
3D production design and animation
Animated Environment sequence
The Concept
The concept behind my environment scene is to portray an impending  cosmic event in the form of a blood red eclipse  surrounded by bursts of a  green aurora borealis above an ancient monolithic structure, left behind by an unknown precursor civilization whose traces have been lost to time, in which  its remains have left to be reclaimed by nature  and is now the centre piece for a  network of smaller scale primitive empire who now inhabit the surrounding terrain have long since erected monuments mimicking the image of mysterious structure limited in scale by only the restrictions of mortal limitations and paling  in comparison to the original. 

The Original image
In order begin this project I was able to produce a rough basic concept whilst experimenting within photoshop utilizing photo bashing and photomanipulation techniques, using multiple copyright free images I selected elements from each image separately, edited them with the many tools provided by Photoshop and repurposed them into a new landscape and the first image that would be used as reference to influence the projects outcome.
Before undergoing this experimental piece, I had extremely limited experience in creating landscapes of any kind although by using reference material of landscapes collected online, I was able to successfully produce a high-quality illustration and I feel have succeeded in creating a unique environment that will be the chosen setting developed further for my 3D scene.
The reason I chose to experiment with photo bashing and photomanipulation is because I have a lot of experience in that specific area in Photoshop and due to the speed at which using high quality photo imagery can be incorporated effectively used to create high detailed experimental concepts pieces easier and rapidly to visualise.
The goal for this experiment was to create a foundation image to visualise a large mountainous landscape surrounded by vast open space on an extra-terrestrial planet, drawing inspiration from real life examples from earths wide selection of natural phenomena such as vegetation, biomes, and natural events from earth I wished to portray surreal a combination of a red eclipse and aurora borealis spanning the skies above the land.
This image was then to be used as a reference to refer to in order ensure the aesthetic vision stays consistent throughout the phases of production.
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Making of the assets for previsualization
At the start of this project, I had no experience within any 3D software. The areas where I am more proficient in are illustration both traditional and digital methods, equally so in other areas such as photomanipulation whilst having recently adopted some photo bashing techniques to my toolset alongside my photoshop experience.
Approaching this project  I realised  quickly realised that I took quite well the software and its features most notably the camera tool, image renderer ( with Png) and the lighting features (lights  etc) and began producing  a series of extremely simple low poly geometry that could be then framed by camera  in any orientation I wanted  and rendered as a high quality Png file that I would then transfer to photoshop, allowing me to create  concept and plans within photoshop using myself made 3d assets as blank geometry
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Making of the assets for previsualization (continued)
The reason for this is that I do not like using assets made by other artists and would like to be self-sufficient in all areas and have all assets be generated in house by myself which can then be an asset within my own library to be utilized in anyway.
This allowed me to learn quite a bit through first-hand experience with the software and exploring through a wide array of different methods provided by a number of avenues I.e., YouTube, Artstation and Research in order to achieve the specific vision I wanted, this allowed me to approach the task from multiple points of view with a clear goal and a clear-cut method for achieving that goal and overcoming a lot of issues by utilising the information learned from trial and error and the natural process itself.
This method I found worked extremely well as I was able to generate a consistent supply of incrementally updated versions of my scene as Jpg files allowing me to keep a timeline of progress and updates from the start to end of the project and was a great for purpose of generating concept pages. 


















Layout ideas
The following designs were created by using the 3D assets mention in the previous section.
The vision for the scene had had always included 3 focus points 1. A vast open landscape, 2. The Monolithic pyramid and 3. the Eclipse with an Aurora Borealis in motion to be the prime centre focus. 
Below is a series of concepts that illustrate the camera position across different measures of distance. 
Concept 1
[image: ]
Concept 2
[image: ]




Layout ideas (continued)
Concept 3
[image: ]
I succeeded in achieving this by utilizing Scale well throughout each idea as the individual thumbnails illustrates the same landscape in varying scales of distance and helps emphasizes the structures immense scale in comparison to the surrounding terrain. 
I settled on concept 2 which is the medium range shot as I believe it better balances the scale of each focus point  than what other concepts illustrate, I also believe that this shot is the most ideal to produce as the plan was to create the scene within 3d in smaller scale and to use the  perspective of the camera to  imply an illusion of extreme distance and would also have loss texture and detail due the nature of perspective over  extreme distances, I will  manipulate the layout of the scene in order to better fit my vision for the final composition which was then fully updated further in 3d only.













Research
Setting
the inspiration behind my concept was based on a mixture of inspirations from different Mesoamerican cultures and civilizations such as of the Olmec, Maya, Zapotec and primarily source of inspiration the Aztecs more specifically the site of the Chichen Itza and its monument still standing surrounded by the naturally rough diverse terrain of Columbia, and the main capital city of Tenochtitlan whose ruins and remains are still standing in modern day Mexico.
[image: ]
Mood boards
Using the google web search to collect a variety of interesting imagery of from number of sources that I used to inspire me throughout my development process.
This allowed me to pre plan and clearly visualise the detail and choices of separate elements I wanted to incorporate in my scene such materials, vegetation, and architecture.
(Individual pages found within Development folder)












Production research
I was inspired by the practical effect work within the Star Wars franchise especially by the unique usage miniature practical sets in the prequal trilogy to create the illusion a miniature sets appearing larger on film using digital effects and composited together in post-production with certain physical stage elements and actors blue screened spliced together with the miniature set footage to create the final shots. 
[image: ]
Steve Gawley an academy award nominee for special effects artists shares, “Phantom Menace alone had a total of 2000 miniatures” and also goes on to say to the and scale and rate at which they were” building entire environments. We were building all the Theed city, the Mos Espa arena, Tipoca City and a lot of the Geonosis landscape” as well as segments from the “pod race alone had a number of models built "produced for the film.[image: ][image: ]
(Match sticks painted individually to mimic a crowd at a distance)
I was extremely impressed with level of detail it took to create each one of the physical models and to incorporate them alongside digital elements to make them appear larger than life which is what I aim to do in my environment landscape by utilising the same techniques such as using smaller scale meshes in in perspective to create the illusion the pyramid structure is larger than it seems within frame.
[image: ]
The practical effects techniques and methods used in the behind the scenes of the making of the Star Wars prequal trilogy would translate extremely well to digital process.


 
Scene development
I took the original scene file of concept 2 which included the basic geometry used to render the test image, as a starting point and began looking for methods to create realistic looking terrain to phase out the place holder geometry as it was far to uninteresting and basic.
 I was able to achieve this by utilizing a default addon called   ANT (another noise tool), Ant is an addon provided alongside the Blender software that allows the user to create and generate noise meshes which are fully customizable using sliders and parameters.
Using this I created a diverse range of self-generated meshes in a separate blender file and transferred the selected the few to be incorporated in the layout of the scene.
[image: ]
After having updated the scene’s  landscape with higher quality meshes  I then decided created the clouds by  adding a and ocean modifier  to a flat plane and setting the scale down so that the texture of the mesh looks  an ocean scape with waves but when I rotate the mesh  upside down and inspect the underneath of the plane the mesh then   is inverted and looks extremely cloud like, then I added a volume to mesh to generate a fog  that clips through into the cloud plane creating a unique effect in the renderer.
 [image: ]
(New landscape meshes added)
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This is where I split up the elements into different scenes using the same camera position to work on individual sequences to avoid any complications with the animations.
Next, I created the rippling cloud effect cycling down towards the structure by using the same clouds created earlier and duplicating the mesh and scaling it smaller and adjusting the shape with the stretch tool, I then also applied a wave modifier that and recorded the wave sequence to create a rippling effect.
[image: ]
The same method is utilized as the previous element except the aurora borealis pulses outwards and at a faster pace, this also utilises a wave modifier animation sequence with a change to the timer setting allowing it to play more frequently.
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(All the individual animated meshes the cloud, aurora borealis and eclipse)
These two animated mesh panels are then placed outside of the camera scene and will play through the sequence and appear emerging from the clouds at the chosen timings within frame.
The scenes are split into 3 blender files, each file includes the same environment in which different animation sequences will be taking place within the individual scene files, this was done to lower stress on my workstation during the production, animation and rendering processes of the scene Aswell as to easily animate separate elements which in return also began limiting the issues with my pc rig.
The scene itself and 3D software was far too taxing on my current pc as a recently purchased workstation had been delivered with faulty hardware leaving me with my old workstation to complete the scene until the company, I originally purchased the new hardware from is able to provide me with a replacement rig. It seems this will not be till after the submission date restricting some areas my scene Unfortunately due to this, I was unable to texture the environment because of this set back.













[image: ]
Fortunately, I was able to render each scene untextured as well as the accompanied animation sequences in full with the resolution being 1920x1080 with minor compression although this itself took longer than expected with 4-5 hours between each render cycles, this is due to the amount of individual assets used in the creation of the scene causing my hardware to function in limited capacity due the stress on the system.
(All individual animation sequences can be located fully rendered within the ANIMATED SEQUENCES folder). 
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