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Introduction


- present the premise of the project, introduce roles


Having a large team working on a project across two different countries can be tricky, that’s why communication is very important, considering that some members weren’t familiar with teams I set up a discord server as discord is the most popular communication service one responsibility I took on was scheduling meetings, when setting up meetings I had to consider time zones and availability, I would schedule and notify the team multiple days in advance. Considering that some members weren’t familiar with teams I set up a discord server as discord is the most popular communication service.

Working on the environment design my responsibility was to make modelled assets for the scenes that matched the style of our production, I looked over the script to figure out is needed for the environment , and looked at the work that my peers are making as there were multiple working on the environment, Using that information I have decided it’s best to work on a farmhouse and fences, as other members were already working on trees and rocks etc.


Processes and Methodology

The process of modelling the farmhouse took place in Maya, relaying mainly on basic modelling tools such as extrude, subdivide. The model started as a cube, and the only separate objects were the roof tiles, windows, and door. Originally the model was textured using materials in maya hypershade, later on I sourced material references online and made my own using photoshop. The texturing process took place in maya using the UV editor. The process of modelling the fences took a similar approach. 

Later on in the project I worked on 6 altered versions of the farmhouse using its base model, the key differences were the exterior walls, orientation of the house, an extra story. The process had me encounter issues in maya with the model acting up, I managed to solve the problem by using the original file, deleting history, and freezing transformations, and re modelling certain parts, all of the variants also had to be retextured.


The process of working on FX simulations started with coming up with ideas, the first idea that come to mind was making a clothesline using Mayan cloth fx, the idea originated from the maya flag exercise. 
In principle the approach would be similar just on a larger scale
The idea worked with the project and setting as you can imagine the farmer would most likely have his clothes dry outside in the sun. 

The process started with modelling the clothesline, I used a deformed to make the rope to simulate an arch being pulled down by the clothes. The rest was modelled using the same approach as the environment modelling.


Before the team came up with the idea of using U real Engine 5 I deduced that the best way to make grass for the environment was by using MASH FX, creating the grass using maya FX and mash to randomise and distribute created a genuine look, combined with grass texture and a shader it really came to life. These FX were intensive on the computer, causing a lot of lag and freezes, a work around was to export the FX and use the exported cache in the scene which didn’t stress the machine near as much.


Exploding the farmhouse

An experimental idea I come up with was exporting the farmhouse, in the script the pirate pig drops the compound which could result in the explosion. I thought that the explosion might affect the farmhouse, or the aftermath of the characters actions might. I started the process using mash FX on the farmhouse model, the model was already combines which caused a difficult start for the FX, I triangulated the model to break it down for the explosion which helped in the short term, ultimately after spending too much time on this FX the final outcome didn’t come out as planned and was scrapped.


As we started falling behind the schedule I stepped in to help with one of the characters which originally was not a part of my roles, at the time just one of the four characters was being worked on, I started the process of creating the character by sketching four designs based on the poster concept. I ended up with a final concept for the mutant carrot monster and drew a model sheet to use as reference for modelling. I modelled the character proxy in blender, referencing the model sheet, the key was to get a clean topology and correct shape. The next stage of the process had me export the model as an fbx file to import to ZBrush, I sculpted the character detail using different brushes and tools, once I was done with the model I unwrapped the UV’s and textured the character in ZBrush using poly painting. The once again exported in fbx to rig in maya. I rigged the custom skeleton for the carrot monster, painted skin weights and passed on the character to the team to finish the rig controls.


I started the process of sound design by sourcing first hand sounds and references, I recorded different sounds using a recorder application that came with my phone. In total I have recorded over 30 sounds that were relevant to the project and could be implemented with a bit of tuning in audacity, I mixed some of the sounds using audacity and sent all of the work over to a team member who had a primary role in sound design.


Unfortunately there were further delays to the project, the original schedule had the animation and rendering finished by the first of august, which is where the postproduction and in term compositing was meant to start, upon finding out that the animation wasn’t yet finished during the last week of production, I offered to help with the some scenes and rendering, in the end I didn’t receive any scenes to work on and the compositing stage was scrapped, the animators in turn put the scenes together. 



Conclusion

my methodology on the environment went mostly smoothly, the models were made to fit the style, there were multiple variety for the models in order to avoid the scenes looking the same and the models were exported and made available to the team early on in the production, the reason why I believe that the environment design went smoothly is because I stuck with tried and tested methods, worked on the models stage by stage, updating detail and having the versions available .

Finding the time to take on another role worked out well, while the mutant carrot
Monster was a challenge at times the final character looked good and worked well in the animation.

My work on the sound design went as planned, I collected the sounds and passed them on to a team member which worked out as planned.


On the other hand, The FX was somewhat of a different story, while two of the three FX turned out great, and were exported as alembic and were ready to use, the attempt at blowing up the farmhouse didn’t work out, the reason for this is being less experienced with FX and being more experimental, next time I would ask for some help or advice with FX and spend more time researching and learning more advanced features.

Another let down was the compositing, a role I was comfortable of performing to a high standard based on the postproduction aftereffects assignments. Better communication with the team or better distribution of roles could halve helped the group stay on track and could have possibly given me the chance to work in the compositing.


Overall, I am happy with my contribution to the project, even though a part of my work was left out of the animation, I know that I produced work to my highest standard and made it available to be implemented and used in the production, the problems the team encountered with unreal engine 5 could have caused the delays and some problems but it’s a learning opportunity.

