Rocket Man Production Progress Report Milestone 2
Storyboard delivery

The first version of the storyboard (posted at our blog 10/12 -07) was planned to have scenes were the man builds three different vehicles, a motorcycle, an air balloon and rocket. But we have decided to shorten the story and focus on quality instead och quantity. So now we have decided to skip the air balloon, even though we really like it, and some of the scenes with it. It doesn’t really add something to the story and is therefore the first thing to go. So now we have shortened the movie and a new version of the storyboard is uploaded at our blog.
Storyboard illustrations are made by Michal Marcinkowski and the planning for it is made by all of the members of Rocket Man Group.
Research Reports 
Compositing by Johannes Lindberg
In order to save precious time in the project we are going to add some effects in post, this will shorten the rendering time quite a bit.

These effects are depth of field or DoF, and motion blur.

Depth of Field:

Depth of field is a way to add a feeling of depth to the film, it’s an effect that mimics a real camera (focal length) for added realism. 

This can also be useful in a storytelling perspective, where you can change the focus point in the picture in order to guide the viewer to the things you want them to see.

To do this in post gives you the opportunity to change the focus and depth of field afterwards, which you wouldn’t be able to if you rendered images with DoF directly from your 3d software.

Motion Blur:

Motion blur is the focus blurring from moving objects, the faster movement the more blur. This is also a method to add realism and is often used in CG material.

Motion blur can also be added in post and for the same reasons as with the DoF (rendering time, opportunity for changes, control).
Tracking
In order to put our CG material into the filmed material we will have to track some of the material, this can be tricky. Luckily there are some books and other resources on the subject, vfxtalk.com for example.
I’ve done some simple tests on this and will do some more, for this I filmed some simple test shots of the book reading, to try to track some page flips and adding some cg to that. But this is at an early stage at this point, and as soon as I have some results to show it will be posted on the blog.
Particle effects

The particle effects for the film consists of smoke, fire and explosions, and if we see the need for some other kind of particle effects we will look in to this at a later point.

- Smoke from exhaust fumes of various kinds.

- Fire from the rocket engine.

- Explosions mainly from the rocket engine at take off.

We have made some test, as shown earlier on the blog, and we will do some more. Mainly the particle effects will be created in Maya and Fusion, and the programs we mentioned in the milestone 1 presentation will not be used. There’s just not enough time to learn all these programs, and we can do all we want in Maya and Fusion.

Character delivery

The character modeling and rigging process is in progress, the design of the characters is as in books for children. 
Which means a cartoony look with unrealistic proportions, but the animations of the characters is planned to be realistic.

The rigging and skinning is quite time consuming, but in order to get a good rig to animate with this is very important to get right. And that means that you sometimes have to rethink and redo some of your work.
Rigging research by Tim Sundin
I changed my mind about using the auto rigging script I meant to be using. Instead I made the rig myself from the ground up because as I saw it the parts I could rig with the auto script I could do just as easily myself. 
But most of all I really wanted to make the rig myself to learn more about rigging. I think it’s more valuable to have made it myself than just using a script I don’t know if I’ll have access to in future productions.

The facial rig will be taking some more work before it’s done because I had to remodel some parts of the face and rethink some things after reading the book “stop staring”. 
And I would like to take a week and finish texturing so I have that part off my back and can really focus on the final rigging and animation.
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Animations
I have also started with the previz and that will be a good way to see how much animation there will be. I’d prefer doing few really good animations than doing a lot of mediocre animations. But we still have to tell the story so we’ll have to analyze what to cut and what to keep in it. We have made some animation tests to.
Lighting Research by Olov Jacobsen
My research so far has consisted of reading 2 different books:

· The Essential CG Lighting Techniques with 3DsMax

· Light - Science and Magic
The Essential CG Lighting Techniques w 3DsMax
This book is more hands on CG Lighting as you can see in the title. That it is written for 3dsmax and I’m using Maya, but this hasn’t been any problems at all especially since the book also covers mental ray which is the rendering software I will use. 
So far I have been reading about some different global illumination techniques and some more basic lightning theory. Much of which I already know but some is new and I’m sure there will be more of that the further I go. The book seems to be very complete and contains a lot of good knowledge.
Light – Science and Magic

Is a book about real world lighting for photography. But I feel that it is very much useful for cg lighting as well, especially since there is a pretty limited range for books on this subject. 
So far I’ve been reading mostly about diffuse and direct reflection, and I’ve got to say that even if I know most of it already it is good to get a real explanation to bring more clarity to it all.
Plans for the lighting and light tests
I will probably not use global illumination when I light this project, however I will do some tests with it to really evaluate the possibility of using it. 
I’ve also planned to light something with global illumination and then try to mimic that look as precise as possible as and exercise to get a realistic light without using global illumination.

Modelling and texturing 

House by Olov Jacobsen
The modeling of the scene is semi realistic, but the textures are closer to realism. The house is tiny, as the man spends most of his time outside working on his projects. He has built the house himself and repairs it with things lying around the yard.

The house is modeled and textured at this point.
Motorcycle by Michal Marcinkowski
The research done in vechicle department has been mainly design focused. The 1950’s Indian motorcycle called “speedy burner” has been the main inspiration for the motorcycle with a Big Chief wheel rim spoked to a Honda 400-4 hub, with twin brake discs from a CB900 performing a double act with a pair of Kawasaki four-pot callipers when the rapid retardation of forward motion is called for. The valves in a side-valve engine are located in the side of the cylinders, (hence the obvious name), and Sieste worked and enlarged the inlet and exhaust tracts of the original '46 Chief barrels.
The modeling of the motorcycle is finished, and you can see it at the project blog.

Texturing

To get a 1950’s vintage mixed with the avant-garde feel of modern motorcycles the motorcycle will be textured with procedural textures with low specular to get a “sandstone” feel to the paintjob. The main focus here is to combine the element of classical motorcycle design with some modern parts such as the front callipers with a touch of various handmade elements. Rust and dirt are elements that will be visible but not overcooked on this model, we want to keep it quite clean although the motorcycle has seen better days. 

Expressions
Expressions will be used to animate parts of the motorcycle so that parts that interacts with each other reacts on movement, this saves time for the animators and looks better. 

For example: 
The front fork will have to be rigged (as the rest of the motorcycle) with bones and an expression will be written that connects the wheel to the ground at all times. The front springs on the fork will have to be controlled with blendshapes connected to this expression. 
Studio Recording by Johannes Lindberg
The studio recording is a part of the project that is a bit out of our hands, because we don’t have that much experience and knowledge of this. 
We know what we want to get filmed and have made some test recordings of this, angles and camera movement etc. These tests will be posted on the blog.
At first we were planning to use a HD camera, this to get the best recorded material as possible. But this proved to be harder then we thought, because apparently there are no such cameras available for rent in Skellefteå.

And we don’t have a budget big enough for such costs, so we skipped the HD camera and that will save rendering time for us.

And the idea of HD is probably not necessary for us anyway, for the quality we need the beta material is good enough.
But we are a bit worried about this because we have worked with beta material before, and let’s just say that we’re not that impressed with the quality. But we have heard that the lack of quality can be from compression when the material is imported. 
Therefore we must do some tests and try to import it uncompressed, to see this for ourselves. 
But due to rental costs of the beta camera we haven’t had time for this yet, but hopefully we will soon have a small budget for this.
We have talked to a cameraman that will help us, and it sounds possible to create the most of the angles and shots we want, but the room that we plan to shoot in may have some limits in space needed.
Hopefully our budget will be big enough to rent the camera equipment for a couple of days, so we can test it and if we don’t succeed at first we have some time to do it again.

At first we planned to record it in a studio but this would mean a lot of work with getting the setting right, but a change of plans is to record it in Johannes niece’s room with all the right props. The only problem with this may be lighting and the lack of space. But this will hopefully not be a problem and again the recording tests would help us with this.
Project budget
At this moment we don’t have a budget for the project, we have sent in some papers and hopefully will get some money for the project.
The budget we need will cover the costs of:

- Camera equipment for a couple of days

- Camera man

- Lighting equipment

- Music and sound effects recording

- Other costs
