Research Document
Short Film Project: Rocket Man and Space Monkey

Modelling And Texturing Department

Texturing/Shading

The most important thing I discovered during my tests was that procedural textures can actually be really useful and good looking, especially the 3D procedurals which does not require the objects to be UV-mapped. This will greatly reduce the work with all the scrap and junk I’m planning for the environment.
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I also discovered the recreating metal really good is probably the hardest part of texturing/shading. I feel that I need more time experimenting with specular and reflection maps.
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Animation Department
Rigging
For the rigging we originally planned to make the whole rig ourselves, but after looking at the students from the year before we think it will be to time consuming. So we will instead be using an automatic rigging script called zooCST from http://www.macaronikazoo.com/ too save time. It creates all the controls you need for the body without you having to manually connect every control.  
For the face we will be making blend-shapes and rig it with controls to make the animation workflow easier to manage. 
Animation

As many animators before have said a mixture between “pose to pose” (more control but often stiffer and more mechanical) and “straight forward” (very nice flow but risk to animate yourself into a tight spot when you don’t have a planned ending) animation seems to be the best way to get a controlled but still fluid animation that takes the best from both methods and makes for a faster and easier way to animate.
Compositing Department

Studio Recording

Our first plan was to film the material with a HD camera, to avoid the interlaced material from video. But that was more difficult and costly then we thought, so the plan now is to record it with a Betamax camera even though the material is interlaced. 

But this will hopefully not be a problem as we have tried some tracking and masking on DV-material which is more compressed than Beta, so that is the plan now.
Camera Tracking

I will do some tests on the camera tracking and see what we can do, 2d or 3d tracking so that we can do some effects with 3d tracking, which would be really nice. For this the plan is to use the tracking program Boujou, they give student licenses so we can use it.
I haven’t had time to test this yet but others say that it’s an easy and powerful tool, so my hopes is that it will work out well.

The book “Matchmoving: The Invisible Art of Camera Tracking” will be a helpful resource in this. 
Particle Effects

We have worked with 2D and 3D particles in both Maya and Fusion and there are advantages with both of them, so some of the particles in the scenes will be made in Maya and some in post with Fusion. Tests during the next project phase will decide this, and I will look at some programs for this such as Houdini, Realflow to see if they have features that will help me. But I will probably not use any of those programs during this project.
Compositing

I have a plan for what is to be done in compositing and some ideas that I will test to see if it’s suitable for our film, color correction and things like that in order to make the CG fit with the filmed material is things that will be important to make the final result as good as possible. 
Depth of field and motion blur is other things that I plan to look at making in post, this will make the rendering time much shorter and hopefully speed up the project.
But all of this will be clearer when I do some more research
Concept Art

Here are some concept artwork made by Tim Sundin, Olov Jacobsen and Michal Marcinkowski, in that order.
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