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The first day of the 3D Film Making module; The Spacey's.

3D Film Making is a follow-up production stage to the Art Direction module, its specification requires a single animated sequence in MAYA that is 40-45 seconds long. In this case The Spacey's has a full portfolio of research, designs and planning which was made for the production to go smoothly. In total the portfolio consists of 35 pages that cover the script, storyboards, character design, environment design, prop design, branding and a lot of research.

My approach to start the module was research, I started by looking at different directors and their film making styles as well as analysing popular film scenes to figure out tempo and timing. The research helped with developing my own style for the animation and timing shots in the sequence. The next step in my production plan was 3D modelling, having the characters and scene ready early on is important because it lets you see what works and what doesn't and leaves plenty of time for changes.











Inspiration

Film directors

[image: ]Steven SpielbergS. Spielberg, source: Empire Online


JJ Abrams

Michael Bay

Quentin Tarantino

Colin Trevvorow




Animation directors

[image: ]Tim BurtonT. Burton, source: IMDb


Brad Bird

John Lasseter

Hayao Mizayaki

Pete Docter




Different Genres and Styles

A director has a lot of influence over the whole production process and shapes the style of the film. Many directors have their own distinct style which reflects in their movies, some are dark and eerie while others are action filled and suspenseful.

There are some differences between directing a film and an animation, films tend to be higher budget, allowing for more experienced directors, staff and cast; as well as better equipment. Directing a film also involves a human relationship between the director and the cast which you don't get in animation, this doesn't mean that you can't achieve human-like emotion in an animation, but it takes skill and a lot of experience to make an animated character feel human like and relatable.



Star Wars: The Clone Wars

One of the biggest inspirations for this project and for me in general is Star Wars. The movies remind me of my childhood and always had me griped from start to end, wanting to know more about the lore, characters and force abilities. George Lucas himself is a great inspiration, the creator of Star Wars, defying all the odds in 1977, creating a blockbuster.

The Clone Wars is a very popular animated Star Wars series that started airing in 2008, created by George Lucas and directed by Dave Filoni. The show has great ratings from fans and critics alike and has a unique style as well as some of the best quality animation for a show. The show has been recently renewed for a seventh season with new episodes coming out now.

So far, the new season is revolutionising the standards set for an animated show with movie like scenes, angles and motion capture.



Movie Clips

Figuring out pacing is an important part of the production process, when the pacing is too slow the film seems like it drags, on the other hand when the pacing is too fast it bombards the viewers with too much information. A well-paced film seems like the scenes are in unity and provides a smooth experience.

A good way to figure out pacing is to look at movie examples, or at least popular scenes.



Space Odyssey - 'Hal open the pod bay doors'

Close up of Dave's face looking into the camera telling Hal to open the pod bay doors, his face is serious and is lit up orange yellow colour. Hal rejects Dave's command to open the door. Wide shot of computer room. The back and forth exchange goes on for about 1.5minutes, the scene is effective and keeps the audience in tension by using close ups of Hal and Dave, the lighting also sets the mood of the scene really well.

Youtube: https://www.youtube.com/watch?v=qDrDUmuUBTo 



[bookmark: _Hlk40037708]Close Encounters of the Third Kind - Roy's First Ufo Encounter


Scene starts with a close up of Roy seemingly lost looking at a map in his car, moments later the letterboxes outside start shaking from left to right. Camera cuts when Roy turns around and points his flashlight out the car (at the letterboxes) camera is now pointed at letter boxes with Roy in the background. Lot of different camera shots including close up of letter boxes followed by close up of Roy looking out the car window. The radio in the car starts playing and Roy's flashlight goes off and immediately after his car light goes off.  Scene gets darker with an outside shot of the car followed by a blast of light coming from the sky directly above the car.


Youtube: https://www.youtube.com/watch?v=HYtuw0c3dJ4


Both of those scenes relate to my script in genre and can be used to help figure out the timing of my shots. I like how tense the scene from Space Odyssey is, the back and forth close ups were really effective and didn't require a lot of action or dialogue to get that across. Close Encounters of the Third Kind was faster paced and had more going on in the 


3D - Environment

Once all of the research and pre-production is complete it's time to create a 3D environment and characters.


[image: ]The Spacey's short takes place in the family living room, the scene is important and needs to be set up properly.

The first design on the left shows the layout based on the sketches and research from the portfolio, the design made using MAYA 2019 has a simple look with basic texture and lighting to demonstrate if the layout works. The scene isn't bad for a first design but needs more detail and furniture as it looks too empty, the lighting is also a place holder, but it gives a good idea of depth and shadows. This proxy can come in handy with animating as it can be subject to changes and isn't too distracting with its low level of detail but gives a good indication of the set.
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All of the pre-production work was extremely useful, it served as an instruction when it came to modelling the scene and really helped with the layout and scale. The original proxy model was a mirror reflection of the final room design, this was subject to changes at a later stage but was a great starting point.



3D - Characters

[image: ]Creating a 3D character can be difficult, especially deciding if you want to stick with the pre-production style or try something different. Jack Spacey had many designs in the portfolio, most of which had a similar cartoon style; which looks good in 2D but might not have the same impact in 3D. The important thing about Jack's character is his quirky personality and his character description; fiery orange hair, smiley expression and his skinny tall build.

When it comes to creating a character in 3D you need to have the right software and hardware, there are many options such as Autodesk MAYA, Houdini, ZBrush and many more. The programs differ in their UI, controls as well as tools but it mainly comes down to personal preference. The modelling programs used in the 3D production were Autodesk MAYA and ZBrush.

The approach to make Jack's character was to start blocking out his body to get the right proportion and shape.


[image: ]


After achieving a rough body shape it's time to add more detail, and working on the face, hands and feet.
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While working on the final touches of the character I came to a conclusion that the flat hairstyle doesn't work well in 3D, after getting some feedback I decided to revisit the hair and change things up. After changing Jack's hairstyle I've started making clothes, this was a challenging experience and took a lot of time. I modelled the shoes based off my pre-production design using different subtools and brushes on zbrush. Making the t-shirt and jeans was an easier process, I masked parts of Jack's model which I used as a starting point. Once I was done modelling clothes it was time to texture, the approach for this character involved ZBrush polypainting which is an alternative to traditional texturing but follows a similar process with unwrapping and later applying the texture.
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As soon as I was happy with the model I imported it to MAYA using ZBrush's GoZ tool. I had to reapply the texture in MAYA using hypershade, once that was done, I rendered a 360 shot of the model to see if it imported properly. The character model looked good in MAYA as well as the render, although the amount of detail in this case may have been excessive. The high poly count made the character look sharp but took a toll on the hardware and render times.


[image: ]


Once the main character design was finished, I started working on Mr and Mrs. Spacey, their screen time in this short was minimal which allowed me to focus more on Jack. When modelling Mr. Spacey I used an earlier version of Jacks model as the base which saved me some time. This worked well as the characters have some resemblance (since they are father and son) but have their own distinct features.


[image: ]



When it came to modelling Mrs. Spacey I had to take a different approach, this time I started from scratch since her design is vastly different than the male characters when it comes to anatomy. I used a similar technique with blocking out the character with spherical shapes.


[image: ]


In conclusion I'm happy with the way the characters turned out, all of the characters resemble their 2D design and look livelier in 3D. The stylistic change (from 2D to 3D) really helped the character design and all of the characters share the same style (don't stand out). One thing I would do differently next time is more of an exaggerated cartoon looking design as well as aim for a smaller poly count (talking about Jack's model).
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3D - Props

[image: ]The most important prop in The Spacey's is the blaster, making it crucial to get the design right. The portfolio has thorough research of sci-fi blasters and real firearms which gives authenticity to the designs and necessary knowledge when it comes to modelling one.
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The software used to model the blaster was ZBrush, it's live booleam tool was very useful for the cavity in the blaster. The blaster model was easy to make in comparison with the characters and environment as it was smaller and less detailed.
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Once the blaster model was finished, I exported it as an OBJ file and opened it in MAYA where I began texturing using hypershade and different materials such as blinn and lambert.


[image: ]

I really like the look of the blaster and how accurate it is compared to its design.



Character Rigging

The process of rigging the character has been the toughest and most time-consuming part of this project so far. Apart from having little experience with character rigging I found the process even harder working from home due to less computing power which resulted slow responsiveness and freezing. I also think that my high poly character model could have caused some strain on the hardware, as it took a lot of trial and error when it came to painting skin weights. It wasn't all bad though, creating the skeleton and control rig was a smoother process even though it did take some trial and error. This experience may have been difficult, but it really tested me and taught me some new skills.
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Animation

I decided to start animating in a proxy environment which allowed me to make changes to the models and animation and experiment a little.

I started the animation process in a proxy environment to test what would and wouldn't work, this allowed me to experiment a little with my animation and move the scene around. One of the things I've changed was Jack's position on the couch, the change made the animation more interactive with the environment and didn't affect the storytelling aspect. I've also gotten more creative with the camera shots and angles making the scenes more dynamic. I believe it’s important to make changes along the way as there's always an area which could be improved. 


[image: ]


After figuring out the rough animation I started experimenting with cameras, I decided to stick to the script with some shots but went with some animated cameras as well to make the animation feel more interactive. I used different cameras and timed the cuts to look seamless, the camera sequencer came in handy in this process.


[image: ]


Once I was happy with the rough animation and cameras, I started replacing the set with newer models and props. The proxy models worked great as place holders allowing me to be less precious about making changes and replacing them with the newer models was an easy process.



Rendering

During the animation process I was sure to do many test renders to get an idea of how things look and keep track of the changes (versions) I made. The test renders also gave me an idea of how long the final render will take allowing me to prepare time for it. I used MAYA software as the renderer for the test scenes in 720 HD. I'm planning on rendering the final animation in 1080 HD, if the file size is too large, I will compress it by rendering it in Adobe Premiere Pro. The final render will use the uber camera in order to keep all the camera shots and sequences.


Conclusion

In conclusion I am happy with the outcome of this project. I got to experience the whole process of an animation production and learned some new skills along the way, the part I enjoyed the most and found most comfortable was the 3D modelling. I also enjoyed composing the camera sequence for the animation which was a first for me (using the camera sequencer). One thing I found rather difficult was the rigging, specifically the weight paints. I feel like I have improved but still find the process really time consuming and feel like there is room for improvement. The rest of the work went well: the texturing, animating and rendering. Even though I'm happy overall, there are some things I would do differently next time, such as making the characters lower poly count and perhaps working with a bigger environment that isn't so boxed in. I would also give myself more time to animate as the process requires high attention to detail and I feel I could've done a better job.
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The Spacey’s pre-production portfolio
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