


Goals For The Major Project

At the end of the Minor project, | had completed the redesign of my animation story and characters and applied my ideas to create
a Pre-viz which depicted the events of the second iteration of the animatic. | then set myself the goal of completing the texturing,
rigging/skinning, final modelling of the environment, animating, lighting and editing for the Major project. | had a lot to complete

however had a solid foundation to continue from, having modelled the final version of both the characters and a clear guide of how
to animate thanks to the detailed second version of the animatic.







A
i

I

il
il
i

il
g
qHEm













AN 1=
A e By 3§ ¥
sszmmmEns EEsmmmm==
Y | % A
———
Ay EEEL m e - — — ——
“ .' J - -
: i g | . =
‘ il envirenmen 'scene, starting with the Japanes ce
! - , ged As well asthlslwﬁﬁo'

T . S RS SR
-wm o u!-

..-..-JALl , ' L

= |







After | modelled the palace parts | recreated the formation of buildings seen B3 cLE
in my drawings. As | was using the same building parts | made sure to firstly _-‘ \-_
UV each part and arrange them in the UV editor. This way | would only have to —
Uv a small part of the building at the beginning and could instantly move A e e e g

onto the texturing process. Z<dlkL E

Once | was happy with how the building looked in Maya, | .ﬂt '—.J.L.ﬂ

imported the model into Substance painter and began - s s e
experimenting with different materials. Asl hadonly ~  cewas . &. | l‘ . Ll d‘ .....
completed a black and white version of the concept art, | was LI ﬂ e — ] k Pant
yet to decide what colours the palace could be. | tried a l.l--:uLl T - _ ¥ Jll.ld(--- ]
combination of different colours and roof tile types until P ==== i,

| found the onel liked

For the final animation | ended up going with the
original black and white textures as the Substance
ones would have been too taxing on the render. This
however did not matter as flames covered this up.
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Environment UV + Texture

0000
0o




Environment UV + Texture




Revisiting Environment






















bow_INT_0_n120_0

Eatiting blendishape target: L_Ankle_JNT_n75_0_0,




target: L_Elbow_JNT_n30_0_0




load Options Key Select Help
Driver

Spiie_Bend FK.CTRL visibilty

Driven
Lower_Back_SD_SDK_GRP.

Lumbar S0 SOK GRP.
Chest 5D_SDK_GRP.

LoadDriver  Load Driven

Ediing blend shape target L_Atkie_INT_n75_0_0
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Editing blend shape target: L_Ankle_JNT_n75_0_0
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http://www.youtube.com/watch?v=Jpj3ORdDeCQ

