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1 
BASIC INFORMATION

1.1 PURPOSE
The purpose is to learn how to replace a live actor with a digital double. 
Animate this double to preform what the live actor can not.
Then make the double match the live material by correct lighting and movment.

1.2 BACKGROUND

Back in the day the film industry used stund doubles to preform dangerous stund and action sequences that could harm the star actor. Today we want them to do even more dangerous  act an somtimes even acts no human can do.

Like stand close to an explotion, djum from exremly high buildings, be hit by a car or fly thru the air. 

To day we can solv this problems with computer graphics and have a digital double do the work.

2 Goals

2.1 PROJECT GOALS

Deliver a movie. 
Format 16:9
A clip some where between 10-30sek.
The clip will contain a stunt preformed by a digital double.
I should be hard to tell where I blend between double and actor.

PROJECT OBJECTIVES

There must be a digital double.
There must also be a functional rig.

This will be animated to match the live action material.
Composting
Increased knowledge’s in how to animate a character to replace the liv actor.

2.2 STRATEGY
The digital double model will be created by photo references. Side, front, back photos.

I’m going to film my self, preforming this stund. I will then use this material as referens material for my animations.

I need to get pictures from the filmed location to recreat an image based lighting.
2.3 REQUIREMENTS
Camera
ASSUMPTIONS

I’ll need a camera that can give me high quality.

I’ll need assistance to maneuver the camera.
I might need the application, Boujou, to track the scene.

I’ll need a digital camera for referense picture and HDRI picture.

I might need a applikation to make HDRI picture of digital photos.

2.4 INCLUDED/ EXCLUDED

2.4.1 INCLUDED
Make a model for digital double

Creat a rigg for the model.

Light the scene so that my character appears realistic in the live action material.

Post all the materail together to get the final touch.

2.4.2 EXCLUDED
Story telling.

Sounds

3 CONNECTIONS TO OTHER PROJECTS

3.1 FEEDBACK FROM PREVIOUS PROJECTS

4 pLANS

4.1 MILESTONE PLAN

The milestone dates assume that project can be started no later than ?
The following MileStones (MS) are defined:

	MS/TG
	Date
	Scope
	Exit criteria
	Responsible

	MS1
	18/12 2008
	Research Period
	Research of what’s possible and doable. 

Project Plan
	More knowledge in the area.

	MS2
	15/1 2009
	Testing Period
	Model with correct topology                                 

A complete rig                              
More advanced testing results of the production process                                    
	Discover a possible way to make this project succeed. 

	MS2
	20/3 2009
	Production Period
	Final product in form of a film clip                                      
Production document                 


A breakdown movie
	Create realistic effects for film.


4.2 TIME SCHEDULE

	Name/week
	46
	47
	48
	49 (MS1)

	Fredrik
	Projectplan
	Modeling
	Medeling/Texture
	Rigging

	
	
	
	
	

	
	50
	51
	52
	1

	
	Rigging
	Research
	Research
	Research

	
	
	
	
	

	
	2
	3 (MS2)
	4
	5

	
	Filming
	Get references 
	Animation research
	Animate

	
	
	
	
	

	
	6
	7
	8
	9

	
	Animate
	Animate
	Animate
	Animate

	
	
	
	
	

	
	10
	11
	12
	13

	
	Tuning
	Tuning
	Lighting
	Rendering

	
	
	
	
	

	
	14
	15
	16
	17

	
	Rendering
	Composting
	Composting
	Left for

	
	
	
	
	complementary


Task/responsible:

1

2

3

4

etc

4.3 RESOURCE PLAN

Not jet

4.4 PROJECT BUDGET
None

5 PROJECT ORGANIZATION
5.1 ROLES, RESPONSIBILITY AND AUTHORITY
I’m my own modeler, my own TD and the lead animator

5.2 REPORTING AND COMMUNICATION PRINCIPLES

5.2.1 Project Communication

The project uses a blog for tracking progress and uploading documents.
E-mail and blog comments will be used as the primary project communication tool.

5.2.2 Project Meetings

A project meeting with LTU staff can be requested by the student if there are functional and design changes or other change requests that can not be regarded as minor in the project.

Agreements and decisions are documented in the minutes of meeting (of project meetings and technical meetings). Minutes on meetings must be available on the blog site no later than two working days after the meeting.

5.2.3 Project Reporting

Reports and results will be delivered with every milestone using the blog and upload function. 
The Milestone presentation material must be available on the blog at least four working days before the presentation date.
5.2.4 Document plan

The following documents will be prepared within the scope of this project. These documents will also reference documentation not listed in the plan.

	Title
	Description
	Resp.

	Project Plan
	Project goals and objectives, organization, responsibilities, communication.
	

	The Model
	An look a like model of Fredrik Lindbom
	

	Rigged Character
	.A functional rig with most comment features
	

	Test Movies
	Test, resulting in shorter film clips
	

	Live Action Material
	Lave Action material in form a high resolution film clip
	

	Final Product
	A clip where all the different parts are put together to a final movie 
	

	Post Mortem/Final Report
	Project conclusion.
	


6 QUALITY PLAN

6.1 QUALITY OBJECTIVES

The quality objectives of this project are:

6.2 QUALITY FRAMEWORK

6.2.1 Reviews

Milestone deliveries are performed according to in chapter 4.1

Review of the Milestone delivieries are made prior to the presentation. Changes or additional work might be needed for approval. This will be notified through mail two working days afterr presentation at the latest. The additional work must be completed and uploaded before the presentation is scheduled.
The presentation itself is reviewed and approval/failure will be notified by mail two working days after the presentation is made.

6.3 SUPPORTING ACTIVITIES

6.3.1 Document Management

All project-related documents shall be written in English.

Documents and material must be version managed. Each revision of project related documentation shall be uploaded.
Project correspondence (e-mails, faxes, and letters) with important information for the project will be treated as project documentation.

6.3.2 Change Management

Changed requirements or exemptions can be addressed at project meetings or by e-mail
6.4 VERIFICATION
6.4.1 Reviews, inspections and tests

The author of a document has the responsibility to initiate a review of a document.  This is planned to be for each milestone delivery. Additional reviews can be made if it considered to be needed by LTU. 

The student can also ask for additional reviews which will be performed if available time and resources are available at LTU.
7 RISKS AND OPPORTUNITIES
< Risk analysis. What are the risks and how will that affect my project? Where are the area that you  know the least of? 
<If you identified a risk, do the calculation and take appropriate actions this may include changes in time schedule, better hardware, other software, more people involved etc… 
There are a few ways to do this, read: http://en.wikipedia.org/wiki/Probabilistic_risk_assessment

The idea of risk analysis is that you take the outcome and make changes to your time schedule so that you have given the aspect with the highest probabilistic risk the most time to succeed. To simply state that a certain aspect of the work may collapse will do you no good. Another useful outcome of the risk analysis is that you may conclude that some work will not be finished on time and therefore it simply must lose content or parts must be cut out.>
8 PROJECT CONCLUSION
< When is the project concluded and how?>
9 REFERENCES

9.1 ABBREVIATIONS

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	


9.2 REFERENCE LIST

	
	
	

	
	
	

	
	
	

	
	
	


10 Appendices
















	

	
	
	



