3D FilmMaking Production Diary


Week 1
To begin the task I started with creating the foundation of the environment. Creating a cube, scaling it out and extruding inward to create the hallway. I then extruded the back wall a tiny amount to make an indent for it to look like a closed door. I then got a cube and squished it down to make a flat rectangle, then duplicated it twice more, lining them up in a doorframe shape afterwards. I placed this doorframe further up towards the middle of the hallway. This breaks up the hallways into two sections and adds more depth to what I have done so far. After this I got a sphere and cut it in half, scaling it outward a little to shape it. I then selected the faces closest to the back of the half sphere and extruded them out. This model will be the alarm system. I then duplicated it and put both on either side of the doorframe. 
 
Week 2
With the bass of the hallway done I wanted to add more detail to it. So first I extruded the wall and split the extrusions in two. I extruded these out and created what looks like a shelf along the wall of the hallway. I wanted to do this to add some clunkiness to the ships interior aesthetic. On the left side looking into the hallway I then added an extrusion inward towards the bottom of the wall. I then extruded it out again after pushing the extrusion outline in a bit. This will be part of the ships technology/mechanisms. 
 


Afterwards I wanted to create some piping that could go through the hallway. So to create this I first wanted to make a model that could act as a ‘holding tank’ or ‘construct’ that the piping could go into. So I went about creating this construct by grabbing a cube, scaling it and bevelling the edge that is visible. I then went and created the piping by just creating the cylinders and connecting them to the constructs after scaling them out. I did the same again but cut off half the pipe and duplicated it to face the other way, creating a broken pipe system. These broken pipes connect to the ceiling, separate from the constructs, showing that there is more to the piping systems than just what is connected to the constructs. 
 





Week 3
[image: ]This week I focused more on the environment, adding more details to it. Details such as power boxes. These are simple cubes scaled to fit the wall and act as a panel of some form. Another one of the power boxes has extrusions on it to give more depth. Once I finished with those power boxes I chose the smaller one further up in the hallway and added some wiring connecting it to the ship. I want to make the ship feel as if it is actually being powered and giving it more character in the process. 
 
I moved on to some extra details such as more wiring. These are simple thin cylinders which I put near the ceiling. This gives off the idea that this space station has a plethora of different necessities that need to be powered in order for it to function. I duplicated these wires and put them next to each other. I then duplicated that set of four wires and put them on the wall, to add more variety to the overall environment. I tried connecting the power box to the wires on the ceiling but could not figure out how to get the cylinder to bend.
 


Week 4
[image: ]I made a start on the first model. I had no idea where to begin, so I went to YouTube to search for some helpful videos. It did not take me long at all to find a useful video to use as guidance. Where I was having trouble with the modelling before watching the videos, was the fact that I was not using the scale feature. I kept on trying to move the vertices with the move tool. So every time I would end up with a model that was completely skewed. It took me a while to finally find a video to help with my struggles. Once I did I realised it was not as difficult as I was making it out to be. I still struggled with certain elements, such as the legs of the alien, as I wanted them to be similar to a Xenomorphs legs. It took a bit of messing around to get what I wanted but I finally got a shape that I wa happy with. Another area I had difficult was the head. At first I was trying to create the head with a perfect sphere but soon found that I was struggling too much with shaping it. So what I did was lowered the subdivisions of the width and height, so I got more of a diamond-like shape, which definitely helped with the next steps which were the features of the head. Having a more diamond-like shape helped with the extruding of the face to create the hollowed head look I wanted. I then extruded a couple more times to get the hole at the back of the head that goes down. This is where I created a cone and scaled it to be longer. I then used a deformer to bend the cone. After this I placed the cone in the head to act as the tongue. 






 
Week 5 
[image: ]I went back to the environment to add some more details. Firstly I added some tubes about, which were simple pipes. These were scaled upwards and outwards and then deformed with the bend deformer. I made two types of these tubes. Ones where they were thinner and hung from the ceiling and ones that are strewn across the floor. Afterwards I played about with lighting. Firstly staying with the white light and checking how it looked through the render fire, then wanted to see what it would look like as a different colour. So I tried red, and really liked how it looked. So that is what I will be using for the final animation. 
 




Week 6
[image: ]This week I started working on the next model. This model will be a human in a spacesuit/jumpsuit hybrid to implement them into the scene well. I began with the body first, doing similar scaling and shaping as the alien model I have done. Next was the arms which similarly as the aliens arms were just scaled inwards at certain point in the height subdivisions to create the shape. I found the making of the hand quite challenging for this model, and I am not sure why as I did not struggle as much with the aliens hands. The thumb was also difficult for me to make but I did get there in the end. 
 


Week 7
I continued working on the human model this week. Continuing on from last week with the legs. These were a lot more straightforward to shape than the aliens legs as they do not have any special properties. I thought the feet were going to be extremely difficult for me but in the end it was not that bad. Lastly was the head. Once again I tried using a regular sphere, but ended up struggling far too much with it so I ended up reducing the subdivisions and making it more blocky. This helped tremendously, similarly as the alien head. I started working on details for the helmet. Extruding in and out. Pulling vertexes to shape it and such. At this point Maya crashed and I lost the progress for the head. I decided to leave it for a later date when I have some spare time to add some details here and there to the work. 
 


Week 8
I rigged the human model this week. I ran into some challenges at first since I did not remember certain things from the video I had watched previously for help with the alien model rigging. But once I rewatched it was straightforward as I could use the quick rig feature Maya allows you to use. All I had to do was move joint points slightly to line up with my model and I was done for the most part. I did have to restart with the process once since something happened that I do not understand, and it would not rig properly. Once I had restarted it was all fine. I decided to not add the extra details to the helmet as I felt how it looked works as it is.
 

Week 9
I made a start on the animation this week. Firstly, starting with the animation of the human model. To begin with, I start with the animation of the walk. I moved the model up slightly, bit by bit and went back to move the legs. This worked out for the most part but I am not sure how to do a walk cycle look smooth. So, I did what I could with the knowledge I have. Next, I skimmed through what I had done for the walk and looked for suitable timings for when I want my alien to make its first appearance. Animating the alien was a little finicky but I got it to work. One thing that frustrated me was that whenever I rotated the hand it would deform slightly and I have no ideas on how to fix it. I decided to avoid rotating the hand as much as possible so I would not run into any deformations within the animation. I believe the walk cycle looks fairly decent at this point, for the experience that I have. I will be adding some extra details to the walk to flesh it out some more at another time. These additions will be making it so the feet actually leave the ground when walking.
 



Week 10
I had to redo my walking animation as the previous led to some issues. The first one being that I could not animate the arms as they would constantly move back to their original position. I must have done something in the process to lead to this. I am honestly happy I could redo it again though, as I feel this second attempt turned out better than the last. I was able to add the details I wanted to for the original walk with making the feet leave the ground with each step and it looks much better like this. It fleshes out the scene more than before. After finishing with the new walking animation, I moved on to the upper body, which did not need that much animating as I wanted to portray a character that is stiff from nervousness. For the head I only needed to animate it at the point where the character hears some banging from above them and looks upwards. I then moved on to the alien again. I only needed to animate a small chunk for it though. First was a subtle movement of the leg of the alien going up the vent. Secondly was when the alien drops from above in front of the main character. I felt that the alien was too big at first when it dropped down, so I tried reducing its size but ran into some issues. Every time I tried reducing its size, it would just grow back to its original size in the animation. I do not know why it did this as I never key framed its scale. But when I thought of it a bit more I think I prefer how it is now. I enjoy the idea that this alien is not suited to the environment and is too large for the hallways of this space station, and that although it is a large creature it is still capable of being silent when hunting in an environment that you would think makes a lot of noise when moving around.
 


Week 11
Next step was to render the animation. This was a long process because for some reason I decided to render out all 1250 frames for all the camera angles. This was a big mistake as it led to my laptop running out of storage. I had to free up a lot of storage and sort out the renders. I started over with a majority of the camera angles after cancelling the originals. I only rendered the frames I needed for those specific camera angles. This turned out to be a much smoother process than what was previously done. I took the rendered images and put them into Premiere Pro to compile them all together. Playing through the video, I feel it’s decent for my first attempt at anything like this. I feel the red lighting adds a lot to the overall atmosphere and on top of that, the heavy shadows also adds to the eeriness of it too. I am happy with the length of the video. It is around 43 seconds, so it does not overstay its welcome. 
 


[image: ]The editing process was incredibly fun for this animation. Mainly due to the sound editing. Being able to convey emotions, atmosphere, tension and so on, with sound really sucked me in. I was able to use ambience, creepy atmospheric droning. Spacey humming to portray this sense of fear and isolation. I went to a few websites to get all the sound effects I needed, but mainly used ‘Pixabay’. I used subtle sounds to draw the audience in and flesh out the environment a lot more. To do all of this editing, I used Premiere Pro. Getting used to a piece of software I have only used a few times was a challenge, but I was able to finish the video with the help of YouTube videos detailing certain things. Overall, I am really happy with the outcome and love the addition of the soundscape. It was a new experience for me that I would not mind exploring more of in future works. I have also added some transitions too. These transitions give a security camera feel to the animation as a whole, and I believe adds a lot with the subtlety of them. 
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