"Creating a Realistic Visual Effect Sequence"
VFX and Animation
Daniels Rainiks (2303951)

Link to OneDrive of all files:
Visual Effects DR Final

Pre-production	1
Production	4
Post-production	5
Final Video	11
Reflection	12
Bibliography	12












[bookmark: _Toc238987409]Pre-production
Concept Development
Storyboard
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Concept art
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Asset Gathering
Unreal asset packs:
· Ancient Valley [1]
· Paragon: Agora and Monolith Environment [2]
· Temples of Cambodia – Ruins exterior and interior [3]
YouTube:
· Cinematic Music [4]
· Portal sound [5]
· Gravel walk sound [6]



Project Proposal 
For my project I wanted to create a sequence of videos that would showcase a character walking through a portal from one world to another. The video would start with the character in a scene built in Unreal that would go towards a portal that would take them to the real world. The scene in Unreal will create a mysterious atmosphere making the viewer curious about what is to come. The overall Unreal scene will be dark with a few torches giving light towards the portal. The scene will be built by free assets found on the Epic games marketplace that I can use without having to model anything. There will be multiple shots of the character walking towards the portal and the scene around them, once the character goes through the portal, they will seem confused as to where they have gone, and I will need to green screen the character, so I can add it to the real life footage.

[bookmark: _Toc506812755]Production
Live-Action Shoot
For the live action footage, I recorded an open street area where I could then use to add my other footage on top of, I got two recording one being a zoomed in shot and the other being a zoomed out one. The shot that was recorded was dark however I could change this within nuke, and this shot also had many areas that I could use to track.
[image: ]
Animation
For the character I used for the project it was created within Metahuman [7] that I could connect with Unreal and use the rigging set up they have for their default characters. As I did not have the time to animate, I used animations from Mixamo [8] such as the walk however there were some parts within the video like blinking and arm movements that I had to go and animate myself. 
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Skull shot
In my first shot with the skulls, I wanted to use this as an opening to create a dangerous and mysterious feeling towards what is about to happen in the upcoming shots. I got a moving shot for this where towards the end it would focus on the skulls but from the footage everything was focused, and I did not the background to be in focus in the final shot. I therefore created Roto masks in nuke to allow me to darken and blur the background giving the focus to the skulls. I also felt that the whole scene was too bright and that is where I created some adjustments to make the scene darker. However, I did not want to make the portal lights darker, so I created more Roto masks around the lights so I could add glow to them.
[image: ]
Low walk shot
With this shot I wanted to create some anticipation of what is going to come up next and what the character is walking towards. With the shot I had I wanted to adjust the brightness and add some motion blur as the camera shot is going with the direction of the walk. This shot did not need too much work in Nuke, but I feel like these small touches added more of an atmosphere that would make it work with all the other shots.
[image: ]
Look up to portal shot
With this shot I had to track 4 different eyes on the statues behind the character as I wanted to give them red glowing eyes to make it feel as if there was no way going back and that the character had to go forward into the portal. Once I tracked the eyes and used the flare node to create those red glowing eyes, I went on adjusting the whole shot by changing the saturation, the grading and the sharpness. I also added a glint node that made it feel like the character was close to the portal. Towards the end of the shot the camera goes into the portal and I wanted to create a feeling that the character was getting sucked or going into it, allowing the next shot to be where the character ended up being after the portal. I used a couple of nodes to do this such as glow, motion blur, volume and God rays.
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High walk shot
As with some of my other shots this one was also a lot brighter than I wanted it to be. So, I adjusted the exposure and grading to suit it better. I did not want everything to be dark and dull, so I added more saturation and corrected the colors to match the scene. I also added a Bokeh node that would create a defocused look at the start of the shot quickly going onto a focused shot of the character walking towards the portal. 
[image: ]
Real Life footage green screen walk
This Nuke node graph was the one that took me the longest as I had to work out how to use the 3D scene to create shadows for the character as he comes out through the portal. I also had to adjust all the lighting with the character and portal to match the background. As the character was not done with the live footage shot, I had to remove the green screen and track it onto the road of the scene to create a walk towards the camera.
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Real Life footage close up
With this shot it was a lot easier to do as I did not need to go into the 3D scene to do the shadow for the character. I had to match the grading and hue with the other live footage shot to create a realistic look when it switches over. I also had to change the timing on the portal in the dope sheet so that it would not open but rather close within the shot.
[image: ]
Sound Design
I wanted the video to have a tense feeling making the viewer curious of what is to come, and I found some no copyright music on YouTube [4] that I felt would work with the video I created. With that as the background noise I also wanted to add some noises for the walk and the portal. I found a video of a sound where someone is walking on gravel [5] that I cut up to match the timing and spacing of my shot of the character walking towards the portal. I also then found a portal noise that I thought suited the look and feel of the portal within my shot [6].
[image: ]
[bookmark: _Toc1248623499]Final Video
Link to YouTube video of final video: https://youtu.be/64cg0IIhOmc
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[bookmark: _Toc1000893721]Reflection
Throughout the project I learnt many new skills between software's such as Unreal, Premier pro and Nuke that allowed me to get the result of the final video. When starting the scene creation in Unreal I had to use multiple assets to make it feel realistic and not just copy and paste. Then, when that was done, I went and created a character within MetaHuman that I could use to animate and create the shots I wanted. The character model from MetaHuman was beneficial as it would link to the rig in Unreal and all I had to do was find the right animation within Mixamo that I needed. Within Premier pro I had to use it to get the sound to match and put all the shots together to make the final sequence.  I would say the software I learnt the most from was Nuke and what it can offer me when compositing my footage either from Unreal or real-life shots. As everything is all in front of me as nodes, I can go through quickly changing small elements allowing me to make the perfect ending shot. There are some parts I would like to dig further into such as the 3D scene in Nuke and what more I could do with it. There are also some other adjustment nodes I did not get the chance to try out that could have added more to the final video.
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