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BEATBOARD

STORY EXPLORATION

(EARLY CONCEPT)

FRANCISCO GUERRERO

The group you see before you appear to be very different
from one another. No matter their differences they all are
approaching Ooberty,

a process of mental and physical change. It can be a
confusing time, so it is important to understand the three
key triggers of Ooberty:

a process of mental and physical change. It can be a
confusing time, so it is important to understand the three
key triggers of Ooberty:

(CHARACTER'S VOICE CHANGES)
The initial change is a deepening of the voice.

The initial change is a deepening of the voice. Changes in the skin also occur. The skin may become
irritated, or change in color entirely. This is natural, and will

resolve itself with time.

Mood swings are also quite common and some say can be
"scary" at times. With practice and time, they can be con-
trolled and put towards productive activities.

fall

As we have seen, Ooberty influences our actions and
interests, even our own appereance. Be patient and focus, it
will lead you to many, many productive years as an active
member of our society.

(ENVIRONMENT CHANGES TO “GHOST MODE"’)
Mood swings are also quite common and some say can be
"scary" at times. With practice and time, they can be
controlled and put towards productive activities.
RIGLER L
TRIGLER- €

-rﬁmo&,} MRIGLER L Tﬁmbi}
@‘ @ TRIGLER- €
! l ! FoRr MIRE INFZ (ALL 1300 -Guovrn

(CHARACTERS TRANSFORM INTO DIAGRAM)

Mood swings are also quite common and some say can be
"scary" at times. With practice and time, they can be con-
trolled and put towards productive activities.

Mood swings are also quite common and some say can be
"scary" at times. With practice and time, they can be con-
trolled and put towards productive activities.

(ENVIRONMENT CHANGES TO “GHOST MODE"’)
Mood swings are also quite common and some say can be
"scary" at times. With practice and time, they can be
controlled and put towards productive activities.
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(FADE WHITE)

As we have seen, Ooberty influences our actions and
interests, even our own appereance. Be patient and focus, it
will lead you to many, many productive years as an active
member of our society.

(FADE WHITE)

As we have seen, Ooberty influences our actions and
interests, even our own appereance. Be patient and focus, it
will lead you to many, many productive years as an active
member of our society.

\ ~ —
(TURNS GREEN AND TRANSPARENT)
Changes in the skin also occur. The skin may become irritat-
ed, or change in color entirely. This is natural, and will re-
solve itself with time.

As we have seen, Ooberty influences our actions and
interests, even our own appereance. Be patient and focus, it
will lead you to many, many productive years as an active
member of our society.
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As we have seen, Ooberty influences our actions and
interests, even our own appereance. Be patient and focus, it
will lead you to many, many productive years as an active
member of our society.



BEATBOARD

STORY EXPLORATION

(EARLY CONCEPT)

FRANCISCO GUERRERO

(PICTURES ARE IN TED’s OFFICE) Meet Ted. Ted is an ordi- Upon death we all enter . It can be a confusing time, a It can be a confusing time for most, so it is important to For most, the initial change is the proportions and shape of
nary person just like you. And just like you, Ted is going to process of physical change. understand the changes ahead. the body. You may feel stronger, faster, and overall feel
die. lighter on your feet.
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(TED finds the advant  flyi d to his offi (TED STARTS WORKING AND TYPING RANDOM THINGS) (TURNS GREEN AND TRANSPARENT)

h |Ir‘1 ; e.advcm GgeONEYINgIancigoesiotitsionice Changes in the skin also occur. The skin may become irritat-

through the window) ed, or change in color entirely. This is natural, and will re-
= solve itself with time.

(TED TURNS WHITE) Changes in the skin also occur. This is
natural, and will resolve itself with time.

Ted answers. Instead of a, “hello,” a ghostly, “Booooo,” Ted puts down the phone, surprised by the sound that just Ted hears another, “Booooo”. This time it’s not his own, in (ROOM 1S UPSIDE-DOWN)
comes out of Ted’s mouth. came out of him. fact, it’s scarier than his.

Out of another cubicle floats a female ghost. She waves Ted waves back, happy to see another ghost. Ted’s ghost
bashfully at Ted. “tail” springs up to show his “excitement.”



Orientation Center for the Unseen / color thumbnail exploration
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EARLY CONCEPTS

TED

FRANCISCO GUERRERO



TED

EARLY CONCEPTS
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C@ CAR DESIGNS
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LeoNT View FRONTAGE

]/ The frontage from side view
e = should have 90° angles, it’s on
the sidesthat the angles are
skewed.
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Ted’s office and props
2014 - Photoshop

Environment design and
explorations for the short-
film “Orientation Center for
the Unseen”.



COLOR SCRIPT
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ORIENTATION CENTER FOR THE UNSEEN - COLOR SCRIPT
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CONCEPT ILLUSTRATION
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BIOLUMINESCENCE IN SEA CREATURES *g‘ :
72y

« RIM GLOW INSIDE OF BODY
« TRANSPARENCY VARIES WITH BODY MASS
+ BLUE/PURPLE/CYAN HUES
« ITEMITS AVER SUBTLE LIGHT. WHAT IS
ACTUALLY GLOWING IS THE INTERIOR OF THE BODY.
« PARTICLES FLOATING AROUND THE
BIOLUMINESCENT CREATURE ARE REVEALED
BY EMMITED LIGHT.

“TO MAKE LIGHT, YOU NEED THREE INGREDIENTS: OXYGEN, A LUCIFERIN, AND A LUCIFERASE”

« LUCIFERIN IS ANY MOLECULE THAT REACTS WITH OXYGEN AND IN DOING SO EMITS ENERGY IN THE FORM OF A PHOTON—A FLASH OF LIGHT
+ ALUCIFERASE IS A MOLECULE THAT TRIGGERS THE REACTION BETWEEN OXYGEN AND THE LUCIFERIN (PLENTY OF SUBSTANCES CAN ACT AS LUCIFERASE, SUCH AS EGG)
» LUCIFERIN IS EASY TO GET IN THE OCEAN, (OUT OF DIET). SMALLER ORGANISMS ACTUALLY PRODUCE IT THEMSELVES



Alive Ted Render test and texture maps

Ghost Ted Render test and texture maps

TED’S LOOK

Ted’s alive look consists only on a lambert material

with a 2D texture attached to the diffuse color. This
means that the textures are achieved only by 2D paint-
ing in photoshop. There’s no specular or bump maps,
since we decided to go after a 2D look. Further devel-
opment to achieve the 2D feel in our 3D short is still in
development, and would require a separate document

to explain its creation.

Ted’s ghost look is a combination of desaturated color
maps (non-destructively using Photoshop’s adjust-
ment layers) and ramp nodes applied in Maya. The
current renders are a result of constant tweaking the
ramp nodes and attaching Sampler info nodes to them,
which will be explained more thoroughly when we get

to Maya’s hypershade window.



Work Area

Hypershade

Show

Bake Sets  Projects

ve) Example of hypershade network for ghost shader

Asset Nodes

HYPERSHADE SETUP

GHOST SHADER

The RimGlow ramp node is what we can
see as a blue inner glow in Ted’s model.
It is connected in the incandescence

input.

The ramp3 node is connected to the
color offset input. This ramp is a sec-
ondary node that is useful to reveal more
of the form of the model, since it tends
to lose volume by many factors such as
light setups, gamma correction, and the

ghost shader itself.

The Ambient ramp node is connected to
the ambient color input, which gives
an additional cold colored ramp to the
2d ghost texture (compare viewport look
of Ted with the actual 2D texture map in

the previous page).



Figure 12.13

Facing Ratio=1.0

SOURCE: MASTERING MAYA 8.5

BY JOHN KUNDERT-GIBBS, MICK LARKINS, DARIUSH DERAKHSHANI, ERIC KUNZENDORF. PAGE 387. USA. 2007

A normal that is per-
pendicular to the
camera (top arrow)
has a 0.0 Facing
Ratio, and one
pointing toward the
camera (arrow
pointing right) has a
1.0 Facing Ratio.
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LIGHTING PROGRESSION e shot A2




LIGHTING PROGRESSION e shot B1




RENDER LAYER SETUP

CONTRIBUTION MAPS AND OUTPUTS OVERVIEW

Display

Layers

Normal

Render Anim
Contribution Options Help

¥ window (Normal)

matPaint
PeggyAO (Normal)
TedPlaster (Normal)
PeggyPlaster (Normal)

EnviroPlaster (Normal)

" Reflection (Normal)

Glass
Peg_Env (Normal)
Enviro
LampLight
Peg
Rooflights
Ted (Normal)

masterLayer (Normal)

FILE FORMAT: OPEN EXR MULTICHANNEL SEQUENCES
TOTAL CG FRAMES: 2574 DISTRIBUTED IN 11 SHOTS

. CharDepth

. EnvAO

. EnvDepth

. EnviroPlaster
. Peggy+Enviro
. PeggyAO

. PeggyPlaster
. Reflection

. Ted

. window-MattePainting

FILE TRANSFER COMPRESSION

!, B5-Chunkl 7,792,358 KB
1, B5-Chunk2 3,307,709 KB



RENDER LAYER PASSES

CONTRIBUTION MAPS AND OUTPUTS OVERVIEW

M Render Settings (Ted)
Edit Presets Help
Render Layer Ted

mental ray

Common Passes eatures

Render Passes

Scene Pass

Incande_Pegagy
diﬁ-_dip
diff_topLight
diffu_glass
diffuse_Env
diffuse_|

difﬁJse:vv.'indcv,ﬂx
dirIrrad_GhostHands

Associated Passes
DirIrrad_Ted
Incande_Ted
diffuse_Ted

Quality

Indirect Lighting

Options

mental ray

Common Passes Quality

¥ Render Passes

Scene Passes
DirIrrad_Ted
Incande_Ted
diff_dip

diffu_glass
diffuse_GhostHands
diffuse_Ted
diffuse_TedAlive
diffuse_window
dirIrrad_GhostHands
dirIrrad_TedLife
dirIrrad_dip

Assodiated Passes
DirIrrad_Env
DirIrrad_Peagy
Incande_Peagy
diff_topLight
diffuse_Env
diffuse_Pegay
diffuse_lamp
dirIrrad_toplLight

Indirect Lighting

Options
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TASK SCHEDULE AND ORGANIZATION

MAY

SUMMER

JUNE

TASK

week 1 week 2
(4th-10th) (11th-17th)

week 3
(18th-24th) | (2

week 4 week 5 week 6 week 7
Sth-31st)  (1st-7th)  (8th-14th) (15th-21th)

Animatic iteration

Zahra/Francisco

3D animatic (shots 5-8) Xiaoran
3D animatic (shots 9-11) Scott/Nemo
Final Rig: Ted Tara
Final Rig: Peggy Tara
Final Rig: Props 1P Tara
Ghost shader development IP 1P IP Zahra/Francisco
Final light setup environment 1 Francisco
Final light setup environment 2 Zahra
Music and sound design (scratch) Audio team
Music and sound design final _ Audlo team
Flash 2D card / skeleton Ted Francisco
Ooberty 2D card / Peggy Zahra
Car interior guy / Newspaper model IP  IP Tal
TV Model/ Texture IP Tal
Populating the interior environment IP Tal
Animation
Shot A2A3A4 Xlaoran
Shot A5 Xlaoran
Shot B1 Xlaoran
Shot B2 Xlaoran
Shot B3 Xlaoran
Shot B4 Nemo
Shot B5 Scott
Shot B6 Scott
Shot B7 Scott
Lighting

Lighting shots A1-AS5

Lighting shots B1-B2

Lighting shots B3-B4

Lighting shots B5-B6

Lighting shots B7

Render & composite

Zahra/Francisco

Zahra/Francisco

Zahra/Francisco

Zahra/Francisco

Zahra/Francisco

Zahra/Francisco




SUMMARY OF ACTIVITIES

@ FRANCISCO GUERRERO

« CHARACTER DESIGN (TED)

« ENVIRONMENT DESIGN (EXTERIOR)

« STORYBOARD & LAYOUT

e 2D ILLUSTRATION CARDS

* COLOR SCRIPT

« GRAPHIC DESIGN

* MODELING & TEXTURING (EXTERIOR)
« SHADER DEVELOPMENT

* LIGHTING (9 SHOTS)

« RENDERING



THANK YOU!
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