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Critical Reflection

My primary roles in the production of K11’s Bizarre Adventure were environment modelling, environment texturing, FX, and compositing. My secondary roles were prop modelling and character rigging. My standby roles were rendering and sound design. During the production another role I picked up was character modelling and character texturing. The roles we had outlined during the document of intent were not set in stone, during the production we had delays to the schedule which had me pick up and prioritise different roles. This is where I picked up character design, upon finding out that one of the four characters was being worked on (not finished) on the day the animation process was mean to begin. Sound design was originally a standby role, I decided to move it up to a higher priority based of the fact that we had no one working on it at the time.

Teamwork

As a large team working on a project online across different countries, we needed good teamwork and communication. At the start of the project, we had some difficulty communicating and deciding roles. We were missing a project manager to keep us communicating and on track, I tried scheduling calls with a few days’ notice and sending out emails to get the group together and on the same page, at first we struggled getting everyone in a call. I though that some members might be unfamiliar with Teams and made a discord server in hopes of better communication as discord has become one of the most popular VoIP and instant messaging social platforms. I would post updates and ask for progress in both Teams and discord, as well as notify of scheduled meetings which helped get more members in calls together for a while.

Environment Design

Environment design includes my roles of environment modelling and environment texturing. I based my first task on the script and what my peers were working on to avoid the same work being done. I deduced that working on a stylised farmhouse was a good start, the idea was to have a variety of designs that can be implemented in the scenes. Once the first model of the farmhouse was finished I exported the farmhouse in obj and fbx files and made it available in the Teams environment folder for feedback and to be used in early scene layout. The next thing I decided to work on was fences, my thought process was that a farm setting would need a variety of fences, I modelled three different designs and made them available in the Teams environment folder. During the production I would work on the models and update them with more detail and new textures, making them readily available.



FX

I used FX in corelation to environment design, I come up with the idea to incorporate ncloth simulation in the environment by using a clothesline, using the FX to simulate the movement from the wind. The idea was derived from the Maya flag exercise, the approach was the same just on a larger scale. After modelling the clothesline and finishing the FX I exported the clothesline simulation as alembic cache to avoid unnecessary strain on the computer, I textured the clothesline using Maya materials in hypershade and made the clothesline available in the Teams folders. Another way I utilised FX in the environment design was using MASH FX with the grass design and simulation. I used MASH to randomise and distribute the grass, paired with a grass texture and shader it gave a clean look. I had multiple styles of grass including wind simulation, which was uploaded on Teams. My final attempt of FX work for the project was using MASH FX to explode the farmhouse, my attempts took up a bit of time and didn’t come out as expected, I decided to focus my attention to other matters rather than spend more time on the FX.


Character Design

I picked up a primary role of working on the Mutant Carrot Monster character, my focus was on getting the character finished within a week to catch up with our schedule, I had to balance quality with time management. I managed to get a proxy modelled withing a day on Blender referencing a model sheet I made, I then spent the next day going over the character in more detail in ZBrush, I added more polygons to the model which in turn gave more detail, I tried keeping the character to a reasonable polycount. Once the model was finished I poly painted the texture in ZBrush, UV unwrapped and exported it with the character. The next day was spent rigging the character in Maya and doing painting the skin weights, on the same day I exported the character and passed it on to one of the riggers to finish the controls on the character.

Sound Design

Not having a lot of experience with sound design I decided to start this role by collecting sounds that could be used in the animation, such as footsteps on different materials, knocks, doors opening, bangs, etc.. I collected over 30 sounds and fine tuned some of them in Audacity, I passed all of my sound design work to a primary role member.





Compositing

Compositing was my final primary role, I collaborated with the team and come up with a schedule leaving me with two weeks of composting time, I expressed that if we fall behind with work I can make do with a week. Unfortunately, as we neared the deadline for the project I heard no updates from the animators and renderers, I reached out in Teams to be met with no reply, I offered to help with some scenes and rendering but once again no reply. I spent the time waiting on the scenes working on my other roles, the first time I have seen the animation was on deadline day.

Reflection

While working on my roles my priority was to get my work exported and available for the team on time, in order to avoid troubles, I exported my work in multiple formats including obj, fbx and original Maya files for 3D models. I would update my work in the Teams group and discord regularly, including new files for updated 3D models, when uploading my work, I would notify the team where they can find it in the folders. I matched my style to the mood board and other models coming out, I provided two versions of texture for the farmhouses and fences, one being flatter and more cartoony and the other being more realistic and high detail. My approach for the FX work was the same, I started working on the grass FX before being notified of the use of Unreal Engine 5 which made my grass FX more redundant, after that I focused more on the clothesline and farmhouse explosion, I had the original clothesline simulation ready and exported early on in the project and updated it with texture and a longer simulation. While my environment and FX work was not used in the final animation I did all I could to make it easily available and ready to be implemented. One of my roles ended up playing a large part in the animation, that was the Mutant Carrot Monster. I am happy with the way it turned out, it looked good in the animation and the updated texture definitely looked better, it’s a shame that certain scenes had the old texture. I’m not sure which of my sounds were used in the animation as I passed my sound design work on to the primary role member, the sound in the animation was well put together. I didn’t get the chance to work on the compositing which I feel could have been avoided with better team communication and sharing work and roles, I offered to help out with extra roles when we were behind schedule. I feel like there may be many different reasons for our poor communication which could be the time zones, working online, language barriers or having such a large group, it feels like some members were working together and communicating regularly while others were left out of the group.







Conclusion

To conclude, the project was finished and submitted in time, the latter part seemed rushed but it turned out well considering the circumstances, the biggest change I would make on a group level would have been to have a say regarding using Unreal Engine, the group seemed to have difficulty rendering the scenes and worked between Unreal Engine and Maya, a majority of the group was unfamiliar with the engine which had its effect, the scenes looked vastly different missing props, having different lighting and some missing shadows. I wish I could have gotten a chance to help with more roles towards the end which would’ve saved time and let me work on the composting, I would have colour corrected the scenes and cut them in a more natural flow since some of the cuts in the animation are disorienting. Regarding my FX role, I should have reached out for advice or help of my team members and spent more time doing research when it came to the farmhouse explosion which I wasn’t happy with, the rest of the FX turned out well and I believe were left out due to time restraints and problems with Unreal Engine, same goes for my environment work.

