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Initial Ideas
For my visual effects shot I had lots of freedom with the requirements being techniques I need to use. Although I had lots of creative freedom, I wanted my shot to be simple but effective, my initial design ideas were:
· A character being tracked moving through many different environments. The character would move through these scenes using a range of transition techniques. 
· A projectile shot through a hallway where the camera tracked it rotating in slow motion. The hallway would include images of different topics and a range of items. 
· A chess game is played in an environment where the game is highlighted by a spotlight, and the camera moves around the game. The shot would include features out of the spotlight which would add to the environment. 
I chose to do the chess shot as it allowed me to meet the VFX technique requirements. After choosing this idea I had to come up with the details and plan my idea out. I then needed to choose a game to base my shot off. Initially I came up with some of the most iconic chess games of all time: 
· The Immortal game – Anderssen vs Kieseritzky (1851)
· The Opera game – Morphy vs Karl (1858)
· Game of the Century – Fischer vs Byrne (1956)
· Reykjavik Iceland Rapid Tournament – Carlsen vs Kasparov (2004)	
These were all significant games, but I also needed a game that was short and that I could animate to under 60 seconds. The shortest game was The Immortal Game, so that’s what I decided on. 
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I then produced a storyboard to plan out what my video would look like:
[image: A drawing of a kitchen utensil

AI-generated content may be incorrect.]The first part of my shot will introduce the video, this will include information about the game like the location, date, names of the players, as well as the name of the game. 

My second part will show the main scene with the chess board, spotlight, and other features. 
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AI-generated content may be incorrect.]The third part of my video will pan around the gameplay showing the early game and position. 

My fourth part will be a transition going from early game to endgame.
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AI-generated content may be incorrect.]My fifth part will be the endgame itself, showing the full scene from a different angle than previous. 

My final part will be an outro giving more context about the game. 
Design Brief
My aim is to produce a 30-60 second VFX shot integrating 3D and 2D assets into a video composition. I will use Adobe After Effects, Adobe Premier, and Autodesk Maya to complete all the techniques required for my project. 
The required techniques were:
· Rotoscoping, Keying, and 2D Tracking
· 3D Camera Tracking
· Using Adobe After Effects Camera in Autodesk Maya
· Colour Correcting
· Having a Rendered Final output
My concept is a cinematic VFX shot of the ‘Immortal Game’ in chess. I am aiming for a darker environment to make the shot more dramatic with a strong centre spotlight. The chess game is meant to be the focal point, but I am adding smaller features around the scene. 
Tutor Feedback
My tutor Mr Masih gave me feedback on my idea; the feedback was mostly positive however he stated that having more of a narrative would improve my shot. Reflecting on this I decided to add an introduction to the start of the shot and decided to not show the entire game, but only the key parts which in this case where the start of the game and how the game ended.
Production
For production I needed an animation of the chess game, a background video, and other features to add to the design. 
The first piece of content I produced was the background shot with a DSLR camera. I took multiple videos of a desk lamp acting as a spotlight in different dark environments. I ran into some difficulties whilst filming as the camera kept losing focus, automatically changed visual settings, and I kept shaking the camera too much. This caused me to have to film lots of takes to end up with one that was usable. I completed the shot reverse as the camera would blur when it came around the corner going to refocus, this didn’t happen when the shot ended moving around the corner. 
I then moved onto creating the chess animation, I started by modelling all the chess pieces using reference photos for the board itself and all the pieces [1] [2]. However, for the knight piece I did use a 3D model I found online and base my design off that mesh, as the knight design is quite complicated [3]. After modelling I had to animate all the pieces, this took me a long period as it was my first time using the animating feature. I also assigned materials to the models for the final rendered animation. The final stage was importing the camera from Adobe After Effects to Maya so I could get a rendered video that matched the background. For this I used the 3D camera tracking feature. I used the Maya Live Link extension to allow the Adobe After Effects 3D camera to link to Autodesk Maya, I rendered using Arnold through the camera and exported animation to an image sequence of JPGs.

The features I found were 2D posters of chess, one was about the Immortal Game [4], whilst the other was an abstract piece [5]. I also got pictures of the two playing the game A. Anderssen [6] and L. Kieseritzky [7]. The final thing I found online was a clock timer counting for the game to make it seem more tense [8]. 
Postproduction
The first thing I did in post-production was import my background and animations image sequence. From here I added the introduction and outro part where both used a blocky text and dark background. The introduction text used a 2D tracker targeting a point on the background, so it made the appearance the text was being moved away from. In the outro however I just cut straight to it using a black shape to act as the background. I also used a black shape for the introduction background and manually moved it over time to give the shot a cleaner look.
2D Tracking:
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Adding background assets was my next task. I ensured that the poster features used the 3D tracking camera points to make it look like they were moving with the rest of the scene. I had lots of difficulties however with the 3D camera tracking, this was due to the scene being so dark, so I didn’t have many reference target points. This led to me having to do lots of manual adjusting of the assets 3D positioning and rotation. To the introduction I also added the pictures of the two chess players which I faded out using opacity over time. The final feature I added was a stop clock to the bottom of the screen; this was to attempt to build a more dramatic scene.
3D Camera Tracking:
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I then moved onto lots of rotoscoping for the background so that all the features were behind objects in the original video, this made everything look a lot more natural. I made two masks which covered both posters from the lamp and backdrop object. Colour correcting was another tool I used, as my scene was so dark the colours were very different for my assets, had to make them darker and increase the blue. I used the colour correcting on the posters only. 
Rotoscoping:
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Colour Correcting:
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For my chess animation, I exported it as a JPG sequence with a green background as this would allow me to simply Keylight the green out, and adjusting Keylight matte features allowed me to be extremely accurate whilst removing the background. After doing this I assumed the animation would follow the camera track as I had used the imported camera from Adobe After Effects. The animation however was off track with the camera, so I attempted to do this for a second time, and it still didn’t work out. As each animation took hours to render, I decided to import 3D scenes instead of an animation. This took a couple positions from the game instead of an entire animation, I worked on these by adding shadows to the design and tracking them. 
Keying:[image: ]
Maya Scene with Exported Camera:
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Finally, to create my MP4 file I used Adobe Media Encoder to output my video at 49 seconds long. 
Media Encoder Workspace:
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Outcome
Reviewing my video, I feel that there are many things I could have improved upon. I feel that if I worked on the audio I could have made the scene more dramatic by adding orchestral music. I was also unable to get the 3D animation of the chess scene into the shot; this caused the transitions from each part of the chess game to be blocky and didn’t show the narrative I wanted it to. I will work on how I can get the After Effects camera working in Maya, also next time I will come up with a better way to transition the gameplay.  
However, I was able to produce a shot that included all required techniques and was of a high quality. I was able to develop my skills in Adobe After Effects and Autodesk Maya becoming a lot more efficient and having a much better grasp of the user interface.
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