When we started deciding ideas for the animation we had a choice to make, we could either have continued the jabberwocky from last semester or create a brand new idea to work on. We all decided as a group that it would be better and more interesting if we were to make a new idea and work on start to finish.
We started working on ideas and we had a few but wasn't really liking many of them, so Bibin came up with the idea of 2 brothers fighting over a TV remote which we all thought was a good idea but it didn't have a lot of depth for an animation. So after a team meeting we all decided on the idea of having 2 gladiators fighting in an arena and at the end of the animation it would fade and show that this whole sequence was just 2 brothers fighting over the tv remote and it was all in their imagination.

We then started discussing how this would work and if we would slowly reveal that it was a child's imagination or we should just have it a big surprise at the end, we all decided to have it a big surprise at the end, where one of the gladiators reaches down and picks up a remote control.

We also decided that it would look cool if the things in the arena, would match where things are in the living room at the end. For example there are a few crates in the arena and when we were to reveal that it was just a living room, the crates would have just been the table.

We set forth on creating this animation. 

Because Ben wanted to get started on the animation i got a default proxy model of a character and used quick rig to quickly get a rig for the character.
[image: ]
After receiving the character designs from Jordan i began to make the characters. First of all i made a base mesh of a character in Maya but then took it into zbrush to do the rest.[image: ]
I started by defining the main muscles of the body.

I then worked on the hands, i decided to do these separately as i felt these would be one of the hardest parts so i wanted to put a lot of attention on them.



I found the head especially difficult as i have never sculpted a human head before so i spent a lot of time getting this right and it went through a lot of different versions until it looked like an actual humans face.
I think i could have improved a lot on this but it was my first time doing a face and i didnt have too much time as we needed to get the character done, because of this i thought that the characters face was good enough to move on. So after making this i merged the body and the head together to create the full body.[image: ][image: ]

I then added the clothing pretty quickly as it wasnt that much of a complicated design.

The plan now was to put this model onto the old rig and fix the weight paints a bit, but this caused two big problems that set back the project by quiet a while.

The two problems were; Maya’s quick rig doesn't add hand joints to the rig and the second problem is that it wasn’t as simple as un-parenting and re-parenting the mesh to the body.

I tried multiple things to fix this, the first idea i had to fix the no hand movements problem was to just edit the quick rig but unfortunately maya doesn't allow you to mess with this, so after releasing this i tried just parenting a hand rig onto the wrist joint of the quick rig but once again this didnt work, so having no luck with this i tried to solve the other problem of putting the new mesh on to the old rig. But again i had used quick rig so this meant that it could not be done this simply. I tried many work arounds including retargeting in unreal engine and using the trax editor in maya but nothing worked
[image: ]
Looking back i should have just made the rig myself from the start so this is something that i will definitely remember for future projects

Because of these problems me and Ben had to re-animate most of the animation again even though Ben had already animated the proxies. I started helping animate part of it as well because of this mistake.
One thing that we did to make this process easier was i replicated the control handles on my own rig to the one on the quick rig, meaning we could constrain the hip and neck controls to the quick rig, this meant that all we had to do was animate the hands and arms to keep up with everything else.
We also realised that we should remake the young boys model as they didn't really suit the style of the rest of the animation.
So me and bibin turned the roman soldiers into children in zbrush. I made the youngest one and bibin made the older one.
[image: ]
I then used the rigs that i had made for the older ones and used the same rig for the children.















I then uv unwrapped all of these characters, then i imported them into substance painter 
to do all of the texturing.
[image: ][image: ][image: ]







I then got the living room scene from Carol and began to animate the living room scene, this wasn't too difficult as it was only a few seconds. There weren't really any problems doing this also.

Unfortunately because of all of the issues with the rig we didn't have enough time to render with Arnold and this is definitely something to consider for next time.
We had to use Maya Hardware render. This isn’t the perfect look that we wanted but it is all we could do with the timeframe.

Overall i think that this project went well although a lot of things could have gone better.
I learned a lot of things this project that i will definitely remember in the next project like this.
Although on the other hand it was the first time i made a character before and i think it went very well and i really enjoyed this project as a whole.
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