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MAXON 3D FOR THE REAL WORLD
i

Unbelievable? It's real!
The CINEMA 4D Lite Upgrade Special

Upgrade from CINEMA 4D Lite in After Effects CC to Broadcast or
Studio and save up to 40%!" Offer valid through August 30, 2013.

s More Infos at www.maxon.net

iy
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Ya;ﬁ?%l'mai;iﬁ'at*'i_én':Krngs no Limits.
WorkTh_- e =

between CINEMA 4D and After Effects 5 s

& Roberl Hranfizhy, serial foalage courtesy of ArtBeats

MAXON CINEMA 4D and Adobe After Effects CC - breaking

through together into a new dimension. Imagine not only importing d ‘ I N E M A 4 D
native CINEMA 4D scenes via drag-and-drop but also having control ;

of their layers and multi-passes. The integration of MAXON CINEWARE i

into: After Effects CC makes your workflow easier, faster and more FEE I€Q5E 14
efficient than ever.

* Render almost any CINEMA 4D scene directly within After Effects

= Update yvour 30D content dynamically while you work .-_:-.E_h:I-"""'-E
* Mew After Effects includes limited version of CINEMA 4D = .
To find out more, visit us online, e 6 @ i ‘ .
— " = 4 it
(=13 =] —
AL .,
: -_'\-=a_ j

* CINEMA 40 Lite is included (n Adobe Alfer Eflects CC and canmat be purchased separatedy. This offer ks based on the suggested ref all price (SRE®) for CINEMA 40 R14 Broadoast
or Siudio. The upgrade special is avallable only in conjunction with the MAXON Service Agreement (MSA) with a minimum term of 1 year. For a fixed annual fee, tha MSA
nchides an update tothe newest CINEM& 40 software version, preferred support and enhanced usage rights. The Upgrade Special and additional information are avallable at
all partlcipating CINEMA 4D resellers or at the MAXOIN anlina whon
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3D

The leading
magazine for

. CG training
s and artwork

Ewvery izzue, 30 World brings you the

best training for popular CG apps like 3ds
Max, Maya and ZBrush. Cur tutorials are
written by profe Is waorking in the
field, Loak aut for banus videos and scene
files to haelp you take your s further.
30 Wearld also affers ins

new artwork, access to the artlsts
behind the latest CG movies,

and maora!

Vault ()

www. ddworldmag.com/vault

Download videos and
tutorial files in three
simple steps

D GO TO THE VALULT SITE

Youwr Vault account holds your 30 World
issues, as well as any other Future titles that
uge Wault

D CHOOSE YOUR 3D WORLD ISSUE

You're asked two simple guestions ta
vefily yaur purchase, then your new |ssUe jaing
your collection

D DOWHLOAD YOLUR FILES

Gat the fles you nead whenever you
want, with no need to store COs or clutter up
yaur hard disk permanently

Contents

Our complete line-up for this issue

Issue 171 August 2013
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e
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TRAINING
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92 Debrief.

Blur Studio on “our best project of 2012% &

cirematie traller for The Elder Seralls Onlines

96 Freeze Frame
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Michasl Ingrassia details his tricks and tips
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66 Fundamentals of using UV maps
Lingerstanding UV maps 15 ey (o placing
teaitures on your 30 model, says Mika Griggs:

68 Fix it in post-production

Automotive CGL artist Dave Cox’s top 10 tips
for optimum poat-production in Photoshop

72 Q&A
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guestions on Modo, Blender and Phatoshop

78 Master Maya animation rigs o

Digital-Tutors on working with forward and

iwverEes kinsmatic rigs far fluid perfocmancess

Atormic Fiction's Kevin Baillie on how his studio
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PLUS
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58 On fhe cover

‘ 60 ZBrush

technigues
Get tips on creating

gtylized charachers
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3D

Improve your
character
| skills with
s 3D World...

Characters should be at the core of

any O arbist’s skill set, which is wiy
this issue offers in-depth help. Enjoy

our camplete animatian rigging video,
courtesy of Digital-Tutors, then join
Antony Ward for & workshop focusing on
creating reusuable character models.
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The 3D World team
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Backup & Sync

Everything

Your files, wherever you are

« A massive 5,000GE Cloud Drive « Stream to your mobile device
« Unlimited Backup for 5 computers  « Military Grade Encryption

« Access your files anywhere » UK based Customer Support

www.livedrive.com/3dworld
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Community

Showcase

This month’s round-up of commercial and personal
work 1mncludes a tropical getaway, a herd of glass
cows and some nifty motion graphics

Iﬂ | FOWORLD | August 2013 wiwrar Aok kdmag.com
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Showcase COMMUNITY B

66 I couldn’t resist ramping up
" the schlock horror — I had fun
sculpting the death rays!99

B e

WA b 0 TinEopa, Ao g i T

B Artizt: Mark Fairless Attacks series, but T have created differences in Initially, I wanted the image to look like it was an
Title: Martlan Madness the syits and faces, Thea skeleton body is & action figure product shot, but ance I got playing
Software: Cinema 40, ZBrush, After Effects and modified version of the skeleton that comes with with the colour grading I couldn't resist ramping up
Phaotoehop Cimarna 40 bat the rest of the scene I created from the schioek horror - T had a8 lot of fun sculpting the
Mark Fairless says: T started using Cinema 40 serateh. I based the Martian an an actian figure death rays!
about elght years ago and it made me realise how style 2o it would be easy to rig, as this an area I'm "Ag an artist T am influenced by a huge range
brilliant the whole 30 modeling scena is and how I still getting to grips with. of things, but I have a soft spot for the macabra,
had to be part of it. "The modelling was done in a low-res formm, What's really exciting me about the warld of 30 at
*1 am a 3D artist and motion graphics designer 50 that all the detail could be applied with the moment is 3D printing, I love the idea that in
by trade and I also enjoy working on projects inmy  displacement maps. This allowed me the flexibility the future, kids and big kids alike might be able to
spare time. Martian Madness took me about twao to get them posed and try out lots of different print owt their own action figures.™

wieeks to complete, It is haavily based on the Mars camera angles withowt slowing my machine down, www darkusmarkus. prosite, com

wwn, Johwadrmag.cam August 2013 FoWoORLD | H
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Showcase

B Studio: husMg

Project: Out of thizs World for DMG\Volkswagen
Software: Maya, Flame, Huke, After Effects
You'd be forgiven for thinking this news video for
dhesign agency DMG and director Kaism Lim was

a trailer far the latest Hathewaod sci=1i blockbuster,

But it is, in fact, a commarcial for the VW Galf
GTL. Lim first becarme indabeed with the project
when two marketing directors fram Volkswagen
approachad his producer, Jason Kirby, “We ware
given a brief to use the tag line "Ouwt Of This World'

and to showcase the GTLin a totalky wirtual
arirenment,” says Lim,

“Thee GTI was to be placed within an alken race
arena, which fully embodied a sci-fi theme. I
visualizsed engaging phases, calourful lkghts and
dramatic setups of the different scenes In this

ilm. Colourful skies, natural elemants, arganic
lightning, erystal surface race tracks, all
combining to ereate a semi-realistic 30 and
graphical approach.” To create the surreal
anvironment, artists from viswal effects studio

hueMg turned to the tools of Maya and mental ray.
Wit Maya, we were able to manipulate differant
camera angles to suit the flow of the shots easiiy,®
cays lead CF artist Wubin Yow.

“The animation layers, which are a newly added
function in Maya, were really helpful, We could
control the main movemaents using the first layer
and have serandary movements averlaying and so
on, It allowed us 9 have many groups in ofder to
hawve full control over the subject.”

huemgifit.com

-

wany dcdwrlcmag.com
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Showcase
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B Studio: Nanopixel vy
Project: The Beach for Beach Projects =
Software: 3ds Max, V-Ray, Forest Pack
If this gorgeous new CG development on the stunning Ka Phi Phi island, just
off the coast of Thailand doesn™ make you want to go an holiday, we dan't
know wwhat will. The ultimate tropical getaway, this resort with suites and
residences was created by Belgian-based studio Nanoplxel,

Owner Dietich De Blander explains: “First we made some stills and the
marketing team of the Beach project liked them so much they asked us ta
ereate the full branding, So we ended up deing a movie, interactive app,
stills and the full identity.”

The Manopivel team chose a 3da Max and YV-Ray pipeline to handle the
jab. But it was 3da Max plug ins fram 30 softwane development company
IToasoft that proved particulary useful, *Forest Pack from iToosoft was
invaluable,” says Da Blander. "The landscape design was vary specific; thea
cesign came fram the famouws Bensley Design Studios who do a lot of luxurny
resorts, The project was quite big and we had to create a whole part of the
island in A0. Can you imagine what it would have been without Forest Fack?
The wegetation scattering went smoothly, and we were really happy with it."
wrnwr nanopixel. be

}4 | SDWORLD August 2013 www. Adhwarl dmag.com
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The project was
quite big and we had to
create a whole part of
the island in 3D

r':T - IH‘!Lr .?E
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B COMMUNITY Showcase

66 After a lot of trial
and error | reached
the desired result 99

K Artist Moises Gomes

Title African Woman

Software 3ds Max, V-Ray,
Photobrush, ZBrush, Topogun

Moises Gomes says: "Allin all, T spent
about a month and half warking on
this project. It took ma longer than
wayal az I spent a lot of time warking
an the render tests, the shading and
the composition. But after a lot of tral
and amror I reached the desired result.

T paed cloth simulation to make it
look more natural, and then I used
ZBrush for the final finishing touches
and to adjust the genaral prapartions,
All the modeling |5 my own wiark,
while mast of the texturas came from
www.cgtextures.com. The image
itself was inspéred by the many
photographs I have seen of a simifar
nature, of women photographed in
traditional African dress,

"1 found this project quite
challenging and thera is certainky a
lot of pogitives I can take away from
it = pspecially the way I have
improved my organic modelling and
shading skills —and I think my futurs
woark will become more elaborate as a
result. It was this challenging aspect
of the project that I enjoyed the
most. My favourite part is the eyes
and the individual embellishments
and composition.”
maolsesfmgeg.com.br

hI:EE.'.I'.I'ngg.:m.hr
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are you ready to produce
a ?

come follow the footsteps of
3Line™ Media & Blink™ Studios.

visit us
at miptv

stand

twofour54° Abu Dhabi — the tax-free gateway to new animation opportunities. 14.01

From the heart of the region’s leading media & entertainment hub, twofourS54® Abu Dhabi, 3Line
Media and Blink Studios have developed and produced the Arabic version of hit children's
animation series Driver Dan's Story Train, one of the top-rating shows on CBeebies™ in the
UK, with an audience share of 35% of 4-6 years old. Now also airng in the US, Ausiralia,
Singapore and across the Arab world. Isn't it time you took advantage of the media opportunities
the Arab world has to offer?

End-to-and business Statg-of-the-an Easy licensing and Guidance amnd kaeson with

support and exciushe production facikties business sefup senvices LAE content regulatory

campus partner benefits DOChES, MCILONG penmils m
Find out how we can help grow your business today:. Abu Dhabi
twofourS4.com/animation +9712 401 2454 media & entertainment hub
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B COMMUNITY Showcase
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Showcase COMMUNITY W

smaler Cellpack elements
were detailed and

i usdinzene
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{ Showcase

O Studio: Assembly

Glass Cows for Anchar

Maya, 3ds Max

Mew Zealand-based creative agency dssembly
round-up & herd of glass cows in this latest spool for
Anchor, showirg a new bottle deagn that prevents
any damege to the milk from sunligit. The bosf for
Forterra, supplisd by ad agency Colerso BEDO,
nitially looked to go to an intermational post house,
but the Azsambly team was given the oppartunity to
pitch far the job and subssquently impressed with
the glass cow tests they created

“Our 30 pipehne started with Maya, whera the
conw miodelling, ngging ard arimation was done,”
savs dsgeminly WRX supenisar and techmical directar
Rinys Dipple, “The animation was all keyframed, Maa
Muscle wes used to achieve comwvincirg skin siding
ard jigake effects while maintaining volume, Despita
the cows beirg made of glass, it turned out that
thesa effects were an impartant part of gattirg the
conws to appsar lifelike and full of bovine chamctar,
W than used the built in paint cachirg to transfer
the completed ammation o 3ds Max.”

This weas a project with many technicel challenges,
ane of the bggest being the milk simalations, “We
soon discovered that with a large volume of milk
mzids a closed and moving Container, & massive
amount of enerdy iz gererated * savs Dipple. “This
caiged the milk to churn and splash around wildy
Sowe wrobe a small Maxscnpt that stabilised the
arimated cows They sbll walked and moved, but all
i ane spoft, IMEArning that the simulation lost mast of
the massive inections of energy that causad all tha
ugly =plashing.”

2{] | FDMWORLD | August 2013 warw Adwniricinsg.com
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Just £39.95 per month for
unlimited customers

No charge per customer
You pay a fixed £39.95/month.
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B COMMUNITY Partfalia

To achieve the
stop-motion effect,
we decided to
work at 12fps

Plenty
Mick IDe for Viacom

Moda, Cinema 4D, V-Ray
In this new serles of playful CG IDs for TV
channal Mick, London-based creative agency
Plenty, represanted by Jefly Londan, developed
a handmade look by combining frame-by-frame
animation and 30. Working i collaboration with
Fun Jab — art collactive Friends With You's new

22 | 3DWORLD | August 2013

production company - Planty mixed artistic
techmniques to achieve the apacific look.

Plenty owner and animation director Mariano
Farias explaing: “The et Impresshie aspect was
the need to emulate stop-motion animation with
30, We achéeved it thanks to detailed modeling
in Modo and the realtstic render of Cinema 40
with V-Ray. To achieve the stop-motion affect,
wa decided to work at 12fps,” seys Farias. “This

Was A d:"-t.'l;lll:r'-gc wiheEn we gl:ﬂ o the animation
point, a5 we had to get full actions with pest a
fenw frames, It warked really well in penci|
shetehes BUt wath the 30 we Telt we were
missing some in-between instances. In order ta
sohve this and to soften the animation we made
simall Eamera movements that ;ump-cns_-:.ﬂ::ﬂ far
the lack of frames."”
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If you would like to see your work featured in
30 Waorld, email us at the address below,

M Get published o ﬁ"j | J

attaching a low-res version of the image v . i

portfolio®@3dworldmag.com_ - Pixologic.com
—“IClassroom.com

IBrushCentral.com
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In focus

Chinese artist Ganggiang Yu explains how
he brought an ancient legend back to life

Ganggiang Yu
Farewell My Concubine 02 Constructing a
3ds Max Maya ZBrush Photosha simple 3D scene
] " Based on the sketch that I Bked
the meast, I made a simple 30
seene sketch. I psed very simple
madels to set up the scene. This
weay, I can make sura of the
rifht proportions and cosmect
Iscations for the charackers and
props. It also enables me to try
variows camers angles befone
- finding the best one.
tive process g : Using 3ds Max and simple
tion to . &N idea o genaric 30 figures, T studied
30 ! and experimented with variows
poses for my characters, This is
a very important step for me.
The final result ended up being
Ids quite different from how I
lamps initially modelled the scene, bt
derfil fire basic initial modelng helps me
5 to clarify how ta pose mmy
charactars and their costumes,

Sketching and modelling
Initial sketches

I started the

u Making the

base mesh
In ZBrush, I used DynaMesh to
sculpt my characters and their
clothing. At this point, I just
focused on main shapes and
mid-structures, Too many small
details, such as small wrinkles in
the clothes, will make topology
harder. T used Jds Ma for
hard=surface modelling, such
as making the King's armour,

E To create the warnar, L Tn 2Bmuah, Y seulptured

¥u took |r|:;|;||ra|:||;:|-r| from b : | | D using DynaMesh, and moved ta
historical costumes of the 3 3ds Max for the hard-surface
time and costumes from g i madelling componearnts

the films of the story

i
_".'rf:.} | HAWORLD Sugust 2013 waned, dckwinr il mascucom
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the tragic romance
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In focus

U 4 Topalogy N D Making the high-mesh model

T used Wrapit, a plug-in for 3ds | After I completed urnerapping the
to topaloglse my DynaMesh mod ap LV, I then imported them back into ZBrush
or topi fior adding more intricate detais. T mixed up
w flow and 3 ] the brushes I used in ZBrush for sculpting the

detalls, The brushes that T used the mast for
sculpting ware Standard, ClayBusldup, Move,
Flatten, Pinch and Inflate. Combining thess
brushes, and adjusting brush sizes and
intensities provided me with all the tools
I needed fior sculpting details.

O To make the
high=mesh model,
a range of brushes
wiere used and
combaned together

Making texture maps Y
I used Photeshop for painting textures, I applied thres different texture maps to the models: & The base model had textures applied to i,
diffuse, bump and specular. Using bump and specular maps produced very fine details for the modal. These wera created using three different
That is how I made the fine patterns for my characters’ clothes and the sword. tencture maps: diffuse, bump and spacular
28 | SOWORLD | August FI1.3 wianed, dckwinr idmag com
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In focus

G Lighting

After all texture maps are compiete,
it's time for the lighting. At this stage, T akso
made colour correction for the diffuse maps.

Finally I settled far a couple af V-Ray lights,

D Making Hairs

I p=med Hairtnix, which is a combnation of the Hairfx and
Qrnatrix tools used for making halrs and i a freally powert ul toal,
I used Comb and Guides ta control the shape and stylng of the
hairs. Thean, for the hair teccdure, T used the YRayHairMtl material

Compositing

Stage 3 § ; I rerclered out
Finishing tuut:he‘ ctrr

'
A

lUEreatiﬁgtheﬂameeffects See examples of Ganggian; ""|"=;

I used Phoenix o make the fames for the all lamps, as it can K e : B ]

: it nttp://g J*qlc | .“m S0C1

[T wouy wionld like fo see your work in our Poctlo | seChi
pleasse send wour Dnages Lo [_lr_r.l'.!_,lr_n'lug'_i'.l-.:l'.:hl.w.l J{I.lrln:l;_r.n:'mll

make a wonderful fire effect. I rendered the flames in a single separated
nass, then composited it with others later an.

winie Hhworldman. com Aucust 200
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LHITY Short Cuts

Short Cuts

The best new
animated shorts
from outside the
major studios

The dynamic animation and vivid colours 1n Shave It
make this hyper-stylised short a true visual treat.
Kulsoom Middleton meets co-director Jorge Tereso

Shires Tt
411
L e
Jor g e mag s
Fermancks Maldaracks
She
Torths
& ey s
T B by chRy after sharding
nimeat ardl ukirmately
R CREE R
seping the destruction of
nix jursg e habiat

Moot Buck, 2000, Derds
Boarge arn De Presval,
wnosrk E Souess and
Lansrent Morrmeiorn

ha vizually stunnirg shart Shawve It
kicks off with & colourful jungle
Soend, 85 a chaeky mankey UNZIpE
a tent to fird a bag in which he discovers

@ shaver. Az he switches the shaver an, the
action cuts 1o a bullkdozer destroying the
s T|It:r'. Fhe |||:_||:h:;.'_,' shves hiimsel! and
disguized as a human decides to expenence
city life. Then's mons to the story than meets
[i1} B, A5 ] |1'|:_||1I-:¢'_,,' l..'ltln':.:lr_r’.}' Takies s
revanige an humarns ard their habitat,

The mankey is reminizcent of the stylised
characters from DreamiWorks” Madagascar
On this occasion though, the directors have
taken this stylization a step further with his
crazy shock of b hair, anoudar jae;, pirg-
faang ball e ﬂ:_l{n[ul!_,; Bas

Directors Jorge Tereso snd Fernanda
Makioradn had ervisaged the monkey
charactar from thes h-r_'fju'llnr'g A ke tl”ifl"
had to work in a certain way to achiave the
shylzed ook They called on the sxpensnos
of rigger Vincert Souza to help, "We needed
an extremely flecable g, with a deep level of
cortrol,” explains Tersso, "Wincent Souze's
soripts and ngs for the mankey allowed us to

have up to 15 controlks for simple things like
hi= upper arm.” In total, the monkey's ng has
abaout 150 contrals

The team usad a visual user interface,
mirmoring 2nd posing tocls. Thers are layers
of additioral controks for each limb. “Tt also
Fas Frisy :j:,'n.?uln;_' Sy Ehems Fon !|III1U5 |k the
Fair, the jaw, belky, eyslids and flasting ears,”
says Tareso. The hair was designed to look

The monkey eventually turns the

tabdes an city and wreaks his
o special ]
S}

NN
X il
W

From jungle |ife ta high-Efe,
the monkey goes on a
journey that will directhy
impact bath urban and
natural environmants

natural and flowing, and its movement was
controlled by & dynamic hair system. “We
wianted it to move fusnthy, bt not be too
affected by gravity, It has five different
corntrols It can be animated by hand,
gtretched and scusshed. And at any gien
pnrit, wes can turm the srmiulabon on and (it
will start creating the key frames from there.”

While inspiration for tha monkey cama from a
particularly hainy man, somesone the directors
actually krew, who used to shave his body in
strange ways, they also took a couple of trips
to the Arnazon. This proved to be their very
o jurcgle adventure and it injectad them
with & close of wild erthus@asm, "We went
on hodiday ba the Amazon, but it wasn't your
clzssic type of holidey We trevellsd a lot,
Ii_ll,‘,\l-clln_,; for InDereahirg e peren DS, I-cr'-"_r.-.'r'r:__]
that It would fusl aur creatvity” sayvs Teraso,
In zearch for some assthetic inspiration,
the tearn oaked at & wide range of Alms
||||_'I|,|:_I|r'q French short films such 4% Mest
Buck end Jesus 2000, and Japenese anirms
mimies such as Mind Game, “Thess [films]

3{} | NAVORLD
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See Shawve It in the

Animations section of
the 30 World wabsite

pavad the road years ago ard opaned up
new ways of expression in 30 animation,”
SHYS Tenesn,

The rnain software wsed on the animation
wians Jois Max, but Tereso points out that they
cauld have produced the short wath any of
the leeding programs. "Mane of thern limits
Y if !,n_‘:-l._f'u: Erying I cheals 5"._|rr||:[h||'|5__'| likcg
Shavwe It.”

‘Within Jds Max they worked with the
W-Ray rerderer, “We put a lot of @nergy into
ligghiing, and V-Ray is great for getting great
resuits fast” says Tareso. They also wrots
arripts for handling certain tasks liks ng
controls ard the jungle plant generation

In order to creata the highly saturated
calours and add more detail, the team tumed
b After Effacts, "Every shot was rendered in
saparate layvers and later retouched, adited
gnd composed,” explains Tereso, "We used
lats of rmasks during colowr correction -
ey shot was fine-tured, We Daveaked all
the colours to take the saturetion to it= limit.

We also gok to g point wher wea were
animating in 20 over everythireg, Adding
a lok details, not just aesthetic, but alsa
canceptusl detaik such as shadows and
thirggs that reinforced what each shot had to
sy, Drawing in 20 owver the final animation
gave such good results they ended up doing
it an top of almost svery shot

After Effects was also 1o add some
eypressie 20 moton blur an top of the 30
anirmatior. "This technigus iz uzed in 20
anlmation - Tar example, when a characta
leaves tha frame running, be leaves a trail
behimd — kst wee thimk it's something we
Pttt seem i 30 animation before,” SAYSE
Tereso, It was a time-consuming task.

In scenes whers the manbsy would makes
& sudden rove, they took the rendar into

E The monkey undergoes

& pormphets tra

g formation

when e fgaches the eIty

After Effects and added a laver of ires and
shapes that resnfonced that movement
"Seeing it without and then with [the
Aaddbanal |U!||'I:!r] ke b cledr Bow midck it
helps the animation,” says Tereso.

Curing the whole production, the most
difficult task was finding a harmony between
the 20 and the 0 worlds, says Tereso
“Thare was & lot of going back snd forth
betwaan the two medioms until we fournd
a unified Brguage. It was bard to saturate
thirgs as much as we did without breaking
the equilibrum of colours.”

The ghort ook six months to complete,
with a |ot time wsed to refine L The directors
assumed the roles of devilz advocates to
sobe problems, “We becams eremies of the
o 10 AR seuff that wasn™ woe kirgg, Then
we made it better,” says Tersan,

Curing production the team lsamed to
tiuest their InEtncts, e more ﬂ::!tlt_"i‘:l and
discovered that every probliem had solutons.
"z John Lemseter onee said: Be wrong as
P v wou car, Mestakes are an revitable
part of the creative process’; and that guote
i parfect &3 emors cen sometimes laed to
the mast interesting stuff,” says Tereso, @

The mankey, e Tl
disguised as a = ¥
human, takes on the 5_ — ¥ ";
city and eventually [ ] i :‘ :r
rises to the highlife F

o V

Send us

your short

1o subrmat work for inclusion in Short Cuts,

e, Johwarldmag oo
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B The making of Epic

L B

Mark Ramshaw investigates how Blue
Sky has proved that small I1s beautiful,
with the microcosmic world of Epic

wianw Achwirl dmag.com
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3 Rendered with Blue Sky's CGI Studio

raytracer and textured using its procedural

gystems, Epic iz a visually lush creation,
Of all the studsa’s fims to date, it's also
the one closest to director and studio
eo-founder Chriz Wedge's haart

LY

[ 4

-

::#“:
s

t5 finely-tuned blend of action,
B adwerture, romance and comedy

migy tick 2l the matines movis
bowes, bt Epis is 8 workd aeay from
written-by-comimittes CG fare. Irstead
this iz & trua labour of lowve for Blue Sky
studlio co-foundsr amd director Chis
Wedge - and, somewhal appropriately
for a mowe =0 rooted in nature, it's also
a project that has organically grown and
eyilweed cluring an unusually extended
development panad.

The initial inspiation came sams 15
vears ago, durng a corversation with
friend and author Will Jovee about an
exfibition of Victonan fairy peintings.
Joyoe was mosed toowrite the children's
book The Leal Men and the Brave Good
Bugs and, after the par collaborated
an Blue Sky's 2005 offering Rokots,
Wedgie began to ook at P the |ckea of a
tiry forest word could akso be developed
for a feature film. Epic's story and
characters gradually ard maturally grese
frarm this rirature milied, all_'lr'g Witk the
niotiore of interconnectedness and the
natural battle batween life and decay -
eventually becoming a deceptively large-
scale action advanture.

Ewver with such a long gestation, much
work was reguired by the Blue Sky team

to usher the praject through the last 18
mianths of full preduction. "Bvery singla
assat wa nesded was brend-new, ard the
conpept wis extremely ambitious relative
to everything we'd produced presiously,”
seys OF supenizor Robert Cavalen. Tt
took & lot of innovation ard all the lessons
learned from previous projects 1o be able
to produce something of this scala.”

The making of Epic B

animators fesding all the work to just 20
charactar tachrecal diractors.”

Im addition to fundemsntally more
compley characters, Epic's story also
chemarided Scenes with humdreds and
ewan thoussnds of Leafmen - and their
eranies the Bogoans — on screan. Even
cpting for off-the-shelf solution Massve,
a lot of work was required to intagrate it

“The team took a little longer to find a groove
with the style, because these characters were
more realistic than anything we'd done I::ieﬂ:.ne"%e

| = | e - - E - PR | H—
Lluis Liohera, animaton ead, biue sky STudios

These innowations included changss

o the studio's handitg of characters

ard its warld-builkding toolks, "We had a
substential mesd for more advanced cloth
simitation this time,” says Cavalen. “Each
Lesafrmar wears over 100 indivicual pleces
of armour, which s a whiole different ball
cjaine to & character weanng a T-shirt and
panr af shoits And s well a5 amulating
all thaze elements, wa alzo had to spand
tirning designing workflows that coukl
hardle them - with between 60 and 80

irto the workflow. "We needed a pipsline
that would allow Tor buge crowds mosng
with a good degree of ntalligence all
around our key charecters,” says Cavaleri.
"To hardle scanes like the one where
whiole army af [i:_ll__;ganﬂ Ereaks fromm thas
gurface of & tres, run down a brarch and
ao on the attack reguired a ot of internal
development, 1o Suppart the movemeent

of st mary elemeants from Maya at the
front end all the way out o our progrietany
rerderer CGT Studio,” »

Augest 2013 | FDWORLD
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B The making of Epic

i
i

Whean it comaes to the anvironmants,
Cavaler notes that the world in Epic

Fas a nichness to it that greathy excesds
anytharg that the sbudio has accomplished
before. “The issue is thet when you put
S0 MANY ASSSts into & scens then you run
L agalrst the amcunt af data computens
ara capabla of dealing with, both on tha
clesktops and on the rendear famn. We've
brought the Biter up o arclnd 10,000
cores in total, but even =0 files thes largs
mean the amount of aveilable RAM s an
gz, S0 we bad to find ways to render
ervironmants much more efficianth.”

Asset creation
This imchuded numesrous optimisation
technigues for the propagation of trees,
faliage and ground cover, “The fact that
everything needed to animate = even when
st moving in the wand = maant that you
couddn't simply do & repeat of the sams
asset, sowe bad to find a way to deal with
all thesa unigue ekments,” says Cavalan
Whils Blue Sky has long embraced
procedural technigues for asset creation,
Cavaleri stresses that the Assemibly
dapartrment and art directar were very
careful ahout building the righit look
ared Tael Tor the forsst waaild, "Thepe
are a number of procedural tools for

-

randomising alameants, but there's alsa [ Some scenes feature

& lot of hard placement ard sculgting, armies of Leafmen and
and wiorking the slements relative to the Boggans. “We utilisad
cameara to ensure balarce in the frame Massive quite a bit," says
and that the eye i= focussd on the animation lead Joff Gabor.
action,” e says T was pretty daunting
Epic essentialy presents its story at two to hand-craf®t all the
distances: ana at regular human size and animation cycles raguired”

the other in the staled-doen, spseded
up word of the Leafmen and Boggars, At
the outset, theme was somae debate abhout
whether to build two completely differant
anvronments o buikd one that weauld weark
from both wiewpoints

“In the end the solution was kird of a
i of both,” savs Cavalen, “0n a techmnical
ksl we T 0 credate angnal hero assets
gnd them we would go back in and add
selcitioral model ard matenals detail to
accommadate the closer scalke. Thak really

“Our new rigging system took a lot
of research, not only to allow for the
creation of more realistic characters,
but also to give us rigs that are
much lighter and faster”

Blue Sky Studios

Liuis Llabera, animation

ration fior things
ke the peeces of bark
autumn leaves on
ks they wear”
d

required an urdarstanding when shooting
af wheare to strategically and surgically
supphy that extra detail ance the cameara
wias down at ground level, And then, on
an aristic lewel, we also pushed to have
differemces in colour and the way tha
ligghting wiorked, to help the audenos
differentiste between the two and
urederstand which they were looking at,”

Blue Sky's raytracer 0GI Studia Fas
Iarg bean regarded as one of its sacrat
weeapons Whils the RED department
clidr’t rmake any major changes undear the
haod for Epic, more extansve deploymant
af gubsurface diffusion did coms into ita
o, alloir the artists to create forest
scenes with glowing leaves and characters
bleazed with warm skin tones.

Canvaleri cays Weone conatanthy pushsd
thern 1o look at real-wiorkd lighting, alesys
creatng mitial scenes with smple skylight-
besed GI setups. "Than we'd goin &nd
shylse as necessany JUst placing ore i
two kghts and reflectors as fill ighting
- gdding the ‘special spucs’ needed to
achiews a nice balance.”

Believable characters

In keeping with the richer, desper and
moire complex work] created for Epic, its
characters are also substantially mora
detailzd than arything Blus Sky bave
created before - charming emaugh to
remain appealing within the context of a
famibp-friendly animated adventurs whilks
skirting close enough to realism to allow
them to have a good emaotianal ranoe
and connaction.

“Wetve dore plenty of fluffy amimals, bt
e v had to pull off samething much
mome believable,” says animation lead Les
Liobera, *The hurman waord in particular
reseded to Feel very much like our own,
but even tha Leafmen, the Boggans and
the Jinn needed to be equaly detailed.

The aim was to have kids come out of the @

3‘4 FOWORLD | August 2013
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Character building

Behind the glow of CGI Studio's rendering lie some surprisingly traditional animation tools

While Blue Sky has several proptietary toals at (ks
disposal, Joff Gabor says that as far as animation
iz comoamed, thair system is arownd 90 per cent
out-of-the-box Maya, “We have some bespake
things like a picker tool, a system for accassing
our library of poses and our special blend shapa
system for deforming characters, but generally
it's surprising how little we go outside of the maln
base program. It's in the underlying rig that tha
speciality code really les.”

The studio had previously everhauled 15 rgging
systam for 2008's Horton Hears A 'Wha, but
Gabar says that by the time they were using it for

winw, Johwaridrmacg.com

sihousts= maripulation tool also ariginally

Fia, the limitations were showing., “TE would take
arcund frve seconds to Uupdate, 5o a lot of effort
Wwas pUt into developing something that could
ghve us rigs that work closse to real time, That
really changes things for the animation team,
making it possible to explore more aptions and
animation choices."

Az well a5 allowing far lighter and faster rigs,
the new system does so while offering vastly
ncreased rig complexity, with a controller cowrt
in the high bundreds for the mare anatomically
realistic characters in Epic, While Candy - the

The making of Epic B

developed for Hortan = wasn't used here (in
part because of the constraints of rendering for
steren D), the new rigging system did allow the
animatian team to rewark the characters on the
fly using the same remodelling tooks developed
for Rio.

“The tooks were originally developed to alkow
for crazy poses, and had really been used to
the extreme to contort Scrat in the last Ice Age
monvie, " says Gabor. “Here though, we used it to
create more dynamic poses = reworking an arm o
make it vary straight and angular when a Leafman
pulls his bow back, for example.”

August 2013 | JDWORLD .35
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B The making of Epic

O The same remadeling
tools developed for Rio

were yzed here to create
more dynamic poses, such
as when a Leafman pulls
his bow back

Alm wandanng if thera really might be a
Laafrmen owear an that tree, or flying on
that hurnrningind.”

Although ha notes that the aim was
to creats stylised characters rather than
atternpt anmy kind of photorsalism, Liobera
savs they were stil very much aware of the
uncanny walley: “We had to be mindfd that
the characters” bodiss monved in the nght
way, 50 thal the skin stretches comectly
when their jaw opans, for example. The
animatars spent a ot of time analysing
wrinkling on the Tacs, and things like hip
twiste and armshoulder movements.

Jeft Gabor, animation lead, Blue

supasor Robert Cavale

: .
Sk Studios

Lluis Liobera on
. the im e of
real-world reference
"We had some exparts come in and g
lectures to the animation team, incheding
a [ata professional and a bow expert. As
well as cbtaining great reference, we also
hearned how they think about thesr weapons,
howr to really use them in battle and the
philasophies behind them. Any time an
animabar was working on a shot
of a Leafman shooting an
arrony, they'd come
over to my desk
totry it out.”

They would after disappear to a specal
room wihere they could act things out &nd
create reference.”

*1 think evaryone was scared about the
challengs of taking on humen characters
ardd ernotians, bt it was sunprising how
wedl the animatars all took to it,” adds
feliow animation leed Jeff Gabor "In fact,
we enced U owith the inverss problam,
Mo that they're Jumping back anto Ria
2, thay're finding it hard to get away from
this more realistic animation style”

Gabor says that of ane the mane difficult
aspects of pra=producticon irvolved

“Epic isn't just a cut-and-dried franchise with
a near-guaranteed box office. An original
movie like this is a real leap of faith”

workimg out how to differentiate the
VEMNOUS groups in the stony “The most
difficult one was dealing with how to
saparate the Leafmen from the human
characters, nat least because the kdea is
that the Leafiman character Nod doesn’t
realize that MK [the fim's haroine] &
Fruman until lete on in the film."
Emphasiarg diferences betwsan the
Leafman and tha Boggans proved rather
easier. While amphibians and lizards were
Lged as ingpiration for mbuing the latter
with am itchy, bug-like cuality, the stoic
Leafmen more obwiously referenced the
characters featured in the work of M C
Whaath, the 20th century American artist
wiose work directly inspired Wedge in
the earty stages of developmeant, "The
Leafmen have very good posture and
move in a very dafined way,” axplains
Gabor. “Youw can really s=e it when they uzs
their bow and armow, inthe way they pu

35 | FWORLD | Awcgust 2013
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Epic i= Bhea Sky's first movie
with a female lead protagonist,

thewr first with such realistic
characters, and the first in
which virtually every living

thing in the world is clothed.

"We needad full cloth

simulation, but alen ta be able
to art-direct it somehow,” says
animation lead Luis Liohera.
"That irvohed some back and
farth between the anlmatian

and cioth departments,
weith our team drawing over

to try to match the sim to.
Abong the way we keamed a

and can't do.”

The Leafmen and Boggans

were particularly challemging,
a5 their clothes incorporated

many sections af armour -

whinw, Johwaridrmacg.com

# Armour-plated

- When one cloth simulation just won't do

keyframes to gve them a guide

lot about what sinplations can

sometimes around a hundred,
A wiell as working with proxy
geomeatry to give some guide
of o animation changes
wiolld affect the armour, the
animation team alsa had the
abikty to unhook sections from
the simulation and instead
controd alements manwally,
“The Leafmen needed to
perform martial arts-style
menves, but ralsing their arms
would causae the shouldar
pads to sink into character
space, 50 we needed to be
able to go n and make small
edpustrments,” explains Llobera.
“We took it even further with
Mandrake, whose bat skin
oo is part-simmed and part
hand-animated. The animators
wefe given contrals to blend
seamsssly batwesn the two.”

A The team mixed
simulation and hamd-
draven animation ta
make Mandrake's cowl

-

The making of Epic B

71y

e

E “Mandrake’s design

is awasomes, anthuses
animation ead Liuis
Llobera. “He's a litthe guy,
but ha singb=handedly
killed a hat whogé skin
he weears, He's a farce

o be reckaned with

o

much mare guckly than the bag, bambling
humans whao live neerkby. Far this, the Blus
Sky artizts developed a whols rakhook of
small-scale character physics that - akin
o those gowerning the combat in wire-fu
martial 8 ries — qovern the limits of

the stnng across their chest with a vary
“Bercause the Euu_1 """
they ware defintely a I|I:r.I-.=| easier to -:IE-nl
"W could uss extrems
caling too unratural,

The nikes |_|:I.'l—|'-'-_‘| -—'.--r-.‘tl'un-:l from the
widy they © icgh, to the

a Leafma :
theme's & whila the fist

(AT e T Frispes e
I..I'IZI|l'3EIE| an F.'n:-_.

o use them much

"rr-='t-"' '|::r't||:|I' rI'
brut here the aim was
gl =] El::l"'_-':i."-.'rl.-'.itl'n.'h!'-.'.r:.-'

bt wiich we didm't get to fully e
in the mode - siach as the

Doing the maths

Ta further Fighlight the differerce hatwesn
the Tull=sized humans and the simalles
characters, the mowvie play
thet the inhabitarits of the forest move

tisre b & Seduel”
Whila the mowvie’s cast of thousands s
crucial to the telimg of the acton-packed

i the roticn

goin and rnmp
nranﬂude

0 textures,” says CG
Robert Cavalari

eyt 2013 | SHWVORLD | 3.?
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B The making of Epic

tale, Epic 15 also nch with well-dafimed
laad characters. Mandrake, the villain of
the piece, & ar obwvious starcout - with
& Surpnsingly cark 1ok and deimeanou
fior & kids" mosie. "4 lot of his design
came together nght off the bat, and
Fram there it was guite easy to push for a
crazy acting styla,” admits Liobara, whosa
role — as ar Fio - chisfly involed dealing
with the bad guss, For inspiration,

I looked at Hanribal Lector, a lot of

Gery Oldman performances, and even
Christapher Walken. We did find that
some of his more over-the-top moments
became too scany for younger children,
g0 had to dial it back a bttle, I ook that
&5 a campliment!®

Personal performances
With Bombs, the father of ME, the
challenga &y in making him belevabla

"Chris Wedge would often act out his
scenes so we immediately knew how
to approach the performance. He

really does look and act like Bomba"

Jeff Gabor, animation lead, Blue Sky Studios

enough 1o st cormectly in the filrm's human
world and carry some waigihty scenas,
while =till sporting & pleasingly berdeble,
cartoanish ain "Chris Wedge would often

But it was the character of MK = the
Feroine of the piece and the window into
the forest wiarkl — wiho proved the most
difficult to get right. Gabor sy that bes
fate was continually raworked during
preproduction in ssarch of the elusive right
farmila, "Audiences want a 30 character
thay can relabe to, who doesn't look
aenaric, but dosan't look =0 real as to be
crespng” he explains “Movies like Tamoglsd
have definitely mised the bar in terms of
famale charecters with strong personality
ard facial depth,”

T “The library of poses we created

to get nght. "Youw can gat away with mare
extreme expressions on & mals character
withiout it lnoking aff-putting. But to have
a digital fermale that looks appealing wiile
still displaying a wide range of amotians 5
way specific — ard to get aver 100
anirnators o all the same page with that
i= No easy task.”

Far Gabaor, it's the depth rather then
the breadth of Epic that made it such a
satisfying progect. “There are scenes in
the film, aspecially those with interaction
betwean ME and her father, that wers veny

aet out his soenes, 50w immediately H “0re of the new rig tools He also beleves that female 0G ernotional and recuined some subtle acting.
ke bonw £o apgpiroach the performence,” genve craaturas like Muk characters are inherertly mare difficuit That's almicusly something we very rarely
says Gabor "He especially wanted us to the slug auto-detection get a chancs totackle in the ward of CG
take inspiration fram bath Doc Brown and with the ground,” says f animation, 50 I fesl really gratified that
George McHy in Back To The Fature, as animation lead Jeff Gabor, this mowvie came along. For me, it satisfed
well as Fick Maranis. To ke homest, Chis "The whide body would a mesd to go beyord cartoon chamcters

hirrself was the big inspiration, although campletely defarm with
I'm not sure ha's even awame of that. He saemngly correct physics
really does look and act like Bombe.” and body mechanics"

far a change arnd do something a little
closser to acting. 1 definitaly hope we gat a
chance to sea thess characters again.” @

Robert Cavaleri
explains why size matters
"The effects team were forever
looking &t the way physics and natural
phenormena behaws gt thiz scale. They looked
clesely at the way the water surface is almast
Bke a trampoling to small creatures, and the
way it attaches to their bodies in Ettle globules.
And with splashes, it was important not to
put in too many drops bacause that
wwould ruin the sense of scals.
Instead it was important
ko focus on the speed
: of its motion™
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TIRED OF ALL THAT OPTIMIZING
AND TWEAKING?

Why not just do the creative stuff, and let Maxwell Render do the rest?
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[MAXWELL RENDE R] Have you seen the light?

www.maxwellrender.com
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B PRIZE DRAW Win MODO 701

i

7

Crecabend i MODD by s e Moes (weaw warnammeges.com)

INn one
he Foundry's MODO /01

SOFTWARE
WORTH

of three copies of

With an updated interface and upgraded
features, MODO is a fast do-it-all VFX tool

OO 701 12 a cutting=edge, arist-frandly 30

software package that combimes modsling,

seulpting, painting, anination and rencdering
Irv & siregke integrated application, In the wake of the
recent mearger batwean Luxalogy snd The Foundry,
MODO 701 hiss mow Bssn relaased with a number of
rus develiopments that apen it up 1o 8 whols new
audisnca within a high-end VEX markst.

Courtasy of The Fouwrdny, we hawe three copies of
MODO 701, each warth £999, to give away, To enter
the pnze draw, simpdy fll in our ordine entry farm
and cross your fingers tighthy.

MORE ABOUT MODO 701

De=pite the fact thet mearly every one of MODD's
features has had an overhaul and some completely
piew features bave besn adoed, it's the speed of
wiorkireg that gats the baggest plawdits in this new
iteratian of the product,

Put sinfaly, it's speed, speed, speed in 701. The
new raleasa flies in OpeniGL view. Once complex
mashes have loaded, it i= genuinsly stunming howr
capable MODO 701 iz at handling large data sats.
Thers are also amazing speed inCraasas in praview
mods and during rendening, making the upgrade
worth the maney for thoss enhancements alone,

The retopology tools ako improve on speed and
accuracy, and brand-new tools like the Contour
toal add to MODO's aleady extensive feature set.
Arguabhy the biggest new feature & the particls
svstem, which makes MODOD 701 an attractive option
for WEX and motion graphics worke & L version
will soon join the exsting Mac and Windows versions.

In fact, as versiors move on and MODO strikes a
great balance betwesan speed, accuracy ard rarge of
fegtures, it starts to ook like & must-have application
far army 30 artist,

FEATURE HIGHLIGHTS IN MODO 701

= A stunning new particle engine system with an
easy-to-ise presat workflow

« Audio playback snd & sound channel modifier
erable artists to bring animations to life

= Amazing large-scene parformance improvements =
as much as 17% times faster

« Uinkmited network rendering

+ Tha software is easy to lsam and MODD has
extensive training resounces anling. It s a true
ercd-to-end solation that offers a fresh, Aeskls and
modular approach to the creative process

Wisit The Foundnys website [www.thefoundry.co.uk)
to download a free 15-clay trial licences. W

How to enter

raws, 30 World and The Foundry

e chane to nine OF Thinse

s nrers will D chosan At rapcom
date of Thursday 31 1

PRI, A Hhe s

4!:" | IDWORLD | August 20013
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Win MODO 701 PRIZE DRAW N

Fast, fully featured and with
an updated user interface,
MO0 TOL offers toods for all
areas of 30 contert creatian

CLOSING
DATE FOR

ENTRIES

31 OCTOBER
2013
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| Crmesbesd i MODO by Gregory Dugues

r ]

Corinpir [y, B copar Ja.com) and Warrer FicGes

Creustédl iy MODO Gy T

To enter the prize draw, visit
www.futurecomps.co.uk/TDW171lmode THE FOUNDRY
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M Eight must-see CG shorts

THE SECRETS OF

AWARD-WINNING
SHORTS

What makes a great animation?

Story? Technique? Or another kind of magic?
Jim Thacker asks eight leading artists

and directors to name their

favourite 3D shorts

4:-" | 3DWORLD | August 2013 wraew. Adworkdmag.com
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RELEASED DIRECTOR

of Spike and Mike's Festival of Animation.
Iwas 17, It was my introduction to 20

animation and the thing that most made me
Want to pursue a carees in computer animatian.

For me, the essence of character animation ks
the empathy we inspire in the audience for the
characters we create. Lo Jr doas this in
spades, Through Lasseter's performance,
wigwers come to project the relationship of
parent and child onto what would otherwise
b twao soulless househaold lamps. In spite of
having no face to emote with, no arms to
gesture with, or even a mouth to speak with,
the characters communicate with perfect
clarity, We know what they are thinking and
feeling with every frama we watch, What's
rrcre, we ane mowved from curosity, to
sympathy, to celebration, thraugh the trials
that little Luxa Jr goes through in his brilliant
twio-minute odyssey. Shaders and lighting
software have improved immensely sinee the
film"s creation in 1986. But Lwao Jr shows the
art of animation is, and always will be, timaless.
SEE IT » Online at hitp: /ity 1 72IEQT
« On DVD i Pixar Shart Films Callestion Vel 1,
http://amazn.to/1 528104

I uxn Jr was something I first saw as part

BPFAAA AR R RFRFRFRe A e

GENIUS OF THE LAMP

Luxa Jr recelved an Academy Award nomination
for Best Animated Shart Film, becoming the first
CGI film nominated for an Academy Award.

Jimy Thacker says: “The first shart the Bizar team
made was good. The second was Luxa Jr, & tale
of curiosity, wondar and the parent-child band,
whose only characters are two animated desk
lamps, it gained Lasseter the first of four Academy
Award nominations. {He would later go on to win
twice.) While most 30 shorts from the period are
little mare than histarical eyriasities, Luxe Jr
transcends its technalogy. Its elegant visual style,
strong emotional storyline and beautifully nuanced
animation remain the hallmarks of modern Pooar
productions To thés day, the company uses the
Lurco character as s mascot”

WWW PDFMAGAZINES.ORG 50000+ DIGITAL MAGAZINES
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M Eight must-see CG shorts
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MENI TSIRBAS PICKS...

Locomotion

RELEASED 1284 DIRECTOR Steve Galdberg/PLT
his charming early CGI short from Pacific
Data Images - now part of DreamWorks
Anirnation - s propallad by s brave haro,
a reluctant sidekick, and a parilous obstacle.
Locomotion was made in 1988 and stesred
clear of Fuman and animal characters [nearly
irmpossible to pull off with ary corviction at the
time), instead choosng to anthropomarphise a
steam engine,
The set-up is brilliantly smgple: Ergine No S
I5 stopped in his tracks by a damaged bridige.
Egged an by his cowardly cabooss, ha decides
to reverse direction — onby to ke baunted by

1.|

nightmares of being scrapped for armving lata
once too often

Technically, the film iz distinguished by its
lardmark use of flaxible bard-surface characters.
They comnvey thair emotional beats with parfect
clarity, with the main character moving from fear
to regret, conviction ard, eventually, pride,

25 years an, it's easy to find flaws, but
rernembier that animation back ther was done by
pranching numbers into amst-unfriendly in-house
30 software. For evarything that's changed since
Locomotion, ore thing remains constant: the
walue of great stonytelling,

Gerl S Game

1597 Jan Pinkava/Pizar

Gari's Game brouwght
Pixar's reafistic
human characters to
a new lovel, Diractor
Jdan Finkava has said
that Geri himself iz
Ioasely based on his
own relatives

—

en’s Gamsa iz special for many reasons, not
G lzast the advances Pivar mads in creating

and rendering realisbc buman characters -
somathing that had yet to be mastered whan the
short was created back in 1287, Tt's & long list of
techrical achisvements, including subdrizgon
surfaces, batter skin shading and realistic hair and
cloth simulation. But the true star is the stany.
Geri's Game shows an ald man playing chess against

hirnz=df in a park, switching sidas after each move
toy bezcarne his opponsent, The fact that Gan is b
characters in one demanstrates brillanth just

howe important animation is for creating a sense

of perzonality. One Gen & gentle, the other
competithe; ore looks frail, the other agoressive,
Ewen the sparkle in ther eyves is different. There are
glao & few subtle camers tricks thet sre reminiscent
of Gollum's self-discussions in the Lard of the Rings

MENT TEIRRAS 0t

A The fil le far its use aof flexible hard-
surface models and s creative transitions to

i i
AU LS

& b b
nis notakb

thraugh the hero's nightmare

PASCAL BLANCHE b= garor s oo tor w1 Lecst Maidrdal Ha
was alsooatdirscmr at Frontis Deselonmentsa2nd Jages, wivere
D fvpd paetd PeTrps Tha uigial of Runest apa

o /.
“The editing Is a true marvel
to witness. Geri is already

M 16 years old, and he
hasn't aged a bit"

r

=

mowvies. There was cartainly a referance theare for
the artists at Weta, Thers also is a ot of Bumour,
angd a bwist ab the end, while the editing is a true
marval to witness, Gen 15 already 16 years ald, bt
Fex hasn't aged & bit. He's still @ refersncs to me
when it cormes to character animation

L2 17 « Oriline at hitp://bit ly/LOCT2T4

« On DVD im Picar Short Films Collection Vol 1,
httpelamzn.ted 1528108

44 | soworLo |
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Bunny

RELEASED !

unny daservedly won an Oscar. Ik s a

unigue and anginal self-contained little

masterpiere, I'd seen nothing like it
before, and 1"ve sean nothing like it sincea.

It captivates yvou immediately, drawing you
irto its own special world to meet an ok lady
rabbit and share her imtation at the math
disturbing her = a moth that is, as wa discover,
the bringer of a banign death experisnce, leading
bear write the light where she will bea reunited with
her husband. It's such an ntrigueng and unusual
subject for a cartoon. It's such a thoughtful film:
prostic and wet with a real narrative drive, Building

Q KEVIN SMITH PICKS...

Shane Acker

<

As well as'a major
technical achievement,
S is a compellng stary.
Adrift in a hostile
weorld, s santient

rag dalls have a
disturbingly human-
ke fragifity

RICHARD WILLIAMS FI

DIEEEHT]H WESR= A

P P
LMed..

to a crescendo that is all the more effective far
its undarstatement.

Ewerything in it iz cohesive, including a brilliant
soundtrack that makes use of silence and than,
out of the blue, the emationzl jolt of Tom Waits
ginging & song over the end credits - it's
altogether 5o maving,

Chns Wedge's direction 15 flawless, imtrguing
and brave, As T watch it today, Bunny comes
across as fresh ard delightful as when T first s
it 1% years ago.

“EE IT « On DVD in the Bunny book and OVD set,
hittp:/famazn.to/1 7 JgniDy

“The production quality
of 9 was off the scale for

Eight must-see CG shorts ll

RICHARD WILLT AMS

A Bunny
at the 1999 Academy Awards, lawnching ', Hiue
Iee .f'.l_'"

wean an Oscar for best animated short

Sky Studioz on to success i movies like

KEVIM SMTTH 15 WFX ppssey bt af Woats TRyTRl whims g workad
o te=Lond of the Bihgs tricorand recenthy completed woirk on
Tsn okt Ar Lirsies pactadd Jowres

where T first saw 2. The Electranic Theater

wins ahways one of the best parts of Sigoraph
Your gat to see a lot of really cood, technical,
big-brain typs stuff, and all the major players would
show alff with resks of what they'd done that vear,
So this student film comes on = and studant stuff
was akvays hit-ar-miss - and it's this amazing thing.

The production quality of 2 was off the seals for
a student film at the time, And net only was this an
amazingly detailed littls world, it was an amazing
story, Twanted more. T wanted & whole movie of
this ittle sack guy

[Kewn got his wish. Shane Acker later expanded
hig tale of sentient rag dolls 2dnift in 2 dystopian
wiard into a full-length feature, Co-produced ty Tim
Surton and Nimur Bekmambaetoy, 5 the mowe came
out in 2009.]

The most exciting thing at the time was the
realisation: "If shudents can do this, anyone can do
anythirg they want” Suddanly you didn have to be
Pixar, or Disney, or POT. All vou reedad was a visior.
= Orilire at wiwiw.shaneacker.com

ThE Electronic Theater at Siggeph 2005 was

PERFECT 10

Shane Acker amazed audiences with the
multiple layers of complexity and detail in 9
Sharme Acker's thesis project far his MFA in
Animation at tha Uneersity of California, Los
Angeles, featres & rag doll in a post-apocabptic
weored where all Fumanity is threatensd. Acker uzed
Maya, Photoshop and After Effects, "The challenges
wias to create a belisvable artificial wardd, complete
with histany and logic that's revsalad throucgh the
short rarrative,” says Acker, The short astounded
Juries whan it ran the fastival circuit, winning Best of
Shower at a totel of five fests: "Peogple seam to really
raspond to the charactars and the desion,” he says

wawwr, Jehwarrldrnag . cam
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M Eight must-see CG shorts

 STEVE OGDEN PICKS...

Burning Safari

2006 - Aupatit/de a TailleTrzenskiMalea/Predal Trabutien

Created by six
-students from the
Gobelins animation
sehoal, Burning
Safari was created
as an opener for the
Annecy festival. Tt
won several awards

“I learned [Burning Safari] was the work
of students. Students! Most pros would
have trouble making a film this good”

La Luna

RELEASED

ecause I work at Pxar, T was initally
B hestant to choose a Fxar short, ewven ane
I dicdn't weark an. However, if I describe
wirny T chose La Luna well enough, perhaps T
will be fargiven. This s the story of & rather
otherworldly janitorial firme Le Lung =
irmaginative, quairt, chamning, clever and simple.
It has the guality of a vintage animated short
I fird the family dynamic really delightful, as is
the idea of occcupations that are passed down
from one generation to the red, TE think it helps
that the story is told through the wide eypes of
the little boy. I adore everything about the weay

DIRECTOR Enr AT

La Luna loaks, fram the dresmy hand-drasn
pastel cuakty, to the rnch colowr paletts,
archetypal charactsr design and of course,
the warderful amimation,

Howeser, despite all of that, the principal
reazon I love it 2o much i that it & a story that =
told visually, and & large part of this i inits gee of
light. The light fesls bath practical and intersely
magcal at the same time. And the story pay-off
iz incredibly satisfyirng, especially for a lighting
dhesigner like myself
: = Onlime at httpf/ bty L5z 70WH
+ On OVD im Brave, hitpe/famzn.to/1 5fGkdg

ETEVE OGDEM =2 stud arl dised Lot ot P Gocvee, aind
adrecton ilustrator and graphic novsEt He edtedmch-
iR R DTl R AT e AnieNikeh cam

a clazsic Wamer Bros shart, but with & much

more contamporary edge. Tha stary of an
alien tourist's unfortunate encounter with a monkey,
it mads me laugh every time T watched it, Then T
learned it was the work of students. Students! Mast
pros would have trouble makirg a film this good.

Wien Tintendewsd the creators, they told me
the secret of its frantic magic: they had too much
story for the time allotted, so they animated tha
whole thing nomally, then sped it up. I watched the
filrn werth nesy eyes after that: although the action =
intersa, thara are plenty of well-placed pauses. The
piece is masterfully paced.

I give & lot of talks to primany school kids, T bring
my portfalio and rmy animation files, and sorme
trailars for games 1've worked on. But 1 also show
thern Burming Safan. They ahesys lowve it, wild
laisghter all around, Ard it's mice to tell them that it
wias a student film. You can sae the whesls burning
im their haads as= future animators dream ahout the
filrrs: they will create. Tf they tum out ke Buming
Safam, I can't wait.

"« Orlime at wwhwiburningsefari.com

B urming Sefar amazed me. It had the feal of

GOING APE

How students at French anlmation schoal
Gobefins brought mayvhem to a masterful short
Vincent Aupetit, Fiarent de la Taille, Jearne Irzenski,
Maxims Maléo, Aurglien Predal ard Claude-William
Trebutien made Burming Safan in their firal year,
whare they had besan studying 20 arumation. It was
their first 30 animated work, but they stuck to their
20 oot “We wanted to maks somstining ey
graphic, with a lob of action, busmaur and guick
amirnation,” says co-directar Trebutien. "We took &
simple approach: just pans, trucks or fied camera.
We don't ke it when the camera sping around,”

SHARDN CALAHAN

A Told without words, La Luna has a t

rchetypal guality. The wide-ayed wonder of

the Bttia HES TIe acTson mare nadgd cal

DOy ia
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PROFESSIONAL GRAPHICS PERFECTED

The NYIDIA® Quadro® K5000 graphics card takes advantage of the NVIDIA Kepler™ architecture

to dramatically accelerate professional applications. You get greater levels of interaction when

designing with the most complex models, richer scene details and effects for content creation,

and faster results.

Insight Jigsaw Scan Computers
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To learn more visit
www.nvidia.com/quadro or www.pny.eu/quadro
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M Eight must-see CG shorts

"+ , ROB BREDOW PICKS... RO MmN - it g v S,

Paperman

2012 Jode KahreWalt Dinesy Anirmation Stodics

of all time. The story of & lonely office
worker finding love through a thrown
paper plane, the style of the film beautifully
complements the simplicity of the starytelling - :
charming and classic. ; . 4 Disney's research into
The blending of 30 and 20 into a single - i ; : non-photorealistic
andmation is a particulary daunting task, T've 3 : rendering spans
hard soime experience with various nan- . ' almost 20 years:
photorzalistic rendering technigues on movies - experience put to usea
like The Polar Express, and hawe been inspirad in Paperman’s unigue
by Disney's work in this area over the years . combination of 30
Barbara .. Maier's early papar on painterly and 20 animaticn
rendaring (htto:/ bty MeXELD) and George
Katanics amnd Tasso Lappas's later work on tha
Deep Canvas saftware Used in Tarzan by bath
significantly advanced the stata of the art,
Technically and artistically, T think Paparman
1% the culmiration of the best of thess
technigues, improved with an intuitive new
drawing system that captures the feal of the
pens held by some of the most talented 20
ardd A0 animators in the world,

It was also & joy for me to watch the short
filrr with oy daughters {aged seven and 10,
who giggled and laughed throughout.

p aperman is one of my fevourite CG shorts

Beautifully done.

« Onlme at hittpe /bty 1 OnSHuE
= On DVD I Wireck-I8 Ralph,
http:/famzn.to/ZFih7E

Paparman probabhy wouldn®t have bean possibde

withiout a prapsietany tool created for an % n A
entirely different purpose: ":I'.Il.*\.'h-'_.",' T ATV ] -] -
anginear Brian Whited] had been tasked a few f

years earfier to streamline the n-betwesning

process in hand=-drawn 20 animation, Part of his "ThE St}'IE D'F t‘hE ﬁlm
project was Meander, a vector drawing toal built .

to stay fast and keep that connection betweaen heautlfu | |}" CDmFJ'Eﬂ'IEﬁtE thE
artist and waork as tight as possible, He had

Animation supervdisor Patrick Osbarne K \
explaing the unigue animation of Paperman / !
Animation superisar Patrck Obhsamie SaAYE I

simplicity of the storytelling
- charming and classic”

-

e bullt in brushes te mimic the favourite
brushes of Shiyoon Kim and Jin Kim, two of our
fantastic character designers, so we knew it
cauld Fandlke the beautitul ifie Work Wwe were
gaing ta nead.”
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Advertising feature B

www.rebusfarm.net

Render faster
with RebusFarm -

Advertising feature: Harness the power of 1,700 CPUs 5
with this experienced and professional render farm -

=€35

. OF RENDER TIME
"FOR FREE: START
YOUR TRIAL-NOW!

Code: 30- WEIH‘LD 120-124-231

“ Animetor Wes Ball
weed RebusFarm to
output his acclaimed

hen it comes to rendering, workstations ars
m qetiing fasher all the Time = el the grovang

reguiraments of modern CG prajects mean
that there's more strain, mot less, being placed on our
equiprnent, Largs studios deal with this by building
rercler farmes, chisters of computers that distribute the
task of rendering still or frame renders across dozans
or hundreds of processors, Artists or studios lacking

You could potentially
complete a render a
thousand times faster than
using your own workstation

thear pwn render farm facility can =till call on the powers
of this kind of resooree, thaugh, by hiring tines an a
camimercial rerder B Sendes,

Founded in 2006, RebusFarm has wan a reputation
for processing vour renders ima fast and coreeanient
witny, Wil Saang viou eguipiment purchasse and
maintenance costs. It gives you access to up to 1,700
Intel Yeon processors to process your render job owver
the internst, so vou could potentially camplets a rerder

& thousand times faster than you would using your own
deskiop workstation,

Accassing this Airepower s a simple matter of
registering an account at www.rebusfarm.net, then
dorwnloading the fres Rebus Farminizer software,
Farminizer integrates into yvour 30 software (3ds Max,
Maya, Cinema A0, Blender are among the supparted
programs] — together with your prefermad rercder
Bigines |1k A= F:‘.:l:,'. resntal ray anad mary Mmors = (=]
anable you to send a job for renderng without lsaving
your package, then save completed frames to a folder
of your chaice, There's alko a Farminizer app for 05 and
Android mobile devices, anakbling you to start, pauss and
resisw jobs on the mowe, then sync your render Queue
gtatus back to Farminizer on your workstation,

A well a5 supparting all major A0 packages thraugh
Farmminizar, RebusFarm accapts scenas made with mary
rnajor plug-ime, and iz bappy to provids a signed non-
disclosure agresment before processing commercially
gersitve jobs

RebusFarm offers prcing tiers to help vou balance
cost and priontisation, You can estimate the cost of any
job befare starting it using the free online calculatar,
or take sdvantage of the €35 of credit being offered to
every A0 Waord reader to try RebusFarm for vourssif, B

CG short RUIN

- F|'| h|_|"F:|_r'11 &

your 30

package

Adwardmag.cam
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RELISABLE MODELS TH MAYA
save time modeling by creating
YOur very own actress

CHARACTERS IN ZBRUSH
How best to sculpt and stylise
your characters in ZBrush

CREATING TEXTURE MAPS
The key knowledge you need when
working with UV maps

10 PHOTOSHOP POST TIPS
Essential post-production hints you
need for warking in Photoshop

OUESTIONS & ANSWERS
Your questions and LG queries
answered by our panel of experts

ANIMATE YOUR RIGS IN MAYA
Working with LK and FK rigs to
create smooth animations

3D WORLD VAULT: ALL YOU NEED Visit www. Idworldmag.com/vault to add this issue’s video tutonals and
FOR QUR EXPERT TUTCRIALS associated screenshots and source files to your personal library of downloads

All of our tutarials e withen by experts
fram the wailds 0 =i
their instructons a oW, e work

through each ane oy wiol B fing all

Maya

with this 1ssue
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B TRAINING Creating reusable models

FOR
Maya L0013

ALSO REQUIRED

& el o

« Photoshop CS56

TIME TAKEN

- = -
I'WiO Nours

TOPICS COVERED
+ Organic modellng
i I_ W -.'::'|.- n::

» [Eturing

s Lighting

» Shader setup

a [ Faring

| E

DOWMNLOAD WVIA

A0 WORLD VAULT

« Yideo tutonal

s Scene files fior
Maya and Silo

L] T.:_- LT TTRdS

+ Screenshots

whww. Jdworidmag

comfault

Aioery Ward b
beon provcking
povels gince the
early 1000z He
i

&5 wWorksd Ta
same of today’s top studics
i ani-anllneGouk

103 MINUTES
OF VIDEO

Download Antony Wards's guide

to creating reusable models

www.Idwaorldmag.com/vault

Save time by creating
reusable 3D models

Digital artist Antony Ward shows you how to plan for
future projects while creating your own virtual actress

ime = there's never enaugh of it!
n You may mot be able to add more

tirme to get evenything done, bt
thers are ways ta cheat it.

I have often discussed recycling, and
howe reusing existing models can give
you a good head start on a project, In
past tutorials. You have also probably
seen this idea taken to the next level,
with artists generating a base modeal
that they can place in different settings,

with different clathing, halr and
accessories added to create a brand
riew illustration = like their awn virtual
actar, always ready to tackle the next
demanding role.

But it"s not all about saving time.
Having this base model also gives the
artist time to focus more an the props
and environment, meaning evenything
in the scene feels fresh and polished.
What I would like ta do in this warkshep

is show you how ta create your very
awn virteal model: a character that is
fully modelled and textured, and which
is ready to rig for animation (an area ')
Inok at next issue).

I will also look at some shortcuts you
can use for quickly generating hair and
clathing. Once you have complated this
and next issue’s tutorial, you will have a
character ready for animation as well as
ilustrations - a double win

About Eha Buthar

[ Video 1
Dive in

Every project has to begin somewhers.
Marmally I would recommend starting
with a mugh concept of the character,
or at least & modsl sheat to guide you.
Thers ara times, howesar, when you just
want to dive in, sxperiment a little, and
let fate decide how things will tum out.
I'we used Silo, but you could egually use
Maya or another app of your choice,

To craate the faundations far yaur
virtual model, you nesd a simple cylinder
ard half a sphere, B First, adjust sach
harzontal edge loop an the cylinder In
turm to rough out & genersl torso shape.
Rermemier this is going to be a stylised
charactar, so dant be afraid to widen the
hipa and tighten the waist.

Mest, turn yodr sttention to the sphere
ard pogtion it whers ber left breast
wialld be. Remamibbar that it shouldn™t
point straight ahesd: trg away from tha
centre and slighthy to the sky, but this
ohviously depends on the shape you ara
after. It may al=o be easier at this stege
to focus on just one half of the tarso.

52 FOWORLD | August 2013
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Cambine the twa models and ther
carafully wald the sphera to the tarso,
merging the vertices that are closest

to each other until youl have & sirgle
seamiess mesh. Bl Remember to leave a
polygon gap between her breasts or they
maay end wp joired when you miror ard
recombirss the torso,

El Primitives are a
great way to start
any character

B Concentrate on
one half of the

madel inftially

6|

wiwna dchamiridmang.com.




Creating reusable models
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B TRAINING Creating reusable models

" Video 2
Add in the limbs
Before you move on and start to flesh out the torso
it's a good idea to edd in the limbs. This will also allow
you to work the shoulders, hips and waist into the
character, First mirror and combine your torso half,
making a full model, befare extending the shouldars
out a litthe. A

Start to define the walst a Iittle mare, bullding in the
crotch while also forming the top of each thigh. Now
you hewe the base for esach limb, extend them further
and continue to refine the shape of the arms and legs,
as well as the overall figure. B

A

& Onee the torso has
bean defined, move on
to ereate her limbs

& Pressing [3] in
Maya will activate
smooth Mesh

[ Video 4
Creating the head
all ol ekl Pessds mode oA P, Just Bke the
rest of her, you can start with & simple shape and
expard dpan it. Again, use Extrudes to pull the
basic head skape up ram tha neck, |1ml':||'|r:; e
yod give yourself enough topology to play with n

You cam now begn to wark in the main facial
features by inTroducmg exira edge I0ops 0 Key
places, like around the eyes and mouth. B Keep
repeating the process, edding in a little mors
topology to give you thoss key facial features, but
don't go overboard. Only use what you need, as
too much geometry can work against you. B

Mo that you have a complste character, taks
some time b refine ber as a whale = l.!.ll_"-ll:!lr'g i
miare details, optimising the topofagy and checking
her proportions. (2

r

 Video 3

Hands and feet

Mo the main body is in place, it's
time to focls on the extremities You
can approach the crestion of hands
and fest in a similar way: both Fave
A Al frey ole I‘l|1||'|g that part of the
anatomy with five digits sprauting
frovm it, To creats the Rand, yee
Extrudes to pull aut extra geometry
from the wrist area. Yol should asm
to hawve four clesr quads &t the end
that you can use to form each finger,
wath the thumb sprouting from the
side of the palm.

Once you have the topology in
place, you can then wark on the
owverall shape to form the base for
the hand. B You can now repeat the
process, using Extrudes again to
farm the main shapa for the feaet. K
Thess ara just basic shapss to get
you started, but fesl fres to add in
mora detail like Aingaer- and tosnails
it you wish.

& Adding a basic
eye madel will
help you define
the eyelids
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Creating reusable models TRAINING

& For a more stylised,
and flexibde approach
to hair, begin with

a single clump and
duplicate it

m Video 5 The segment in question can be a5 simple a3 an extruded,

Creating the model's hair taperad and smoothed cube, with enough cross-sections

A ol know, the idea behind these tutonials is to develop o allow it to be deformed. With one created, you can E‘IpET"II tlp

a virtual maodel that you can dress and customiss 1o riow repeat this and sculpt your various hairstyles, B When creating a

generate different charactars. Bacause of this, it isn't Thesa look basic at presant, but you can improve thair charactar that will ba

really possible to focus on & single hairstyle. Irstesd, appesrance with the help of diffuse, alphe and bump posed or animated, keap

vl want a solution that will allow us to generate maps, and further bweaking and enhancement when your topology optimised.

numerows styles, guickly surpriszingly and easiby. you come to render., Too many adge loops wil
When broken down to basic shapes, you can visusliss It's important to stete that eech hair segment’s result in polys psnching

each hairstyle as a series of strands. Much ke in many topology must remain the same, This will allow you to UY when deformed

of today's games, it's possible to repeat a single segment  one ard then simply copy the UVs across to the othears,

and then mouwkd the strands to create numearous styles. using Maya's Transfer Attributes toal, 0

Facial topology rules

When building a face, follow a few simple rules to ensure it deforms correctly. Even if it isn't
destined for animation, it helps your poses look convincing as your character emotes

P Edge loop layout Deformation Experiment
7 Y The first thing to do Secord, add an extra With these gquidelines
[ [ | I% to ensure that your edge [eap around vou will be able to
, = = adge lnops follow the eyes. This will ba budd and pose your
| 'ﬁ;:_: _;_'._“_ji?_' ,I the sctual muscles absoltely eszential character's fags,
N T ,";-'f" in a buman face, Pay when your character creating many different
Wl fapi |-_.' attention around the comes to bnk and the expressons. Remember
B *{E’ff’ mouth and eyes: they eyalids need to stretch to create the teeth and
§ e are tha key areas, onver the eyes, & tongue too,
i, hedwa fldrnac com. August 2013 | IDWORLD 55
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AINING Creating reusable models

" Video 6

cl
Just like with the halr, you also
want a quick way to generate
various outhts for your model,
She does kove her clothing | If you
stop and consider what you would
like her to wear, and how you can
speed up the process, you will
find that you already have half her
imitial wardrobe modelled.

Duplicate the torso and use this
as a base to generate a quick shirt
model. Using the existing model
means the shirt will automatically
fit your model, &

Once you have a basic shirt
model you can copy this and
extend it to also create a guick
dress B; a separate shirt and skirt;
Eﬁ:aruimn,wi.hah'rtnmwnrt.
a bikini. '8 Like the hair, these are
basic starting blocks, but from
hare you can add in much mors
detail - creazes, folds, sleeves or
amything your moded may need,

& You can use the figure as &
starting point for ereating clothing

M Video 7

Model UV mapping

With your models ready you can
rene think abaowt bow they will
be tewtured. You could rely an
simple shaders to give you basic
colowr detall, but taking the time
to fully LV her now will in affect
future-proof her, meaning you
can da anything you want with
har later, Maybe she will nead

a tattoo, striped tights or even
zambie skin?

Before you can paint any
textures you must generate,
umsrap and arganise your UWs,
The simplest way ta approach
this is to divide your modal into
key sections, with one side of
ary areas that are symmetrical,
like the limbs, being discarded. &
Once one side has been UWed you
can duplicate and mirrar the limbs
o make her whale facgalr,

Us=e basic projections to
start you off befare defining UV
seams in the UV Texture Editor.
You can then use Maya's Unfold
tools to unwrap each UV shall by
:_:-::'.i'.':ltlm_] the Untald Constramts
first Horizontally, and then
Wertically for a cleaner unwrap. &

It's then a simpla case af
arranging your LV shalls neatly
on a page @ — and, of coursa,
recombining your model, 18

E Create flexibility by futwre-
prach gy your L layout, Make
sure you make room for both
sides of the model on your pagse

| Sugust 2113

WA |weanys wse @ generic
checker map to make
sure your Vs are not
overlapping or stretched

WWW PDFMAGAZINES.ORG 50000+ DIGITAL MAGAZINES
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& Make a curved
bachkground

to saften the
bt Rarizan

Creating reusable models TRAINING

If you're unsire how

an area will defarm, test it

befare apphing Uvs and
textures. Adding a few
guick joints or a blend
shape could save you
howrs of work Later

A Ky ligit will
g the main
light direction
and shadows

& lge a Back
In;;m ta enhance
her silouetis

@ Video 8

Lighting your model

Mener that your model kas beer modelled and
Ved, you can loak at bringing bher to life with
some colour. First howswer let's explore the
s=tting up of a basi ere for her to stand in,
|_‘:r:-|1'|r_;h:tr; Witk a ba (64 and Ii!gl'ltlhg |ir__;I ek
like a professional phatashoot.

Once you have somes lighting, you can then
and shaders, Initially you
nead a background plate that is curved at the
point wheare the floor mests the rear wall to help
soften the horizon line. B

focus an the texturs

wwd, Jchwaridrmac com

& Fill Light weill
cloge the gap
between Key and
Back lights

The first light you read s the Key light. This s
the main ligiht source, and casts the strongest
shadows across the model B In this rig use
Curactional Light. Add to this a Back kigiit, w
= enother Directional Light. Thizs will bnghten the
oppocsite side of the character and help to anhance
ket silhoustte, 3

MNext creats an Area light to act as a Fill light
that will lie betwesn the first two ights and almost
bridge the hghting acrass the model, Finally add a
backgraurd light = usually a Spot hght, to anhance
the backplate. Thess lights will furthar enhancs
appearance and atrmosphere of the character, @ =

WWW.PDFMAGAZINES.ORG 50000+ DIGITAL MAGAZINES

Transfer
Attributes Tool

ur hair from
strips may seem a
nightmare when it comes
plying UVs. If yo
In i

Define your base UVs

Focus on setting your UNs on a single
piece of the hair - it doesn't matter
wihich ane, but pick a section that is
the keast deformed.

Transfer between models
Selact your source and destination
modals, then go to Mesh > Tranafer
Attributes and set the Attribute
Settings to Companent. This will
transfer UVs between components.

Repeat the process

Your Uvs are now transfemad to the
other model, Repeat the process

for the rest of the hair segments, by
salecting your geometry and pressing
[G] to repeat the last command,

dpepust 20173 | SDWORLD | 5.?




B TRAINING Creating reusable models

" Video 9
Bold, simple textures
With any character, the way you approach
texturirg will be entirely dictated by its style, A
hyperraalistic creature, for example, wall requira
vary detailed textures.

In this caze, you have created guite a stylised
character, 5o your textures should reflect this

O Lamberts can make your model
leak a little flat and lifeless

by remaning bald but uncomplicated. That said,
you dont just want ta rely on flat colours in
your diffuse map. Taking the time o generate
and overlay an ambient ocelusion map will
really help to add an extra element of depth
to her skin. A

& specular map s also essential for dietating
glossy areas like the lips and around the eyes;

Expert tip

When using 355

with Final Gather, you
may get a pink glow. To
remove this, untick tha
Final Gather Cast
checkbox under your
model’s mental ray tab

4 Adding a Rim
shader into the
Ambignt channel
of your 555 shader
will enhance the
owverall appearance

also, you may need to add glitter around her
eyes in the future, and this can be achieved wia
a specular map. B Feel free to enhance your
modal further with the help of a bump map.

This could be as subtle as adding wrinkles on
her lips, changing her hair — or even adding tarn
flesh if you were ever inclined to 2ambify ker in
the future.

L3 The Rim shader will emhance the
madel’s overall appearance

% Experiment with

[ Video 10
Using shaders
Mow your textures are reedy and
applied you can start to play around
weith your shaders. For the mast
part, using any of Maya's basic
shaders will work well with the
various elements of yvour modsl, but
Lamberts can leave it feeling a it
flat and lifeless. B

By switching ta a Blinn you can
really enbance the averall look with
the h=lp of Rim Shaders. These help
to give her a much more stylised
laok, while alsa working to enhance
her ehaps and details. 1

A K Shader is creatad with the
help of & Sampler Info node’s facing
Ratio attnibute. This calculates whers
a camera i looking on & maods|, and
tells Maya where the outer edges

Ul Avoid sticking with basic shaders
for yaur character

are, or in this case the Rim, By
connecting the facing Hatia noda
directly to & Ramp texture’s uCoord
attribute {via the Conrection Editor).
you can controd the im's colour and
size with comparative sass.

The Ramp Shader is then placed
into either yaur main shader's
codour or incandescence channel,
depending on the intensity of the
effect vous are aiming 1o acheve,

Shauld you ba fesling espeacially
adverturous you could shways uss
Maya's subsurface scattering shaders
far safter, more realistic |ooking skin.
i Thiz is =omething that you can
enharcs further, shauld you want
ta with the halp of a Rim Shader, a
The choice is completely yours and is
entiraly dictated by the style you are
nirrul'lg far, @

Ll Subswrface Scattering can greatly
enhance your characters skin
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B TRAINING Create stylised characters in ZBrush

FOR
ZBrush 4

TIME TAKEN
{ne hour

TOPICS COVERED

» Massing the base
mesh

» Chizelling and
pohehed edgeas

« Hair sculpting

s Btitch brushing

+ Clath falds

» Paolypainting

™ =

DOWHNLOAD VIA
3D WORLD VALLT
« ideo tutoria

+ Scene files
www. 3dworldmag.
com/vault

Aoyt the suthaor

Michaal i &

Characior arhar

ard Instructor

EpeciElEmnG in

g il s BT |
s ulphare For games and him
W ML O R A

Creating stylised
characters in ZBrush

Michael Ingrassia shows how you can develop your
sculpting skills and find your artistic direction

& & 30 game artist I have always

preferred to work an stylised art

prajects rather than realistic ones.
Stylising allows for creative freedom and
extanding belief of subject matter over
reslism, Tt's also a great way for studerts
and artists still learning ZBrush to explore
character devalopment with impressive
results and without the difficulty and
chalenge of realistic anatomical structure,

There are many tools within ZBrush that

artists can use to achisve stylised sculpting

affacts, fram massing out the form wsing
DynaMesh 1o a wide variety of sculpting
brushes and technigues, However, many
of these tools and technigues can saam
overwhelming or intimidating to artists
who are just starting out. My tried and
tested methods will halp you streamiine
and simphfy sculptng and stylising, using
a few easy methods and tools you'l leam
to master quickly.

Az with any neww character creation, it
iz eritical to think about the character's

dasign and look developmant first, so
that you can establish a roadmap befors
you start vour journey inta modelling
and sculpting. I began the design of

Sir Robin by shetching several portraits,
seaking to find the right look and age
for my character. I imited student intern
Wimcent Coviello to assist me with the
initial silhoustting and bbok-development
process, to refine my sketch into a final
caolour concept I could use for modeling
and clathing style reference.

i 7
_—'_'_'_ . . . eaw .
0 Keep base meshes simphe, O Your focus with the initial O You'l quickly have a good
evenly spaced] quads with the syt shoubd be an buslding up base mesh that ondy requires
mranimum of vertices possibie kv mmain mass valume some basic re-topping

@ Video 1
Massing the base mesh
One method I hawve usad quits successfully
in my years of sculpting characters i
creating a very simple base mesh, doing
some basic sculpting on the mash [which
T call 'massing'), ther reimporting the mesh
at one or fwo divigion levels higher.

It's a really guick way to gat your
character modelled sfficiently, and the
new mesh wil anly recuire & small amount

af re-topping irstead of hairg to re-top
the entire character. This method = similar
to ZBrush's new DyraMesh tool bt with
e control ower the topalogy 1m akls
o guickly add ary necessany topology and
edga Ibops in my A0 program then import:
the mesh back into ZBrush.

Game artists will find this process works
really wall because the new base mesh
i= game-ready and will handle the final

clacimated mash when backing out normals

ardd ambisnt accusion maps in programs
bke TopoGun,

Try rzzsing the head sculpt. n
Loak in the Soures folder in the files
accompaming this video, where voudTl find
basa_meshHead.abj, a low-paly basa mesh
to expenment with. Keep base meshes
very ample, evenhy spaced guads with the
mirimesm vartices possibla, B In mirutes,
you'll have a good deteiled bese mesh that
only requires smpls re-toppirg, ]
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Download Michael Ingrassia’s video
fram 30 Woarld Vault

wiww,. Idworldmag.com/vault

| Stylised characters such
as Sir Roban can easily be
achieved In ZBrugh
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B TRAINING Create stylised characters in ZBrush

@ Video 2

Chiselling and polished edges

The miain brushes 1wl be demonstrating in this tgonal ircluds Standard,
ClayTubes, MAHcuE Mech A, Orb Cracks, Polish B and Rake. B Once T have the
character’s form massad out, T wil begin working with ssveral of my favourite
scidpting brushes like Polish B and MAHcut Mech & to begin chissling, canvin
and refining the edges, giving the character a nice clean and polished ook,

STANDARD
Bl Stylised characters
allow more creative
freedom and fewer
restrictians fram

MAHCUT MECH A ORB CRACKS

POLISH B

Easy facial hair

realstic anatomy

Expert tip

Try rigging your sub-
tool base meshes in 30,
pose the character than
expart the meshes back
Into ZBrush. This will
miake your charactar
gnap to the possl

A guick technigue for creating the character's eyebrows

Build up a Sculpting the hair Finalising the
structure strands eyebrow

Start by selecting the Smooth the ClayTubes Onca you heve created
ClayTubes brush and layers then add a first the evebrow hairs, the
start [avering in flowing pass of small strokes, last step s a final pass
strokes ina curving S Enlarge the brush draw using smaller strokes,
patterm. Buld up tha size and hit a few areas Just to tidy up any
strokes in layvers. with larger strokes. sloppy hair strands.
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Create stylised characters in ZBrush TRAINING B

" Video 3
Hair sculpting technigues
To create a manscured Iooking beard, mask out a section of Sir Robin's
chin to sculpt some added mess, and define the shape of the beard
further using the ClayTubes and Move brushes, & Than mask out the
character's head to nflate the mesh uniformly before you begin sculpting
a lovely head of flowing hair, ‘B

Start seulpting by selecting the ClayTubwes bruah again, but this time
disable the sguare alpha map to achieve smooth, thick, liquid strokes. ©
It's important to sculpt the lower lying hair first, then swiping upper hair
strokes in atternating 'C’ and "S' shapes. Repeat somea strokes using a
reduced brush draw size and add final top layer strokes whers you want
the main hair peaks to be. B

Soften the strokes you've made using the Smooth brush and then
switch to the MAHout Mech & brush., Holding down [Al], cutline the
shape of each halr tuft first to establish the maln individual shapes, then
of a second pass come back throwgh sach strand’s centre to enhance
the primary cunature.

A

4 Masking out the mesh

before sculpting helps

Wd booking

A an and manicurad
i

= =3
e o ]

irug the hair

. finc & Abwiys best your
step and repeat
brushes for praper

lazy stepping and
smoothness

and third layer is
and looks mose naty

O Create your ewn alpha
Borary, such as stitchas

O Sculpting rivets and stitches directhy without
using alphas is easy and can be realy fun to do

4 Kgep the final hair
tufts in flowirg C- and
E-shaped patterns

™

M@ Video 4

Stitch brushing tips

Before jumging into adding stitches on your sculpt, iths usually wise to prepans the
diffarant brushes’ stroke and intensity settings. Whather using £Brush’s default
gtitch bnashes or custom alnha maps, each stitch will react differently, so yvoudl

Corfimeryd
sculpting same stitchas directly rather than using a Shtch brush ar alpha map. In
the wideo T den ate how easy it can be to create & simple stitch with dvet
and clothing stress pull, Paying special attention to lithe details ke this will set
vour work apart from others,
If you're cumous abipuk creating your cwn Stitch Alpha map, take a lopk at
MIstitchopsd, rry custom stitch alpha in the scene files accompaming this tutonal =
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B TRAINING Create stylised characters in ZBrush

M@ Video 5

Sculpting Sir Robin's cap

The first part of the cap sculpt wil
address the need Tor adding in some
basic cloth folds. These simpla folds
will help to make the cap look mors
organic and less rigicd, T than add
a nowse texbure pass using a Spray
gedting with & Cracked Rock alpha,
This gives the cap a nice felt doth
laok gquickhy. It's important to do
this tewture pass first before adding
details such as stitches,

Getting the stitching pattemn to
step and repeat smootbly ard flow
glong the model’s contaur can take
some trial ard error - especially
whan pulling a seam around a mash
that needs 1o be tumed in order to
finish the strake, One method that
works bast s to genthy smooth the
lasgt stitch of the stroke =0 you can
cantiue pulirg the stitches to the
and B At the end of the stitches,
slowang down will give more comtrol
when anding the stroke. 3 0 Experiment with avariety of alpha tewtures and stroke types inarder to find
unigue texture pattemns that will suit your needs

¥ By smoothing the last stitch, you W At the end af the stitches.
can easily continue a long stroke slowwing dowen will give mare
that curves around the mesh caritrod when ending the stroke

@ Video 6
Cloth folds
£Y When modelling fabric thers are
some key factors to consider: gravity
and wiskght, Gravity affects coth as it
flowes down ard 2398 ar drapes around
the torsn, Sweeping albermating curees
help to provide a feeling of Fabric
waaght due to gravity. Ancthar factor
15 stre=s, ard the tightnass ceusad by
the pulling effect on ansas such as the
armpits and crotch. This type of fold
tends to fan outwerd from the pimary
poirit of t=nsion, It's important to
vary fokd width and distance from one
another — &5 wal &3 vaning thickness
and l=rgth — to look more realstc,
Creases In aneas such as inner
albows and betind the knea also
need to be considsred. Clath tends
to fold in a criss-cross or accondion
shaps; creating a senes of alternating
irsard snd autward strokes using the
Ok Cracks brush hedps to get nice
results cuckly
Firally, don't forget the body wearing
the fabric — the underying aratarm.
Soave aneas such as the shoulders,
albows and kmeecaps cause a stress
that displays the muscls or bone
beneath the cloth, The folds near these
areas tend to ba small stress pulls, but it
= important to pay attention to creating
these subtle folds, B

Expert tip

When meowing or
smoothing large areas,
|t mesh fresolution
by several divisions to
get quicker results and
to keep high-level
sculpted details

B Don't be intimidated
by cloth folds - just look
at heonwr your own clothes
drape for reference
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Create stylised characters in ZBrush TRAINING B

m mdﬁﬂ ? and spray alpha to apply cool bluss to
Dark-to-light Polypainting colder areas of head and neck, and
techniques red/orange shades to the warmer
Polypainting can be difficult at times, areas af the face like the eves, nose
especially when you'me first learning and maouth aresc. B
the ropes, One method T personally I then do a firal build-up of
prefer and which works well with highlight tints - lighter Mesh, pale
styised charatters s panting ‘dark to vallow and finally a warm, off-wiite
licght’. Ttz an old traditional methiod colour. T aleo chanoe rmy alipha pattam
used by the masters in oil painting that  to a scratched textune, which gives the
alsa works wall i tectunng! it helps appearance of bumished surfaces and
simulate cevity pamting without the hints of =kin reflection. ¥
pain of setting adjustments, B I wous weant to try Polpainting Sir
O slan bextures such as the face Raobin yoursalf, loak for decimated_
I'll alzo us== & heat intersity t=chnigue headSculptobj in the scens files
whare T use & Colour Spray pattem accamganmding this tutorial,

8 Try not to overwark
the Polypaint by adding
to mseh calour, Build it
up In ight layer passes

O Initially focus on the highlighted B Adding heat intensity colours like
areas of the face when baginning cool blues and warm reds will guckiy
to Palypaint your characher add colour to the flash tone

" Video 8

Polypainting Robin's sword

Working on the sword texture

Incorporates many of the same

Falypaint technéques but with

stronger colour shifts and highlight

effacts, Begin by eolouring thea

entire object with black, followed * Give the entine sword an
by a spray pattern with dark ofive ewern colour pass of a neutral
grean. & T yse olve because it's a colaur, like olive green
neutral earth tone shade that works

wiall with many materials, from worn

leather to shiny brass.

Az T begin bullding up the calour
layers, I'll atso hit many of tha
different materials with the same # Paint metal with oxidised 1

shade of colowr just to kesp them in = . patinas and add the matal
unison with each ather. As T begin - colour underneath secand
o fine-tune each material, I add
highlights and burnishing effects. S

e final trick L'l add is a gentle - ¥ Mon-arganic atyects
overspray of a complementany can recefve brighter
colour. For exampde, if a leather cobour passes to help give
Is greenish in colour, T gently a burmshed, shiny effect
rum ower some areas with a deep
reddish brown shade to tone down
the green and ghve it a more natural,
realistic feel, On shiny brass or
godd material, I'l edd some soft
desaturated purple ar blue huss,
which helps give a pleasant fill
light effect. B 'C

In the accomparying scens files,
you'll find swordPolypaint, ztl, the
full sword ZTL file with all drasion
lewels and Polppaint detads, @
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B TRAINING Fundamentals

FOR

TOPICS COVERED

-~ The fundamentals
- of using UV maps

DOWNLOAD VIA
A0 WORLD VALLT

wwaseianes. UNAerstanding UV maps is key to placing complex
o textures on your 3D model. Mike Griggs explains

our commissioned model is fimished,  werte points from your 30 model's KYE co- whizh depend on much of their detail from
A covered In textumes that look ardinates and applies them toa 2D image rnAgs-Dassc SolUbons.
amazingly photores! when you with a Ul and W exds. & good LY map wil provide the co-
run themn thrcugh your renderer, Then your This flat wireframes 20 repressntation arcirates for images that depict colour,
cheEnt oets i tauch SAYING Ehat thwsy like the (=1} YLK el will maast aften looked ke SpecLdar -r;.- =i, "'I'r_*}' Can alss bl uses
model 50 much that they want ta integrate it has bean pesled from your 2D mesh, to define the postion of normal and
it into an iIFhone app, and are getting an altematvely it will kxok like many parts of displacement maps thet hawve heen
Anirmation compary 0O LS your asset in SEU rrocks Buc aulk it a randoem Tashion gulu,-u.a'[l::lj T r'n__;ln-_:l-lr_:'._.'uluz:.'_u1 T [ -
some online adverts = could you supply Mast 30 programmes will help youmake LIV af the modal bt can impart thes detail anta
tiem models and textures? This wihsne LWV mapa from your mesh and onganise them i pobygon versions.
HEDIA rmiaps hecome essential to your wor ko, The b=nefit of usieg 30 maps is that The useful thing about Uy maps is that
DESIGN LS i ps are extremely powerf they are E.'D:an:i AD-application agnostic, thesy can be sxported ll.ll.-':- EIEI ?lur;lll:a.llur'u
tewturing tools thet can sesm hard to get weing base 30 file formats such as O8], such &s Photoshop, which then enables
sc Hnﬂl_ intoy, buk they allow the shanng of inage- Bocels that Fave LV maps appied can anrapticralhy fire contral of your testunss
.d'l.Llf.-.-l":.l J'*ND Based tewtires bebwean 20 Apphcaiors, e st batwaas A0 Apphcabiors with LESIFIG A imdge r:-c:lll_lr'r:] Wi '-cfl-:n.'-.'l s vl A%
NEW ZEALAND This 5 because they keep a record of wheare  comparative ease, safein the knowledoe allowwireg youl to place text et an your model
& spacific image should be placed on your thet texture placement will be consistent Theze benehts of LW maps maks them
IH ASSOCTATION WITH A0 mesh wa 20 representation called a ACToSs apphcations Thizis mmipartant when A -q_t-'lm;_ltl-"_m:_:i!:,- efficiert farm of TExtunng
wrwmediadesignschochcom LY Eometimes LWV map, which takes creating real-tima agsats for game engines, your model, B

Exporting a UV map to a 2D program

. 02 Import the UV into 2D 0 Mang.ﬂ.lla‘te your textures
. software in the 20 application
I L gpen my LV map inmy 20 editing U the 20 map as a guide far 'n.'l'-:"r;_:| the
i the UV as an image, or I may decide § ra, ensuring it is both square and tectwrs, which can then be reimported
take a screenshot. arms to the pixvel sizes. mito the A0 applicetions as & material.
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Fundamentals TRAINING B

Mapping tips
SIMPLE HINTS THAT WILL MAKE MAPRING EASIER

._+__ _

Start on a simple mesh
It is always best practice to LV on as simple a
polyganal shape as you can. This allows you to
see more easily how your UV can be arranged,
as wall as making it simpder for any UV
flattening software to find the logical seams
inyour model inarder ta create the UV iglands.
Az you put more detail inko the model, you
should find that the UV map divides with you.

|

Hiding Seams

Whien choasing your seams Tor your LIV,
try and make the seams in invisible areas
— far example under hairlres or clothes, or
on kagical parts of a bard-surface model

' such asa door. This minimises chances

of the texture pinching, especially when
animated o when you decide ta bake a

Scaling UV islands for detail
While It s generally a good idea to keep your LIV
islands the same relative size, there are times
when it is appropriate to scale a LNV island wpor
chonwr This is vsually to allow areas where detail
=~ will be mportant or visible to have as access -
. toas many pooeds as possible. Scaling elements '
| diown allows you to get more of your model into UV mapping applicatians
| the UV mapand |s mare efficient when creatng There are standalone LIV mapping
tentures for real-teme assets, tools suchas UV Layout aww.

% S uiavyout.com) that can be used L
independenthy of your main 30
application, This allows you to
develop an agnostic approsch
to UV mapging which may be
useful if you work betwaan
mary applications. Compositing

F

Ptex
AppScations such as Mudbo and Mari allow the

eraatiom of Prex testures. Ptay does not require LW solutions, sueh &g the REMap
maps to allow you to create complex texbures, but plugin jansns revisionf s com/
mstead alows you to paint without seams across products/remap) for After

your madel, and will probably become the default . Effects, allow you to change the
palnt method for mast 30 applications over the imagery on your madel using a LIV
coming years. Howewar, only certain applications et ol coordinates pass without the need

support Poey tesctures for now, so if you intend to use
them, make sure your A0 workflow supports it

to re-render in youwr 30 application.
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B TRAINING Optimise your renders

FOR

» Photoshop

# I'!u -

Lching

« Colour
managamant

—

DOWNLOAD VIA
30 WORLD VAULT
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TOPICS COVERED

Maklng the mOSt

of your renders

Automotive CGI artist Dave Cox takes you through
his top 10 tips for post-production in Photoshop

cst-production should be an azset in
ey artest S arseal whet it comes

to creatrg A0 scenes. Howr you wuse it

within the scemns however iz entirely up to you

It cam be &% dramatic or subthe as you
want. Used comecthy, post-production can

7 Make a selections set

S wlla Ta me, the mast important render efament you could ever have {aside fram the

Acbual rener |I::=r_:|1_'.l 1% i

sttt ion sel These iy Came uRcer mas

clrastically spesd un vour workflow and takes
WOHIP FEncers to the ned lavel

This tutonal has been writtan to ghe you
some tips an how post-production cen be
e 25 A plpeling toal, rather Than st using
it a5 an app to add vignettes.

Knowing
where to start
Sometimes you might not know

Aarmes: Mot Mathe,

Wi Mask for example. Wha name, it's whare to start when importing

4 = slper-fast selections for editing or creating alphas, your render into Photoshop to
tweak it. In terms of my own
workflow, I find it extremely
important to know what each
pass does indvidually,

S0 after stacking the passes
so that they equal my baauty
pass, I turn each one off and
an to see how they affect the

% D CaX e & r mm thﬂm wau
ff::ﬁfﬁﬂl can start to look for areas of
artist warking & Your selection pass is the the image that are too dark, too
LT mtudio Er_ue.': i backbone of your render waorkflow bright or too reflective, etc.
Wty deean, Gl Uk
58 | WORLD Surgust 2013 www, Adwnt cmian,com
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D 3 Is my image too

bright or too dark?
An sasy way to ses whether your
irmage has areas whers i€ goes bevond
the acoepted range of Black or white is
b using & curess adjustment fewsl

* Tt ks important to know
if you are pushing calour
information too far

By dragging the lower point an the
histogram to the right, you will sea if
thene are army ansas that go bevorsd
white, Corwersely, if vou drag the top
paoint: an the graph to the left, you'll see
any araas that go beyond black.

Optimise your renders TRAINING B

If you do find that your image has
soime areas that excesd these clipping
points, you may ke abls to rescue
them by adding adjustrment layers

to your render passes to bring the
blowen-out aregs back in,

Editing in small
steps
Photashop |5 a precsion tool,
so start off with small tweaks
to wour render passes (lighting,
refraction, specular, reflection).
Mext, move an to calour
pormectiong for specific areas
of the image, then move ohto
ganeral, overall adpestments.

Blend, don't

just mask
Learning how to use the Wand
tool and select parts of your
image using the WireCofor pass
to create masks is very handy,
but sometimes just masking
your edpestement. layers isn't
encixh To make a moss
convincing image these masks
need to blended in. Do this by
using the Black Brush tool or
the Gradient tool, Thes will help
your adpestments sit naturally
inta the image,

96 Paint volumetric lights

Pursts may hate ma far saying this, but sometimas you

& Stacking light
hedps build depth
into an image

st need to paint things in ether than render them in. It has to
b= done subtly thowagh, and you haws o layver it to make it ook
cornvincing. T like vokimetric ighting and T often paint it irto a
scema — prowiding it looks right. In this example image, I started
with the wirdow furthest aesy ared worked towsards the camsm,
This gave me Tull control over each Tight' as it entersd the roormn,
The image shows honw thesa volumetnc ights stack up; they ara
simgly feathered shepes set to Overlay at about 20% opacity

WWW.PDFMAGAZINES.ORG 50000+ DIGITAL MAGAZINES
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B TRAINING Optimize your renders

S-Epa rate your
background
& common issue T have seen when artists
make a studio render is tying to render
the backyground into the scene. While this
can work well, creating vour backgraund
Phatoshop is much faster, Use your Wi

* Mask off

tha image's
backgraund and
use tha ght and
shadow data to
make a backdrop

or Alpha to mask the car off fram:
background, You can then use yi
shadow information to affect th

BASE + VREAY

LIGHTIMG
PAEE
COMPLETED
BACKGROUND

ADJUSTED
SHADOWS
RELUSE OF AD
PASS

ALPHA
BACKGROUND
BASE

r
y

FIMAL

Dg Why you should stack render passes

Adding codour cormactions will lat you twieak how the mage looks bt
it won't realy change the render it==lf. If you have stacked your rendsr passes
comecthy you can reuss passes to enhance certain areas,

08 fxitee ¥

A way to make vour textures coms
toy lifie a little more iz to ose a High
Fass filter to sharpen them up a bit.
Creste a new blark layer, then preas
[ Tt} [Shift]+[E] to make & :
flattened copy of your current image. |

Desaturate this layer and setthe
blerd mods to Linear Light, Go to Filker
» Other = High Pass and use a low
radiuz. Toggle the radius to see how
chengirg the settings affects your £ Don't overdo the use of the High S & Reusing some passes
irmagie, To use it o full effect, mask it Pass filter = large radiuses can make ; J B can enhance the render
or change the opacity. Expariment! far undaesirable results i -

I T T e
Lilibialdh

- ah i - [TI - I |

CURVES COLOR TEMP LEVEL HUE & SAT CURVES CURVES LEVELS
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VFEX & ANIMATION WITH A PROVEN AWARD-WINNING TRACK RECORD

* Flexible Soft Body Bullet Dynamics = Exclting New Focking Features

« Impressive After Effects® infegration « Infegrated Python Scripting

« Enhanced Interactive Modeling Tools * Robust ZBrush Gol™ Support

« Innovative Genoma Characker » Eifective Unity Game Engine Support
Rigging System = Powerul Geomelry Cache System

* ProductionProven Infegrated Renderer (MDD & Autcdesk® Geometry Cache) 0

» S'.J_UF".-r Fast EHIIE'T D'I.Pn.umjﬂs s RBock Sold FBK IID fﬂr Hi‘gsp GE*U-I’I‘IETI‘\I% LI g htwg Ve
* Inferactive Rendering in VPR Lights, and Camera w_{ightw{jve:id_c:ﬂm
- Incredible Instancing * Flexible Stereoscopic Camera

See us at SIGGRAPH 2013 Eacth 303, July 23-25, 2013.
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Your software
qgueries solved
by experts

“How do I use Modo 701's particle system to
create an image of a shape dissolving?”
Chris Deacon

e with Moo saa
rig replicator toolsst, e ] bl to bring up th
tes that could take ’

a coupls of milimatn ur particla.
Your particle can be y = want, bt
for |__;-_‘.f'-.'::r.§|I s Th

3 &, the batter,

representation of a sports cer dissohing. Sslect the
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A The new partiche
system in mada can
create complax mesh
based particle systems
like this in minutes

Youl hesd the particles to remain rocted to the car
mezh 20 that you can uss forpes to pull them eswey
from the rech, oo 2ero out all the velacity propertiss
in the surface emittar. Tt's now time to dissolve the
car. A5 you do the intial particle animatian, keep the
ermitter's emission rats reasonably low so that you
can |Derate the amulabons quickhy

Add Turbulenoe and Wind force to disparsa the
particles away from the car shape, which you can
gedd to the nocs view along with a Lirear Fallor,
Before vou conmect the nodes, animate the Falloff
pas=ing through the car from back to front. Aftsr
yioud have domes this, attach the Falloff to both the
Wind and Turbulence farces, which you then attach
to operatars of the particle smulation node. Once
you've adjusted the propsrties of bath forces, start
[0 increase the emitter rate, Bather than run the
simulation, use the 'Compites chanmets and caches
the results” button — & gresn amow owver a square at
the bottom of the sstup screen — to cache your
sirmulation, until vou bave enough particles that you
can uss with a replicator abject, which you can
attach the cube mesh to, Finally, attach the Particls
sirmulation to the repheator, @

Mike Grigas = a freslance 30, VEX
and matlon graphics artist, and a
regular 30 World contributor, Meet
hirm at Twitter via @creativebloke

Questions & Answers TRAINING

Adding the render and hiding the mesh
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LINEAR FALLOFF To dizeolvs the car, add a Linear Falloff and e
animate maving fram the back of the car mesh ta the front

a0 T 2 R

WIND AND TURBULENCE FORCES Attach the Linear Falloff ta the two farces that
you hawe added to the spene, which you can then attach to the particle simulation,

REPLICATOR QBJECT You can than hide the car mesh and add a replicator to the simulation,
which has a cube as & prototyps to give yourself an object you can render.

IOWORLD | 7.3
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B TRAINING Questions & Answers

Expert tip

Loank at &z much
reference materal as
you possibly can, in
orcler to understand
b different types
of materials break up
under impact

Blender
“How can I control the way my objects
shatter in Blender 2.67"

Holly McRae

nan replies:
Alrnest every 30 artist T have sver spoken to anjoys
destioying things digitally - there's samething
fascinating about watching a complies evart urfold
in front of you ard having the mears to control it.
Sa o burn on whatever dynamics engine vou use
and start blowing things up, or crashing cars. The
problern wath this & thet we often miss what makes
these tools perfect for serous VX as we indulge our
inner demolition team.

What makes this kind of simulation =0 believable =
that we have ultimate cantrol cwsr how things break.
You can just add an object to a scene, hit Divide and
ther watch it fall = but for finer control, thene are also
methods of telling Blerder exactly howe you want the
object to break, You could use partiches for this,
which s a usaful method, but for the maost Intuitive
workflow I'd suggest using the Gresse Pancil.

Start Blender and press [Cmdl<[,] to open the
Preferences. Under Add Ors, type Cell and activate
Ced Fracture, which adds & rew buttan to the Object
rreenu. Load your obgect swaiting destructian - I'm
using a basic sphere, bk the principles apply to mone
complex objects too = and press [M] to switch to the
Gragze Pancil. Add a new layer and awatch the rmods
to Surface, which allows voul to draw directly on the
surface of the modsl,

You can now define the ansas that you want to
break, Start off by ackling smple dots to signify the

74 | 30WORLD | August 2013

4 kse the Grease Pencil
to define areas for
cantroled destrsction

cantres of largs chunks end make them closs
together for smaler chunks You can even draw in
sjuares, droles o other shapes to define patterrs
[such as the radial breaks you get in glass])

Once you are hapgy that you have given Blender
ehough guidance to create the destruction, you can
g3 ko the Object menu and chick the Mew Cell
Fracturs button, which will open up the tool's options
palette, Go tothe Gragse Pencil tab and adjust the
pnber of pleces vou want, (1 used 250.)

To clanfy the process, create a new materisl in
shot 1, argd then in the Cell Fracture wirdow i the
Mesh panel, change the material to 1 as well. You
can leava the other sattings as they are and chck
O#. You will see lots of chunks forming in 2 cube
arcund the object and then disappearing again. If
you changed the colour of the new matenal, the
irtemal parts of the chunks will be the new colour
The external parts — the original geometny — won't
charge, which halps vou to see what has happensd,

Jnoe the procesa is complate you rmight sse the
cracks, but to zee the actual chunks switch to your
et byer, where svervthing will besame cleanes

Yol can row ses that you have greak-loaking
churis of geometny and, when you move to Blerder
Game mode and add physics (don forget to add &
fioar}, the object will break apart in a much mone
cortrolled fasfhion, with more dencse aress of
destmaction just whers you want. i

Got an appetite
for destruction?

BREAK IT UP Prepars the geometry

val want o break apart It's best
to use something with somes thickness, so
fiar this model run the Sclidify modifier, but
be aware of Interseching geometry which
can break the cefl fractura. Mow usmg the
Greass Pencil, draw out where you went the
higher dersity of chunks,

| ¢ Lemwmms o ER TETT

| Fosi- B Fairem

DEFINE THE CHUNKS Wher vour

mesh i5 ready, press the neww Call
Fracture button [once you've ectivated it
i Preferencss), In the Paint Source panel
under Greasa FPencil, change the Souca
Limit to defira the amourt of chunks. T
ward 250; higher numbers take lorger to
cale Ut Tf wou want & differsnt matenad
ineide, you can assign it to the meterial shot
Lndar Maah Data, than click 0K,

BOUNDING BOX You will see al the

chunks appear and disappear in an
autarmatically created bounding box and,
ance complets, You can delete the Grexss
Hancil markings and mowve ovar to the naxt
layar. Thare you will clearly ==s the chunks,
clearly defined [with a sfight gap, &t by
tha margin of tha Call Fracture) and a8 mass
mdicator for each chunk, which is a gude o
Falp with dynamics,

Rob Redman = a 30 artist with over

a decade of experence, and |s 30
Warld's technical editor. Look for
iBipariahrob on social media sites

whww Adworidmag.com
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GETSOMEZ s

The new range of HP Z Series workstations, now available from Escape Technology

ESCAPE TECHNOLOGY

Based in the heart of Soho we regularly
waork with the world's largest VFX
companies, wa know what works and what
doesn'tt We provide great consultancy,
pricing. support and senaces that cannot
be beaten....

HF £ SERIES WORKSTATIONS
We can't claim that the £ Series range from
HP is a cure for Insomnia but we are pretty
sure the performance will enable you to gt
to sleep on time... Performance, reliability,
low noise and a compact system arrive as
standard.

All backed up by our expert support and
HF's comprehensive warranties, now that's
peaca of mind....

P AR
www.escape-technology.com
95 Wardour St. London
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B TRAINING Questions & Answers

O There are loté of tocls

* inPhotoshop to halp you'® -

Photoshop

“How do I remove
light and shadow info
from a photo to use
as a texture?”

Matt Kearney

Richard Tilbury replies:

At some paint, most 30 artists will probably discovar
what they feel is the parfect refersnce that best
suits their texturing reguirements, baming ong major
axcaption = the lighting conditions in the phats do
nok metch the emdronmental criteriz.

Mary artizts camy a camsara with them winik
they're on the move =5 that they can add to their
library of textures should they happen acmss an
interesting subject or surface. Tnestably, though,
ety of these shots will include undesirable
highlights and shadows. Being able to remove thess
will prowe recessany whan converting 2 rew image
irmto A usable tevture, be it tileable or not.

76 | 30WoRLD | August 2013

Expert tip

an area o produce a
nenwy texbure, tick the
Sample All Layvers box
im the Options bar
before using Content
Aware Move

Ag with many tasks, there & more than one approach
[(and vary raraly can these be fully automated), but
there are a few tools that can certainly spesd up the
process and save tims,

The first of thess & Photoshop C56% Content
Awmre Petch, found in the Tools paletts adipoant to
the Brush tool. (Hold doswen the left rmouss button to
see the sub-rend,} IF vou have an isolated bighlight
or shadow, than this is tha best tool far the joke it
rernoves urwantad content and automaticaly fills in
the area by sampling & source area,

Start by ssblecting the Content Awara Patch and
then draw & region eround the culprit area Now
o wour cursor to an arsa of the imags that you

wish to replace it with, and which you think would
blend in. Think of it like ssarching for the missirg
piece in a jigesw puzzle. A= you mMowvs YoOUr Moauss
yord will == the selection area match the beation of
VOHIT CUPS0F,

Thi= works best with 2 randomized pattern, but &
revertheless & swdft way of removicg a consnicunus
higghlight or shadow. Once vou release the mouse
button, Photashop will blend in the edges. If the
results are not perfect, you can try changing the
Adaptation settings in the Options bar below the
maru bar, Thesa range from Very Strict to Very
Loose, end can hawve & significant b=aning an
disguizsing seams.

wanw Jdwirl dmag.com
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Another method involves using the Content Awars
Miwve tool, which essentially moves one selection
area to another, than blends in the newly moved
region and searmlesshy fills in the original sslection
grea. The way to appraach this is not by directly
moving the shadow or Fighlight, but: by first selecting
the urwanted section using the Magic Wand ar
Quick Selection tool.

You then need to switch to the Marques tool and
mave the selection area to a part of the image vau
wich to raplace it with, With the selection area actve,
rezelect the Cantent Aware Mows tool and drag back
to the undesired region (which will fit perfectiy).
This will now subskitute the conspicuous highlight or
shadow with the curment selection ares and procesd
to blerd in the seams.

If ol are lucky, these methods will work without
any further intervention, but more often than not
they will regquirs some tweaking, The third toal,
which can be used in support or independenthy if
the corrections are minimal, 15 the Clone Stamp

These methods may
work without any
intervention, but more
often than not they will
require some tweaking

tool. This proves very useful for concesaling ==ama
and remoning minor problem areas as it is used
o replace an area of your image by sampling &
different regian.

Once selected, hold down [Alt] to turm your cursor
into a target ican, ard then chek on the area that
youl wish to sample. Felease the mouse button ard
begin painting ouwt the unwarnted ares. Be mindful
that this will not automatically blend in seams, as
this 15 a manual technigue, but it does offer mone
cantrol if done with care. The shape and stye of the
stamps relies on brush selection, so vou may need to
vary the brush according o the natune of the image.
Far exarmple, a random patterm would bast st &
teactured birush whereby a more architectural subject
may benefit from a harder-edged brush,

O final tood that works well far refinemant 1s
the Hegling Brush which, in a similar way to the
previous tool, samples pixels from your image. But
unlike the Clone Stamp, the Healing Brush matches
the lighting and texture to the region being healed.
Once you have camed out ons or more of the above
technicues vou can use this ool to remeove any
remaining imperfections. @

Réchard Tilbury works part-

time at 30 Total as lead artist, as
well a8 working as a freelance
cancept artist and illustrator

Send us a question

Mo mattar whach 30 software package you
e, our experts are here to help. Send your
guestions to the email address below argd
s d try o Tind & salutan Irchcie VOLN SCene
file {mo larger than SME in size, pleasa) if it
elps B illustrats the problem.
gaf3dworldmag.com

Questions & Answers TRAINING B

Get rid of unwanted shadows and highlights

CONTENT AWARE PATCH Select the Content Aware Patch and draw & regian around the

highlight, Maxt, move the selection area to a part of the image that would wark best as a
replacemant [in thiz case slightly to tha left). In an erchitectural context or ane whare straight
limas are apparent, tny to 2elact an aligned area to mimimizs clean-up.

-
- "mﬂw-—. il W

COMNTENT AWARE MOVE Liz= the Magic Ward or Quick Selection tool to select the

cehadow 18T of the vartical besrm i the cantre af the |_!=:I|!; Moy Seleet the Marcues Do
and move the selection ares to a part of the gete that waould best match it (U=e the tongue and
arocne 3z A quide ] Nest, select the Content Awars Move tool, chck and drag the selaction arss

ove 1o the shadonw amg Peleases the moios

| i

| !.: ik -.1

| o

e Sk B :

i '-::Il.j i L

sie B VI o ROE )T VB
HEALTHNG BRUSH AND CLOMNE STAMP |t the Clone tamp food To remaonve the shadonw Tram
the door handle. Click o a section of waod above the shadow to designate the source

arca and then begin painting out the shadow, Be careful to align the tongues and groove as you do

=, The l':_::1||"-.!| BFush caubl ako be used as an alterpative, Liss The |;:..Ii:|‘= Selection ool o select
the shadow left of tha gate and then lightan it using Image = Adjustments = Bnghtness Contrast,
When similar, click OK and than u=e the Hagling Brush tool to blend in the stone texturs.

e
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B TRAINING Animate using IK/FK rigs

FOR

TOPICS COVERED

DOWNLOAD VIA
30 WORLD WALILT

78 | soworeo

august #0173

® A controd syste
I and FK
animators lots of options

ow to animate using
K/FK rigs in Maya

Digital-Tutors on how to work with forward and
inverse kinematics rigs to create fluid performances

neatLire animation San e traly
G rensarding and very challerging

to simulats dus to the comples
rature of boady mechancs Techrical
artists resporsible for designing
controd rigs to animsate these OG
entities shoulkd abays look for ways to
halp animetion ke an efficient and
flizwible procesa. Creating syetams that
allow ardnators to switch betwesn PR
I:.r",_u'.-.wr_:l kll"!l:ll'l.altli_,:"_i}.al'l:j TE {irvmite
kinematics) is certainly a posithve step
ir this dinsction,

Monwy, before we get too farn, it's first
impartant to understand how IK and
F wark. The essiest to understand of
the two is Fi, becauss it is the starting

part ar founcation Slrrlpl_'; o,
forward kinematics 15 the process of
enimating rotation down & hisrarchy.
A prachical example af when e wiidd
usa forward kinematics 5 whan
wiEntirg to animate the follow-through
rrticire of an & swing &5 a
character walks

‘When the shouldsr bone rotates,
wie'd naturally want the forsamn o
Frallcoiete, Siirilur e, we'd expect the wnst
bore to be controlled by the
miavements of the farearm. With FE,
nok ordy carn thes action be animated
guickly but we'd also end up with tha
natural arcimg patterms thet the am
craatas as it swings

WWW.PDFMAGAZINES.ORG 50000+ DIGITAL MAGAZINES

By ronw, yowd're probakaty fascinated
with forward Kinematics, and you may
b asking yoursslf, "Why would T ever
rrsesr] :_er:.-'l;Illl'lu atheer Than Tarwsand
Kinematics™ Linfortunately, FK does
hawe its imitations. Let's use the lower
hiody as an example dunng the same
walk cyele, AT Sarme paint dunesg the
walk, the feet will need to plant. The
prokdenn with FI i that it i desigmed
to Tollows the parent betare if,

With this m mind, If we were o
consicker a chamcter's keos, the hip
wolld be their parent o '|;;i|n,-i||r;|
object’. Sa if we wene to animatea tha
rotations of an entire leg, down to the
fook, we'd have to do loads of

wiwnar dchwor kimag com



the oy, At best, the amimation micght
end up looking slighthy shaky., and this

an end effector, wihich iz usually in the
form of & paint null, or handle. As the
IK Fardle moses, the bones connected

will rotats to follows. The grest
thimg abiout this bandls is that it is
incependent fram the hierarchy of the
chain it's attached to, mearing that we
heve full control over where it ends up,
which makes it ideal for animating
limbs that will, evertually, nesd to plart
on & 2rface.

Like F¥, IK has its share of pros and
cons. The main dissdvartage is that
ares do nok come naturally when
anirnating with IK, sines it is the
position of its hardle that we'd
animate, ard ra longer the rotaton of
hones, Therefore, the animator woukd
need To Spesnd mang Bime and affort

ng and polishing tha trapctory of
thi= ohject to ensure that sres still ewist
in an IK animation,

wrwnw, 3 dworldn

63 MINUTES
OF VIDEO

Download Digital-Tutors”
vided fram 30 World Vault

. comfvault

Tharkfulh: IK and FE can bs bridged,
which provides animators with the best
of both warlds. A aystem can be mads
o bkerd ek angd forth between the
bwo moces, and to ensure that both TK
and FK chains will always ba aligned
during this transition.

More @0, this entire system can be
regulated by a channael to nstanthy sat
your desired mods for convenience.
The challenge, then, bacomes wihsn to
transition between IK and FE, Tha
answear ta this liss in good plenning.
If the tirme is taken to plan out &
performance befarehand, one
generally has an idea of what method
wioidd be most suitehle for that
particular sequence,

A cortrol system that has both 1K
and FE capakbilities will definitsly geta
thurmbs up from animatars b i
pronides therm with more op
the more options a ng has, the mors
likedy that both the ouality and the
cuantity of animations produced with
the rig will iIncreass,

S, rake sure to incorporats the
bwo kinematics systems into your own
control ngs in the future, and you
mighit just get the 'nod of apomowval
from your animators. .

Animate using IK/FK rigs TRAINING B

0 'We could use TK and F¥ systems to animate a
character running and vaulting over an obstacks

& Forward kinematics will naturally produce arcs.
It's also often easler to animate follow-through in
FK, making it ideal for animating the swinging
motions af the arms during a walk cycle

B Use inverse
kinematics if you want
to animate a jont chain
indapendently from the
skeleton it's attached
to. A good example of
this wouwld be animating
& charscter’s foot g it
contacts the foar

[ Designing & rig

with both 1K and FK
capabilities can make
WOLEr Figs more efficiant
and flexible, providing
your animetors with
meare options

craated to align bath
IK and FK chains.
This helps to prevent
offsets when the bwa
modes are animated

intarchangeabhy

£'When adding an IK/FK rig to a tail, FK can be used to animate its folow-
through as the creature swims, and IK allows the tail to rest on an object

Apepest 2013 | 3DWORLD | :'?9
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display "rrhrrnll.‘.-q,,
accelerated modallng
winrkflows and mew I‘.'ﬂul.'i.
e it Teatune set

PRICE
Ltancdalofe hiante
£3.200 F $3,676 f£3,800

OTHER ELITIONS
Cre-vear subscnption

£545 / $635 /€685

OPERATING SYSTEM

Windows / Mac 05 X

FEATURES

e Mext=gen view port
r-s.r {ay ared shading

o O e b abess] mode I||'
wicrkfo

s (Graase F‘-ﬂ" I

s Seans gesambly tools

« M Pairt Effaaey
surfacs and volome
artrinutes

DEVELOPER

Autodesk

winiwl At golesk cam

Maya 2014

Antony Ward finds out if the promise of an advanced modelling
workflow is enough to win back those who maodel elsewhere

or years thare has bean a battle om ard on, and T suspect if you're reeding animation tool that the |atter could use
betwesn Maya and Jds Mayw, this wou have already decided which path o future feature filmes,

Aot i it e mast users, particulaty in ol want to fallaw vourself Fast-forward to 2005 and, after
ArtonyWardhas  game development, are either in one Maya has been in development, in earning a handful of Academy Awards and
;'x';’;;;"l'r camg or another. Mava has superior ome form ar another, for ower 20 years, enduring a few unsteady vears of being
earky 19507, In arimation tools, but 3ds Mas has the It began way back in 1993 when Aliasg, passed betwesn companies, Maya came
that time ho bas polygon modelling tockset; Maya iseasy to  the creator of Power Animator, started undar the ownership of Autodesk, which

worked for some of todeay's top

ctudine and wrtten thies bocke.  SONJUNE and code for, but 3ds Max has wiorking with Dizney to build & new, has continued to develop it to this day.
nbtecdnn.cok a hetter real-time viswport, The list goes customisable, all-singing all-dancing Since its inception, Maya has grown and
Sﬂ | FDWORLD | Auogust 2003 wawrar Ackwacsrbedi (11
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O Paint Effects can be
usad like a traditional
painting program or
to paint repeatable
textures that you can

apply to geometry

i i il a BE

evalved, with each release bringing a host
of mew features and improvemsants to
riake cligital cantent creation sasier and
rmore accessibhe, Az well as modelling and
animation tools, the latest varsion boasts
& full suite of dymemic tools to simulete
cloth, fluids, hair and particles, enakbling
you to create ary affect you can imagine.
With ite roots Armby in the visual effects
industry, Mava is also well knoem as a 'go
b’ tool for andmaticn, Fram a techrical
standpoant, its rigging ard scripting toals
are easy to work with and allow users to
create custom tools using its embedded
languages, be that MEL, Python or C++.
Animation itseif continuss to be a natural
and fluid experience as long as vou have

Ls

Eerd R i i o e w .-.-.. = B G | s Fak i b bk i REEE
e BNGEANNESTTON. IRPEE Y MAES W TlL s 2T

Fomad vy  EA A E GEET R Ee oy o m

Maya 2014 REVIEWS

Slider, es=antially outlining an animatsd
sequence before any A0 waork is dans,
Initially this seems like a gimmick:

being able to draw anto the screen i=

& nice idea, but in reality how wsakbk s
it? In this case, it works well and bas
the potantial to become a great way for
menagers to gssess waork in the same
scene. Imagine critiquing an animatian
that has bean outsaurced. Rather than
c=nd a lengthy email, you could draw
onto each frame to sugoest pose ar
timing tweaks, This offers an intuitie

O You can make your
high=paly models marne
efficiant using Maya's
Poly Reduce tool

Imagine critiquing an animation: with the
Grease Pencil, you can draw onto each
frame to suggest pose or timing tweaks

the right rig — and rig creation is ako one
of Maya's strong points

With the releaze of Maya 2014,
Autodesk bas introduced & new
additian ta the animation tactkit: the
Grease Percil. This tool allows you to
draw directly onbo the screen, with
gach stroke of the pencil lacked ta the
currant camara. This may not imibally
saem like an animation toal as such, but
vou car add new frames into the Time

wiay o work, and would be simple for an
animator to follow (especialy if there s a
larguage barriar).

MODELLING FEATURES

If wour gkills lie in modelling than Mayga

iz ar ideal toal, with NUREBS, Subdivision
Surfaces and basic polygon technigues

all catered for as well as a full suite of
intuitive LV editing tools. That said,
palygon modeling is one area of Maya

waews, Jehwarldrnag oam

tugust 2013 | 3oworto | 81
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W REVIEWS Maya 2014

3 The new Jaint Toal
Symmetry Setting makes
the creation of symmetrical
shelatons simple

that has resded updating for quite sonmes
tirme nonay and because of this many
users mowved ovar to modelling in an
axternal application,

With this update, Autodesk s Arally
taking polygon modelling seriously wath
the addition of the Modelling Toolkit.
Anyore who has used the NEX madelling
toals by digitalRaster will be familiar with
the setup, as Autodssk has simply taken
the toolset and integrated it into Maya

Enablirg the Modelling Toolkit brings
up a ==t of handy rew features in the
right-hand panel, The idea iz to taka sl
the most comman tools, dramatically
anhance how they are used, and have
therm immedietely available so you sren't
searching through menus to find your
naxt operation.

Taplkit panel to customiss with your ocwn
favourite tools for ease of access.

REAL-TIME PREVIEW

Alorgside the new Modelling Toalkit is
the addition of the DirectX 11 display.

I =ay ‘mlongside’, as with the Viewpaort
2.0 update users can now Tully preview
thair real-time artwark, which could ba
created with the Modelling Toolkit, so you
car visualse your models as they would
appear in-game, I1's a welcome addition
and something game developers have
wanted for a long time.

A% A game artist myself, T can alreachy
see how much time this could potentialky
cave if Bn artist can set up the DirsctX
shader and sxport those settings directly
to a game engine. dther erhancemsnts in

Users can now fully preview real-time
artwork, so that you can visualise your
models as they would appear in-game

Playing arourd with these tools, T was
pleasartly surpnsed by how well they
worked. Anyone who has enabled Smooth
Mesh om an abject and then tried to
uge the Split Polygon tool will knoe how
pairifil it i= to be forced back anto the
proedy rnodsl, With the rew Multi-Cut tood,
you stay on the smoothed model, and are
frea to cut however you like.
Unfortunately the tools are still limitsd
and you will find yourself haing to dive
back inta the menus from time to tims,
but the developers have kept a amsall
space fres at the bottam of the Modelling

Maya 2014 have besn made to the Joint
Tool, Mode Editor and the File Path Editor
as wel as the Polygon Reduce Tool. In
fact, it esema each area has Fad soms
love and attention,

With thiz release, if feels like Autodack
Fawe succeedad in addressing a lot of
user issues while alsa includng some
much-naaded improvemantz. IF yau're
still wondering which camp to pitch your
tent ir, this update adds many of the
features Max users have enjoyvad into the
Meye anvironment, making it a much more
roundad and appealing choice, ®

I The improvemernts
to the Node Editor in
Maya 2014 are
focused on workfiow
and visyal feedback

|
3D VERDICT

PROS

= Lipgraded modelimg toolks

= [irect® 11 Shader & Viewport support
o Crreedse Paied taol s ey usetul

CONS

= Expaensive

= Tra Modaling Toolkit is mare an evakation

then & rewalution

Autodesk has succeeded in addressing

a rumber of the issues Maya users were
experiencing, while also including soms
mach sought after improvements, making
this a worthwhile upgrade

RATING
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B REVIEWS RealFlow 2013

PRICE

$3.005 /E3.005
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I T E
FEATURES
« FLIP B 5PH liguid
EOnVErNs
« Adwvanoed Caronts
Mol-hocty sohe
& Mocks-Rase] workT o
» Alambic supoort
« {In-the-fiy Maxwell
Flesitrie !::IE'"“"I'
DEVELOPER
ket Limit Techrolo TS
e neEamib.com
Bbaut i suthai
Flonan Koedrack
& FoaFreatanos FX
| EneFwical diricto
He: Fais b ar
ewpert RealFiow
wrii For many yaars, and alea

offers trainimg and woricwide
projeck consalbancy
h s el wandaresi caim

RealFlow 2013

The latest iteration is probably the best off-the-shelf liquid and
rigid-body package on the market, says Florian Koebisch

ealFlow ks a well-known off-
ﬂ the-shalf salutian for liowds

animation. The software from
Sparish developers Next Limit Fas been
used in racant movies such as The
Avergers and Looper, and bundr=ds of
commercials worldeide. Besides its liquids
solver, RealFlow also comes with a fully
integrated, stable and accurate rgid-body
dyramics system, Caronts,

FealFlaw 2013 has some few node-
based tricks up its shesva, too. The ald
sCene managemeant system with e Global
and Exclusive Links has been sacrificed
for a more modem node-based approach,
end a node-based scripting syskem has
been introduced, Thess script nodes offer

0 Hybrido 2 integrates extremsly well with Caronte RBD. Scens
nades are the new node-based way to work in RealFlow 2013

wvatluable tools to technical directors and
u=ers who want mare contral aver thear
simulations. Script modes take advantage
of milti-threadirg, as well as providing
helpful tooks such as Signad Distance
Fields and processing of information
from image files

Ir RealFioes 20173, the Hybrido 2
ey=tem for simulating large bodies of
wiaber like rivers or ooeans has haen
completely revamped, Now, a FLIP
sabver (FLd Implicit Particle, a method
criginally imverted in 1938) is the base for
the liguid calculations = bagically the same
technology that is used in other packagas
guch as Naiad or Houdini. In companson
with the previows Hybrido system in

SPH erables vou to simulate virtually
anything that takes a whale lot of detail,
bust thase highly detailed simulations take
Lheir imes,

Hybrido offered a samplified mathed for
simutating the bese liouid, =0 5PH was only
nesded for certain high-detailed areas,
This worked firne in mary situations, bt
Hybrido was limited: it was hard to Qat an
accaptable amount of detail aut of the
base simulations, and one ofter needed
loks of additional layers aof 5PH on top n
order to get the desired guality.

Haowewer, Mext Limit has addressed
the isue by introducing a FLIP solver to
Hybrido 2 and renovating the secondarny
gystems for the craation of maore detail,

I'he Hybrido 2 system for simulating large
bodies of water has been revamped, with
a FLIP solver as the base for calculations

RealFiow, the new FLIP salver fesls like a
cuartum l2ap — faster, more relighle and
allowing much more detailed simulations,

HYBRIDO 2

Hybrido was first introduced in 2010 with
RealFlow 5, a= a systam for simulating
rmediurn and large bodies of water. Until
then, this had been hard to do with
RealFlow, as its standard SPH-based
particle sobver i= more targeted towards
splashes or tabletop-scale phenamena,

foam ar ather additional elements for
sirnutations. While testing, T was able to
sirmidate a waterfall cansisting of more
than 200 million particles (bass simulation,
without additioral lavers) on an i7-3930K
Intel-based workstation with 16GE RAM
The simulation took its teme, but the
amourt of detail was very high; this
wioldkdn't have been possible with the
old Hybindo system. The base simulation
elorms gives the uzer guality and detail
thiat wasn't possible with the obd system,

8‘4 FNORLD | Auguest 2003
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W REVIEWS RealFlow 2013

® Hybrido 2 is a new

sad algorithm tha

f amaunt af d

O Geametry-based
fracturing makes
Caronte a valuable tool
i amy artist's arsenal

ever adding tonnes of additional layers of
particles an top, A new mesting algorithm
hes Blzo been introduced, 20 now one can
get the detail of the bass simulation into
the final mesh,

Hybridao 2 also supports CpanCL GPU
acceleration to speed up simulations.
Some steps of the FLIP algorithm's
implemantation are calcuated on the
graphics card, resulting in simulations
up to 50 per cent faster, Due to the

Ewen more important than thoss new
SCefw nockes - and probakshy the kilbes
feature in RealFlow 2013 - are script
nodes, which allow you to control wirtually
an:,'[r"lng ir the seere, There are nodes
and toods for vectars, 50Fs, Hybndo

ar SPH elements - for exampls, you

can apphy an animated image-based
displacement (for example, a wawe] that
yiod created in any software. Thess ars

very usefid tooks for mors advanced usears,

It only took a few scenes to realise that
the new node-based workflow was much

more preferable to the previous system

mitations of current graphics hardware,
there are still bottlerscks for software like
FealFlow: caches of more than BGE per
frame &re not uncommon when it gets

to real-weorld quality licuid sirmulations,

50 the majority of operations still have

to be calculated on the CPU. But cutting
simulation times by half is certainly handy.

SCENE NODES
After lnading RealFlow, you will ses that
the old Exclusive and Glabal Links have
gone, replaced by the new node-based
interface. At first glance, the new wey of
wearkimg rmay be confusing - the interface,
with its large icons, worked well on a
dual-monitar setup but was harder to use
an & 15-inch ptop. Howsyver, it only took
a few scenes for me to realise that the
rnode=based workflow was much more
preferable to the previous system: it's
faster and more intuitve

but without a basic knowledge of coding
they mighit still be difficult to learn,

Heneeser these Script nodes ane hidden
deep down in the user interfacs, so if you
dicdn’t knoaw they wers thers you might
resar discover them on your awn = and
I'mi not sure why the developers would
want to bury such a useful feature sat.
{Urider the Simulation Fiow menu, right-
click on ore of the descriptions to opan
the Maode Editor.) Once you've found the
aeditor, it's easy to navigate to and work
with, and hopefully Mext Limit is planning
some interface refinements in the next
teratian to make it simgler.

The rigid-body dyramics system
Caronta has also been updated, but it's
still mot that easy to configure; it's a
Dy pecal mample of softwans written by
enginaers for enginaars. Thankfully it's
fum to lerm and, a= a reward, you will get
access 1o a ngid-body dynamics system

that can guickly handle more objects
than vour standard 3D app, without
any jitkering.

Carontes has also besn speeded up and
there are some uEeful production guality
fractunng tools imtroduced. & cut-down
version af Mewwsell now comes bundled
with RealFiow - not the full package, but
youl 'will be able to make a guick rendar
directly out of your RealFlow scene or
shoot out rerdered previews. This is very
usetul wher Trying to evaluate a mesh o
particle arimation.

RealFlow 2013 = a great product
Witk faatunes like the FLTP sober, pedes,
nodal scnpting, renw meshears, Carorte
and Mawesll, it's probably the best off-
the-shelf liguid and BED package on the
market. With some improvements to the
interface, it would be urbeatable. ®

—
3D verpIcT

With highly anticipated additons like a FLIP
solver and node-based seripting, RealFlow
2013 easdy integrates mto your pipefine

ATING L 1 ] J&
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“Your brain will be delighted.
Both sides.

Find yourself among thousands of techno-enthusiasts as
you engage in a dazzling array of mind-expanding programs,
informative sessions, and blockbuster events showcasing
the latest in computer graphics and interactive techniques.
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B REVIEWS Wacom Cintig 13HD

PRICE

FRIG T

SPECIFICATION

o Full HD 1,820 % 1,080
Fes oL BT

v 248 levels Df preszae
and tilt sansitiity

« Sl Conned o Wit
thraa=way split

» Removakble three-
andie stand

= Han with assariac

MANUFACTURER
WWWACOm.Com
Abaut this atsthar
Eob Bedman

A beshr i
cegEgner and 30
artst for ove

A dacacks, andd

(g TEC R e

i 0 Wik L

Wacom Cintiqg

13HD

= The Cintig 13HD &=
tlean and smooth to
use, as well as baing

light and partable

Rob Redman takes the latest offering in Wacom's Cintig range,
a small but high-resolution interactive display, for a test drive

acom has a reputation far making
m high-guality tablets and interactive

displays. Its afferings ane well
bustt, with a luasrious and stylish finish.
Howvewer there been some criticiam that
cartain tems, particulary im the Cintig
rarge of interactive displays, bave been
oo urnwieldy and too expansive. YWacom
coumtersd this with a range of 12-inch
models = but unforturately they fell a
litthe short of the mark and, while uzable,
they wearen't the high-end input devices
reguired for professional uses,

Thiz brings ws to the Cintig 13HD, with
its high-resclution display, low weight
and improved setup process, making it an
attractive propasition far 3D artists

Setting it up is a owick and painless
process, Gore is the massive breakout
bex found on sarme ather Wacom displays.
Instead, you havae one cable that clips into
the side of the tablst and thean splits into
penwer, USE and HOMI connmections. This
ralses ane niggle, hiowewver: Wacom basn't
provided an HOMI-to-OWT adapter {or a
rhini-CisplayPort-1o-HOMI for Mac users),
50 keep this in mind if you decide to buy.
Drvars and softwars come on a bundled
dize, and can ako be downloaded from the
Wacom support site,

Once you bave cannected all the cables
and iratalled the softwans, vou are good to
go. I chose to extend my desktop rather
than mirror it, as I ke to have other apps
rnumning alongside, such as refersnce
images ard email. The display appears far

brighter than ather Cintigs, and the full HD
resolution is sharp and crisp, with & good
viewinig anghke and crisp blacks, The devics
as a whaole iz smallar and far shmmer than
expected — it makes the 12-inch wersion
seain prstty tubdy in companson — as wel
a5 rmaking the screen itself fesl bigger
than it really i=.

The supplied removabile stand has
three angle options, making adapting
it for differant waorkspaces sasy. Being
remowvable it slso lets you work with the
Cinkig an your kg, which feels very natural
without the weight of a heavy cable.

CLEAN DESIGN

This latest Cintig uses the sams design
language as the Inbuos & range, with
sirnilar lines and curees, and the sturdy
construction and soft-touch materiats
all help the 13HD feel ike a profes=anal
piece of equipment. It may seem like

a smadl point, but setting up the 13HD
made my studia feal cleanar and mora
streamlined. In fact, it iz almost as thin
and slesk g the Intuns I uss as my daily
input devica.

Aftar & few howrs spent in Photoshop
and Painter, T thought that T might fird
the smaller screen and higher resalution
difficult ta read, or at least tifing, but it
wias actually pretty easy on the eys, This
5 probably due ta both screen brightress
and crspness = and the portability, wiich
makes it fer egsier bo get in the beast
positian fior warking with it,

The ExprassKeys work perfectly welk the
buttons are easily assignakls, as ars the
peert BURTORS, App by app, S0 you can uss
them as your favourite shortcuts'modifer
keys. It's a great tablet that works well

ir most sitaations, and it onby really falls
down when vou want (o see a complets
piece with 2z much detsid as possible - you
miay have ta squint a littls.,

Obbwar than that, ard the cable - which
iz a pretty small niggls = 1t's a joy to use far
both 30 sculpting and 20 work. Nasvigating
around your 05 isn't too bad either, as
the small warking area means lass fiving
around with the pan. @

[
I VERDICT

PROS

o Leiht sknoand poirtable

. L:-c_"'l'_l E |:_: ||"I Thiress

» Resporaive and accurate stylus

COMS

» Emalish screen

o Cable cam hie annoving

‘Wacom's Cintig L3HD offers artists a
great balance betweean size, weight and
high-guality display properties, in a sleek
and weall designed package

RATING L 11 1 &
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VOTE NOW!

CG AWARDS Visit www.3dworldmag.com/cgawards

to choose your favourite CG creative
2 O I 3 work and products of the year!
Closing date: 19 July 2013

THE BEST OF THE CG INDUSTRY
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Visit the CG Awards website to view
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B REVIEWS SpaceNMavigator for Notebooks / Storyboards 30

SpaceNavigator for Notebooks

The smallest SpaceNavigator could well be all some
artist need to keep them working, says Mike Griggs

PRICE

- I. =

HEI;ILJIHEE
Wi ! Mac (5 X

FEATURES
o 3D input device

e A LCAE MARIELRETIGN O

-pem
1% e g
L S =

» Customisable gesturas

PUBLISHER

A0Eannason

W, SN TS

i pagut te dhar
Mk G |||_|I
'||||".'|'|. i ‘L'l,
v ard |'_|‘:h'|
grmphies arfs
-. RN & P LT

.ILI 'u'.|l1 c*"l bt

arking im various J0 applications
m can at best be confusing with

differant keyboard shortcuts
and mouse actions. This s whers
J0conreon’s SpaceMavgators come in
hardy. Usirg the custom stubly joystick
you can maripulate your 30 wiswpaor with
a Spacehavigatorn, in conjunction with a
mouse of tablet. They revolutionisa the
A0 creation expenence, especially whean
switching bebween JD applications, as
spinring and moving around your models
has a unified phy=ical imput. With a mnge
of programmable buttons, and sofftware
that allows you to change mappirg of
every input parameter of the device, they
guickly become an essential part of your
cresative workflow.,

The SpaceMNawvgator for Notebaoks is
the armallest and cheapest product that
IDcanrenan makes, Its snall 57 & its
galling pount, and it evan comas with a
pouch to kesp it safe on the road. This
Epaceiaigator i well mads from retal
and plastic, which exudes guality, and the
main handle has a much mors preciss fesl
than the SpaceExplorer, However, this
does mean that the mechanism doesn’t

faal quite as robust. The onby iszus T found

when ugng the SpaceMavigaton, was with
tha placament of the two buttons < 1

wiould hawe preferred them on the front of

the device rather than on either side, as T
fourd them awkward to get to. As a long-
time wser of the larger SpaceExplorer it is
areat to have & smaller device for waorking
on Site or on the safa, @

£l The SpaceMavigatar far Notebooks
offars the functionality of its larger
brothers in a smaller, portable size

O The SpaceNavigator for Notebooks,
comes with its own travel pouch, which
keeps it safe while travelling

=1
‘) VERDICT

The SpaceMavigator for Notebooks affers
an affordable and partable entry point
and could be enough for most artists

RATING 1| 1 e

Storyboards 3D
Rob Redman discovers how this app makes
the iPad into a useful tool for storyboarding

OPERATING SYSTEM

v rransformabis 30
Conbant

- Expariable
library

» Sharable storyboard
enders

DEVELOFER

1]‘ HBibais® % sutthai
HxWoro's

toryboarding is & part of the
a animation prosess that i vital,

not pust for teams but also far
loms animators. Proparly planning and
COMIMUPMEATING VOuUr concept 15 an
impartant step in the workflow and it also
lats you spot proklems early on.

With that in mind being able o producs
and view yvour storvboards on an iPad is a
fartestic idea. Tamaji has already mads 20
storyvboarding apps, but now it kas a 3D
versian, which is much mones versatile,

The app 15 simple but doasn't fesl
lacking because of that. The interfacs is
clean and functional rather than beautiful,
It doesn't gat in the way of the task at
hard, though you mey fird yourself looking
for in-apn purchasses to bolstar the shghtly
thin sollectian of standard assets

The app doss ship with a number of
presets, from arrows and spesch hubbles
to rhale and female characters, as well as
a limited number of props.

Placirng azsets in & board i simple and
pnce in you can treat it like a 30 scene,

Thea vsorid il e iy Bondor’ 1y
[aren ower B pdga He Hrowe ha
sorrpuber ot ol & window snd run

O Staryboards have a cle
readable appearance, The app
has a nice intuitive interface

im your ecenes easy. For chamcter work,
thers a faw poees and farial expresaons,
with many more readily available as
im-app puichases.

{nce finished, you can render out in
vaarious styvles Thand-drawn looks best),

2D VERDICT

This free app (barring in-app purchases)
is useful and well designed, and will help

Eachmcal acetor
Pk Rodman usmg touch gestures to trarsform, scale than hare as a POF wvia email, via natres you get your boards done in minutes
:I_?:',',‘;:_'"'_ 0 and rotate with esse. A simple bring back! farmat {which can be edited) vis iTures, or

L

foreard buttan rmakes amangng degth

prirt it dirsctly, @
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Experience additional multimedia content
in our fully interactive iPad edition
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Computer Arts readers know design matters. That's why we've completely
reinvented our digital edition as a fully interactive iPad experience with
impeccable usability. There's also additional interactive content,
such as image galleries and bonus videos, to bring the magazine to life.

TRY IT FOR FREE TODAY WITH
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Key moments
in CG history

revisited

Debrief

VITAL STATIETICE

iect The Boer Sools Online

SWoRLD

Studios look back
on the highs ar
lows of rece

]
e

L
cCOommenrcia JI_'E'.'\-"'E-

20134

T

Scrolling

credits

Blur Studio takes us through the fundamentals of

creating 1ts best project of 2012, an announcement
trailer for the videogame The Elder Scrolls Online

aving '.|P'1'F'||1|'IF'|'.| an excellent working
[ 0 W I-I|_ and Bethesda

on previous projects, Blur Studio
was pleased to be contacted m January
allZ to gauge their interest and availability
for Bethesda's next major project — an
announcemen! trafler for The Elder Seralls
Unlinge L"lr']Pn..;l.mE'
wpanded

I:'.-E:,':mmng it was |.1:rP1.r rnthnnnnn and
everything they had hoped for wound up on
screen. The studio is extremely proud of the
spot; 1t 15 without doubt one of Blur's greatest
projects of 2012,

The key project phases
I. Creahing the characters
Mathieu Aerni 2ays:

cler artist at Blur Studia,
"nrhln'ﬂF- F-n-'-up:h tox e the lF-=n:| omn

Elder Scrolls Online became a c J:‘I“.l:!JI_!-!.JJJ:_;[

vet ultimately rewarding project, with severs
very detal hara

and complicated armour and owtfits. The
character pipeline revolves around 3ds Max
for modelling, lighting and shading, and a
combination of ZBrush, Photoshop and h.-ian
for sculpting and texturing. We use Ornatrix
for the hair.

On the hero characters we decided to poly-
model all the intricate detail of the armour,
like symbals and rmunes, rather than do them
in textures. We used the same approach
with the heads of the three heroes, We really
wanted to include as much detail as possihble
in the Upt rather than in the colour
textures 3 d up working very well,
esper L.=|J|1,- in 1th close-up shois.

2. Refining the characters throughout
the production process

Maothien Aerm = oy

One of our
character
to spend

during the initial
1g and shading phase was
fime tweaking the shader

WWW.PDFMAGAZINES.ORG 50000+ DIGITAL MAGAZINES



f-nrtheu characker's bair and fu.r 1=

P

=3 [
# .
-

defined by our
the clis

uction, | staried a
acter refimement by
working closely with the scene assembly
|i+;.-alrm-*nt and iweaking the characters
luded texiure and

3. Bringing the ¢
Warren Grubl s

E A key challenge was
cr eating emvironments
that looked great from
every possible angle

wwr, Jowarldmag.com

i

g
E
3 ,
< Debrief
{;;*." .
F‘F._ Sculpting in mare
A detaill and refinement
g O on close-up shots wWaE
Y i dana jn ZBrugh

Scrolls Online cimer

ambitious project [t ;

with over five minutes of v 1L Ang nto the

mixing keyframe and performance-c } Areade '- Vv ded exira

animation. However, we wanted tll use [I:lr' rruality contre -:1i:||lu;-_1__ d[llj. rigging and

tense, close-up moments to raise the bar on fested with real animation, so0 we knew the
fn:r our characters. foundation 1 alid before we even started

a lot of GG ._-.|I'III'I1:Hi.|:I11 — any finy problam in 1.|1rl h-'F- giving th- anim -.|1‘I'IT AT -|.L|.,h ILhHF-

“This was an ambitious project, with over five minutes of
action, mixing kevframe and performance capture animation”
Warren Grubb, animation supervisor, Blur

cm‘ntrnl ln 0 rPatP rhr‘ tiny, natural movements

l'IIJ‘thr'l fIJ;JJIE. animator controls with physical
deformations l'I-F'!"'.-F'Fﬂ muscles, eves and the

; :i-. in the scene dw—lrnhh department at
Blur Studio, and was one of ’rm:lr BTV |-_-|m'n=11r
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B POST-PRODUCTION Debrief
O Intricate charactar

details were poly-

madelled in preferance

to depicting in tes 138

5. It was Jdal to solve all technical
issnes early on. Defining the final render
seltings and monitoring memory consumpiion
helped make room for the heavw characters
and FumelFX grids that would he needed to
render along with our environments

Blur CG supervisor Jerome “Jed I..'I'-'J'.Iji-'.:lj'.l
defined the lighting and colour grading for

“Using ZBrush’s DyvnaMesh feature,
components then merged them into a final DyvnaMesh subtool”
Jermone ‘Jed’ Denjean, Ci: supervisor, Blur

the show. He also worked with each lead

o fine-tune the look development for their
specific emvironment, It was up to the FX

de et to create several atmospheric
assels implemented during look development.
Once each environment was clearly |il=1m+|:l
it was easy to maintain oo -

a team of artiste working on seve

on the show.

5. Environment modelling fechnigues

Jerprne Jed” Denjean says:

| was Ch supernsor on this project, Poly-
modelling infricate architectural deta

as ornate columns with complex co

can be a time-consuming process, Planning
edge flow, avoiding penetrating geometry and

9‘-’1 | IDWORLD

dugust 2013

N unwrapping a model that will be owt of
focus in the background will cosi more than
it is worth, | needed to create these intricate
mdels within the budget, while at the same
tirme retaining a high level of detail.

By using ZBrush's DynaMesh feature, | was
able to model several indadual components
that, for example, would make up a 1,
.a.nli [J'IP[[ :rn|.=-r|,r-I Ihum inta one Jma] Dynabdesh

I modelled individual

= DyraMesh alkowed the OG team
ko create large volumes of intricate
components, mergethem and turn
them into clean, guaddad models

gquadded model that [ could simply add
destruction and aging to in ZBrush. [ us
il f0 speed up th I'I1-Ij|.‘|.F]]II'I|:: ]'.urnu

C l|1.| use flu
similation. E.PL[L|., .:ILI-l.F to create multiple
resolution models quickly from ZBrush was
also a hoge help.

An exciling challenge
Creating the Elder Scrolls Online ‘Alliance’
c-inrnmlu. was a wonderful challenge for the
whaole Hlur team, When the F;n.—:] 15

:llllll:lu‘.lﬁ

well as overco

limit artisiic vision - efficiency, Huamwmk
and execution are key, We hope that the
end result enhances the legacy of The Elder
Scrolls even further. ®

e, Johwor ki mag.com
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B POST-PRODUCTION Freeze Frame

‘ “We used subdivision surfaces extensively,

I

Freeze Frame

trying ta keep the model as light as
possibla," says Kevin Baillie. "Even so,
it came in at 800,000 polys, which was
bumped up substantially at render

T
sy

TEC

Y Plane crazy

Atomic Fiction co-founder Kevin Baillie tells
Mark Ramshaw how his studio reached new

heights in the sobering drama Flight

VITAL STATISTICS

Titha: Fight

Redeased: 3 June[LE],

B February (LS A
Foimaks! Bhi-rag DT
Dastributor Paramount
Wiarch cut for.. The plane
Myineg) upsicks down, The
niament sieen B clips the
top off a church, and the
FCANG Wi The Cockpdt
eoflanzes al arcund
[ence Washington

Bere are many reasons i take
note of Robert Zemeclds' latest,

Flight marks the director’s returm
o live action foll owing a pioesring
period exploring the wordd of pedormance
capture. It sees star Denzel Washington
in rare anti-hero mode, And it's a critical
darling {recently paining two Oscar
nomingtions) that also packs a powerful
visual effects punch. Thanks to the latter
element = which recently earmed a
VES award - it's also a mowie that puts
piongernng anewcomer Atoric Fiction finmly
on the map,

“Wa'd done a few projects before -
including shots for Transformers: Dark Side
of the Moon, Underworld: Awakening, and
the last series of Boardwall Empire - but
this is the largest project to date, and the
first im which we were the prirary (aod in
[act only) vendor,” savs studio co-founder
and VFX supprisor Kevin Beillie,

Bailie and co-foumder Ryan Tudbope
had previously worked together at
The Chphanage and then st Lemeackis’
IrnageMoeers, “When Disney shut the dooy
there, we figured we could just go work for

sornehody else, or take the amazing lessons
we'd leamed and philnsophies developed to
start our owmn thing,™ sayvs Baillie,

Central to the studie’s forward-thinking
business plan was the idea of cloud
besed rendering. Baillie says they opred
to take this relativels nesw and unusual
path in arder o facilitate a talent-based

resources needed (o get the job done. It's
not gvery day a chance to give artists mors
while spending less comes alomng™

While the use of the cloud was vital

to handling the work on Flight, Baillie
adrnits thew expected resistance firom
maovie studio Paramount, “We went into the
first meeting with our bulletproot armour
oi,” he Llaughs, “Wee had all onr relevant
information prepared, including all the
data about securty. Bul then the first thing
thieny aid was how exrited they were about
cloud rendering and its cost-effectivensss,
They were able to loak bevond the obwious
panic call, study the realites and malke an
educated decision,”

Building the aircrafi

A key challenge on the project was to find
a way to depict a fully working airport —
not an easy task in secunly-sensitive, post

“Every armature, hydraulic element, flap
and rivet needed to be modelled”
Kevin Baillie, VFX supervisor

studio struchure: “Talented people are —
deservedly -~ expensive. Skimping on that
side of things would leave us deed hefors
we gven started, sowe had to look at other
ways to save money. That Led s to cloud
renderning, not only because of the pbyvious
savings, it also hecause it meant we could
ensure the artists would always have the

W11 Armerica. “We searched high and low
without finding amything that looked right,
until we made & contact ower &t Orlando
International,” says Baillie, "We were able
to drive around the entire place, shooting
enough reference material to ultimately
build sornething vere frithful to the grarall
lewok amd feel of the place.”

96 SDWORLD | Awgust 2013
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Maya, Modo amd W-Ray were
used ta model all the digital
airport elements. The scens
s completed with a weaalth
of emdonmental efféects

T

With the film depdcting the flight and
prvotal crash landing of the passenger
plane piloted by Denzel Washington's
character, it was also necessary to build a
completely photo-real digital aircraft - one
that crcially wasa't closely modelled on
arything produced by the likes of Boring,

“Doug Chiang was brought on in the
early stages to design the aircraft inside
and out,” says Baillie, "From that, cne of
our modellers built a first desipn pass,
which we then spent around six months
getting to & final design, tricking it out in
3D elements in a big way, Every armature,
hydraulic elpment, flap and mvet needed
to be modelled, so that we could create a
believable amount of vibration and violent
shaking. It would heve been possible to
cheat with camera shakes, but it's the
cormplexity vou get from all the components
rattling and bending that sells iL"

The crash

For the crash, the team looked at crashes
in movies inclnding Cast Away and Aliee,
bt Baillie says this particular one was
ultirnately desigeed to be more matter-

of -fact, and s0 hard-hitting. *It’s a much
more realistic approach, with the audience
wilnessing moich of it from within the
aeroplane, The personal aspect is what
meakes it 5o much more terrifying.”

To create the views out of the cockpit in
rrid-descent mterior shots, Atomic Fieton
utilised a mizture of digital elements and
live footage, For the latter, they took to the
skies in a belicopter rigged with & custom
camera setup consisting of three Red
Epics, using these to stitch together
peatorarnic footage.

The crash ends with a shot inside the
cockpit. “We put Denzel in a real pilot’s
chair against groen screen, and shot with
a camera over-cranked o 120 frames
a second,” says Baillie. "We then used
extensive photo reference from the live
cockpit to brdld and Hght a digital version
that crumples all around him.”

If Washington found acting against green
screen awloward, Bailie savs he never
gave them a hard time for it. "He's such a
fantastic actor that be was able to instantly
switch on and put himself into the head of
his character. Really, actors can make or
break gur worke. Mo metter what vou do,
without & convincing performance up there,
the effects will mever look beliovable,”

¥or the final part of the crash, & range of
solutions was used to generate the smaoke,
fire, dict and collision debris effects, While
the clowd was vital for rendering of frames,
Bizillie sas that they opted to use a local
render fanm for sivolation. “That's one
area where we're not doing it in the cloud
quite yvet, simply because of transfer times,”

POST-PRODUCTIS

KEY TECHNOLOGY

Atomic Fiction blended a mixture of Ive action, 30 - using
Maya and V-Ray - and matte elements, and simulations in order
to depict the crash, both within the cockpit and for extenar
views. Live material came via three Red cameras, each fitted
with L4mm Ultra Prime lenses. "They overapped, so wa
stitched tham together to create a 24 0-degree moving
panarama,” says Baillie. "That accommodated just aboutany
anghe we might need, which was critical as we didn’t know
what shots were going to be needed until later, 5

“We then rendered a library of clouds, which could be added
into the scene to give a point of reference for the plane's
movement. & handful of shots also required fully digital
versians of the environment, and for the shot where it hits the
church we had to construct the entire building, as they'd anly
Just put the framework up for the real one,

"T'd taken HDR images on the day of the shoot. Together =
with the live footage, that gave a good baseSne for the amblent

lighting. We usad V-Ray lights and moving clowd textures to
get reflection and diffuse lighting flickering in a subtle and
belb=vable way. Inside the cockpit, we sdded light ficker mﬂ'
elements such as dirty smudges on the windows, which agaln
helped fluctuate the lighting and bring the scene ale"

Baillie views Flight as a particularly
important project for Atomic Fiction in
this parly stege of its life; “"Canying &
show with 395 visual effects shots has
obviously put us on the map, But we got
the chance to get involved with 2 movie
that kas really affected people and might
even be of help to some. In our line of
wiork, that's pretty rare. The sense of
satisfartion is prety amazing.” @

Bl *Any axterior shot
raquired ratiming
and digital
recanstruction
during pans, to
ensure the camera
moves matched

up with the path of
the CG plane,”

says Kevin Baillie

wiwiwt Achworkdmag.com
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3D On the cover

An Epic production from Blue Skv
Issue 171 August 20013

Thiz issue, we take A pesk
behind the scenes of Blus
Sky's latest arimated featura
filrn Epic, and the technology
used to create it, Epic is the
story of an ongaing battla
betweean the forces of good,
who kesp the ratural world
alwe, and the farces of ewil,
who wish to destroy it, and
features the voices of Bayoncd Knowles, Colin
Farred and Amands Seyfried, among others

It mey tick all the blockbuster animation boxess,
bt Epiz is much more than that; it's a lshour of lows
for Blue Sky Studio co-founder and director Chis
Wedge, and a project that has organically growmn
ower &n unususlly sxtendsd dewslopment period,
with the project’s initial irsperation coming over 15
years ago.

Ewven with such a long gestation pericd, much
wiork was required by the Blue Sky team 1o ushser
the progect through to full production, "Every singls
gosat wie neaded was brard-new, and the concegt
wias extramely ambitious refative to sventhing we'd
produced previoush,” savs 06 supenisor Robert
Canvalan. "It took a kot of innovation and all the
lez=ons learned from previows projects to be shle to
produce something of this scake.” Discover morne
about Epic's production on page 32

Epic is out now in cinemas wordwide. Ses
httg fwaenw.epicthemovie.com for more details,
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Next i1ssue

Pixar special: artist tips and

Monsters University
Maya rigging made simple

& LK stores B digital editions 16 July 2013
= LIS E Canada stores from L2 August 2013
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THE NEXT GENERATION OF 3D CONTENT CREATION
TRY IT NOW THEFOUNDRY.CO.UK/MODOTOURS
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@ Adobe’ Creative Cloud”

New apps and services — at 40% off.
Now only in Adobe™ Creative Cloud™ for teams.

Upgrade your old C53/4/5/6 products to the Creative Cloud™ for teams before 31 August 2013
for just £362 (+vat) for the first 12 months subscription (normally £629 +vat).

The Creative Cloud™ is the only place to access Adobe’s’ future releases.

Contact bluegfx to discuss your options - 01483 410370 - www.bluegfx.com
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