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Introduction

My goal for this project was to learn the pipeline for a Mattepainting 2.5D. I wanted to learn the techniques of creating environment art, involving working with lights/shadows, colors, composition and implementing 3D objects and live footage into the final movie. During the production phase of my project I have made a Mattepainting in Photoshop, projected it to 3D geometry, created 3D models for implementation in the final shot, filmed and keyed live greenscreen material and work on post production in Eyeon Fusion. I have also done some animation and particle effects.

What went right

I have followed my timeplan very well during Milestone 3. The time I spent on 2.5D projection research in MS 1 & 2 was time well spent, I managed to avoid all of the major problems. I didn’t have any trouble with projection distortion, color/detail loss or bleeding alphas. When I did the first final render I some unintentional smoothness on the image, this was solved by turning off “Use multi-pixel filter” in the Maya Software renderer.

The techniques and pipeline I found during the research phase worked out great and made me speed up the process. I managed to create depth in the environment using blur, saturation and color techniques.

What went wrong

After 2 weeks of my 4 week Mattepainting schedule, I decided to restart the painting. On the first version I wasn’t happy with the camera angle and perspective. I made a previz and rendered 3D geometry from Maya to have as a dummy In Photoshop. But even after spending a lot of time changing the camera’s focal length and placing the geometry differently, the scale and perspective didn’t seem quite right. 

What I did instead was to use one of my landscape photographs as a base for the scale and perspective, then work out the rest of the details from there. This worked out allot better, and from what I have found out later is a technique Mattepainters normally use as a first step. From this you can create the 3D geometry and painting itself in a more accurate manner. On the new version my camera was a bit higher, giving the scene a better sense of depth. The negative aspect of this is that I did the painting in 2 weeks instead of 4. But on the good side I made a valuable experience. It feels like I did 2 mattepaintings instead of 1.

On the new version I made the main middleground area more free of objects. It causes projection problems to have objects in the center of the camera move. Based on feedback from other students I decided to move the village closer to the camera and place it on the same vertical line as the castle. Because of this the camera would move directly over them, and I had to remove them from Photoshop and render them in 3D instead. I decided to only have the waterwheels beneath the waterfall, and use the cottage looking house part a my village houses. I also decided to do a sunset lighting, since I felt this was better for a fantasy scenery.

Overall I made a few changes, but feel I have followed the original idea and composition well. I regret now that I didn’t spend more time getting the concept correct in the research phase.

What I would change the next time

The next time I do a similar project there are a few things I would change. I would have more focus on concept, finding the correct camera angle early. I also learned that creating detailed projection geometry for objects that is far from the camera is not necessary. However in a scene with z-depth  rendered, detailed geometry will improve the effect greatly.

Conclusion

During the project I have learned more about planning and research. I have learned the pipeline for creating a Mattepainting 2.5D. My skills in breaking down a production phase has increased. Rendering as much as possible in render layers really made a difference in post production. My knowledge of working with light/shadows, colors, focus and textures has increased. Working with live greenscreen material was a valuable experience, and my knowledge and skills of working with codecs, file formats and pixel resolution has increased a lot. My technical skills in Maya and Fusion has also increased. I am pleased with my final result and feel what I have ended up with is at the maximum of my skill level.

