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1 
BASIC INFORMATION

1.1 PURPOSE
The purpose of this project is to gain better understanding and awareness on the subtle differences when lighting scenes of different genre and adjustments for specific moods. I hope that I in this process also in this project will fulfill a personal goal and become more in control of software like Maya, Mental Ray and Fusion as tools for lighting and rendering.
1.2 BACKGROUND

On the subject of lighting and rendering, we have so far learnt the basics on how to adjust your lighting to different times a day and been set aware that light will act differently depending on what materials are in the designated area. We have also learnt the basics of Mental Ray and how to use some of the different settings for the tool. These are all good lessons; however if the scene has a purpose more than being for example a nice morning picture there are a few more lessons to be learnt. If your picture falls into a genre like fantasy or cartoon, surely you would treat light and material differently? If your scene is supposed to be set with specific mood; a really creepy morning or a lovely happy evening, then I do believe there are some differences in how you set the light. It is with these issues I feel I lack control and where I found my specialization project. I want to learn to control these differences and create scenes rich of emotion and then be able to render it to a high-quality result.
2 Goals

2.1 PROJECT GOALS

The goal is to deliver a small piece of film with clips from three different genres whereas each of these have two different mood settings between which the film fades between different moods. 
2.2 PROJECT OBJECTIVES

I wish to gain a better understanding on the tools for lighting in Maya and the tools for editing light in a compositing program such as Fusion. I also want to increase my awareness to the subtle differences in light and texture when applying different genres and moods.

2.3 STRATEGY
Through research, exercises/tutorials and learning-by-doing I believe I can achieve the goals and objectives I have put up for myself.

2.4 REQUIREMENTS
· The research will be summed up in a Research Document explaining relevant facts and angles to the project. 
· Do at least two different lighting exercises/tutorials during the preproduction face.
2.5 ASSUMPTIONS
· Work Station 

· Maya Software  

· Fusion 5.3  

· Software for documentation (such as Word and/or Open Office)

· Software for image editing (such as Adobe Photoshop)

· Camera

2.6 INCLUDED/ EXCLUDED

2.6.1 INCLUDED
· Modeling

· Texturing

· Lighting

· Animated Camera
· Music
2.6.2 EXCLUDED

· Live action footage

· Voice acting

· Sound Effects
3 CONNECTIONS TO OTHER PROJECTS

3.1 FEEDBACK FROM PREVIOUS PROJECTS

Generally with projects such as this one I have learnt that it is important to be flexible. Reevaluate the timeframe over and over again and adjust the project to avoid not making the deadlines.  
From previous assignments see that the process of lighting can be a very slow process since there is always something to improve and it is hard to get to a point when it feels finished. With this experience however I feel that I can estimate how long the lighting process will take much better then I could say six months ago.
The design/preproduction face is very important. It will be a crucial face so that there will be as little question marks as possible when the production face gets going.

4 pLANS

4.1 MILESTONE PLAN

The milestone dates assume that project can be started no later than November 17th in order to make MS1?
The following Milestones (MS) are defined:

	MS/TG
	Date
	Scope
	Exit criteria
	Responsible

	MS1
	9/12 -08
	Documentation Delivery
	ProjectPlan.doc
	AÅ

	
	
	Design Delivery
	Sketches: Scene Model
	AÅ

	
	
	Research Delivery
	Research.doc
	AÅ

	
	
	
	
	

	MS2
	15/1 -09
	Documentation Delivery
	ProjectPlan.doc (updated)
	AÅ

	
	
	Research Delivery
	Research.doc (updated)
	AÅ

	
	
	Preproduction Delivery
	Finished 3d models (except light relative ones)
Film: Previs.mov

Light drafts
	AÅ

	
	
	
	
	

	MS3
	20/3 -09
	Post Production Delivery
	ArtofMoodSetting.mov

Hi-quality Artwork: Mood comparison
	AÅ

	
	
	Presentation
	Complete final presentation of project
	AÅ

	
	
	
	
	


[image: image1.jpg]Modeling Deadline

Project Panv. 1.0

Sketch Deadline 2

Lighting Excercies 2

Drestudy & Preparation

[Research Do, Deadline

Research

New Years

Decumentation Update

Droduction

[Texturing Deadline.

Light Deadline |

Light Deadline 2

Light Deadline 3

[Rendering Dendline

Decumentation Update

DEADLINE!

Clipping Deadiine
Prel Delivery MS3
Prel. Pres. MS3





4.2 TIME SCHEDULE
4.3 RESOURCE PLAN

The resource at hand is me single-handedly making this project a success.

4.4 PROJECT BUDGET
There are a few costs with the project:

· Literature
· Printing of Final Artworks

· DVD with cover for final film

So far I will be paying these costs from my own pocket. I will however be applying for scholarships in hope to ease the budget a bit.

5 PROJECT ORGANIZATION
5.1 ROLES, RESPONSIBILITY AND AUTHORITY

Roles, responsibility and authority are described in the following section.

I will be doing this project on my own and therefore there are no roles, delegation of responsibilities and I am the only authority with this Project.
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.

	Proposal.doc
	Initial Concept of the project.
	

	ProjectPlan.doc
	Project goals and objectives, organization, responsibilities, communication.
	

	Research.doc
	Research summary
	

	ArtofMoodSetting.mov
	Final Product
	

	PostMortem.doc
	Project conclusion.
	


6 QUALITY PLAN

6.1 QUALITY OBJECTIVES

The quality objectives of this project are:

The lighting is aimed to be of a higher quality then the average result of the students during previous courses. The lighting and rendering and somewhat the compositing are the focus of the project. The texturing cannot be lesser in quality but needs not be better (although I will be aiming for it to be better) than what has been delivered throughout the different courses so far. The quality of animations, camera angles and model are of no relevance to this projects goal and should not be given much consideration when evaluating this project.

6.2 QUALITY FRAMEWORK
6.2.1 REVIEWS
Milestone deliveries are performed according to in chapter 4.1

Review of the Milestone deliveries are made prior to the presentation. Changes or additional work might be needed for approval. This will be notified through mail two working days after 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, INSPEKTIONS 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
RISKS

There are a couple of risks within the frame of this project:
· Being too optimistic with how much time I have during a process face.

· That I don’t get to a point where my understanding of lighting & rendering gives me control enough to adjust it to all the different settings of mood I have aimed for.

In both of these cases I think that the most important part is communication with the faculty of the school and being flexible. I will also be reevaluating the project a few times a long the way in hopes to avoid these traps. Downscaling the project is always and option.
OPPORTUNITIES

There is a fantastic opportunity to gain some indebt knowledge on lighting and gaining better control of the tools for lighting.

8 PROJECT CONCLUSION
The project is concluded after:
· Project Documentation has been completed and delivered.

· Finished product delivered according to Goals in section 2.
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