
the chosen route was geometry with 54 per cent of the votes. shown here is 
its development into the final ten second sting. prior to starting the feedback 
included making the colours stronger while retaining an element of 
‘dirtiness’, adding ‘remixing cinema’ as an option at the end, extending it up 
to ten seconds instead of the current five and losing the seraphin trademark. 
oh, and working it up with a sound bed.

the above shows the scene at three times. a few lights were placed along the 
the route to give the seraphins a specular highlight as they pass. the camera 
rotates anti-clockwise. the spotlight on the right was used to create some 
shadows on the back plate which rendered separately but never used.

after sitting on it a while i saw how i could improve it. by adding a few simple 
ripples bursting out of the center the seraphins would move away from the 
text yet allow them to remain on-screen while retaining their circular pattern:

i added the new pulse, worked through the comp adjusting tints, blur 
amounts and times to match the music which gave us the final sequence. 
(note: stills shown here are for same as those of old version shown above)

a quicktime of this can be seen at www.markhough.com 
for further information about this or a swarm of angels in general please visit www.aswarmofangels.com 

the procedural textures i created for the original sting were re-used; the 
pusling circle as the basis for the background, the fractal noise for the text 
colouration. plus i made two circles - one solid, the other with a white stroke.

the text transitions were created in after effects. a mixture of 3d rotation, 
blur, transparency and a texture matte gave the movement and colour.  
the idea was to ripple out the text as the swarm activated.

these elements were composited with a few grades in photoshop. 
here’s how it looked after a bit of fiddling. it shows the main structure with 
temporary grading which i sent to matt:

the first task was to create the geometry of the swarm so i could get a 
handle on timings for the other elements. the main movement was set up in 
lightwave. in order to reduce render times only a quarter of the angels were 
created - i used 23 eventually (per quarter).
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inner red ripple inner red ripple with shadow distortion test

basic text, no matte fractal map, tint red fractal map inverted, tint brown both matted together

all works © mark hough www.markhough.com www.aswarmofangels.com

(below) rendering. two times showing the camera preview in ligh
the render obtained from it. then that render duplicated and rotated to 
complete the pattern. the blue line denotes the actual screen size shown in 
the right-hand frames.
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