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Introduction

In this project, I planned to make a short animation about one chapter of a long story. And in terms of results, I did succeed in making the story that I wanted to show. I almost done every shot that I made in the storyboard, and even made some of them better. Even though I had some problems along the way that messed up the whole animation process, just like found some binding problems when I made the animation, or when I rendered it, I found some lights or animation problems. All of it looks chaotic, but the good thing is that because this is an independent project, these problems are easy to solve. Although there were some twists and turns in the process, the result was still good. But, the results were good, I still think there's a lot I can continue to improve on.



Pre-Production
Modelling

Simple style shows only the basic skills

In modelling part, as an independent project, I chose to use the Minecraft style to reduce my workload. It is reasonable, but Minecraft style character model can also add more details to it. Like the texture or add hands. And these are the things that I can improve for my project, but I don’t. Although I make some details for the shapes and make the face animations, I think it is still not enough. It only shows that I have some basic skills for modeling for an animation but seems like not enough for find a job.

Models needs more details

And for the scenes model, I use some other software to add details for it, but it still does not look good. Not much design, lots of repetitive elements, I use the Minecraft cube texture for it, but I think I even don’t use more than 10 different textures for it. So, absolutely, there are lots of things that I can improve for the models.
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Rigging

Using clothes system will be better

For the characters rigging part, I don’t think there are lots of things that I can talk about. Cause I use the Minecraft style, I don’t need to think about the muscles’ movements when the characters moving. But there is still something that can be improved, like the clothes. When I am rigging the body and the clothes, I just put them together and binding on the same rig. Only repaint some part of the weight for the clothes. So, if you pay close enough attention, you will find lots of problems when my characters are moving. If I use the clothes system for the clothes, I think there is a better animation for my characters moving, and I can even make the clothes move with the wind.


Production
Animating

Talking about the animation, even though I’ve made 37 shots for it, it is still not enough. At least, I didn’t make all the shots I’ve made in the storyboard. And I've also simplified some shots. Therefore, just only talking about the whole animation, there are lots of things I can improve for the animation.

Animation needs more force

And if talking about the details of the animation, there are lots of other things that need to be improved. For example, the movement of the characters. You can hardly to feel the power from the hit or some other movement. Especially the long fight shot, the reference I used is a 2D long shot, quick fight animation, and I tried to make the animation like that, but at the end, seems like not good enough, and there are some skills that can be used in 2D animation for increase the power cannot to use in the 3D animation. So, maybe next time if I want to make some shots like that, I think I will find some other 3D references instead of the 2D references.



Face’s details effect the emotional expression

Except the movement, there are still some things that can be improved in my animation, like the face animation. Because I chose the Minecraft style for decrease the workload, there are not enough things for the emotional expression. The only things I can use for it is just the movement of the eyebrows, and there is really less emotion can be showed with only the eyebrows. And also there is no any tongue or teeth in my characters’ model. And this cause lots of words will seems like same in my animation, for examples ‘mouth’ and ‘mouse’, the different between these two words is the tongue and teeth’s position, but my characters don’t have this, so it will be the same face animation in these two words. Maybe next time, if I have more time for the animation or maybe with a groupwork that I don’t need to use a simple style, I think I can make better animation for the face animation.
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Lighting

The troubles with the moving lighting

Talking about the lighting, actually I really got some trouble with it. At the beginning, I tried to make a mesh light that can move with my character. At the render view, with the single image, everything seems good, the light work as what I want. But when I rendered it as a movie, I found the problem. Choose every single image, it will all be fine, but put them together, you can see the light flashing all the time when the light moving. I don’t know why it happened, maybe it is because every time the light moves the lighting effect needs to be recalculated, and every time it recalculates cannot make the same effects. I tried lots of things to deal with this problem but all of them didn’t work. Therefore, you can see some shots with different lighting, and these are the shots that I use the fixed area light to instead the moving mesh light.




Post-Production
VFX

There are two parts of the VFX I can talk about, one is the particle system in Maya, another one is the 2D VFX. 

Easy flame with particle system

About the particle system, I use this for the fire effects. In fact, I planned to make all the VFX by the maya particle system.  But at the beginning, making the magic cycle for my animation, I just got some problem with it. I couldn’t use it to make what I wanted, and I couldn’t find any instructional videos either. So, I just gave up, only use it for what I can deal with it, the fire. and made other VFX in AE, the VFX software that I’m more skilled at. And about the fire I made, I didn’t use any very special techniques, no any expression, no any other things, only just change some common attributes. And render it with low resolution, so that you cannot see lots of details on it. And these things absolutely can be improved.

Using 2D effects instead of the 3D effects

About the 2D VFX, I use lots of the plug-ins for it, but I only use one or two functions from each plug-in. in other words, if I spend more time in figuring out what each of these plug-ins does, I’m sure that I can make a better VFX for it. And about the lighting of the magic cycle, I made it by making a red light from maya and rendering it with other lights, therefore there are some disconnectedness with my magic cycle and the lighting effects. Maybe next time, after deep learning about the particle system in maya, making all the effects in one software can improve this.



Sounds

Sounds will get lots of things can be talked about, the dialogs, the effects sounds and the BGM. But I'm fresh for the sounds editing things, so there are lots of things that can be improved in my project.

Ai dubbing, simple but flawed

About the dialogs, AI dubbing is absolutely a good thing for the independent projects, but it is also undoubtedly not as emotional expressive as the live-action dub. And this problem is even worse on the free AI dubbing I use. And you know that actually I’m not good with English, so maybe next time, if not making a group project, I think I will just make a no-dialog animation.

Larger material library for the better sound experience

And the effects sounds, I didn’t spend too much time to find some more suited effects sounds, I just use what resources I used before, the Minecraft's sounds and the RPGmaker’s sounds. There are actually less sounds I can use, therefore you can hear lots of repetitive sounds and some sounds not too fit. Although, use some free resources is reasonable for a student project, it is not good for the future jobs. Having a stable, large number of resources, paid-resources website is more conducive to the future of animation. Although learning how to do voiceovers on your own is much more developmental.




Changing the order in which I look for BGM might suit my habits better

The BGM, actually, I’m really not good with finding a suitable BGM for something. I had an internship at a media company where the workflow was more geared towards finding the right cuts for the BGM. And I think I’m better on this, I don’t know why it’s like this, maybe it’s because I didn’t listen too much music without lyrics, so that I’m hard to find suitable music when I need it. Maybe in the future, I will find the BGM first and then think about what shots I need.

Needs more learning for the sounds editing

And the last part of the sounds, the whole sounds editing. This is the first time I use some software to edit the sounds, adding more effects on it or maybe make it lower or higher. I don't have too much time to learn it, so what I have done in this time is just adding some echo to make it more like in a tomb. Maybe after a deep learning about the sounds editing, I will do it better.



Video editing

I don’t think there are too many things can be talked, it is not like a film or tv shows, need to find the better footage from large number of the footages. What I did was just put all my render shots together, and maybe edit the speed of some shots. And because when I render the shots, I was already making all of them with the same lights, so I even didn’t make the color correct for my animation. The thing I spend the most time in video editing is just putting the sounds effects to the right place. I know this is not a normal video editing workflow, but maybe it is because this is an independent project, so that I don’t need to spend too much time on the video editing. Maybe in the future, making a group project, so I can clearly know my strengths and weaknesses in video editing.
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