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For this assignment, we were tasked with creating a scene of between 20 sec and 30 sec in length which was a combination of video and a special effect/s that we composited together.

My initial idea for this assignment was to have a superhero crash into the floor, performing a superhero landing, causing the ground to crack and shake. The camera would also shake upon landing. However, I soon abandoned this and chose an idea with a horror aesthetic. 
I wanted to record a dark alley and put an animation of a creature within, I decided on using a model of a Lurker from Starcraft. I chose this model as it closely resembles a spider, something many people are afraid of. 
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Once the model was decided and script/ story board completed, I began filming my own alleyway footage. I recorded a few videos of back alleys close to where I live but decided on video number 3. I chose this clip as the alleyway wasn’t just a straight line and had multiple directions the creature could appear from. It took multiple attempts to record a video that didn’t have either a passing car or person in the video. 
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[image: Biological drawings. Insects: Beetle Walking. Movement of Limbs. Biology  teaching resources by D G Mackean]I began animating my lurker model in Maya, the walk cycle for the lurker was what I started on. I struggled to figure out which legs should move forward while others moved back, so I did some research on 6 legged insects and realised that the middle leg on one side should move in sync with the front and back legs on the opposite side. The body should also move in the opposite direction that the legs are moving in, left to right. Below is a render of the first walk cycle that I created. 
[image: movie::/Users/Sam1/Desktop/Lurker_1_0001_1.mp4]
                                                        
The first big problem I ran into was corrupt films, I had completed 800 frames before maya crashed. Although I saved many progression files, every single one of them seemed to be corrupted. I kept getting the error: “Errors have occurred while reading this scene that may result in data loss. Please check the script editor for more details”. I researched this error and tried many ways of solving the problem however, not one of them worked. I had to start over, I’m still not sure what caused this to happen. 

Following losing my first animation, I had successfully created a second with a total of 2500 key frames. Although I worked out that for a 30 second animation at 24fps, I would only need 720 key frames, maya seemed to be playing the animation at 80fps even though it was set to 24. Therefore, I animated 2500 keyframes. For a 30 second animation at 80fps, I would have need to animate 2400 frames, I decided on 2500 because my model would have finished moving halfway through a movement which didn’t look natural. I used Premiere pro to put together my animation. Below is the finished animated render of my model.



Now it was time to open After Effects, I imported my clip and started by creating a composition of my alleyway video. I ran into a problem early on of my video not playing the whole way through, After Effects wouldn’t render my video as I didn’t have enough RAM on my computer. To solve this, I had to play the video at half quality. Next, I added a tracking point to the video so that I could link my lurker animation and alley video. After experimenting with tracking points, I decided that tracking the entire video was the better option, it allowed me to track the floor of the alley the whole way through the video instead of just one point at the start. Once the video was fully tracked, I created a 3d camera to save the tracking points. At the start of the video, I chose three of the tracking points and created a new solid for later use. 
[image: movie::/Users/Sam1/Desktop/Lurker 30 seconds.mp4][image: movie::/Users/Sam1/Desktop/Lurker 7 walk 3_1_0001.mp4]I now imported my lurker video and tried to use the key light effect to remove the white background. This didn’t work because the keylight effect only works colours, not black and white. I was forced to use the colour key effect to remove the background for the animation however, I wasn’t satisfied with the result. I experimented with different colour key modifiers, but I still wasn’t satisfied. I soon decided to create my own green screen in maya so that I could use the key light effect. I took my animation back into maya and added a plane that would act as my green screen. I applied a standard green colour to the plane and changed the modifiers so that the plane wouldn’t reflect green light onto my model. I then re- rendered my animation with the added green screen and put the animation together using Premiere Pro. Next, I imported my green screen video into After Effects and used the key light tool to flawlessly remove the green screen. 

The first problem I ran into in After Effects was with parenting, my animation wouldn’t link to the solid I created earlier. I tried many ways to link the two but couldn’t find out how to solve the problem. I tried researching the problem but nothing I tried seemed to help. I then tried converting my lurker layer into a 3d layer but every time I did, the animation would just disappear, if I viewed the alley composite from 4 views, I could see that the lurker animation was still there, just not visable in the 3d view. Once again, I couldn’t seem to find the solution online. However, I manged to solve both problems by creating and using a null object. I was able to link my lurker to the null object which simultaneously fixed the problem I had with my animation disappearing when converting to a 3d layer.  

Once, all my problems were solved I began key framing the null object. I used the stopwatch to record the key frames as I changed the position of the null object. I slowly brought the null object closer to the camera, which also brough the animated layer closer to the camera. 
Now that I had the lurker tracking correctly, it was time to create a shadow to make the sequence look more realistic. I duplicated the lurker layer and used the flip effect to flip the layer, I changed the modifiers to flip it along the X axis. As the new layer was duplicated, it was also linked to the null object. I then used the fill effect to make the lurker a solid black colour, lastly, I added the gaussian blur effect and turned up the intensity so that it looked like a shadow projected on the floor. Once again, I used the stopwatch to key frame the positions of the shadow so that it matched up with the position of the where the legs touch the floor.

The last step was to render my finished video, I used the render settings to change the quality of the video, length, and location of the saved file. I then added my video to the render queue and proceeded to render my finished animation.  Finally, I added a dynamic effect to give the video the horror aesthetic I wanted.

Overall, I’m very pleased with how my video turned out. This was my first time using After Effects and it showed with the number of problems I ran into, however; I’m pleased that I was able to solve them all by myself. If I was to re-create this animation, I would work on the key lighting in hope to create a life like effect. Please see my finished video below.
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