Hello! Welcome to my Production Diary for my Introduction to Virtual Production Project.



October
28/10/2024
My initial ideas are based in me wanting to explore bright effects that imply 'magic', and diving deeper into that, my main ideas involve different types of magic particle effects that may represent different elements such as fire, light, air, ice, et cetera.

I plan to use Blender for my effects that I'll be keying in, as I have prior experience in it. I'll be rendering one version without an Alpha Channel with a green background, and one with an Alpha Channel, and seeing which one behaves better rendering and post-wise.

31/10/2024
I decided I'd film three parts - 

1. The window on a train ride showcasing a particle effect following the direction of the train, using clouds as tracking points as they don't shift a lot during footage.

2 - Panning of a building nearby where a different type of particle effect meets the other and shoots downward, combining "behind" the building as if the area is now magically infused.

3 - One shot of my hand 'using' the magic that's now 'available', by throwing a magical orb into the water. I may include a fourth part where magic stops working the moment I leave the scene.
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November
7/11/2024
Using the Curve modifier in Blender, I've made a sphere follow it, stretching as if it's the 'magic' ribbon. A modifier is a non-destructive operation that changes how an object appears without changing its actual geometry in any way.[1] 
[image: ]
The material is an emission so it can glow,[2] and I've even included a particle system [3] on it so that it can let off small particles as it follows the curve. This is the one I plan to use for the train window shot.
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I'll be rendering it at a bigger size and zoomed out further than I expect my video to be, so that 3D tracking can work very well for it. I'll be trying out 3840x2160.
[image: A screenshot of a computer
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15/11/2024
I was expecting to use a wide-angle lens camera for my final shots, but because I haven't had enough time due to personal issues, I'm content with using my phone. I've spoken to my tutor and heard that the principle matters more than the quality being too over-perfectionistic. 

Although it's a minor setback, I think it's a good thing for me in the long run as I have a tendency to lean into over-perfectionism. This setback gives me the opportunity to embrace harmless imperfection more, while still producing good results, as well as learning along the way so that I don't feel the urge to fall into tunnel-vision.

As well as not being able to access the areas I wanted due to weather, I improvised a little with a few new clips, straying away from the original storyboard a little while still maintaining the original idea. The coffee shop scene was timed perfectly, and I'll be figuring out how I'd like to weave it into my video. The good thing about my video idea is that it comes in parts/'acts’, so I don't need to worry too much about making sure all the footage and shots are completely seamless.
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On top of that, there's some footage from cameras from earlier test recordings I'd made outside of the project I'd like to use too, as they almost match the building shot that I'd like to work with. I plan to mask the building out so the magic sparks can dissipate 'behind' it.
[image: A collage of images of people
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December
5/12/2024
After settling on the specific motion path, I'd like my magic curves to take, I bake the simulation with Blender so that it doesn't have to recalculate itself constantly. 
[image: A screenshot of a video
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As my train window footage goes under a tunnel, I couldn’t use the clouds for tracking like I intended, but it's alright, as the integrity of the shot wouldn't be compromised even if I hadn't used camera tracking in Adobe After Effects. I'd instead opt for editing transforms slightly, so the FX element isn't completely static, as well as using Track Motion. There are still other shots I have that can use camera tracking, so I'm still happy with my current shot list.
[image: ]




6/12/2024
I finalized both the 'light' and 'ice' magic ribbons effects using Blender's built in compositor using nodes such as the Glare (both 'Bloom' for a foggy glow and 'Ghosts' some subtle discoloured echoes of it) as well as Sun Beams for both the ribbons and the magic orb shot, so the glow slightly flares out toward the camera. [image: ]
[image: ]
Using Alpha Over at 0.1% Sun Beams to 99.9% non-Sun Beams effect, I scale the flare down so it's still very slightly visible, but not overpowering the scene.

I also experimented with a different mesh for the ice particles to differentiate. In the near-building shot I'm intending for both 'light' and ice' to travel, I plan to use some of the nearby grass or maybe even the building itself as tracking points as they're significant features in the plate.
[image: A screenshot of a computer game
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I also hope to use some colour balance tools in Adobe After Effects in a scene with the 'light' effect in a coffee shop - an improvisational shot I took that deviates from the original storyboard. Some slight yellow tinting will be good, as well as adjusting the white balance as the shot does involve an actual light bulb too, as well as an LRS pager that lights up - a lucky coincidence as I was recording!

9/12/2024
I realized too late that due to my phone having recorded in portrait mode, I wasn’t able to integrate the video into my project in a way that felt right. I’m not too upset by this however, as the original video idea still stands and I’ve created enough footage as well as tinkering with Colour Balance for when effects happen, as well as 3D Camera Tracking.
[image: ]
Thus, the stage of putting my footage and elements together is complete, and I’m fixing and adding a few tweaks along the way, especially in the shot where my hand appears, as there weren’t a lot of tracking points, and the “Average Error” shows 1.24 pixels. A video I watched said the ideal average error should be below 1.[4] [image: A screenshot of a computer
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I also had to add a few animations to some of my elements such as position/orientation/scale, so they’d move correctly while still tracking the camera, and added a black-gradient vignette I made with Microsoft PowerPoint to make a seamless transition for when the perspective goes under the train bridge.
[image: A screenshot of a video editing program
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As for masking the buildings, I didn’t have enough time to make it look the way I wanted to, so I scrapped the idea, replacing it with the short-burst change in colour balance instead.

After all these final tweaks, I’ve rendered out my video, ready for submission.
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