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Pre-Production
Following the plans that I had outlined in the previous module of Art Direction; I planned my time out ready to complete my filmmaking project in time for the deadline. The first steps I had to take were modelling the environment and characters, rigging said characters and then finally texturing both the environment and the characters. 
[image: ]












[image: ]













[image: ]











I first began modelling the base character in ZBrush, based off of the design I made in Art Direction. While sculpting, I used different subtools and shapes to create the overall look, before attaching the different shapes using Dynamesh and ZRemesh, and finally smoothed each joint before retopologising for a lower poly model; this would ultimately save memory and make it easier to animate and work with. I made two separate models, one basic background character model, and the main character accompanied with his cowboy hat.
Next up was to take the models and rig them up. To do this, I shifted to Blender. This would be the first time I ever used Blender, but after a little bit of practice and research, I began to feel much more comfortable and used to the system, even preferring it to Maya for certain features.
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Firstly, I created a basic humanoid armature and began positioning each of the bones to the right places, considering my character is very out of proportion compared to a normal humanoid model. Once this was done, using the Rigify tool, I then created a rig for each of the characters, parented the rig to the mesh, and then used trial and error to make sure each bone moved each part of the mesh properly. Once I was happy, it was time to switch over to Maya to start modelling the environments for both scenes. 
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I first modelled each object based on my previous plans, making sure to take into account where the camera shots would be located. This way, I could delete faces and geometry that would go unseen, allowing me to save on more memory. Once I finished the basic models, I then unwrapped each separate objects and textured them ready for Blender. 


[image: ]









After finishing up the textures, I exported all models as OBJs ready to import into Blender (this is where I prefer to animate, and it had my rigged models already). Once imported, I then began to UV unwrap my character ready to texture using substance painter.  
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[image: ]I textured my model in Substance painter as it allowed me to hand paint each part quickly and precisely, it also fixed my UV unwrap that went wrong when I attempted to do it in Blender. After finishing, I then took it back into Blender, and using the UV window alongside the shader nodes, I applied the new texture files.













Once finished with the models, I then began testing the environments, adding lights and cameras, according to my plans made prior. 
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After the pre-production was finished, it was time to move onto the production phase. Using my animatic timing and storyboards, I first animated with key poses at specific times, and from there, I began working on the in-betweens to make the animation look better. To improve the look of my animation and to make the process easier, I filmed myself performing the motions of the animations so that I could get a better idea of how they would look using reference tools.











I animated each limb and main bone one at a time, working in a very segmented method and improved and tweaked as I went. Once I had finished with the animation of the main character, I then began to animate the gun and the sections of the gun as it explodes into pieces. This was done using a Child-of constraint and a duplicate of the gun which would be the one to fall and shatter. The guns were swapped out whenever the character would either: Drop the gun, pick up the gun or put the gun back together. Using these constraints, I worked trial and error until the animation got the look that I was happy with. When the gun was broken into pieces, I used temporary small pieces of geometry to mark out where each piece would fall so that I would have the character gather each piece at a time in order to put it back together, this worked really well in hindsight as it made animating these two sections much easier and faster. In fact, using the constraints saved so much time and effort via simulation. After completing the base animations, I would then test the cameras [image: ][image: ]and lighting in different renders before finally settling on one I was happy with. 

Post-Production
Once I was finished animating and rendering both scenes, it was time to begin post-production. This would start in Adobe AfterEffects and end in creating the final render in Adobe Premier-Pro. 
First, I added the title card, and gave it a shatter effect for disappearing as that links to the shattering sound that wakes up the character and leads to the initial event. 
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[image: ]As well as the shattering sound, I also got background ambience from online for a convention hall soundscape, this made it sound like a busy film set. I then combined this with a few more sound effects such as the gun breaking and the gun exploding at the end, as well as including a classic spaghetti western standoff soundtrack for the cut-to-the-film scene. 

I then also decided to add the characters walking past the camera in the first scene via a separate animated pass using a green screen.  
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After filming the pass in Blender, I then used AfterEffects’ Keylight tool to remove the green screen and overlay the characters passing onto the footage. Using this method, allowed me to overlay the characters over other elements that I added such as the title card and other effects. 
The final things to add were the smoke effect for the gun exploding, the sepia tint to the final freezeframe, the scrolling credits and the funny soundtrack to accompany it. To do this, I found the appropriate resources online and added them into composition, making sure the Keylight and mask the explosion properly so that it looked like it emanated from the gun. And then animating the position of the credits to make them appear to scroll upward quickly.
Once I was satisfied with the composition, I then rendered it and brought it into Premier-Pro for the final touches. 
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[image: ]The final steps before exporting were to add my voice-over as the mumbling cowboy, and the side character calling him onto set. 















[image: ]I did this by recording my voice in OBS and then adding it in as sound file into Premier. Once I had properly lined up the audio, it was time for the final render. 
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