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Abstract 
Fashion has often been utilized as one of the loudest forms of visual expression. It is designed to make a statement without words. In fashion, every aspect of a garment plays a part in telling a story to the audience. I believe character design is very much the same thing. My main interests are that of in-depth world/character building. This incidentally feeds into my desired career path of being a 3d concept and character artist. To reflect that, my main goal with this project was to pitch something that allowed me to indulge in these interests as well as hone my skills in sculpting, design and overall workflow.  I also wanted something that could allow me to pull skills from my roots as an aspiring Graphic designer. And what better than a flashy fashion show paired with a digital advisement campaign.
I will be referring to my project as the "Beyond Human” Virtual Runway. Inspired by the likes of Selfradges &co The New Order , I intended to create a compelling and artistic visual presentation with no obvious narrative, but rather implied or suggested ideas that inspire discussion. 
The main premise of the beyond Human virtual runway is to be an abstract social comment of this fantasy world, while also simply being an interesting way of showcasing my character design ability, adhering to a focused theme. The core theme is that of Cyber-core as a niche genre of pop /internet culture, futurism and technological singularity. 
This links into my setting of choice that grounds my project. A technologically advanced future where bio- robotics and body-modifications are the norm; like that in the CyberPunk universe written by Mike Pondsmith.  In the context of a Sci- Fi world like this, I wanted to explore what sort of philosophical problems might be present though the form of artistry that is fashion. Has the human body gone out of style? This was the main question I referred back to and considered my inspiration for the final character designs.
By the end of the final Independen project presentation, I intend to have the following final deliverables. An animated poster, where one character sits static while the graphic effects animated overtop. This is to be an advertisement for the theoretical fashion show to make it feel more real as well as show off the design clearly. I will also be making a short one-minute-long video synced to music of the Runway itself.  Experimentation with multi-media is something I am fond off. I will be using a mix of smoke simulations in Maya and hand drawn 2D Effect, inspired by the work of Animation company, Fortiche.  
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Introduction
Major project
Pre-production for Beyond Human began during Majour project.  My main goal was to get down the skeleton of my project and conduct as much in-depth research and planning as possible in the early stages. This was to theory minimize pitfalls later in the process and would later make updating my Gant chart simpler . I could form an estimate of how long each stage might take me and plan accordingly.
I started by breaking down what exactly I wanted to archive; which at the time was a 1 to 2 minute long video that included three rigged and textured character designs with dynamic lighting and creative camera work. Overall, the animation was to be simple, valuing quality and execution. 

	As with all my projects, I began exploring themes to act as an anchor for my work, something to tie the project together and keep it focused. At this point all I was sure about was the idea of a futuristic fashion show and a specific aesthetic, Cyber-core and 90s internet. The theme fit my cause perfectly. It is quirky and intentionally fake by definition, the core aspects of they style being fabricated textures, and over-edited images. This reflected what I mentioned earlier, where the human form is no longer desirable. By using over saturated and highly reflective metals, not only do I adhere to my chosen theme, but it also furthers distances itself from the real, linking back to this idea of being something that’s no longer natural.
 Inspired I began early concept sketches, pulling inspiration from various artists and creators such as Hannah Rose Dalton and Vicotria Modesta. With all my designs, I kept a running theme of sharp metal nails, elongated bodies and slightly uncanny features to keep the designs coherent. Ensuring they all had  common design elements linked them to each other. I also didn’t want to stray too far, avoiding animalistic or monstrous visuals. I wanted them to have a creepy yet subtle and fashionable feel rather than go for shock factor.
I made sure to include Resch on every conservable stage of my independent project. I recached existing Online fashion shows, real stage lighting and broke down music videos to better understand their use of cameras and staging. By the end of Majour project, I had a collection of concept ketches and a Prox model of one chosen character, later named Ghost, created in brush. 

Interim Viva
Inter viva as mainly about finessing designs. I also worked on a more thorough breakdown of my final film. Though unfortunately I didn’t succeed in presenting, I will still go ahead and elaborate on what I had achieved in the time.
I was confident with 3 of my concept sketches and decided to go forwards with their concept art. Referred to as Spike, Ghost and Glass, these three were to be my runway models. I planned to develop them in stages individually, rather than doing all three models first then rigging and so on. This mean should encounter any setbacks, I have at least one fully rigged character rather than 3 half fished ones. OfCourse I strived to include all three, but as the deadline approached, I wanted to be prepared for potential compromise.

During Advanced character, I explored in depth how Spike might move using a free online rig. I tested various methods of rigging and animation tricks to achieve various ways of replicating the floating magnetic effect I envisioned for Spikes legs. With the power in the stance and interesting form of motion, she was one of my favorite designs. But by far the most challenging to execute. The hair is one long ponytail held together in sections by zip ties. The folds and spikes on sleeves were meant to be soft but structured, like felt or held up with padding. I was unsure how to achieve that effect and decided to leave her till the end out of uncertainty. [Figure4]
Ghost’s Design has stayed mostly the same. His silhouette is strong and not overly complicated, drawing attention to the inhuman features he possesses. Glass is similar in that regard with long thin metal fingernails and stretched limbs. The two complemented each other well. [Figure 1]
Having settled on their design, I made reference sheets for Ghost [Figure2] , Glass [Figure3]  and Spike [Figure 4] . I was careful to line up their features in the side and front view. This would make modeling the character much easier later in the production pipeline. Also kept in mind scale and used the same base guidelines for each. 
When it came to tropologizing, I knew from past mistakes, that knowledge on anatomy was important. Following the human body's muscle anatomy when optimizing edge flows would ensure smooth deformation for rigging.  To brush up on my skills and understanding, I took part in life drawing classes. [Figure 5] 
Finally, I got to work storyboarding my animation. Now that I could visualize all the pieces clearly, it was much more productive to do this at this stage than earlier. I filmed some primary source material to use as an animation reference. 
I needed a more dramatic opening than simply running the camera aimed at the stage. So I came up with a more interesting introduction. The camera flickers to life, a broken glass effect over the lenses. It is seen knocked over at an angle, lights buzz in and out the stage empty ahead. Clack of heels on hard floor breaks the silence and the camera is picked up by Ghost. He will pose briefly as the music starts to fade in and smoke blows into the camera. This will act as a transition frame to then cut to the runway and show off the walk cycle synced to music. [Figure 6]
When filming the reference, [Figure 7] it took a few takes to get the camera angle. When the camera was picked up, the awkward spin around never looked right, so I opted for a cut to black as the hand obscures the lens for the reposition.  

Independant project Continued

Continuing from Interim Viva, I had all the necessary materials to begin modeling the characters. From here, I re-evaluated my Gant chart then edited it to adhere to new time constraints. My main goals were to create all the pieces for production, deciding to dedicate the two weeks after to compositing and rendering. I would need at last one rigged model, a setting and 3d assets for the animated poster. Of course, I would have preferred to make all three characters a reality however, I wanted to factor in potential problems and extra time for areas I had less experience in such as uv unwrapping and manual rigging. I began considering Spike and Glass extras I could add in if I had the time, deciding to commit to Ghost.
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Modeling Ghost

As with all projects, I created a project file in maya set the appropriate scale. This would mean referencing the model into a scene later would be seamless and reduce unnecessary fill size. I added in the ref-sheet as Image planes to aid me in the process.
	Initialy, zBrush was to be used to create a high-poly sculpt. Though, financial complications meant I couldn't access the software outside of university hours. I compromised simply modeling straight in maya from primitives and using blender for the more organic shapes. I enjoyed blenders sculpting capabilities and found it to be similar to what I'm used to. I used it to model the hood and the first pass of the head which I then exported to maya for retopology.
Camera issues
Early in the process, I encountered my first setback that paused productivity. A camera glitch or settings error that left the focal point slightly askew. It wouldn't focus on anything when using a hot key and it seemed to around a pivot of its own. I researched various tutorials, fixes and forums. I ended up needing to create a new set of cameras entirely. Though not a serious issue, it disrupted me long enough for it to be a worthy mention. I feel these kinds of things can only be avoided through experience and I was happy to have encountered it early so I could deal with it easily when I happened again further into the project.
Modeling continued
My method for modeling is to lay down primitive shapes first, making sure the edge loops of her arms, torso and legs line up from the get-go. This makes it so sewing them together later in with the target merge tool is easier. It also means I spend less time attempting to fix Ngons and misaligned edge loops.
	I would extrude out form the open edge, adding edge loops periodically, and switch between persecute and side view to reposition vertices. As part of my research, I did investigate alternative methods. I found this to the most comfortable and fastest for me. I also made spacing out subdivisions easier and I tend to lose smoothness due to poor spacing.
My method was to start with the limbs then build the chest and pelvis up from them. This was a straightforward process until I get to the chest which was the first to be problematic. [figure8]
	 aimed for a slightly exaggerated, long torso with strong shoulders. Though I still wanted the anatomy to be accurate to real life so I tried to redirect the edge loops to better mimic that of muscle structure. This left me with a difficult section under the arm pit where the vertices would spike when smoothed due to improper polygons. I looked at existing models and how the edges flowed and after a a few renditions I had something strong but smooth looking.
I’m extremely pleased with how the body turned out. The dip in the back and slight curve, worked perfectly. The hip bones are one of my favorite parts, it took some time to get that prefect bone look without any deforming of the faces. I ended up with perfect topology, not one N-Gons.
	Though the body is mostly covered in clothing, it was good practice and adds quality to my model. Though, this does mean faces that are hidden are still present and could cost file space. 

Clothes
By duplicating the body then scaling it up slightly, I could guild upon the existing mesh when making the clothes. This meant I didn’t lose the definition in the body and didn’t have to try to replicate them from scratch. I then and split the extra body parts into separate objects and worked from there. 
The trousers were one of the easier objects. The belt and belt loops are all connected and extruded form the same mesh. I planed to separate them out in the UV maps rather than model another independent item. The hardest  was certainly the spiked fingers. Ceating those smooth sharp shapes on such a small object was difficult. I didn’t want to use too may edge loops. I also found it  difficult to optimizee it due to the shape. it took me 3 re-works to get the exact shape I wanted. [figure 9]
The shoes came out flawless. I was so happy with how I manipulated topology to get those perfect folds in the boot. [figure 9] 

Hands
 To save on time, I imported a pair of stylized hands from a previous model of mine as all the geometry and edge loops were a good stating point. I then edited them and built them on top of the old hands as a base to better fit them to the model. The writs and arm didn't line up as the hands had more edge loops and I had to get creative with reducing edge loops.
Head
Early in the design proces I had a clear vision for how I wanted the head to look. I wanted the jaw to be on a hinge that conceited to the circular ear. It would roated from that point to seem like a well thought -out robotic head. The top of the skull would be stationary with a gap in the back of the head for the lower jaw to slot into as it extends.
Howevere, as I iorked onthisi, form the front it didnt give the deired effect as showen in the ref. The upper half of the jaw stuck out slighlty at the sides and the lower jaw didnt sit wide or high enoug to replicate cheek bones. 
Due to the hinge motion I desired, any attempt of reworking the shape resulted in it clip through the top of the head.  no attempt looked right. I ended up reducing the size of the lower jaw and simplifying the sides to be a smoother shape. Though, as the jaw hinged the neck would clip through the jaw. I combated this by connecting the lower jaw and neck. This meant they were no longer two separate shapes. I wasn't sure how rigging and skinning this creature would work at this point. I was worried I'd loose articulation in the model by doing this. But if moving it would cause obvious clipping anyway it was worth it for a smoother model.
[Figure 8]

Rigging
My limited experience with rigging was challenged during this project allowing me to develop my understanding and exposing me to new rigging techniques. 
I named and grouped all parts of my model accordingly, then delete and freeze transforms to make sure scale is relative to environment and lined up with center and bottom lines for symmetry. At first I followed various tutorials to build up the skeleton from scratch, I succeeded in this but the later stages of linking controls and making sure the correct joints drove each other was proving harder than anticipated. I ended up calling this a learning experience I would return to in the future.  For my purposes, the limited capacity of the quick rig tool worked well enough. 
	I used stepped mode to edit the joints. Though I still ended up with the shoulder forming incorrectly. I’m Unsure if it was from lack of correct geometry, weight painting or joint placement but I decided to cut corners and leave it since it was covered by the jacket.
In the future I’d like to attempt this rig again now that I have a much better understanding from my earlier exploration. Realistically, I’d simply like to add fingers to the current rig.

Wight painting and Skinning
This took me much longer than I anticipated, mainly due to the clothing. I had an idea of how the clothes might attack going into this. My first idea was to parent constraints them to appropriate bone. 	 	However this meant I’d need to separate the rig from the mesh then re-skin the model. The didn’t work out as expected. Then I tried parenting them to the controllers, wish worked well for some parts and not others. The trousers or example would only bend at the hip and clip through the rest of the leg as the mesh wasn’t linked the wight painting this way. The hood responded well to this however, as it could just rotate slightly with the head. 
	My solution in the end was to use a deformer and wrap the clothes to the body which worked perfect and resulted in minimal clipping.

Uv and Texturing
[figure 10]
Once the rig and model were completed, I went about UV unwarping. This process was simple in theory as I had made sure to keep UV’s in mind when modeling. I already knew where I’d cut the seams for most object. I wanted to use separate tiles for each group of items, the body on one, jacket on another and so on. [figure 11]  This would make keeping track of each shape and texturing later much simpler.  Though I could manually move them onto separate tiles, they weren't behaving like separate uv maps. I conducted some research into the issue and tried to figure out how to group the uv shells on separate maps. This ended up coming to nothing so I switched my layout to cover just one tile.
From here I wanted to texture my model in substance painter. I first assigned place holder materials and  exported the model into substance. Though I did learn a lot and familiarized myself with the software, I ran into issues that mainly related to improper file settings
Another method I tried was to create a texture/ colour map that I could paint over in PhotoShop then simply plug in as an image file. Though this would prove difficult as I didn’t have a high-poly model as mentioned earlier. So I duplicated my model, merged it into ion mesh and used the maya smooth tool to make a high-poly equivalent. I sued this as the made it the source mesh to create a normal map ontop of the low poly with the intention of baking it as a texture. Though the process was a useful learning opportunity, it didn’t work out. I decided to abandoned the endeavor and stick with the stander Arnold surface shaders I had used as place holders.

Renders
With my model posable and textured, it's ime for a test render. A few poster mockups were a perfect way to test it out. So I posed and keyed the model into various sitting positions to then render out with interesting lighting. At this point I noticed more issues with the rig. The coat spikes would deform and stretch to follow the writ joints due to improper wight painting. The wrist would also collapse in on itself if I tried to rotate it a certain way.
Though the pose was to be static, I did want moving parts to the poster. Using Arnold fog and gobo light overlay to create a caustic lighting effect, I aimed to create a dreamy setting for ghost to sit in. I had used these before with no issue. However the fog render kept failing and the iimagefile I was using for the gobo light refused to show up despite all my trouble shooting I couldn’t find the solution and had to setlt for a static image.

Reagrdless,I was pleased with the final renders. Using different camera aspect ratios, I could manipulate the viewport to replicate a more photography like use of camera.  If I were to go back, I would have animated them slightly with an idol animation that could loop. This would make the digital poster more dynamic and alive. Another method of animation I explored was using aftereffects using shape layers, 3d strokes and animated assets. This form of animation could be seen in the likes of old League of legends title screens and is something I’d liked to look into in the future 
To finish the poster section of my project, I needed a few simple 3D assets to layer over top of my renders. I quickly model a butterfly with a metlalic texture and gems tones that I then animated using a deformer. Followed by a a series of chromatic chains in various looping arrangements. I will later render these too and decide on a composition for the poster in the coming weeks.
[figure 12]
Stage an lighting
Finally, it was time to tackle the staging. I Put together a few shapes and lights to ac as a placeholder just so I could farm my shots.
[figure 13]
Reflection 
This project has been challenging. I felt like with each idea I hit a technical difficulty like a wall and spent a large portion of my time compromising or troubleshooting. Especially near the end where I was set on a specific vision and I simply couldn't execute it. With the lighting projections not working and fog simulations behaving unpredictably, it was demotivating to see it not come together. 
Despite these setbacks, I was able to back track easily and maintain course thanks to my planning and structure. Though not all ideas came to fruition, every aspect of the project has taught me something new. My overall confidence as an artist has greatly improved and I find it much easier to navigate problems and programs I was unfamiliar with at the beginning such as substance painter.
	I feel satisfied with what I achieved, rigging being my most triumphant aspect despite being on of the weaker parts to the model.  In the future I'd like to make a more advanced and articulated rig, with ik/fk switches and deformers for breathing effects. I was surprised at how much time was needed for wight painting, I’d like to use the color mapping tool and utilize more of the tool kit in the future for more accurate painting.

Deliverables and what’s next
I'm confident in my work so far and will be dedicating the next few weeks to rendering and compositing individuals clips. Its only a matter of pulling together all the work I have accumulate up until now as all the main pieces are complete. I have split my video into definable sections that need to be animated and rendered separately. The static camera shot on the floor into the hand grabbing the camera. Then, using the cut to back  from the hand, ill transition into the pose and bend into the camera. The final render will be of the walk cycle and it will be mainly 2D effects and editing to tie the main body together. To close out the sequence, I will be dropping the camera paired with a smashing effect to mimic the opening scene and cut out the camera dramatically. This will be a fanatic way to make the whole piece feel complete and match the abrupt, snappy attitude of the whole video.
	I will aslo be adding the audio and writing an opening script to play over the frst few seconds of animation as ghost walks up to the camera
Furthermore, I knew that during this project I wanted to push my use of camera work, aiming for a music video or perfume advertisement editing style. Emulating the various cuts and creative choices that create that luxurious, exciting , high fashion effect I wanted. Having worked on narrative and story driven pieces in the past, I wanted to commit more to the character design and themes for this project. Moving way form linear storytelling and exploring more artistic approaches that I hope to showcase in my final deliverable.
In regards to the animated poster, I will be putting the 3D assets, 2D imagery and a looped rendered sequence of the Ghost sitting together in after effects. I would like to attempt the fog and lighting effects again. Perhaps using Hodina as I had suggested during major project. 
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