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DISCLAIMER
Unfortunately, due to poor time management, there is no fully rendered and realised version of the proposed animation, however I hope the following evidence will allow whoever this concerns to judge my work to an acceptable level based on the potential it demonstrates in a fully animated short film.


Characters
For this assignment, I decided to create two characters for a film about interaction between them. The characters previously designed in ‘ART DIRECTION’ are Wynn; a young nun whose confidence outsizes her body, and Cassian; a father of the church whose surprise at Wynn’s sudden reappearance outshines his normally lax attitude. The intended relationship between the two is that of disconnected family, specifically grandfather and grandchild who have not have the best of interactions when seeing each other last. To create the character models, I sculpted the busts and bodies in Zbrush, rigged and UVed the optimized models in Maya and textured the models using ArmorPaint (a Substance Painter alternative; for colour marking and segment seperation) and PaintTool SAI (a digital drawing application like Photoshop or CLIP STUDIO PAINT; for more detailed textures and accurate to character colours).
Because this was my first time doing both character modelling and sculpting, I used the creation process for Wynn as a more practiced-based test run; so I could learn on the job and take my time to figure out the next step whenever it was necessary. For this reason, only the sculpting process for Cassian was recorded. Below is a video timelapse of the mentioned sculpting process, which was originally approximately 8 and a half hours in length but is now only 20 minutes long, so as to make watching the process much more palatable and convenient.
The tools and processes that I used in this video are all found or easily accessible within ZbrushCore, which is a version of Zbrush with only the ‘essential’ tools. Using this version of the software means I had to have a more tactile approach when creating some aspects of the sculpting, such as using Booleans and optimizing the mesh.
Once optimized in Zbrush with displacement maps to match the now lower poly model, I imported an FBX formatted version of the model into Maya. Here I manually UVed the model using the ‘3D Cut and Sew Tool’ so that the layout would make the texturing process easier, which I did after laying out the UVs in a new UV set.
Below are the multiple different versions of the texture maps created for both Wynn and Cassian. These GIFs display the evolution of the texture maps as I went back and forth between ArmorPaint and SAI to test what looked good and what needed fixing without having to struggle to make changes with ArmorPaint’s difficult to use painting tools.

Environment
The environment seen within my film is based on a typical small British village church. Previously in ART DIRECTION, I had made calculations based on online 3rd party information so that I could model an accurate to size church interior; this included the ceiling and arch height, the width of the aisle and all measurements of the pews (all of which is size appropriate for an approximate sitting capacity of 100 people). Parts of the interior (specifically the walls, aisle, pews and support columns) are assets taken from the previously submitted ART DIRECTION module that have since been modified and optimized. Additionally, the placeholder-stained glass window has been replaced by an entirely new asset of a higher quality with smaller accompanying windows bracketing each side. Entirely new assets within the scene include the table located by the side wall, as well as the tray and candles that sit on top of it.

Areas to improve
Due to poor time management, the results of this assignment are simply not acceptable by an academic standard. To improve results in future projects, I should focus all my attention onto time management, as good quality assets and work can not be used to their full attention if there is enough time to implement them, as was the issue with my animation this time around.
​
(BELOW IS AN ASSORTMENT OF SCREENSHOTS, WHICH INCLUDE PROCESS SHOTS, TEST RENDERS AND VISUAL ERROR TESTS)


