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Sumpmer project IpEal

My first idea was about the life-threatening
threat that marine litter poses to marine life.
Especially the hard-to-biodegrade plastics, from
tiny particles to our daily necessities, which
invade the habitats of marine life in a pervasive
way. The hermit crab in the picture on the right
mistook the toy head for a conch, giving it the
Uncanny Valley feel and reminding me of Baby
Spider from Toy Story(1995). This grafting of
different body parts is a good inspiration for

character design, so | did a little testing in Maya.

Maya modelling tests




Supmer project IDEa2

My second idea comes from the novel The Man in a
Case(Chekhov, 1898), which expresses man's
stubbornness and unwillingness to breaking down
the barrier, confined to his own thoughts and never
changed. It also shows how people are sometimes
reluctant to step out of their comfort zone and
isolate themselves from the rest of the world.

After discussing with Jane the idea that | wanted to
model the human body and then put a barrier on
the outside of the body and let the body dance or
struggle, to reflect the confinement of the mind by
external or internal factors, and the powerlessness
of wanting to escape but not being able to do so,
Jane suggested that | should first have a better
understanding of the human body, and so | did
some sketches and clay sculptures.




EMP PRIMARY RESEARCH

Final Idea

SELF-ISOLATION

In order to identify shared interests in
various themes, we made mind maps to
find the same interests in multiple themes,
techniques, and visual effects. | discovered
‘ocean plastic pollution’ and ‘isolation’ as
her ideas. And Michelle’s idea is about
liquid morphing, global warming, and
memory storage. We selected similar
elements like environmental issues and
humans as the starting point. In the
beginning, we wanted to tell a story about
a lonely human and an electronic creature
in the period when all creatures were
extinct on the planet. Furthermore, the
electronic creature was a fish that lives
inside a fish tank. However, we thought
demonstrating the species extinction
background was complicated. Thus, we
improved the idea to a simpler narrative
containing information about breaking the
isolation, a person, creatures, and liquids.
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FMP ITERATION

We also had an extended idea
about a balloon travelling,
alone it flew to a park to have a
one to one reaction with a
bunch of balloons, all of them
exploded or melted only one
balloon matched it and flew
away. After sharing the idea
with tutors Klaus, Sam, and
Jane, Michelle and | agreed that
doing human-water interactions
had more 3D animation
possibilities, so we wanted to
challenge ourselves.

"Touch"/Wind

Different simulations and reactions between
two objects can imply different personalities
of people, and what will happen when two
different people meet each other

. Wind

. Explosion
Different

Simulation  —= ~ Personalities

. Smoke

. Melting

Indeed, "Ripple" is the topic we finally selected.
This word comes from the liquid visual effect we
want to make, and it’s a word that can be
explained in multiple ways. For instance, a ripple
could be a small change or action which causes a
significant effect. We wanted to use the “ripple”
to relate to environments or places in order to
establish the connection with summer research.
Furthermore, a ripple could be explained in a
psychological way, like something changed in our
deep hearts. The ripple can be demonstrated
through 3D simulations as well. 6
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FMF MOODBOARD e aton ropeaaats thameg oot o e
“Ripple”

After clarifying the theme, we
looked at some artists' works to
observe their visuals, modelling
and simulation of the 'liquid'
element, to find some ways we

could use it ourselves. Character
design and camera angles were

. q ad Key Words:
also inspired by these. The overall YN B ‘hallucinations o
mood is water, human - - | i peychedelic hollucinations
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setting of empty white space and
a naked Cyberman-like character.



EMP AI-GENERATION TESTS

| did some Al generator tests, and hope it
will give us some inspirations. There's very
little that ai can bring to the table without
having fully mastered Stable Fiffusion, but
it's a pleasure to try different and bring
some fun and inspiration.

Stable Diffusion 7 SHEE VAE 27

SDXL_1.0_ArienMixXL_v2.0.safetensors [734ddd ~ o Automatic

94/150
1girl pure white dress,white simple background,liquid ball, floating in the air,best best quality,the girlis sad,empty space,depth of field water
drop,sparkle,ice and water,ice;water,water ring, (Masterpiece, high quality, best quality, official art, beauty and aesthetics:1.2),

|

X liquidball X floatingin theair X best best quality X

depth of field

X Masterpiece, high quality, best

kung fu X

ugly face,NSFW,logo;text, blurry, low quality,bad anatomy,sketches, lowres,normal
quality,monochrome,grayscaleworstquality;signature,watermark,cropped,bad proportions,username, mouthyeyes,(nase:2.5),




EMP  MIND-MAP

Final Idea
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EMP sSTORYBOARD

After communicating the elements, movement paths, character backgrounds,
and camera angles, Michelle created a storyboard, which is not exhaustive, but
will be further expanded based on modelling and simulation later on.

The overall atmosphere will be mysterious, suspenseful, simple, elegant, clean
and quiet ethereal. a story slowly told, where not much things happens but you
feel touched inside which is what we were looking for.

1



EMP

SCRIPT

“Ripple”

The story starts with a big water screen and the main character. He walks to the screen,
touches the surface, and the screen begins to ripple. Then he puts his finger inside the water
screen, his body begins to change into water and transparent material. After touching, the
water screen begins to float like several pieces of liquid, and they float around him. One of the
liquids floats in front of him, he’s curious and touches it with his hand, and the things inside
the liquid ball begin to change. Each time of touching, the liquid shapes changed, they morph
from the liquid shape to the fish shape.

“Ripple” can be represented as visual ripples, it also provokes a psychological meaning, which
means something changed in our deep hearts. A small action may cause a big effect, like a
ripple. The idea shows the interaction between this person and the liquid, and the interactive
process builds a connection between this person and the liquid. This character was isolated
initially, but the "touch“behavior breaks the isolation in the end.

The presence of liquid not only creates the connection, but the character also gives life to it
and the fish means new life. “Ripple” is demonstrated three times in the story, the first time is
the water screen, the second time is the material change of this person, and the final one is
the psychological change with the water balls and environments. Liquids can be manipulated
with different colors and lights, which also shows the emotional resonance in the story.
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EMP ASSIGNING ROLES

This lad9(my role):
Character Modelling
Character Animation
Environment Modeliing

Team Work:
Object Modeling
Basic Animation
Motion Capture
Compositing
Music

This lady(my teammate):
Simulation

Materials Setup

Lighting
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FMP sHOOTING
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https://youtu.be/Dgv-bFWEXRw?si=7vt8ulY8s9WynX9d

We then shot a reference of a human movement in order to animate the key frame more
realistically. | then used Michelle's liquid simulation to try and composite a bit to see the effect

and the movement of the liquid.
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https://youtu.be/Dqv-bFwEXRw?si=7vt8ulY8s9WynX9d

FMP WORKFLOW

This time we are going to use the software MAYA, ZBRUSH, HOUDINI, NUKE, we are relatively
unfamiliar with their co-operation, so in order to avoid a lot of unnecessary, unprofessional
trouble, we write a good need to do all the models and simulations, write some of our doubts

to our tutor sam. He gave us a lot of advice we find very helpful.

LINK TO THE DOCUMENT

Questions:

1. What size should we set up for the animation, would real size scene too heavy for the
simulation to run? Because we have a lot of liquids in our scene.

dl scale. The particle separation and voxel size are there to re the resolution of

nding o

e size of the fluid. Scale itself doesn't have an impact on

resolution does. Scale is important for gravity, mass, friction, and other physics. If

you mess up the scale, w drop on’t move as they

2. How can we ensure the same object has exactly same scale in two software? Because Maya
and Houdini may have different units.

Work in real world in both and you'll figu

so generally | will import to Maya, add a t

back to 100 after all of the Houdini work.

3. How could we combine animation from Maya to Houdini/Houdini to Maya?

You can decide to do all your rendering in Houdini for example, and port the Maya work into Houdin

0 that it's easier te have a consistent rendering pipeline, This would be my recommendation

king fluid out of Houdini is not worth the time it would

becaus dd. This is also the more common

studio workflow so it's good practice. In general, M animation, Ho

a is good for keyf

ni can

be used for simulation, that's my general recommen:

n. Then you can export Alembic of your

animation from Maya and simulate using that data if you need to.

It is possible to render plates in two different ggftyares too. Imagine in VFX that you have many
with photo,
but

ferent

olates that come from d
a3d

for example, and acter shot on green scr

explosion. These all came from different software

r, a video render of a stec

some gglgy. correction and compositing you can make them work together. Sg it’s possible to

ender a human in Maya, and some fluid in Houdini and put
h things like R

d on the water. | think using Houdini to render would likely be the best option.

em together in Nuke. It may however

be tricky ed the character’s skin tc be

ction and transparency, since you r

4. What fps you recommend for us to make the animation in both software. 24fps/25fps?

-ommon film FPS so t would be my recommendation.

5. How could we set the same light and material settings in both software to make the

animation looks similar?

Lighting Just needs to feel like it's the same, not be exact. In film, people will change the lighting in

every shot, even though realistically t e this not noticeable.

wouldn’t happen. Your goal is to m

make

You could use HDRIs as this has more or,

e same light information in both programs, a

any small tweaks in Nuke.

Workflow: Which part do you think will spend most time? We want to plan this in advance.

| think simulation work will ta lot of time, you d to do a lot of trial and error and & lot of

iting for the program ta simulate. Some studios heir network set up to do simulation, |

ender farm, but we don't have this so we have t he computer dlo it and wait

is slow too, so make use of the farm and don’t leave It too |ate as there will be a lot of

people fighting for it.
Software:
Maya

Houdini

Live Link Face (Metahuman Animator is my recommendation — different

Editing the video?

Models:
One character,
Water tank

Liguig ball

Environment: empty space

Simulations:

Movements of the liquid
Water waves

Water morphs (into fish...)

Water splitting

Animation

Touching

Motion capture {face)
Blow bubbles
Movements of bubbles

What about motion capture for the body?

Model sizes

Software settings

la


https://artslondon-my.sharepoint.com/:w:/g/personal/s_wang0420202_arts_ac_uk/ESSEkWdBT1dPqQ7HscrlF6kBAykvoSYjET3saN_o_G7WWA

| did a bit of particleflow simulation testing

FM P S IMULATI O NT ESTS as I'm new to Houdini and was intrigued, it's
nhot my main position but | wanted to try and
do some visuals to expand our reference
range.

Working Process:

i —TF 1980x1080
[ HouDin_ B ®0 ¥ #% % B W fF _ o &£ & 2 ]
https://www.bilibili.com/video/BV17M1 1K7Vy/ Ishare_sourcescopy_web&vd_sourcesde0fSecB2
f85cc66 580bcb16 895 Tabab
FeT- iR A
1. Front persp

FHEEIFT nurbs SEAEM EER AR TR ddh £, (R TR T AEAL A FIRE, SetE FES
B, PG 2 AR, TE nurbs 8K AR, W0 R

P Pl ) oos/oo & @ O 5] I3

https://youtu.be/YIVZKIv9sD4?si=7u3VEkCx6syuutq]

4. InT /- resample
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https://youtu.be/YIVZKJv9sD4?si=7u3VEkCx6syuutqj

EMP SIMULATION TESTS

And also the tests of the crown splash.
Which shows the simulation of water is
quite big process but it was fun to work
on.

| also tried the Redshift plugin and it's
textures look really good.

The final splash is still not neat enough
and the simulation still needs several
attempts to achieve the best effect.

-fllptm _initial

fll[tm _fluid

@

| crownsplash_sim

~Houdinis

e

'O“QIEII:I'__I[]

QTR i tank_emitter https://youtu.be/zrhmJZFfQql?si=ov0ziyPrG1TyzskN
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https://youtu.be/zrhmJZFfQgI?si=ov0ziyPrG1TyzskN

Key words: NO HAIR, Eyeballs without pupils.Clear body structure

FM P C HARACTE R D ES I G N Clearly textured skin, Metal element, Glitter. Virtualisation. NFT.

character inspiration

s that were Al-like humans with a futuristic, cyberpunk
vibe, but without the mechanical elements. Because the theme is human-liquid
interaction, the otherworldly style should avoid elements that are too complex

, and conventional. How to make a character design clean but interesting to
SoEEE e convey the right feeling is a tricky question.

18



EMP CcHARACTER DESIGN

This is a digital painting | created, based
oh a primitive female human model.

: The lack of hair and
ho pupils bring a sense of aliens that are
more mysterious and unique, but there's
also a reason that hair is so hard to make
look good and time-consuming in
modelling. Nudity Returns to Humanity
Itself. Sea creatures-----coral and fish
scales are added and the blue theme
echoes our theme ‘ripple’. Try to go for
making her look more appealing and
aesthetically pleasing. A figure
was chosen because women make
people feel softer and warmer, and
having the protagonist take on the
characteristics of a fish fits well with the
story as well, when the liquid takes the
shape of a fish, showing that in fact the
two are one and attracted to each other. Procreate works

19



EMP CcHARACTER DESIGN

ARIZONA

AQL%

GARDENS

In observing marine life, it has been found that their colours are beautifully designed by nature, with
harmonious colour combinations and interesting spots. When considering materials, | personally feel that the
skin of aquatic creatures has a rough but crystalline feel to it. So these elements were adopted. To reflect the
connection to water, | also add some water ripples, and the end result is quite pretty, with a texture of blue
veins.

20



FMP CHARACTER DESIGN Nomad works:At this stage only the head

Backstory: In an empty place, she stood
in the centre as if she had just arrived,
and as if she had been born here. The
whiteness seemed like an endless black
hole, expanding infinitely in every
direction, and the solitude seemed
limitless. She was the only human here,
or maybe not? Time passed aimlessly,
but it had nothing to do with her, she was
just here as an individual. Suddenly, a
wall of water appeared in front of her, and
a second life form capable of
autonomous movement was about to
appear before her eyes.

Perhaps she represents the first single
cell to appear in this world, perhaps she
represents the lonely life of doom.

: ‘This earth is still turning, your
g .8 8 o o ® & & appearance whatever it represents, it
~ OO g g mM GRS BR #F  GE  Inspect - .

meang infmltely more to me




EMP CcRITICAL APPRAISAL

As of now, our project is running smoothly, completing approximately one-third of the overall. Neither my teammate Michelle nor | have fallen
behind, and it's important to be on call to keep the project consistent. For scheduling, we would accomplish one or two small goals each week
and share them with each other to see if they were the results we wanted. As for teamwork, my teammates and | are good communicators,
we will bring up any problems and respect each other's ideas, Michelle is very good at simulation, I'm very happy to have her as my teammate,
and she has given me a lot of suggestions for my character design.

I'm very excited about our ideas and progress so far, this idea is an extension of our summer project, it can satisfy my teammate's desire to
do liquid morphing and also continue my exploration of human modelling. Also I'm glad we got to try something more abstract instead of
doing an overly complicated story. This project, | also try a lot of simulation in Houdini. In fact, the character design in ZBRush also tried
Nanobrush to do fish scales, but failed, and then in Nomad found that the normal mapping also works. For the sake of the professionalism of
the project, we are completing every step very rigorously, pushing each other and encouraging each other.

During the experimental stage, there were also a lot of problems. For example, in the simulation, at the beginning of the Hounidi always made
mistakes, and finally gave up. But after starting from the beginning again many times, suddenly one day a complete rendering of a result, let
a sense of quantitative change produces qualitative change. Moreover, Houdini is a node format software, so if the details of one part are
wrong, it will affect the subsequent nodes. For all the experiment | did after getting failed, | would slow down to make sure that every step is
correct. It's important to accept that problems happen all the time, and that if you try to solve them, you'll get good feedback.

My next goal is to use ZBRush to morph the overall human model into the shape we want (the model in the PDF is still in the style display
stage), then add skin textures and materials. Then it's time to rigging and animate it, followed by environment modelling and compositing.

For the teamwork, we may try motion capture for the facial expression, and the final compositing and music selection is also a teamwork.
Overall, after three years of working on the projects the formation stage of the idea has gone very well, having seen more of the artist's work,
and recent trends in style and aesthetics. Also so far I've been able to use the new software Stable Diffussion and Houdini with good skills
because of the experimentation, while Zbrush still needs to be practised. | hope our team can use our holiday time wisely and keep the
project going steadily.
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