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WEEK 1
Friday
The process of deciding upon the subject for this major project has been a tough one. Having regular content with
some fellow classmates and knowing about their progress - even this early – and knowing that they already have
ideas for the project and are beginning to work on it can be disheartening. However, I know that in my head it will
always be best to not let the actions of others get in the way of my own progress.
As of now my ideas are limited by the scope of what I wish to accomplish, and what form that it will take. As a
digital media student, I have taken part in so many classes involving so many different mediums, genres and skills
that landing on just one thing to focus an entire semester is a tough task. I am currently brainstorming four
possible modes of conveying my major project: a short live action film, a 3D animated short, a 2D animated short,
or a comic book.
As of now I adamantly believe I have the technical ability to accomplish all of these in one way or another, with
various possibilities for quality. And each one presents interesting and unique challenges.
Filming a short film seems at a glance to be the simplest option, and I have the most experience in this area.
However, this limits me in many ways, access to film equipment, adequate social distancing and casting. I do
believe that these hurdles could be jumped through, and I know for a fact it can be accomplished but considering
the amount of projects I have done which revolved around film, it could be a challenge for me to find any passion.
Animation is the one wherein I would really love to jump in and attempt. In my two years of attending UC I have
only completed one unit which revolved around this medium (Character Design and Animation). this unit centered
around 3D animation through the use of maya, so that is the kind most fresh in my memory. As for 2D animation, I
have yet to take part in any form of unit with this, besides some rudimentary aspects in other units. 2D animation,
however, is one of my most cherished modes of entertainment, and challenging myself to learn the skill for this
unit could present a unique and interesting challenge.
As for the subject of this project, I have two ideas. My idea for a live action short film is currently significantly less
developed than my animation idea. If this is the direction, I decide upon I intend to create a riff on the workplace
sitcom, using the setting of university art students. As a massive fan of workplace sitcoms such as the office and
parks and recreation, this idea does give me some hope that It may be worth a go, however my feelings may
evolve over the coming weeks and depend on the way in which my animation idea evolves.

If I head in the animation direction I wish to create around a unique little character of my own design. As of now
with the few rudimentary sketches I am aiming for a small, little wisp creature who roams around a fun and unique
enchanted forest. The story of the animation will revolve around him running away from hunters and other threats
that are trying to disrupt the forests natural order. The mockups of the character can be seen below.

The current sketches are intended to invoke a sense of bizarre cuteness, I intend for him have an almost Pokémonlike charm and for him use his portals as seen in the picture to cause trouble for the hunters in his forest; concept
art for this can be seen below;

WEEK 2
Wednesday
Upon further reflection I have elected to drop the live action workplace comedy idea from this project. As I went
through my prior university assignments for possible inspiration for this I noticed the sheer amount of live action
camera work I have done to take part in this course, and I find myself wanting to expand my skills in other areas. It
is now up to me to decide whether or not I wish to focus my animation efforts on 2D, or 3D.
Friday
As of the end of week 2 not much ground has been broken in my decision of whether to focus on 2D or 3D
animation. Both offer unique and interesting ways to tell whatever story I decide upon, while also presenting
unique challenges which could cost me time and sanity.
3D animation from the offset appears to be the simpler option for the project. It is significantly less time
consuming then 2D animation, has lots of online support in the form of tutorials, programs and add-ons which
allow me to tailor whatever I am doing to my needs. And through the use blender it will not even cost me a single
penny. However, 3D animation in a lot of ways can be harder to get right. With 2D animation I am mostly limited
by time and my artistic ability, but that is it. As long as I can draw well enough to convey what I need, it will look
adequate, simply because the viewer is looking at a 2D space. Their view of a 2D project isn’t limited to the
uncanny valley which gives the artist a lot of leeway as long as the animation suits the style of project, and doesn’t
contain any glaring eras that might take the audience out of the experience. The whole concept of bad 2D
animation is highly subjective, 3D animation however, is entirely objective. It is easier to point at and explain why a
3D animated movie looks terrible and it means the artist has to take extra care in every element they are trying to
achieve whether it be shading, animation or lighting. If one aspect stands out as poorly done, it can unravel the
entire project. 2D animation also does not age in the same way 3D animation does, as even the oldest Disney
cartoons can still hold up to the modern standards. 3D animation however, you can take an early CG animated film
from the nineties and contrast it with even the most basic of 2020 and see the difference in quality.
Saturday
After spending the remainder of my week engrossing myself in every animated film I could get my hands on,
ranging from Saturday morning cartoons such as Ben 10 and Adventure Time to feature length animated
blockbusters like Frozen, Toy Story, and I even looked to gaming companies who create cinematics to advertise
their games. The films that stood out the most for me however, weren’t the typical CGI animated films that Pixar
and DreamWorks make, which typically try their best to recreate the real world in 3D, and they all contained
similar art-styles to one another, with incredibly detailed hair, water and skin. The films that stood out to me the
most were the ones that took real life and did not limit themselves to the constraints of the real world, embracing
the medium in use. The ones that showcased this the best was Spider-man into the Spiderverse, and Snoopy and
Charlie Brown: The Peanuts Movie. Both of these films are 3D animated, but take aspects from other areas to
create unique and distinct art styles that expand the worlds that they reside in; Spider-verse taking classic comic
book motifs such as halftone dots and onomatopoeia, and the peanuts movie taking elements from classic 2D
animation, with fun distinct line art and smearing.
Watching these films made me amendment I wanted to attempt to invoke a similar style of animation. Sadly, for
me, this meant I did not believe my current story for the animation really captured what I was trying to
accomplish, so I elected to pivot towards designing my own comic book characters. As I only have a few days to
expand this idea before the week 3 presentations, it is imperative that I start asap.

WEEK 3
Monday
So, the bulk of weekend of sleepless nights has been revolved around completely retooling my fantasy wisp in the
forest idea, into my own comic book character. This meant drawing up designs, figuring out logos, and worst of all
– naming the character. The design for my new superhero was heavily inspired by the imp design of my prior idea,
as I really enjoyed the colour scheme and overall aesthetic. So instead of developing a whole new design, with new
colours, I simply adapted the imp into a human, gave him a logo, thus my new comic book character was born. This
design went through some variations as can be seen in my scribblings below, originally looking like the imp just
human shaped, but was later adapted to add different tropes that exist in other superhero costumes (Spider-Man
inspired eyes, shield logo, utility belt etc.)

In the end I had three possible designs, all of which can be seen below.

I am adement each version of the design was decent enough, except for the 2 nd one which was me just throwing
things at the wall to see what sticks. The first one had the most similarity to my orgignial imp design but lacked
certain layers of extra colour, so the shield was added to logo and colours of the pants switched.

Tuesday
I am currently writing this journal entry following my in class presentation. I am quite tired, as I stayed up to an
ungodly hour preparing the different items that would be shown in the presentation. I elected to go with the third
design, as seen above as it is the one I found had the most interesting designs, and motiffs. I found the other
designs to be either over or underdesigned, the final one landing at a nice middle point between the orginal imp
design, and a superhero.
I spent the following night putting my design to the polygons, and flexing my 3D modeling muscles to show the
class what the character would look like in motion, and drawing up some rudimentery story boards to get a sense
of what the project might be about. The storyboards were the easy part of the night, and as of right now my ideas
for the story of this project is somewhat limited, so they are just showcasing a simple story of my character
jumping off a building, and using his powers to go through a portal before he hits the ground, coming out to fight
some bad guys.

By the time the storyboards were done, it was around 9pm. This gave me a few more hours to create a
rudimentery 3D model of the character.

When creating this 3D model I electeced to move away from modeling in the traditional sense with shapes, and try
my hand at creating my model using blenders sculpting tool. After watching some basic tutorials I created a basic
human shape using some cubes, and added, and refined the detail using the sculpting brushes ans seen below.

Once this was done, the appendages were seperated so that I could adequatly uv map the different areas of the
costume. Including the logo, glvoes and multicoloured sleeves. The eyes for this model will be entirely used as
placeholders, as I plan on making them capable of expression, similar to how Spider-Man is shown in almost all of
his cartoon appearances.

Friday
After the allnigher I took to prepare the model and storyboard, I ended up not having much energy to update the
journal. The following few days revolved more around fleshing out the character I’d created, through drawing him
in different poses, and brainstorming ideas fo rthe story I wanted to tell with the character. Once the poses were
drawn up, a basic character sheet was made, with some ways the characters eyes might react in certain ways.

I am still yet to figure out how I might accomplish the emotive eyes. As of now the most pressing thing on my to-do
list is rig the character, and make sure there are no issues with the painted weights.

WEEK 4
Monday
I have spent a majority of my time over the weekend rigging the model I currently had. This is where I annoyingly
ran into a problem which I had not noticed throughout the weekend. Turns out the model I had spent so long
creating was lopsided. Which caused major problems with the rigging process. It ended up being one of those
issues that you do not notice at first, but once you do it becomes painfully obvious. The majority of my time over
the weekend was spent retooling my current model to work with the rig I had made. This however, proved
fruitless. Because I was working on this model to rig, more issues presented themselves. As not only was the rig
lopsided, but the geometry of the model was also messy, and triangle based – this ended causing issues with the
rig when it came to its movements. And on top of that, I had failed to model the character in a perfect A-Pose,
which made it impossible to rig evenly.

While this was annoying to deal with, it was lucky that this issue was caught early. As further down the line these
issues unaddressed could have derailed the entire project and caused major time burdens.

To rectify this issue a few methods were used. The first was to remesh the model through the use of the external
program instant meshes.

Instant meshes recalculates the geometry of the model to only contain quads. Which allowed me to adequately
mirror the mesh later. However, the work was not done, and once the mesh was halved it still needed to be
remeshed again to ensure there were absolutely no problems with the mirroring. Once that was done, the
sculpting brush pose was used to put it into a proper, flat A pose.
The end result of this process left me with a significantly improved model, with cleaner geometry. It did, however,
cause the number of vertices to skyrocket, by processing power would be a small price to pay for improved
geometry and animation

Wednesday
After all the work of fixing the mesh was complete, there was one final cherry on top of this annoying cake to
come. The UVs made previously were essentially ruined. So, instead of focusing all my time on fixing that
immediately and causing myself stress, I elected to just perfect the rigging for the character. And the rigging for the
character, happily, was much simpler than that of maya which is what was used to. A simple rig was made, which
allowed me basic control of everything I need.

The rig definitely is not perfect. For some annoying reason I am unable to mirror the animations, and there is
limited control when it comes to anything other than the main four limbs. For now, however, it should be
adequate enough to create at least a teaser, even if I have to create a new rig later down the line. Once the mesh
was created, it was now time to recreate all the UVs that were ruined by the remeshing, so that I could finally
finish this chapter of creating the character model and rig.

Friday
This week was one of annoying turmoil. But luckily, I managed to get through it with some level of improvement.
Since my last journal entry, I have focused almost entirely on fixing the UVs and giving the character his vibrant
costume. This time around, I decided against using my previous method of separating the individual limbs and
elected to use the texture paint tool to paint over the entire blank model like a canvas. In the end the UV ended up
looking like the costume flattened over a piece of paper.

The characters more detailed aspects were made into separate, higher quality PNG files which were UV mapped
onto the relevant areas. The final product looking, in a lot of ways like an improvement of the original. And as you
may notice in the photo above, I made some other additions as well. Those additions being improving the shaders
on the model. as I am attempting to create a spider-verse style aesthetic, I gave the shaders for the model a
halftone dot effect using the node editor. It was a rather complicated, and tedious process of learning what the
shaders I needed to use to achieve this effect.

In the end a Voronoi texture was used to create the dots. The Voronoi texture was then mapped onto the mesh
using a mapping node, which then with the use of a few math nodes, and a camera data node to perfectly achieve
the effect. The final result also allowed me to adjust the size, and quantity of the dots, the dots also adjusted
themselves according to where the camera was. However, one final touch was needed to perfect the look; I
wanted to make it, so the dots adapted to the lighting of the scene. This was achieved using a colour ramp node, a
shader to RGB node, and a diffuse node. These final results can be seen below.
The outline seen in the photos above is just an exact copy of the mesh but enlarged with the faces reversed. This
added a nice cartoon like appearance.

WEEK 5
Monday
Now that I have a model, rigged and shaded, it was time to get working on the characters environment. As the
character is a superhero, it is obvious that he would be based in an urban city. So, I began working on filling out the
world, using my storyboard to map out the positioning of the various buildings. After doing some research on the
way cities are made in blender and how cities are shown in comic books, it became obvious to me that for my
animation I wanted to go for a more simpler look to my environments. As, the more complicated they became, the
more processing and render power would be needed, and wasn’t necessary for what I was trying to achieve; my
basic principle being that if it looked like a building it was a building. The focus on the scene would be the main
character anyway. This philosophy can be seen in some older, and sometimes even modern comic books. Building
appearing as just coloured squares with windows and brick textures. See examples below.

So, I got started on building the general layout of a city, with big buildings, small building and a giant building with
a spier the result of which can be seen below.

Each building is made up of a simple and versatile geometric cube, with the occasional bevel to give some variation
between buildings. The crane and bridges were created with the use of the wire frame and solidify modifier to
make them appear like scaffolding.

Wednesday
Once the basic layout of the buildings was created, and the main building that the character would be placed on
was modeled, it is now time to figure out what the shading of the buildings would be. Do I use an internet texture
to add depth to the buildings? Or try and recreate it using the nodes? As of now I think it would be better to try
and recreate the aspects of a primary aspects of a building using nodes, instead of resorting to simply using a
texture from google.
After looking at all the nodes blender had to offer, I was able to find the brick node, which after a few settings
were adjusted, made the “bricks” look like windows.

With the addition of a few shaders the add a glass like texture, it made it resemble a cities skyscraper.

A glossy, and Musgrave texture to add the window reflections, and warble. The full node layout for the buildings is
fairly simple and versatile, which allows me to adapt and evolve it later down the line. For now, to get some decent
footage to show for the week 7 presentation I plan on sticking with this shading for now and focusing on the
animation of the video to get a decent base to the most time consuming aspect of the project- the animating.

Friday
The past few days have consisted of setting up the running cycle for the character. Sadly, as stated in previous
journal entry this rig has been calling me a few problems in that for some unknown reason the program will not
allow me to mirror the animations, which can cause some problems for creating consistent and fluid animations.
After some troubleshooting the problem did not seem to want to go away, and nothing short of re-rigging the
character might fix the problem. So instead I made it work to the best of my ability. This may come back to bite
me, but I do not mind the current end result. In my current opinion it is a little robotic but should suit the project
for now.

Once I felt happy, and had a little down time after finishing the characters rig, I quickly got to work modeling a
generic, low poly car which would be used to fill the city streets and provide and object for the character to give
chase. There is not much to say about this model, as it is just a cube with various alterations and some wheels.

Sunday
Something I have been working on over the past few days has been figuring out how to make the eyes expressive,
which turned out to be one of the most difficult part of the project thus far. So far, I have attempted three method
before landing on the one which I am happy with.
The first was simply make a mesh of the eyes, parent it to the main body and create a shape key. As you can see in
the gif below, this caused issues where the eye would go through the mesh and cause unneeded annoyances. I did
toy with the idea to model the eyes into the mesh, and shape key the whole mesh. This, however, was not a
preferred method as it would then need to be re UV mapped, and possibly cause other issues with the body.

The second method I considered was to use the blender grease pencil tool to create a 2D cartoon like eye and rig
the eye in the same way a regular eye would be rigged. This seemed incredibly promising from the start, but later
presented more annoying problems that meant it could not be implemented. The main one being, I could not for
the life of me figure out how to attach the rig to the mesh.

The third and final method used to implement the emotive eyes would be similar to the method used in games
such as Animal Crossing and Pokémon – drawing different eyes in a secondary program, exporting them as a
transparent PNG, and turning their view in the render off and on.

The different eyes drawn can be seen below, they were saved as transparent PNGs, and overlayed over a
duplicated section of the models face, allowing them to wrap near perfectly around the models face.

WEEK 7
Monday
Now that the model for the mesh has been all but perfected, it is now I time I start really digging in deep with
designing the environments where the character would be interacting and animating him going through that
environment. I started first by mapping out what locations he would be going through, and their general locations.
The animation starts with a swift camera fly through of my city environment, him jumping off the building and
opening a portal through to the warehouse where the bad guys are located, them escaping in a vehicle. There will
obviously be more to add to the animation, but I intend to focus on filling out the main start of project, so I can
showcase it at tomorrows presentation.
As of now I have modeled the basic structure of each of these environments, and even animated two of the scenes
(the beginning jump, and the car chase.) this will help showcase to the group presentation the general outline of
the first “act” of my project. As of now there has been no major scripting to the project, as most of the story ideas
are developed on the fly in the 3D software.

And as you can see in the above gifs, I developed the portals which the character will use to get around. This was
accomplished using a fairly straight forward method of nodes which can be seen below. The main node to achieve
the liquid like effect was the noise texture, which once fed through a few math nodes, and an emission node. A
driver was attached to the frame movement, so with every continuous frame, the portal would move.

Tuesday
Once again writing this following my week 7 presentation, which I was almost late to. Which is once again due to
me working all night to get as much done to show the class what I intend to have created at the end of semester.
This all-nighter saw me creating the characters apartment, which will be used to establish the characters way of
life at the start, and where he will end up upon conclusion of the story. And also creating the bad guys which the
character will be fighting in the warehouse.

The bedroom will now be the very first frame of the project, and the camera will lead out into the city to then
follow the above story beats. A basic poster of the character was created to place on his wall, and the mesh was
reworked with a cloth simulation and littered around the apartment to show that he is currently not in the city. As
the camera leads out to see the sun go down and night dawns, he will then go out to protect his city. Other objects
were low poly modeled to fill the room out and make it seem lived in – can of drink, an action figure, computer,
bed etc.
The easy part came from creating the thugs which would be the first bad guys that the hero faces in the
warehouse. I wanted to make them as simple as possible, but still recognizable as your generic robber in a ski
mask. So, taking their rough drawing from the storyboard, they were adapted from a generic low poly model I
created in a previous unit.

After some major adjustments to the generic model’s geometry, making it leaner, adding the divots in the clothes,
and adapting my preexisting comic shader, the generic thug was born. And what does all generic thugs need? A
gun, which is just an extruded and flattened cube. This model luckily had a very low poly count, which makes me
happy that the extra processing power will be going to the star of the show.

Friday
One of the most frustrating things to happen this week, has happened. My friend who is doing a similar
assignment through the use of blender, informed me of the existence of Blenders auto rig function rigify. And out
of curiosity I decided to test it on the generic thug model, and it was such a significant improvement over my
current rig that it would be pointless to not use it for the main character, as it not only allowed significantly more
control over more areas of the body, but gave greater and easier to understand controls. Luckily, it was easier and
significantly less time consuming to do, as blender builds the rig for you, and all you need to be line it up to your rig
and parent it. Below you can see the difference in quality between the two running animations created with the
two methods of rigging.

The metarig method allowed for much more fluid, natural looking movements and meant I could finally mirror
animations, which will become useful later once I begin getting into the nitty gritty parts of animating. One pretty
significant downside, however, is I have now lost use of the fingers as the basic metarig had no option for this.
There is a version of the metarig which allowed for the use of the fingers, but once again troubles occurred, and
the default human metarig caused issues with the painted weights due to it also requiring facial controls. As I really
want to get to animating, instead of wasting time trying to get this one-minute detail working, I will just make sure
to avoid highlighting the characters fingers. And, in the case I need to highlight them, I will simply use my previous
rig where it is needed.
Now that I had the ideal rig, the bad guys of the warehouse, now was the time to begin work on the characters
first major fight scene. Taking the warehouse scene highlighted out in a previous entry, three varieties of the thugs
were laid out in the in the scene. And to help establish them as a threat, the camera will be the placeholder for a
bystander coming across the misdeeds, who will then be attacked by one of the thugs. A very basic version of the
scene has already been playblasted and can be seen below. As this has been the focus of my time over the last few
days, the only other thing I have created, was the villain’s logos, who is used to show that they are apart gang.

Week 8 Friday
Monday
This weekend has seen some significant improvements in in the project. I elected to completely rework the city,
simplifying it to make the buildings less overbearing, adding a day-night setting to the world and modeling the area
of the fourth location appearing in the animation – the alleyway where the villain reveals himself. The villain has
yet to be modeled as I am still figuring out his design. The start of the scene can be seen below, where after
sending the car through a portal, he is then sent barreling down the alley, crashing into the wall.

As of now I am yet to add the main character to the car chase scene, as I am yet to figure out how the character
might move through the air. This, along with modeling the main character is next on my list of jobs.

Thursday
I take it back; these last two days outpace the weekend so significantly that I am really starting to enjoy where this
project has begun to weave into. Since my last journal entry, I have drastically changed the cities shading and
lighting, added some city filling objects such as stop signs, streetlights, and many more. This has really filled the
atmosphere of the scenes, and made the main character stand out in an exciting way.

The building windows shaders were updated so that the windows of the “bricks” would be tied to an emission
shader which, combined with a lighting cubemap added a lively atmosphere to the buildings which stood out more
than the simple glass look seen in prior renders. The buildings lighting setup was randomized using a shader I
originally intended to use on a crowd simulator to fill the streets of the city, however issues arose when they were
implemented with render times so for now they have been binned. However, I am never one to let a good shader
go to waste, so it was adapted to use be used on the buildings.

The node group for which can be seen above, with using a basic colour ramp attached to an emission shader
feeding into the colour 1, and 2 outputs of the brick texture. The neon signs seen in the pictures above were
accomplished with the blender type tool, a solidify modifier and a regular emission shader. Various

Saturday
So, it finally happened. After eight weeks of working on every other aspect of this project, I finally got around to
creating my heroes’ foil. As with the hero I went through about three designs before landing on one I liked, each
one varying in design choices and inspiration. As I only had the villain’s logo to go off, that is what I based all the
designs on. At first, I was considering going for a more monster-esque design, which could be an interesting mesh
to model, rig and animate. The first design was intended to be a giant, scary telekinetic spider.

However, I wanted to give myself options for the design. The next one I tested, would be a robotic brain in a jar. I
figured a robotic villain could be an interesting model to shade, and showcase interesting abilities such as guns and
missiles etc.

However, the more I thought about it, the more I thought I should make the villain a gangster type, since he had
underling thugs robbing a bank

This next and final design was the one I found most intriguing, suitable for the animation I was creating, and
simplest to model and shade. So, I got to work modeling the villain, and I have to say - I outdid myself in the
modeling department. The model I made this character was so well done, with weird and wacky proportions, even
and simple geometry and everything the I drew in the picture above, shows up in the final product. The emotive
eyes for this character was created using the same technique as the main characters. The end product only
containing 600 faces. A drastic departure from the 76 thousand appearing in the main heroes’ model. which has
actually made me consider going back to try and simplify the heroes’ model, but it would take too much
unnecessary time. I should just be happy that I nailed one model.

WEEK 9
Monday
So, I finally did it. I have finally thought of a name for the character I have spent almost 2 months with. And for
some reason this is the best moment of the entire project. And it was a name I had been brainstorming for a while,
but today it finally clicked, and I decided it was good enough. The character’s name is Rosenbridge. The second half
of the scientific term “Einstein-Rosen Bridge” used to describe wormholes, which my character uses. So that
happened and I am happy.
And in regard to more productive updates, I have created decent animations for almost every scene and have now
begun set dressing the scenes that are not the starting scenes. For the warehouse I created various bank logos,
parodying the existing big four banks that have unfettered power in Australia. All of which can be seen below.

Other forms of set dressing I have created over the last few days include a billboard, computer monitor and the
graffiti which would litter the walls around the alleyway where the final confrontation would happen. The grafiti
was created using procreates spray paint brushes, and exported as a png with transparency.

The billboard was created using the shader I created to use as an on overlay for the computer monitor containing
the news article which appears at the start and end. This shader was created using various map nodes, a texture
coordinate node and colour ramp node which was set to the three RGB colours of LCD screens. That way, instead
of appearing as a basic emission node, it added a more realistic touch to the screen that appeared in the
animations.

Wednesday
The last few days has mostly revolved around adding more immersive elements that ground the animation in
reality and giving the thugs expressive eyes. All of this was accomplished through the use of shape keys. Shape
keys are something which I look back on wishing I had used more in the project, but sadly I had not had the
foresight to see their use. Nonetheless, they have allowed me to accomplish some fun effects which ground the
models in the world they inhabit allowing walls to crumble when hit, poles to break etc. some of my noteworthy
uses of shape keys can be seen below

Friday
The last few days have mostly consisted of animating the main villain into the scenes, and finally, giving him a
presence in the project. Bringing over the characters original powers from my first sketching, telekinesis. This
powerset was chosen because I believe it could create a unique challenge for the hero to battle against, and simple
to animate. And in order to speed up the animating process, the characters were animated on a blank stage of the
final product and will be imported to the more detailed stage later.

As of now I am trying to figure out how I will animate Rosenbridge fighting back. The current story I am going for is
one where he gets defeated by the villain, but still going back out to fight crime.

WEEK 10
Monday
Things are starting to die down in the animation department (except the final scene which I am still working on),
and I am left unsure how I could improve what I have. And frankly, the animation exhaustion is beginning to set in.
So, I have spent the past few days rendering out all the animations I need and editing them together in premier
pro. As I know I could easily go back and make improvements and add them to the edit later. The render times are
not significantly long that doing so would be a waste of time, and It would allow me to take a break from the bulk
of what my time has been dedicated to.
One aspect of the assignment I’ve been excited to begin work on has been using After Effects to add the comic
book style additions such as onomatopoeia, impact lines, while comic books help sell the effect, it is only piece in a
larger puzzle to completely self the effect. One of the first thing I noticed whilst watching Spider-Man into the
Spiderverse, was the 3D goggle style effect that appears in the background, as opposed to the typical camera focus
used in other animations. Using After Effects chromatic abrasion filter this effect was possible over my footage.

Another helpful addition from After Effects, allowed me to add something which I did not mention in prior journal
entries. I elected to remove the black outlines from my models as they caused to many problems that would not
be worth it trying to fix. So luckily, through the use of After Effects toon shader, I was able to give the characters
more subtle outlines that suit the style more than the secondary mesh overlay. On top of that, it saves on render
times, which is always a plus.

Thursday
So, I finally got a break from animating and decided to create the onomatopoeia that would appear in the final
animation. Each one was created in photoshop using the Comic Kings and Comic Panels by Darrel Flood on
Dafonts. After creating major deforming and some basic additions using the default brush, the onomatopoeia was
born. Some instances of use can be seen below. While these effects add a great deal to the comic book
atmosphere, I do believe there is a lot more to be added in order to really sell the aesthetic.

Saturday
The final edit is slowly but surely taking form, visually anyway. As of now I have not put much thought into the
audio aspects project, but I fully acknowledge its Importance and plan to dedicate a full week to audio mixing.
Visually however, the aesthetic is taking shape gradually. A final cut has been finalized with very little room for
improvement. Except one area, I decided to give the character a comic book style introduction where a physical
book is dropped to a table and opened to reveal the story. Other comic book motifs have been added with After
Effects to sell this effect – such as shifting between comic panels, and page turning transitions.

A majority of these were added through the use of After Effects in built keyframe system, which allowed me to
move them along with the camera to give them the sense of depth. I did actively consider using tracking to achieve
this, but the sheer amount things that would need to be tracked made it not worth attempting as it would just take
up time that could be spent on other things. Not to mention that the computer which I am using After Effects on, is
less than stellar in its performance.

The comic book page turn shot was created without my typical comic book shader used throughout the other
scenes, as I wanted it to be a shift from reality to fiction. A royalty free wood texture was applied with a bump map
make the scene appear more real and a royalty free city HDRI applied to the apply the window lit lighting. The
basic layout of this scene can be seen below.

The creation of the comic book was a fairly simple process of merging the edge of six A4 sized planes, and UV
mapping the cover and pages. The difficult part came from figuring out how I could make it floppy like a magazine.

At first, I attempted a soft body simulation, which is the simulation used to create the money fluttering effect seen
in the warehouse scene. This however caused too many issues and the physics never really lined up with what I

was going for. So instead I elected to use a cloth simulation, which allowed me greater control over the different
physical properties and align It more closely to paper. The page turn which is seen in the gif above was probably
the most difficult thing to figure out. At first, I thought I could parent a page to a bone and turn it that way, which
did not work. Next, I thought maybe I could set up a wind simulation to blow the page open- which obviously just
blew the whole book away. The last and most obvious was just make a shape key using proportional editing, which
worked like an absolute treat. A copy of the top page was separated from the main mesh, and keyframed to only
appear once the comic book dropped, and then keyframed to turn towards the camera, creating the page opening
effect. This did cause one minor issue that the frame shifts slightly in shot, which I have tried to fix to no avail.

The comic book pages are a repeat of the one page which can be seen below, it was created using screen grabs
from the project and using photoshop to put it all together.

WEEK 11
Monday
The final edit is all edging on finalized. Which is good, the closer the due date is getting the more worried I am
becoming about the audio mixing. However, with two weeks till that happens, I (hopefully) have more the enough
time to get it done. And the final scene has been finished after weeks of tweaking. This final scene was created
using the apartment set from the start. Not many noteworthy things can be said about this scene (which is why it
has not been mentioned much throughout this journal other than one change, and one unique effect. The change
is the damaged costume added to the heroes’ costume, which was done by just adding skin colour to main texture
and making them look like rips in the costume. Which can be seen below.

Another noteworthy addition to this scene is the police sirens added to show the city is still in turmoil. This was
accomplished using the strobe light effect in After Effect as can be seen below.

The current edit is as follows; Comic Book dropped onto the table, Apartment introduction, jumping off the
building, the warehouse fight, the car chase, the alleyway defeat, and the sobbing in the apartment. While I am
not entirely stoked with the quality of my animation, there comes a point where my knowledge is limited, and I am
unsure how to fix it. After all, I have only completed one other unit in this field, and I only have limited time to
complete the animation.
So, I have mainly been focusing on making sure the editing and special effects are able to compensate for the less
than stellar animation. I am currently playing with the possibility of some kind of final run to cap off the project, as
the current ending ends somewhat abruptly. But this will not be my main focus, as there is still a lot of worth to
complete in the editing space.

Thursday
Now that the final edit is somewhat complete, I have spent the last few days creating the sound that I will be
applying to the final product, the main one being the sound of the portal opening. This sound was created using
reaper and plucking a guitar string.

Of all effects used to achieve the effect, the most important one is the delay w/Reverseness. Which gave the noise
effect of the portal opening and closing.
Another sound effect I created is the one depicting the crash of the vehicle in the alleyway. Which was created
combining the sound of me hitting a heater, and dropping a pile of cutlery

I am planning on renting out the recorders again this weekend to record whatever I can in the time I have. As a last
resort I will have use websites like free sound to fill in whatever I am unable to record.

Sunday
So, another annoyance has occurred. Sadly, I am unable to use the audio which I recorded over the weekend.
Before I realized that the recorder the media resource center gave me had no windsock, it was too late. And even
after trying to record sounds anyway most of them were unusable due to gusts of air messing with the recording.
As I have multiple other assignments to complete, I may not get time to record new sounds so I will have to rely on
Freesound recordings. Which is not what I intended by this close to the day due date with many other assignments
building up I do not really have choice. I will however reference them accordingly and use reaper and audacity to
alter them to my needs and ensure I have at least a little creative input.
Another noteworthy addition made over the passed few days, has been an anime style speed line. This was done
by adding a fractal noise shape layer. Changing the size and direction into a circular shape and using an inverted
mask to follow the main character. The settings used can be seen below with the final result.

WEEK 12
Monday
In an attempt to move on from the negative that was the recorder mess up, I decided to focus my efforts on
improving the cartoon lines which wanted to add to give the animation a more 2D look and feel. For the longest
time I was unsure how would be best to accomplish this, as there were multiple possible avenues to pursue. The
first being After Effects, but that was quickly shot down as I was not stoke with the results of keyframing shapes to
achieve the effect. The next was using royalty vector animations to achieve the effects. Once again shot down
because I still have two weeks and I want to accomplish as much as I can on my own. So, in a last ditch attempt I
decided to give Procreates animation tool a look. And to my surprise, it was surprisingly straight forward and
allowed me to accomplish exactly what I wanted.

As you can see in the picture above all procreate requires you to do is use its existing layer tool, and gives you a
nice playback feature with onionskin, adjustable framerate, and exportable as transparent PNG files. Everything I
need, and simple to use. As such a significant quantity of these short animations were created, some as a general
use all, and some drawn purposefully over specific frames in the video so that they suit the frames they exist in.
Some of the most noteworthy scenes where these effects are involved can be seen below.

Thursday
The soundscape for the project is now beginning to catch up its visual counterpart which is surprisingly following
the vague schedule which I had set in my head and sounding decent while doing it. I am slightly disappointed in
myself, as I have no begun relying on many more sounds from the internet then I had originally expected (full list in
references) and with only more to add its not unfair to say it wasn’t my expectation. Having spent my last few
days, composing the sound stage for the project. I have decided that Freesound is probably the best I will be able
to accomplish everything I need, and every sound I have used is referenced and credited in this journal. And
looking back, recording almost fifty sounds would have been an incredibly difficult task, and I am happy with the
ones I created myself all things considered (Car Crash, Portal Opening etc.) If I were given more time I would
definitely get involved more and try creating my own foley, but sadly time is a fickle thing. There is not much to
update in terms of the editing or animation, that will be my priority for the remainder of the week. Premier file
can be seen below.

``

WEEK 13
Monday
And thus, the final week of this 3-month long project begins, and the usual slight panic ensues. On top of
organizing this frankly very messy journal being kept I have also tried my best at keeping the passion for this
project alive, as frankly its starting to ware me down. On way I have decided to attempt to keep this passion alive
has been by taking my brain all the way back to week 1 and 2 and trying to add a 2D animation to the assignment.
This desire was spurred on by the absolute blast I had last week teaching myself how to use Procreates animation
tool to create impact lines, and other cartoon effects. Having spent the last few days creating a short 2D animation
that would appear at the end to just cap off the project with something I considered from the start.

And as you can see in the gif above, it is perfectly fine. I am happy with how it turned out and think it is a fun little
animation that leads into the credits. However, after spending hours drawing the same pose, realizing it was drawn
in low resolution and redrawing in high definition I am unsure whether or not I could have made this entire project
using just this technique and I’ve earnt a whole lot respect for all my classmates who decided to take this medium
upon themselves for this project.
I also started another 2D animation, but due to the tedious nature and needed to work on other things. This was
originally going to be the villain walking across the screen, and attacking the credits going along the screen, but
became too much work for too little reward. I elected to leave it unfinished. But you can see it in this journal!
Which is nice.

Thursday
Since I seem to love giving myself extra unnecessary work, I have decided I definitely will be including the character
final run before the credits (one day before due date). The first set of the final run has been adapted using my preexisting run cycle, with jumps in between as he runs across the streetlights. And if you cannot see in the gif below,
I also finally incorporated the crowd models and randomize shaders I made way back in week 8. The second and
final shot is adapted from the car chase scene, partly to save on time considering I have one day, but also because I
wanted to showcase the way in which the character would traverse the city– using portal momentum to glide
through the city – and since a bulk of the project focused on fights and villainy, that aspect was lost in the cutting
room floor. One thing of note for the final shot is the bloom was turned drastically down in the render settings to
accommodate the daylight.

Other then the addition of these two final scenes there is not much add in the way of progress. The edits are
finalized, the sound scape is looking as good as they can, so the next day before the cut off will mostly be spent
going over the premier file as much as I can to make sure there are no annoying small problems that can easily be
ironed out.

Friday (the final entry)
So here we are, the final entry in this semester long saga. This project has had its ups and downs in terms of
expectations, planning and results. But I write this final entry however incredibly proud of the sheet amount of
work I was able to complete for this assignment, while also learning new programs, animation techniques, my
drawing skills have even improved which I am happy with. As of now there are only a few more tasks to complete
for the assignment before submitting, which is odd as my brain knows that there are many things that I can
improve on with literally every aspect of the assignment; the main one being sound design and animation.
However, the fact I know that there are aspects of the assignment that need improvements, even after spending
an entire semester slaving away at the computer to complete it, shows that I have not only significantly improved
many areas. I could probably keep working on this assignment for another three month, adding voices to the
characters, filling the city with life, improving the models of the props and buildings – but all things must end and
will just take this drive to improve to another project in the future.
One thing I was surprised to happen with this animation is my growing passion for the character I have created,
who began his life as a small demon monster I drew at midnight on a Sunday. I have found to really enjoy
everything about him, the design, the powers, the villain and the slight personality which I hope shines through in
the final project. I found such a love for this character that I went out of my way to write him into other
assignments this semester, through my creative writing units, giving him even more of a personality and back
story. I will avoid writing the whole story but give a brief summary.
“Billy Wicken had a nightmare one day, and upon waking up he learnt he was now possessed by an
interdimensional demon, typical. Zix – Billie’s newfound cellmate of his mind is a fifth dimensional being who upon
committing a terrible crime has been imprisoned in the mind of a human for the rest of his days. Zix however, had a
botched transfer. And now Billy can not only perceive of his prisoner but interact with him. This has caused him to
develop interdimensional abilities of his own, and now he uses those abilities to protect his new home of Novacast.”
And as you may notice, I incorporated the monster from the start of the semester, which I was happy to do as I
really did love that design.
There wont be much in the way of technical updates in this entry, as most of the work is completed, and all that is
left is uninteresting updates about cutting out single frames, aligning different audio tracks better and general bug
checking to make sure the final product is the best it can be.

In conclusion, The now concluded semester has not only left me with nearly 50 pages, 10 thousand words, and a 4
minute animation to showcase my skills, it has also given me a character I intend to expand and write about in the
future. Something else I would like to leave in the final entry is show the improvement between my two semesters
of studying 3D animations, by showing the final submission of the first unit taken in this field (Character Design and
Animation) as it made me feel a whole lot better about the final product of this unit.

I’m confident my skills in this field can only go up, and will continue to pursue it passionately, as it gives me the
opportunities to bring my own stories to life in a way that writing them down just doesn’t capture.
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