Research Dokument
Fredrik Lindbom 
Digital Double
Since project start I’ve produce one model representing me. I’ve produced a rig with some features that will make tricky parts easier.
Also a small test has been done. There I went through the whole process to find out what I need and could do better in full production.

Model:

Two models where created. One low poly and one high poly.

For the model I photographed my side and front. I used the photos as references pictures to create the mesh in Maya. Tutorials on the internet become my guide to how the edge flow should be. 
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The high poly model is created in parts. So the shirt is one part and the pants in another and so on. That will give me better control when it comes to wrap and blend shaping. 

The low poly is build as one part (except for shoos and arms though the will be controlled separately). That makes it easier to skin and the high poly to wrap to.
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Test1:

The Rig.

First I gone thru some tutorials and document about how to create a rig with the most comment features. 
I learned how to create an IK/FK switch for legs and arms.
I made an Combination of FK and IK in the spine.
So there is an squash and stretch function I could use.
I made an specific joint chain for the shirt. So when I turn the arm the shirt wouldn’t turn at all. And I made some features that allows me to counter animate the sleeves.

Test 2:
The Production Process. 

I’ve filmed my self jumping in front of the camera and from a chair far away from camera.
Then I animated my digital character so the beginning and the end matches my movement at the film.
I rendered the animation in 6 different layers:
Beauty Pass
Pants Mask
Shirt Mask
Skin Mask
Shoes Mask
RGB Pass
By this way I can control almost all lighting in post.
In post I color correct my digital material to match the filmed material.
I allso removed the chair I jumped from.

Test3:
Wrinkles
How I solved the wrinkle problem.
- I made a low poly which I skinned to a joint chain.
- I made a high poly copy that I wrap deformed to the low poly.
- Then I duplicated the high poly leg.
- I use the copy to blend shape the original.
- When the leg is bent I model the wrinkles on the copy.
- By driven key I control when the blend should appear.

[image: image3.jpg]



Some of my discovery I will take advantage of:


Model
- My model must contain better topology.

- I can skin a low poly to the rig and then wrap deform a high poly model to the low poly.

- I might have to do some wrinkles when the cloth bends.

Rig
- Quite good as it is. I’ve learned most of the thing on the road of constructing it.
- There are some funky stuff going on with the skinning.
 I think the topology will do the trick.
Post production

-I can’t be so close to camera. The model aren’t good enough for close ups. 
 But the faster the movement are, the closer to camera I can blend.
- Either I must render a couple more passes or I have to do a more correct lighting in Maya.

- More passes will give me greater control to light the character in post. And a more correct lighting will make it easier to colour correct in post.
So I guess a combination of the both will be awesome.

Conclusion
Most truly I will place the animation 65 feet’s (maybe more) from camera.
All the small bugs in the rig must be fixed.
I hope some wrinkles in the fabric will give a more realistic look.
I must devote some time for rotoscoping.
