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Project/Short Overview

Our short is based on one of J. R. R. Tolkien novels, The Hobbit. We intended to develop a short movie trailer showing a summarised plot and featured scenes from the book. The only twist in our short is that we will use Lego models to represent the characters in our production. As you may have noticed, this is inspired by the famous game series, Lego Star Wars. We would like to transfer the look and feel from the game into a Lord of the Rings theme.
Roles

Our team initially choose to divide work from different portion of the production cycle evenly where everyone would take part in modelling, animating, texturing/lighting, and rendering/compositing. We soon began taking more specific roles as we progress through the production. 
Aaron

Aaron was responsible for creating the dragon and the Lego man. We wanted these two models to look good so Aaron spent most of his time during the production to perfect them. It resulted in a very good replica of the Lego man and a great looking, self-designed Lego dragon in our short. Aaron was also our sound artist, who searched and edited soundtrack and effects, which we added in the post production part of our project.
Justin

Near the start, Justin was modelling the scene environments including the cave, the mountain, the hobbit hills, and the house. These include a lot of fractal and scrupling being done on the landscape. Justin was mainly responsible for animation. He performed rigging on the dragon and Lego man models and created paths for animations in our scenes.
Walter
Walter was put in charge of making all the Lego accessories and environmental objects. He created the sword, axes, the buckler, table and chairs, and so on… Significant portion of his time was taken up with those models as there was quite a few. He was also the one who maintains the team website (and any other web-related tasks) and keeping it up-to-date so others can see what is happening with our project in order to provide feedback.
Mohamed

Mohamed was conceptual component of the team. Majority of the ideas came from Mohamed during the early stages of this project. He created the hook and script to our story, specifying our short idea in words. And from that, he put the story into visual perspective by developing our storyboard. Mohamed also took up the texturing/lighting role in the latter part of our project.
Challenges
Throughout our production we went into a few challenges in getting what we want for our animation.
Rigging
The rigging of the dragon and the Lego figure proved to be problematic. The first bump was the positioning of components in the figures. The pivots of various parts in the figure were not set to the right position and as a result the rigged geometries were not deforming properly base on the skeleton. We had to go back to reposition the pivot accordingly to fix this problem. We later found out that it was impossible to re-scale a rigged figure. This caused us to have to re-scale and re-rig our figures in order to work with our scene.
Scaling and Scene Integration

Another major source of problems came from the fact that we did not initially take scaling into account when we were individually creating the different models. We were limited by the fact that we cannot scale up our environment due to clipping distance. For the most part, we can re-scale the different objects to fit within the environment without a big hassle. For our dragon and Lego man, we had to re-scale then re-rig the model to bring them into the scenes correctly.
Facial Animation

We wanted to put facial animation onto our Lego man figures. We first were unclear on how overcome this challenge and achieve facial expressions. However through research and help from KJ, we found out that we can attach animated textures. This works well with the flat facial features of the Lego man. Unfortunately, we did not have enough time to create and animate these in time.
Accomplishments

Our short has accomplished what we initially set out to do. We were able to build a good resemblance of the look and feel of the game. We achieved a setting where the environment is fairly smooth and realistic while our articulated figures are Lego looking. Some classmates suggested us to build everything Lego including the environment. But, we believed that would be too one sided and would not create an effect on the viewer as much as having the two being disjointed.
We also believed that our short did a rather good job on summarizing the story as much as showing featured scenes. It is hard to clamp the book into a one minute trailer, especially when there are nothing created before us to guide us in terms of sequencing.
Our amount of modelling and texturing is also something to be considered. Given the number of tasks in the given areas, we did pretty in terms of getting the work done on time at a good quality. Our tasks break down and distribution worked well. As a result, we were able to create a fairly (tight but,) good production schedule to get thins done. Our team skills in the different areas of production were also a great contributing factor to the success of this project.

Future Improvements

There are a few things we would like to improve from our final.

Facial Animation
The short would have been even better if we were able to implement facial animation through animated textures. Scenes where the Lego meets would have been more dramatic. This was only removed due the lack of the time near the texturing phase of our project. It is definitely the first priority if we had just a little more time.

Extra Scenes
Another way we thought will improve the quality of our movie was to include extra scenes. The reason being, a lot of classmate critiques stated it was unclear what the plot is just from trailer. Although it is true that a trailer do not have to tell a story, it would be nice if we did not confuse our viewers, which will put more of the attention into enjoying the short instead of trying to understand it.
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