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DESCRIPTION
In this post mortem document I will give a short summary of my experiences from working with my specialization project.
POST MORTEM
Working on this project has been very rewarding for me. I learned a lot during the first, second and final phases of the project. 
During the first phase, the learning was all about the theory of the 2.5D technique and the theories surrounding color, perspective and image composition. The technique part was entirely new for me and it was good to early on get a picture of what the strengths and weaknesses of the camera mapping technique were. Some of the theories surrounding color, perspective and composition I had learned about earlier, but it was still very rewarding to refresh and deepen my knowledge in these areas.
The second phase of the project was about putting my newly gained theoretical knowledge to the test in some practical exercises. This was very helpful, because it gave me valuable insight into what was needed to create the final product. Which parts of the process needed the most attention and time, and which parts could be handled in a simpler fashion. During the second phase I also worked on the concept art for the final product, a process that in my opinion shouldn’t be overlooked. It is my enforced conviction that the more work that is put into the conceptual phase of a project, the more secure and focused you will be throughout the project, whatever it might be.
The third and final part of the project was the main production phase. Now, I used all my experiences from the previous steps in bringing the final product into realization. This part too, proved to be much of a learning experience. Although in many ways the production followed the steps from the earlier tests, the scale and demands on quality was different this time. 
One of the steps was to shoot some live footage in front of a green screen, this step was not entirely free of problems but in the end it turned out ok.

A few unforeseen problems showed up during the final phase, as well as a few surprising bonuses. In the last part I also got the opportunity to deepen my knowledge in the field of post-production, something that proved to be a mostly positive experience.
What would I do different if I were to do a similar project? Well, there would be some minor changes but not any larger ones. I would, earlier in the project, produce one, or a series of previsualization animations to really nail every camera movement down before continuing the process. I would also assign more of the time to post-production. I would however keep the strong focus on the conceptual phase and the attention to detail in every step of the main production, as one of my experiences from this project is that if you are striving for a certain quality level in the final result, you must keep that as a benchmark to strive for, even in producing every one of the separate parts of the whole, however small they might be.
In conclusion I must say that this project has been an overall positive and rewarding experience and I feel quite satisfied with the final product as well.
















	

	
	
	



