then imported them all on to the same Maya document.  This is where I added the floor using a polygon plane and manipulated it’s position using scale and then moved it in to position so it aligned with the tree roots by way of the move tool controller.  Colour was added to the ground using the hypershader to make it look more naturalistic although it was still a flat colour. In future I would like to know how to add realistic grass instead of a flat plane as this would be useful for future projects and increase knowledge of the program in increasing believability.

Initially I researched rock forms and textures.  The rocks were also made in ZBrush, however, I used a cube form found under lightbox instead and shaped it using the brush clay build up and clay tools, I did not need an alpha for this as it already looked like a rock due to the texture of the brush. 

[image: ]
I created realistic texture by using circular and straight motions that covered the whole shape as seen above.

Although the texture I felt was successful, I would change the shape using the snake hook tool to move it around to remove the corners so to make it more realistic for future projects. Once the rocks were completed these were also added into Maya although they ended up as only low poly, however due to my limited knowledge I could not change the outcome. However, this was not too much of a problem as this was only a proxy model and our first attempt of 3D groupwork and an outside scene.  
[image: ]

On reflection, looking back I feel like there should have been the sky and more trees and rocks. 
If we were to work more organised within the team, I could have learnt what other members used for the background and sky. However, there was arguments between the other members which meant we all worked individually. 
Camera animation
Due to the teams communication issues I did not know what scenes I was doing exactly so had to guess, therefore this meant I did not do much animation as I only animated the bird flying off.  I decided to use some camera animations to extend the activity in the scene. Once I created a camera from ‘camera and aim’ in the animation section, I made it follow the bird flying off by including keyframes and moving and rotating the camera to increase audience engagement, this made the scene more interesting. 

[image: ]

I am happy with what I have completed and am making progress with confidence through repetition of the tools and experimenting with their use in Zbrush. Furthermore, during the process I have learnt how to camera animate and add objects from different scenes into Maya and these will be helpful for future projects, however, I was hoping the group situation would have improved from last time and that we could have worked together to have achieved a more organised animation for this project,  due to there being arguments between other members it also affected the work. Also, I created the JubJub bird that the others used in their scenes, however, theirs is red as they have changed the colour of it, and I feel like they haven’t given me credit for the JubJub bird model.  In the future I would prefer it if we worked on individual parts of the group work, so we all have a responsibility and so there is limited arguments or confusion. I feel we would all work better if for example one of us animates, one of us models giving greater control over each task. 



References:
Tree bark alpha found on https://www.cgtrader.com/free-3d-models/plant/leaf/bark-brushes
Accessed 01.03.2019. 
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