Summary of Chapters
Total Time – 1:15:10
Introduction – 2:34
In this chapter I introduce the course and explain what the course will cover.  I give watchers some tips about planning a large project and a few other tips from my personal experience.
Stan Part 1 – 5:12
In this chapter we begin to create the Stan character model.  We begin by creating the sphere that will make up his head, and the hat that will go on his head.
Stan Part 2 – 5:59
In this chapter we continue to add to Stan’s head, creating the eyes, pupils, the little ball at the top of his hat, and his mouth.

Stan Part 3 – 4:25
In this chapter we add Stan’s body, legs, and feet.

Stan Part 4 – 3:46
In this chapter we add the collar to the neck area and both arms to the body.

Stan Part 5 – 3:47
This chapter details how to use subdivision to create a smooth model for Stan’s hand.

Stan Part 6 – 2:34
This chapter shows how we add the hand to the model and then finish the model off by adding the buttons to his shirt, as well as the seam (black line down the middle) of his shirt.

Axes & Coloring – 3:07

This chapter shows how we color the Stan character, and how we set up the axes for his body and limbs so that he can be animated properly later.

Important Tips – 1:13
This quick mini-chapter reiterates a few important topics discussed so far.

From Stan to Neo – 5:24

This chapter shows how make changes to the Stan character and end up with the Neo character.

From Neo to Agent – 4:44
This chapter shows how you would take the newly created Neo model and turn it into an Agent.

Mouth Animations – 4:15
This chapter will cover how the mouths on the characters are animated to make them appear that they are talking.

Important Tips – 1:13
This quick mini-chapter reiterates a few important topics discussed so far.

Neo Vs Agent – 4:14

This chapter shows how to take the Neo model and the Agent model, and animate them in a  quick fight.

Neo Vs. Smith – 3:15

This chapter shows how to take the Neo model and an “Agent Smith” model and animate them fighting.

Special Effects – Bullet Trails – 3:45

This chapter covers how to create the “bullet trail” effect that is seen in the animation and how to animate it.

Special Effects – Flying Glass and Explosions – 5:38

Here I show users how to create the effect of flying glass and the effect of a simply explosion, both as seen in South Park Reloaded.

Special Effects – Bullet Time – 5:13

This chapter shows how the “bullet time” effect was created.  Bullet time is when the camera slows down and characters move in slow motion (with that cool Matrix swoosh sound in the background).  I use the scene where an agent crushes a car as an example, instead of using an agent model I use the Neo model we had previously created.

Video Editing – 4:56

This chapter deals with how the individual videos were spliced together to from the preview using Adobe Premiere 6.5.  It details how to change the length of videos, match them up properly with the original video, and fade between scenes.
