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Back-story to the scene

The scene takes place in a midnight underground Jazz bar. Where lovers of the music can sit quietly with their drinks and listen to the players express their soul through the medium of Jazz.

In the scene we see a collection of dimly lit bar tables in a dark and murky room which contains, in contrast, an old stage illuminated magnificently with two large spotlight beams. The beams create warmth around the stage.
On stage will sit an animated saxophone that is tied down in a dead-end job and uses Jazz as a means to escape. He will be deep in play and the musical notes he emits will resonate the warmth of his spirit.

Artistic Style

The scene will be created in a cartoon style. The stage will be illuminated while the seating area will be cast in a shadow. The stage will be set against a red brick wall similar to that of an old fashioned comedy club.

 The saxophone will be seen as a living instrument that is playing itself. It may be exaggerated in detail and proportion and will have eyes which will be screwed up in the intensity of his playing. 
He will be emitting musical notes from his horn to show that he is in playing, which will also be created in an animated style.

The proportions of the scene (stage, tables, chairs etc) may not be true to real life which will thus help reinforce the idea of a cartoon setting. (Example: my_toon_street.max in our tutorial handout.)
Model Sketch
Figure – 1.
Modelling Plan

Full description of each of the models that make up the scene:
Name: Saxophone Figure – 2.
Modelling Techniques: The saxophone will be the main focus of attention so LOD will be high. It will be constructed from a pipe with tapers and bends applied to it. Additional detail such as knobs and buttons will be box modelled and attached to the object. (Boolean)
Mapping: Cartoon orange/yellow colour textures.
Anticipated Problems: Creating the illusion that the saxophone is alive.

Name: Musical Notes
Modelling Techniques: The musical notes will be created using a spline with an extrude applied to it to give it some depth. No detail is needed on them so they can be the one colour.

Mapping: No mapping needed.

Anticipated Problems: None.

Name: Back Wall
Modelling Techniques: Partly hidden in shadows, no great detail needed. Created using a large thin box or alternatively using a plane.
Mapping: Simple red brick texture
Anticipated Problems: None.
Name: Tables. Figure – 3.
Modelling Techniques: Two cylinders for a top and a base connected by a few pipes with bends applied to them.

Mapping: A black leathery texture, or a dark toon shader.

Anticipated Problems: None.

Name: Chairs. Figure – 4.
Modelling Techniques: Thin box with rounded edges for the back-rest and seat and four long boxes for legs. The back-rest will connect with the seat via three pipes.
Mapping: A dark wooden texture with scuff marks.

Anticipated Problems: None

Name: Stage. Figure – 1.
Modelling Techniques: The stage will just be constructed from a box with some of the faces extruded to make it look more realistic and to stop it from looking like one large object.

Mapping: An old dusty wooden floor texture.

Anticipated Problems: None

Name: Table top candle. Figure – 3.
Modelling Techniques: Small cylinder with a base added to it, then extrude the faces near the bottom to give it a bloated affect. LOD if low as they will be small and sitting on the tables.

Mapping: Red glass texture

Anticipated Problems: None.

Name: Bar table. Figure – 1.
Modelling Techniques: LOD will be low as the bar will be at the back and cast in a great shadow. The body will be made using a box. The bar-top can either be created using a thin box to sit on top and connected using a Boolean, or alternatively I can extrude the top-side faces of the body.
Mapping: Dark bar-table texture.
Anticipated Problems: None.
Name: Side wall

Modelling Techniques: The side wall will run the length of the scene and will contain two mini lamps. The lamps will be created using thin boxes with a bend applied to them.

Mapping: A grey plaster texture for the wall and a green light-shade texture for the lamps. Additionally the wall may contain a framed photograph or a poster depicting a Jazz event, if so, this can be added separately using a mask.
Anticipated Problems: None.
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