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The Post mortem document is an evaluation of the process and results on the specialization project: The Art of mood setting.
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1 POST MORTEM
1.1 PRIMARY GOAL
My Primary goal with this Project was to deliver a small piece of film with clips showing mood set in an environment textured for a) an unrealistic/painted impression and b) for a realistic impression and while doing this gain better understanding and control of the tools related to lighting and rendering within Maya and also gain some more experience with working in a compositing software (in this case Fusion). 

Result:
The piece of film mentioned has been finished on time and it has been very rewarding in the process. I have through research, tutorials and learning-by-doing; become more efficient in my workflow and have learnt about new methods of lighting. and I have I would have liked to have been able to up the quality of the work even more but in regard of some of the problems I ran into (see 1.3) I am happy with the result.
1.2 SECONDARY GOAL (OBJECTIVES):
My Secondary goal was to become more advanced in my work surrounding light and gain better awareness on the subtle differences in light and textures when applying different moods.

Result:

I gave much thought on the matter of using awareness instead of only intuition in my work surrounding light and mood and I spent most of my preproduction phase fulfilling my secondary goal through a lot of research. I felt then and I still feel that this was the most important part of my project. This is the part that was most rewarding with lessons that will make me a better artist in all areas. This was the part that I felt I did most right. The time spent doing this research was well worth it and I strongly feel that I have achieved my secondary goal.

1.3 EVALUATION:
The goals for this project where achieved. However there have been some changes in the process on the amount of material that would go into the film. For one, I started out with three categories of texture styles but took it down to two during the preproduction phase which also resulted in less amount of mood settings on the to do list. So now I have made two sets of materials where I feel that the realistically textured one went smoothly and I think is of fairly high quality, while the part that was suppose to be of a more unrealistic character met some problems. Since I assumed that it would be a rather easy task getting the impression of the “painted look” I wanted I did not perhaps spend as much time researching this during the preproduction phase. Instead I spent a lot of time learning about mood and light which I am greatly grateful for as well. I will always have this knowledge and it will help me so much in my future work but it gave me some trouble during the production phase. I do think that the result is ok but I would have wanted greatness. It is simply not up to the standard that I initially wanted, but I do think it does fill its purpose and that the impression I was going for was achieved. 

1.4 WHAT WOULD I DO DIFFERENTLY?
If I could do this over with the knowledge I have today I would have put some of the research effort on Toon shading and the Vector Renderer that is within Maya since I only got to glance at these during the production phase. However if I could redo the project completely I would probably have focused on mood altogether and not bring texturing in as a goal and I would probably not do a unrealistic scene at all so that I could have focused even more on the area of my primary interest and be less scattered in my work and so also achieved an even better product in the end.

















	

	
	
	



