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INCASE ANTONE CARES AT AL

* The idea of the scene comes origino”y from one of
my old werid &reoms, in which a spiro| staircase

streches to o p|ot|(orm under the starry night...

* Thesceneis created to give an extra-terrestrial

vibe. A |Umpy |ono|scope with go|o|en craters, a

per{ect|y smooth metal staircase and a translucid
p|ot|[orm, and vertex of bright stars revo|ving and

gravitating away.

* Two characters are also creoted, which adds to
amusement of the pro&uction. (Not showing here

since it would ruin the tronquihty of the scene |o|)




The basic scene comprises two sub-collections:

Staircase & Londsc:ope.

The Herorchy is as follows:

e Staircase
e Dlgtform
e Central axis

* Handrail + columns
/ * [reads

° Londscope
L g e Land
B o Craters x4




Two important modifiers were used when moo|e||ing the staircase: Arrox and Screw.

v M Treads < (* Screwed
[ N |
o Add Modifier v from a circle for
- B M QLT av x 120 o|egrees.
LJ
Apply Copy In the image it
N
Fit Ty.. Fixed Count v |’WOS o|reoo|y
&
Count: 36 .
@ beem Qpp||e&.
Constant.. & Relative .. *>
] X: Om 0.000
Y Om 0.000
" Om 8.000
® -
s . Merge ¥ Object O..
O First Last ‘W Empty X
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\%
0.0000
@ 0.0000

[Treads + Columns) x ARRAY [Treads + Columns) x SCREW




Atter mo&e”ing the |ovv—|oo|y meshes, a high—po|y

version of the Lonclscope Was scu|pteo|.

(S’coircose was left untouched since it was meant to be pen{ecHy

metal and smooth)

Uyntopo made enabled during sculpting

Low-poly

High-poly




At the same time the |ovv—|oo|y meshes of Land and the Craters were unwrappeo|, so that

later we could bake the high—po|y features onto the UV map, to make the |ow—|oo|y meshes
“look like” high—po|y ones. (See the normal maps next poge)

Unwrapped Land Unwrapped Crator




Now it came to &esigning the material of the objects.

For Staircase the shoohng was neat,

since It was supposed to be smooth

and metallic (except for the p|0t{orm

which is transparent p|Qstic>

[he platform

* Thetreads and columns are made to be go|o|en.
Metallic: 0.990, Roughness: 0.000, Base Colour:

* The handrail and central axis are made to be copper—ish
Metallic: 0.990, Roughness: 0.100, Base Colour: B

e The o|is|<—p|oh[orm is made to be tronsporent|y blue.
Metallic: 0.990, Roughness: 0.000, Base Colour:

[he stair




For Lonclscope (i.e. land & Croters) it was a little more comp|ex.

Alter boldng the th—po|y features to the normal map (see below), other three maps were pointe& for

each object, to describe a distribution of different co|ours/meto||ico|ities/roughnesses.

eg. the inner side of a crater is metallic and smooth, mo|<ing it look like as i there were go|o| mine inside.

Colour map Metallic map Normal map  Houghness map

Lralers & .
® C

Land
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The shqohng nodes were structured as below: Four Input maps <co|our, meto”ic, roughness, mormo|>

Color o\ Color =
Al \
Alpha e ~— pha e &
(]~ Crator 000 ROU |2 (3 I X &lv crator 000 MET G2 0N Il (X0
Color - Color = ~
Linear v
Linear v ~
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[he shading nodes for one Crater
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Alter moo|e||ing the two basic modules, a portic|e system (emitter type) v @ stars vy oQ
of stars was created. v 3 Particle L RO ©
»V star ¥/ Y ©1a

» V starorange Y ¥ © @

* Three star instances were created » V¥ Staryellow 57 ¥ © @

in different colours and » V Tajectory KV » ©1Q@

J= Vortex \ JKON ©

brightnesses. They were rendered

55 6 colleeton. Hierarchy of the particle sustem

* The source geometry was a

detormed e||i|osoio| <Troiectory>, on
the face of which the pQrtic|es were
scattered.

* There were U stars in total.
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: : . ¥ Force Fields
Since the emitter pQrt|C|e system came

T Vort v
thuro“y as onimoteo|, | added a force ype | (@ Vortex
field (vortex type) in Physics such that v oettings
the stars revolve around the center like Shelze QG v
a mini—go|axy Strength 1.000
| Inflow -0.300
Affect Location &
The parameter INflow was chosen to be Affect Rotation &
negative [-0.300) so that the stars M Am:“”; 0-200
ee

scatter away from the center as they Absorption

revo|ve.
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Now comes the fun part. =)

To add to the liveliness of the"|one|y land”

Mirror

Subdivide

Solidify

, two characters were designeo| and rigged.

The characters take after a human shope but also
has an alien scu|p <just for {um...)

Three modifiers contribute to the design:
Mirror

Subdivision surface
Solidity
Two characters were created (somehow to

represent male and {em0|e) with the on|y ference

of the sculps. J
|
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The characters were then rigge& ‘
as a typico| hurmanoid. (See ij&
|

picture on the right)

— 51K bones <|ovver arms, lower |egs,
and hoir)

— & control bones (Contro”ing two

arms, two ‘egs, the head and the

holistc movement/trons|otion>
— Qn|y the bones on the head differ

between the two characters.

v View Select Marker Channel Key [\, Normalize £ .nA =

Higging of one character

v K 57 ® Armature.001

v 5% ArmatureAction.002
> 57 ® body lower S Mo ° . .

> @ neck A L = s B The bones were later animated in Pose Mode.

b 57 @ head b OH C—
> 2O hair lower  f @ - The idea was that the pin|< gQ| kicks the blue dude tar away
» 57 ® shoulder right S & o § 3 §
» 57 ® arm_right_uppef & 1o ceo to tlﬁe SI<>/
b 57 © arm_right lowege B 1o

» <7 ® shoulder left S & | . 15 20 25 |

(Wos octuo”y p|orming to make a classic Titanic scene, but \\\//)
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To make the scene look more futuristic and exotic, several |ight sources were added as if

there were celestial |ight from various directions.

Ablation look of & light sources
3




To exp|ore ditterent views from ditferent Qng|es, | created 8 cameras with ditferent com[igurotions.

2 of them (EHI’HUDB and EamUW) were animated o|ong a certain poth.

v [T cameras A RN &
FQ Camera.000 C..?.., A JRON |
.- ‘fe Camera.001 C.._?q A JRON |
O comera002  §3 A JRON &
. @ Camera.003 ﬁ A JRON |
F‘fﬂ Camera.004 '?,3 A JRON |
» O comera00s  §2 y @A
'Ja Camera.006 25 © Q A JRON |
O Camera.007 tracking & © Sn y @A
»J= Empty LookAtOOS 25 yoQ Cam006: Spiral track
»J= Empty LookAt007 & @ | JRON @
) Track_Cam006 ) y @A
») Track Cam007 o | JRON®|
Hierarchy of Cameras and their tracks Cam007: Roller coaster
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The spiro| track of

Add

V Mesh >
& Surface >
@ Metaball >
ad Text

9 Grease Pencil 3
K Armature

23 Lattice

J- Empty >
PN Image >
@ Light >
%% Light Probe >
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) Speaker

333 Force Field >
&= Collection Instance »
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urve Simplify
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istance
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=
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lygon
lygon ab
ectangle
homb

gl:vuugg
g

D Segment
) Trapezoid
D Curve Profiles >
=) Knots >

D Curly Curve

Logarithmic
Spheric

Torus

Cam00b was modelled with the he|p of an add-on: [Add Curve: Extra []hjECtS]

v Curve Spirals

 Operator Presets

Presets:

Spiral Typ..[ Arcl
Spiral Dir... Counter Clockwise v
Spiral Parameters:

Archemedian Settings:

Output Curve Type:

B Cyclic

Location:

Rotation:
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The roller coaster track of LamO0/ was modelled based on a Bezier curve.

Droportiono| e&iting was used a lot here.




Mony of the aforementioned modules were animated: the portic|es, the characters and the cameras.

Yv = N Nomalize & M RA T je
v K 57 ® Armature.001
w *3® ArmatureAction.002
» <7 ® body lower & B0
» <7 © neck b G0
» 57 @ head , G0
» <7 @ hair_lower & B
» 57 ® shoulder right & Bh f
» 57 ® arm right upper S @ o
» 57 © arm_right_lower & B
» 7 ® shoulder_left & B
» 57 ® arm_left_upper & B0
» <7 ®© arm_left_lower & B0 ®
» 57 ® hip_low & B0 . 2
» 57 ® hip_right & B0
» 57 ® leg_right_upper & B
» 57 ® leg_right_lower & G0
» 57 ® hip_left & G0 o
» 57 ® leg_left_upper & B0
» 57 ® leg_left_lower P
» 57 ® body_upper & B0
» 57 ® control_head F N
» 57 ® control_hand_right & & =
» 57 ® control_hand_left & &=
» s ® control_foot right S [ o
» 57 ® control_foot_left & G0
» <7 ® Bone.020 P s
» 57 ®© Bone.026 & B
» 57 ® hair upper F 2 T
3t~ *5* Dope Sheet v View Select Marker Channel Key
v OiDope Sheet Summary () ()
v K Armature.001 () ()
v *5* ArmatureAction.002 () ()
» body_lower & B °
» neck b B o
» head & B0 L)
» hair_lower & B0

(%

Playback v Keying v View Marker

LT
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"l Pose Mode v View Select

Camera Perspective
(13) Armature.001 : control_foot_right
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|n the end of the Wor|<, two animated proo|uctions were rendered.

e "My foot wil go on — From £amllb, o centrh[ugo| view of the scene, where one character kicks the

other to the s|<y. (Ves you may assume it's an alternative version of the Tintanic scene...>

e "Roller Coaster” — From Camll/. To make the camera Q|WQyS “look forward” while moving, an

empty object Was p|oceo| on the same track with a constant minimal distance in front of the camera,

so that a camera can Irack To [Constraint] it.

— Additional to transform of the camera, the focdl |ength was also animated here.

PAl




"Some by—procjucts / alternative editions:
e "Roller Coaster (Panoramic Version)" — In Cyc|es reno|ering, changing Lamll/ to o panoramic

one gives Qnother interesting view.

o "Bl stars’ — Characters removed. Just curious how messy it would look like when there were

more stars lol. (Eoch sing|e star was given [l children, mQ|<ing 8000 in total :D>
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A<CKNEZEWLIDAGIMINTES

e Background skubox: hitps://www.artstation.com/artwork/0blee (Colour adapted in Photoshop)

e Music for "My foot wil go on’ https://www.youtube.com/watch?v=xWHBmHJnoM

e Music for Roller Coaster’, Nicki Minaj - Roman Holiday; https://www.youtube.com/watch?v=_hUviptSvrw

e Special thanks to Bjork's surreal music which | have been listening to non-stop and on repeat for inspirations so that my
mind could be spiritually transported to an alien space... Love you, Mother Bjork.

Z4



https://www.artstation.com/artwork/0b0ee
https://www.youtube.com/watch?v=X2WH8mHJnhM
https://www.youtube.com/watch?v=_hUvjpF9vrw
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