Blog – 3D Production Design and Animation

All of the posts from first to last: 
List of what I’ve done:

-          -Ghost in the shell (futuristic) < theme
-          -Ralph McQuarrie concept designs for Star Wars research and presentation
-          -Sketches and design research using photoshop and reference images
-          -Bouncy ball MAYA
-          -Sketches of rooms

What I need to learn/ improve:

-          -Understanding of MAYA
-          -Modelling and animating on MAYA

What I plan to do:

-          -Work on room designs
-          -Work on Layouts
-          -Work on furniture/ accessories designs


This is my first 3D design of the control room in my spaceship, the design has a lot of straight lines, edges and is very polygonal with no curves to it. I like the simpleness of the design but there's definitely room for improvement. I might expand the design by adding an open room (like a main deck) that leads to the main control room.

While working on my second design of the control room I decided that I will experiment more and challenge myself in MAYA. The design still has a sharp look to it, but now has more shapes and angles to it.
After I made the main control room I knew I needed to expand and decided to base the control room on the deck, to make the control room stand out I placed the main deck at a lower x axis so that I can make steps to the control room making it the main part of the model and giving it more importance. 


This is a photocopy of my first rough sketch for the control room, in the sketch I have a control panel desk going around the room, a window focusing on the outer space, a monitor display to the left of the window and meter bars to the right and a chair for the operator. Besides all of the light coming from the monitors and control panel the control room has a light source coming down from the ceiling.


Once I was happy with the placement of the deck and steps I decided to work on the walls and angles of the interior of the space ship, I wanted to continue with the angles I presented in the control room, but found it challenging to match the same look and make it symmetrical but it felt very rewarding once I had it done.
At this point I am thinking that once I finish with the main walls there will be a lot of open space in my design and I am thinking of ways that I can fill that space using objects like chairs, desks, screens, lamps, maps and furniture, but what makes it more challenging is the fact that it needs to fit the futuristic sci-fi theme I am working on.


As part of my research in concept designs and the process of creating rooms and sets I have created a presentation on Ralph McQuarrie the concept artist known for his designs in Star Wars.


Further progress on the design: working on walls and ceiling, added a hologram planet projection in the center which is like a sci-fi map.
Finally finished off making all the walls and ceilings making them symmetrical also started to work on light sources. I still need to add light source models.


What I need to do next is make my own textures for the planets (I already made a space texture on photoshop and placed in inside of a large sphere of which my model is to give it a 3D effect.) I've already animated a camera view which showcases the model - I also need to finish off animating the lights and button movement for the control panel.


This is a screenshot of my design with more detail and texture, I added more detail to models such as buttons to the control panel alongside display monitors. I used different textures such as blinn and lambert and different colors opacity levels etc.


Control panel buttons texture and animation progress - I decided to keep some of the buttons in a dark gray color (blinn) as they stand out on the light gray surface but did change some of the buttons to transparent colors of red, yellow and green, as they already look very vibrant and stand out I decided not to add any light source coming out of them but I will animate some moving up and down.


This is a clip of my progress in a 250 frame render 720p 24fps. The clip has basic texture and camera animation, planet animation and more.

Planet texture designs on Photoshop


So far I have modelled just about everything I wanted to have in my design, I have all of the important textures which I applied using MAYA hypershade using different colors and settings; as for the more important objects that needed more detailed textures I have created textures on Photoshop using different brushes, layer settings and tools such as blur and liquify. The textures that I am regarding about are the planet textures and outer space. I also have a final camera animation showcasing the room which I am happy with. As for the animation I have animated multiple objects besides the camera; lets start off with the round ball which is levitating over a table projector which is meant to be a projection of a planet which serves as a map. I also have some of the monitors and displays animated to show moving objects or objects enlarging giving them a forward motion effect – some of the screens have animated text such as ‘approaching planet’ and ‘hyperspace’ which is on the main screen in a green SWGreks font which looks futuristic and sci-fi in my opinion. I have certain buttons on the control room animated moving up and down as if they are working or clicking, by the control panel I made a sphere and a polygon animated moving around by the controls which makes it look like navigating devices used to control and steer the ship. And finally I grouped the 3D sphere planets and animated them moving towards the ship as seen through the screen giving an effect that the ship is moving in space. Originally I was also thinking of attaching another sphere to a path to orbit one of the planets but I thought that would not be realistic as the spaceship is so close to the planets and for a short amount of time that the motion wouldn't be noticeable.


Comparing my final design to my early designs and sketches: Most of my sketches have one main difference from my final which is the chair(s) I decided not to go for a chair in my final model as I wanted to make my design simplistic and original, from watching sci-fi movies like Star Wars since I was a kid I remember most space ship control rooms having chairs but the main controls being either without a chair as much operation isn’t needed or just being automatic on auto pilot or such. I also thought about the style a lot, there was a number of different styles I wanted to approach such as very futuristic, old school sci-fi, curved and smooth shapes, sharp shapes with edges, very boxy shapes and then the color comes in play… In the end when designing my model I initially went for a very boxy room with basic rectangular shapes with little variation but soon enough realized that is not what I want to go for in my design. The second model I started working on I decided to experiment and push myself more in MAYA, the effect was surprising, I managed to create an old school sci-fi theme with sharp shapes but with diversity in design. I wanted to have a healthy mix of style and shapes keeping it fresh but original; an example of what I am trying to convey here is the way I used a lot of straight lines in my design and actually used no curves for any of the walls or ceilings to keep consistency but had curves in equipment such as the curved shaped control stand which is a manipulated torus shape which above the holographic ball is levitating, besides that the only curved/ round objects are some of the buttons, the animations on the screens and the planets which are outside the space ship. (images of sketches will follow in another post as I need to have them scanned)


In conclusion I am pleased with my final design and render. I am happy with the model and style, I feel like I kept consistent and reflective of the sci-fi genre. What I would change to improve my design would probably my textures, I’d work to make more textures not only for the planets but for the interior of the ship as well, for example I would make textures for the floor and walls. I could make a metallic design with pipes or storage units or perhaps more detailed design such as painted on lines or pattern/ logo(s).


All of the sketches and designs
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