	
	
	



James Price 

MA 3D Computer Animation 
ADGD7008  : Major Project 
Final Report 

Summary of roles
For this project I was a joint team manager along with two other Chinese students – One who created the Narrative to begin with , and another who drove the idea to use Unreal Engine software, I created various sound effects and I was responsible for the final outcome of our Branding as well as the introduction / title screen segment of the final submitted production.  
Aside from this as a support role, I created two props which were a barrel and a water tower, which were not used in the final production. 

Team Managing 
Most of our team is based in China and English is not their primary language. In an effort to communicate effectively I downloaded the Chinese version of WeChat which has a built-in translator, and maintained regular communication with everyone through that and Teams.  
	I regularly communicated with individual students on a one-to-one basis since the beginning – before any roles were assigned or documents of intent completed, I’d already kept every student informed of each other's desires for roles, and which roles would be best for others to fill in response to feedback I received. 

Very early on I created a Teams room – and gave every student their own folder should they wish to deposit assets there. There were also various folders for sharing different elements of the production. 
After intent for roles was finalised, I created a Gant chart schedule which outlined dates which specific tasks ‘should be’ completed by, this was to allow enough time for other roles to be given the time they required to not be rushed.
As the project went on and complications were reported to me, I in-turn reported those issues to the students whose work might be delayed or effected because of the issues.
The role of Team managing was an ongoing process until the final deadline – mostly checking up on members, communicating necessary information between relevant parties and ensuring some semblance of a product arrived in the final presentation. The role was deeply connected to the storyboarding and general direction of the production.  





[image: ]
The above schedule clearly outlines every role involved in our production, dates they should be completed as well as dates for progress reports. 
Some roles overlap others, this is to give some freedom or allow for closer collaboration in implementing the created assets. 
The schedule deadline was the 15th which was intended to allow us to assess the final outcome, make adjustments and do last minute work. 











Storyboarding 

We were presented with the Original storyboard by Zhongqi , and while the script was fine, people would require more information regarding certain scenes. 
I initially felt that the protagonist lacked any real Motive, and the characters generally lacked any real connection to one another.
I could see one very easy tweak which would have partly remedied this – in showing the old man and the rabbit being friends, using Photos sitting ontop of the cupboard in the opening scene. 
You could also have had a photo of a prized carrot next to them – which deepens the connection of the Old man to both the Rabbit and the carrot. [image: ]
There was a scene where the old man falls over from shock – which I decided would be better not at the end of the show, but mid action, where his best friend and his prized carrot are engaged in mortal combat rather than after it had all happened. 
 [image: ]

Beyond that, I made various notes and pointers on certain scenes regarding expression and what we might do with the camera to make those scenes more engaging. 
However, as the project went on and certain elements of the narrative were cut in order to allow the Animators and renderers to overcome their hurdles and to allow everyone else a chance to finally do something regarding their roles.
This meant we had to adapt certain plot elements; we no longer had the old man – which meant the opening sequence as well as another key moment related to invoking emotion could no longer be realised. 
[bookmark: _Int_Wvd1ycHN]I suggested having the Rabbit be the one who owns the house, and that he be defending his own carrots. In the below panel you can see instead of the Old man we have the rabit looking out of the window as the first scene. 
After noticing the Bike belonging to the Pirate pig he goes outside to investigate – that scene then ties into the chase , which ties into the grenade throw. 
[image: ]
I illustrated feasible ways in which we could immersively cut the old man and retain a solid beginning, middle and end format, while also making good plot driven use of assets which had no apparent role or purpose ‘yet’ such as the motorbikes. 
As we can see below , the Bunny would enter the scene riding his bike – then notice the Pigs bike, etc etc
 [image: ]
The setbacks and delays other team members encountered meant none of this could be properly realised in time, though some of the notes and sketches relating to the camera action was taken onboard. 


Branding 
Based off initial ideas drafted by two other team members, I took one particular ‘sketch’ further into development. 
The first issue that needed fixing was that the sketch was a low-quality Jpeg image, with very messy lines and uneven, semi-random colour work. This needed to become a higher resolution or vectored image before being implemented into a finished Logo.
 [image: ][image: ]
I took the initial sketch into Photoshop and began tidying up the lines, filling in white gaps, and removing unnecessary colours. 
After doing so , I searched for a suitable typeface from the Adobe library – downloaded it, then manipulated it around this image. 
Rather than simply have the image next to the text, I had it replace and displace lettering – so the little carrot sits where the letter ‘i’ would be, and he is holding the ‘i’ in a very cute and humanising way. 
Being happy with the placement I took the carrot character into Adobe Illustrator and did a vector trace of the image, adjusting the values (amount of anchor points, smoothness, edge retention and colours etc)  until achieving the best result. I had to make minor manual alterations to specific lines and colours before exporting back into Photoshop to move onto the next stages. 






At this stage I hadn’t thought of putting the logo into a wooden sign, and I was considering how best to have it come onto the screen and how it would be presented. 
I added various shapes behind the Logo , tried out different colours, filters and effects while also considering how it could be animated.
 [image: ]PS. I did make a spelling mistake
I previously did a logo for a client where various elements of the Logo come together in different ways – rather than having the whole logo just spawn in from somewhere as a whole. 
For example, I could have had the background shape be on screen by itself – the text could fall in letter by letter then the carrot comes in from the side and displaces the letters to arrive at the final Logo format. 
I opted against this trail of thought when I thought about animated movies having some kind of 3D animated or detailed environment where you see some scenery and the Logo / subject come into it – giving the logo a context, for example ET flying in the bike basket – as part of the Amblin Entertainment logo. 
Keeping with the style of our production , I decided the Logo would be sat on a wooden sign post – it's a farm , it’s in the middle of nowhere , things are typically ‘makeshift’ and not cleanly produced. 
I looked at some wooden signs and began drawing my own in Photoshop. 
[bookmark: _Int_WTJEptWZ]After creating a signpost, I could not just slap my Logo on it and leave it, I adjusted the logo opacity to be slightly transparent, allowing minor details of the sign to come through and dimming the overall intensity of it – I went through varying stages of layering and merging effects to arrive at what you currently see. 
I also felt that if we pretend this Logo was ‘painted’ onto the signpost in a makeshift way, there might be some messy paint marks around it composed of the colours in the logo itself – so I created this effect. 
I remembered in a presentation in the eariler stages of the project, that one of the team members had been experimenting with Unreal Engine and created a nice-looking scene, with grass, rocks and a nice blue sky.  
I took a screenshot of this scene and blew it up to a size which would allow it to ‘scroll’ across a 1920x1080 resolution screen. 



The render while nice wasn’t meant to be the focus of the Title shot, so I gave it a soft box blur. 
With all these elements together I tweaked values for colour balance, tone, contrast, brightness etc – which I think produced a believable merging of the various assets.
 [image: ]
With all that done, I took the work into Adobe After effects and inserted keyframes to move the different assets across the duration of 5 seconds. 
At this point I felt like something was missing – which was sound – either atmospheric or musical. 
Overall, looking at the logo and the scene, I felt the ‘mood’ was a happy one, so the sound needed to reflect that. 
I plugged in my Keyboard and began trying out various different compositions for a suitable whimsical Jingle. I arrived at what you hear in the clip and made a note of it. 

To record Audio from my Keyboard I needed MIDI reader software, Adobe Audition is not capable of this, so I did some research and found that MixPad software would suffice. 
I recorded the piano piece, then exported it into Adobe audition to do a final cleanup – cut the audio down , removing excess silence, I adjusted the timing slightly between the first half and the last two notes – which meant cutting the track into parts. I also made very small tweaks to echo and reverb then exported that again as an MP3.  
I added that sound to the After Effects project and exported it all as an MP4 / H.256 allowing for easy sharing with the student responsible for compiling the final video. 






Sound Effects – Explosion , Laser , Granade 

I created a laser gun shot, explosion and various grenade related SFX 
I began by going around my home banging things – then considering what I heard and how that might sound after I manipulated them. 
The explosion was from me banging a thin metal sheet filing cabinet, it had it’s own internal reverberation – which I thought was a handy natural effect, as that is one element you’d look to enhance when trying to imitate the force of an explosion, reverberating through the environment and atmosphere. 
I recorded the sound on my Phone, not the best recording device but it’s what I had on hand – and uploaded it to my PC , where I imported the sound to Adobe Audition. 
Firstly, I cut any pauses or silence from before the sound, then I silenced any sound after. Doing this gave me a few seconds of empty sound space which could carry the echo and reverberation from the initial boom should I wish for it. 
I tweaked the frequencies which held the most ‘atmospheric’ noise to make it less apparent, then used the denoise effect to further limit unwanted interference.
 Big explosions sound great when they partially distort what the microphone picks up, for this I used the distortion feature of Audition.
Followed by a ‘tight’ echo effect, I wasn’t sure if having the explosion sound off into the distant atmosphere would be best for the shot in which it happens. (Because I wasn’t shown the scene until it was too late)  
This isn’t enough, so using the reverb feature – I could control which frequencies get boosted bass or treble, and at what sound frequency I wanted the explosion to ‘die out’ 
Finally, I made changes to the decibel output and did a soft limit on frequencies which are uncomfortable to hear.  















For the laser sound effect, it was much of the same processes, but I wanted a bassy ‘energy charging up’ sound, followed by a more pronounced wispier release of energy. The initial sound came from my own Vocals.
Where this differed from the explosion was that it needed to be taken into Multitrack – in order to process each sound differently. 
[image: ]
In the above image you can see in the panel on the left - various processes used in creating the sounds. 

The ‘grenade pin pull’ was one simple rattle of three metal knobs I happened to find – hoping to imitate the spring loaded ‘ping’ you’d head from an actual grenade, other than a simple cleanup of the Audio nothing else could be done to it – at this stage I had been made aware that the group had found a stock effect for this. 
The Grenade bouncing off the floor SFX was me hitting a stone tile with a piece of metal, along with the standard cleanup of the sound in Audition, I also cut copied and repositioned each separate bounce sound to give a timed bouncing effect.  
I also reduced the impact (volume) of later bounces compared to the earlier ones along with adding very subtle echo, reverb and distortion. 

These were available, but the editing portion of the production was done uncomfortably close to the deadline, which is why they weren’t used. Though the explosion used might be mine, it sounds similar, I’m not sure though. 

These SFX were created late into production , close to the deadline – ideally I would have liked to have had footage to be able to adjust echo, reverb and decibel limits etc  based on timings I could see, had I seen or been given footage with ample time to spare I could have done more custom soundeffects, relative to that.   





Props – Barrel and Watertower 
 
I created both props using Blender software alone. The idea was to create rustic, basic space fillers to be used in whichever scene the scene layout team felt appropriate. 
For the barrel, starting with a basic cylinder, manipulating the shape along the face edges to get a swell at the mid-point. 
Subdividing to give more freedom to manipulate certain areas, I created loops and extruded to create metal binders. Finally using Boolean to soften harder edges 
I manipulated the material properties for colours to arrive at what you see here[image: ]
This water tower followed a similar trend, though slightly more complex – it still only uses basic shape manipulation and processes like subdivide and shade smooth. 
[image: ]
These images are by no means high quality renders, these are purely for speedy rendering and asset assessment purposes. 
[bookmark: _Int_ke10np3z]Exported as .OBJ files – though they weren’t used, since we had to divert scene ‘layout’ people to emergency rendering duty. I didn’t want to unnecessarily stress people out by saying “Can we put this in Scene X” - these props are fairly inconsequential to the overall production; and as people were struggling enough with other issues I didn’t increase their workload.  



Conclusion

The methods used in producing each assets were effective and time efficient and produced no real  problems or complications. 
I did take excess time with the branding and SFX, testing out all different effects, playing with values to learn the outcomes, especially with the SFX as that was entirely new to me. 
Now I have a solid grasp on what processes do what and how manipulating certain frequency ranges might effect the output of a sound – particularly when you combine those tweaks with effects which implement ‘feedback’ of some form. 
There were times making the explosion where the bass was to high on the low end which made it sound more like a nuclear bomb, then in changing a different value it might sound like it’s being played out of a 1940’s console radio. I never considered these things as problems as I was on my journey of discovery.  

Managing, or at least helping to manage a team wasn’t something I ever considered difficult, I like engaging with people and experiencing the differences in personality – and tailoring the approaches you might take to each individual or situation, I know some students who were more prone to being upset while others were just happy to be there. I am sure people will have varing opinions on how this project was managed, but for my part , I think I did what I could. 
The storyboarding was effective to some degree, though it wasn’t possible to utilise it all – and I knew early on that given the drastic amendments we had to make with regards to complications, that the storyboarding would be a very loose guide rather than solid direction.

There is one issue – created by me, something which I only noticed after the deadline, and that is a very small floating smudge to the left of the sign – where I’ve failed to erase a mark I had made. 
It may not be a huge issue in this production, but it is something I must take extra care with should I work on something which is mass produced or seen by many people. 
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Scene 1 - Photographs
Notes

Photo 1: should be the Rabbit and the Farmer -
To show thelr friendship , and to give motive to the plot.

Photo 2 : should be the Carrot ,
to glve emotional welght and backstory to the Monster carrot.

CAMERA : There needs to be a closeup of the Old man and the Rabbit photo

High quality Picture frames and Photo images
need to be made for this
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Scene - Shocked Farmer - 00:53 to 00:55
Notes

This scene should be moved backwards to the same time as the bomb

explodes (he begins to get up out of his chair to see what’s happening)
and the Carrot becomes a monster (the reason for his shock).

Camera initi

ly situated near the window -

This would serve to break up the fight scene with and make the sequence - we watch him approach and look out the window
far more engaging. - cut to behind him - room establishing shot
- he witnesses his beloved carrot and the rabbit fighting

CAMERA : expressions need to be captured In mid / closeups
- He falls down in shock (Poor old man)
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