Creating a Room and animating it within Autodesk Maya

Part 1 - The Pre-Planning Stage

The Scenario for this project:
Create a Room within Autodesk Maya that includes any-type of animation so long as the animation duriation it 10 seconds, this animation could be as simple as camera movements to more complex animations such as, object movements, object destruction etc. I have to choose a from a list of 5 for the theme.

The following themes are:
· Pans Labyrinth - Haunted house - old or new, Gothic or modern
· This is Sparta! - Monuments and temples, armoires and dungeons
· Ghost in the Shell - Futuristic setting, spaces & visions - of future-word
· Road to Perdition - Regal, historical, re-presentation of the past
· The Science of Sleep - Surreal, offbeat, uneasy spaces for dark fantasy/arts
For this I have an idea for the both ghost in the shell theme and the science of sleep theme, however the one I chose to do in the end was ghost in the shell, which means I shall be creating and animating a room within Autodesk Maya based around a futuristic setting. However I have yet to decide what kind of futuristic setting I shall do. I could create a Spartan white futuristic setting such as, Star Wars and Star Trek, or a modern one, such as, the Halo series, or a post-apocalyptic setting such as, the Fallout series. I'm leaning more towards the post-apocalyptic setting as I have a more fleshed out idea on what to do.

Basic modelling complete

I have now finished the basic base model for this church, it at the moment looks very clean and it will remain at this look until I have completed the high poly version as well as play around with the camera, this is so I have 2 different versions of this church, one which looks like it’s been taken care of and is still in use, and the other will the ghost in the shell futuristic post-apocalyptic version, where the church chairs have been damaged, moved and some will be missing.
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The choice I chose was the Ghost in the Shell option, which meant I needed to create a futuristic setting, I had many thoughts, when deciding on what I should do, should I create a high tech future setting or a more ruined future, I could go either way as there are many types of sci-fi, Spartan white sci-fi were all room are nice to look at, clean and are typically white and seem to be far in the future such an example would be Star Wars or Star Strek. Modern sci-fi, where its closer to how we are now, in terms of weaponry, only they have spaceships, hyperlanes, light speed etc, and seem to be fighting against aliens a lot more than any other type of sci-fi, such an example may be the Halo series, and finally we have a post-apocalyptic sci-fi, this is where humanity seems to have regressed in their progression, whether due to wars that have plagued the land or aliens destroying earth, technology is old, ruined and your life is in danger at every turn. Such an example would be, any 80s anime and the Fallout series.

In the end I decided to go with a apocalyptic sci-fi were the world outside isn't a very safe place. I decided to do an animation based on a church that looks like its seen a lot of damage, this is to set the feel as though many battles have been places there for whatever reason, this could be, bandits stealing whatever valuables may be contained within, or a refugee camp that's now abandoned.

Modelling the room
When it came to modelling this church, all I had were the plans I made, which were changed bit by bit later on, but the initial room remained as the base, to create this room I created a cylinder and deleted half of the faces so that I had half a sphere, I used the fill hole tool in order to make the half cylinder "whole" again. The other part of the church which isn't created yet is going to be a rectangle.
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I also modelled a church styled chair, to which I used the duplicate special tool in order to duplicate the chairs multiple times and at a certain distance so that it looked like they were placed equidistantly apart.
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Creating Textures


I created each and every texture by hand, none of them were downloaded via the internet or taken via my IPhone 6s Plus, I did it this way in order to test how well I can make textures by hand with a series of brushes that I had at my disposal.

I created a new document within Adobe Photoshop CC 2017 that has the dimensions of 500 x 500 pixels, this is a canvas size mainly used in video games, so I thought it best to use this file size.
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I crated a solid gray later base, to which I used brushed I downloaded from the internet from Evan Lee, his brushes can be downloaded here: https://www.evanartweb.com/
I took one of the many brushes that Evan Lee has created and I turned the transfer tool on, I did this in order to use the opacity pen pressure to my disposal. I created 2 new layers, one for the base brush that I would use and another for the lighter colour.
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Here are the layers that were used. The majority of the texture is on layer 1 and i did some highlights on layer 2.
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Here you can see the final Stone texture that I created for the church chair supports, I created a new layer and made it a darker gray whilst decreasing opacity in order to make this texture darker, which I used for the pillars.

I repeated these steps to create all the textures that are seen within the Autodesk Maya file.

Planning, Sketches and Final Drawing

Here is the initial plans that I used in the creation of the room withing Autodesk Maya, you can see I used a picture that I found on the internet, that I drew over with black ink in order to convey my own thoughts and ideas that I had for the room, such as the addition of a bridge on the upper floors, and having pillars and walls fallen and broken, the lights fallen onto the floor and smashed, of course some things didn't make it into the final shot, but this was my though process on it.
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Here you can see my initial sketch that I made from the image above.
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Here is the final Sketch that I drew in Adobe Photoshop CC 2017
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Pillar falling animation tests

I have created 3 pillar that I played around with so that I can figure out the final animation that one of the pillars in the Maya scene will have.
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The first Pillar I did a motion animation to see how it would fall when animating it going backwards and forwards.

The second one I tried to take chunks out of it, to see how I could make it look like the pillar had hit something and break apart.
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"Dirty" version of the church and basic texturing

I have moved, disfigured and removed most of the church chairs that are within the Maya scene, this is so I can give the illusion that it has been ransacked, destroyed and it truly in a post apocalyptic world. I propped some of the chairs against the pillars, removed some of the supports on one end of the chairs, removed some chairs completely and rotate some so that they are lying down on its side.
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I have added some basic texture to the scene, in order to get a better understanding for what the texture will be, I also did it, so that I can simply replace the colour with a texture and everything that contains that colour will be replaced.

Camera Animation

I have begun to figure out what the camera animation will be for this room, I initially did many takes, each having the camera doing different things at different times, such as, complex camera movements, animating around pillars etc. in the end I went with a basic star to finish camera sequence that pans around.
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https://dhanimproduc.blogspot.com/2018/10/




image3.png




image4.png




image5.png
Width

Height

Orientation ety

@& o




image6.png




image7.png
Layers  Channels  Paths
Pd v @@TOM
Nl | Opacis 100% |+
L I L AT





image8.png




image9.png




image10.jpeg




image11.jpeg




image12.png




image13.png
L




image14.png




image15.png
e Em vew Cee Tos Gopn Wodow Opters hep





image16.png




image17.png




image1.png




image2.png




