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Note to the Reader: Page numbers in bold
indicate the principle discussion of a topic
or the definition of a term. Page numbers in
italic indicate illustrations.

A
absolute icon positioning, 276, 277, 277–278
absynthesis.com, 51, 79
Action team tasks, 183–186, 184–185
Akin, Robin, 85
aliaswavefront.com, 26
ambient light, 297–298, 297–298
animatics, 227–228, 228
animation, 3–33, See also lip-synched

animations; motion capture
difficulty of, 4
drawing, 3, 6–7, 6–7
keyframing and, 58
modeling, See also modeling

using NURBS, 8, 10–16, 10–16
overview of, 3, 8
using polygons, 9, 10
using SubDivision surfaces, 9–10, 10
using trims and blends, 8–9, 10

overview of, 3–4, 33
performance animation, 86
pose-to-pose method of, 32
preproduction stages, 4–7, 6–7
scriptwriting, 3, 4–6
setup

for animation speed, 22
arm creation example, 22–32, 23–31

to carry story forward, 21–22, 21
drawings and, 20, 20–21
having/sticking to plans, 20
in lip-synch animation, 151–153,

151–152
overview of, 3, 19–20
perfection versus good enough, 22

stages in, 3–4
texturing

consistency, 17
converting NURBS to polygons before,

18
using files on CD, 19
lip-synched animation, 153–156, 155,

157
mapping to light attributes, 295–297,

296–297
NURBS versus polygons, 16–18, 17
overview of, 3, 16
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Maya ASCII files and, 174–175, 175
Maya binary files and, 174
modeling characters, 172–173, 173
running scripts, 179
script architecture and, 175–178
shader trees/colors, 173–174, 174
varying character size/proportion,

181–183, 182
varying colors, 178–181, 180–181

heroes and, 169–170
Horde team tasks

defined, 171, 186
Maya ASCII files and, 188–189
Maya binary files and, 189
positioning crowd members, 186–188,

187–189
setting status tags, 189–190, 190
varying crowd member animations,

189–191, 190–191
improving, 192–193
manual vs. procedural methods, 168–169,

169
modifying flexibly, 168–169, 191, 192
naming components, 173–174
overview of, 167–168, 193
patience and, 172
task forces for

animating crowd as whole, 186–191,
187–192

animating variable characters,
183–186, 184–185

modeling variable characters,
172–183, 173–175, 180–182

overview of, 170–171
CVs (control vertices), 8

D
D’Arrigo, Emanuele, 167
Davis, Timothy A., 325
decay rate of light, 296–297, 297, 299–300,

300
depth map shadows, 304–306, 304–306
Derakhshani, Dariush, 119
diffused light, 309–312, 310–311, 314–315,

314–315
dinosaur shattering glass. See dynamic rigid

body simulations

directional lights, 298, 307, 307–308
dissipating shadows, 308, 309
distributed rendering, 325–349, See also

rendering
defined, 325
dynamic simulations and, 199, 331
Frame Check tool, 332, 332
at frame level, 327, 327
at image level, 326, 326
Load Scan tool, 333, 333
using Maya Dispatcher

dropped frames problem, 330–331
dynamics problems, 199, 331
Host Configuration window, 328–329,

329
incomplete frames problem, 331
interactive session problems, 333–334
Jobs menu, 329, 330
overview of, 326, 327–328
Pool menu, 329–330, 330
rendering licenses, 330
Save/Render window, 328, 328
sending packets of frames, 328
setting maximum jobs, 329, 329
specifying idle time, 329, 329
Submit Job window, 328, 328
The_Dispather_Interface window,

328–330, 329–330
thrashing problem, 334, 334

overview of, 325–326, 349
recommendations, 333–334, 334
using Socks

CHATS command, 349
chatting field, 339, 341
client process, 335, 336, 343–349,

344–345, 348
commands, 345–349, 348
computer options, 339–341, 339–340
defined, 335
exiting, 339, 342
file options, 339, 339
GUI, 338
installing, 335
main client window, 344, 345
main master window, 339–342,

339–340
master process, 335–343, 336,

338–340, 342
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J
Jamaa, Elie, 16
Johnson, Rebecca, 119
Johnston, Ollie, 89, 90

K
Keller, Phil, 228
keyframe animation. See motion capture
kissNwave example. See motion capture
Kundert-Gibbs, John, 119, 126, 195, 264
Kunzendorf, Eric, 3

L
Latham, William, 51
lattice, 27–28, 27–29
Layer Editor, 93, 94, 97, 97
layouts in GUIs, 269–270
A League of Their Own film, 4
Lee, Peter, 126, 264
lighting, 293–323

Ambient Shade attribute, 297–298, 298
color attribute, 295–297, 296–297
creating

bounce light, 315–318, 315, 317–318
diffuse lamp light, 309–312, 310–311,

314–315, 314–315
fill light, 318–319, 319
harsh lamp light, 312–314, 312–314
intensity curves, 300–303, 301–303
moonlight, 307, 307–308
for moving characters, 306, 320–322,

321–322
reflections, 322–323, 323

decay rate attribute, 296–297, 297,
299–300, 300

design, 293–294
duplicating, 301, 302
Emit Diffuse/Emit Specular attributes, 296,

296
HyperShade tool, 302, 302–303, 310,

310–311
intensity attribute, 295, 296
Light Linking, 300, 320
overview of, 293, 323
passes, 294

properties, 294–295
RAM and, 295
ramp attributes, 295, 296–297
rigs, 319–322, 321–322
shadows

depth map shadows, 304–306,
304–306

directional light with, 307, 307–308
dissipating, 308, 309
overview of, 304
raytrace rendering of, 298, 304,

308–309, 309
scanline rendering of, 308, 309

texture, mapping to attributes of, 295–297,
296–297

types
ambient light, 297–298, 297–298
area light, 299–300, 300
directional light, 298
point light, 298
spotlight, 298–299, 299

lip-synched animations, 119–163
adding personality to vocal tracks, 127–128
creating vocal clips, 124–126, 125
creating vocal tracks, 126–127, 126
fine-tuning timing, 127
head replacement techniques, 149
humanoid cartoon characters

adding eye/forehead movement,
137–138, 138

adding target shapes to blend shapes,
136–137, 137

attaching facial surfaces, 140, 141
base shapes, 135, 137
controlling blend shapes, 135
controlling face as whole, 140–142,

141
creating blend shapes, 124, 124,

133–140, 134–135, 137–139
creating blend shapes using groups,

137, 139–140
creating character sets, 142, 142
creating happiness/surprise, 138–139,

139
creating head/face shapes, 129–130,

130
creating lip-synch libraries, 123–124,

142–143
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overview of, 117
performance animation and, 86
planning, 91
using as reference, 88–91, 91
resources, 90
rotocapture, 89
rotoscoping, 89
using straight out of box, 88–91, 91
in Titanic, 86, 87, 89
websites, 90
when to use, 87–88

Muybridge, Eadweard, 90

N
naming conventions

for crowd scenes, 173–174
in GUI creation, 265–267, 266
for particle simulations, 230

network rendering, 325
noise in mocap, cleaning, 92, 92–93
numeric displays of particles, 241–242, 242
NURBS, See also modeling

cone clusters, animating, 64–65
cones, abusing, 59–63, 59–61, 63–64
converting to polygons, 18, 37–38, 38
creating basic shapes with, 35–37, 36–37
defined, 8
flour sack modeling example

attaching fillet geometry, 14, 14
deleting fillet history, 13
fillet blending between isoparms,

12–13, 12–13
global stitching, 14–16, 15–16
overview of, 10–11, 10–11
rebuilding fillet geometry, 13, 13
replacing end caps, 11–12, 11
texturing, 16–18, 17
troubleshooting, 15–16

as proxy polygons, 66–68, 66–68

O
occlusion in mocap, 93
offset animation. See motion capture
optical mocap systems, 86
optionMenu in GUI creation, 270–271
organix modeling, 51–81

carapace object example
abusing NURBS cones, 59–63, 59–61,

63–64
adding simple animation, 56–59, 58
animating NURBS cone clusters,

64–65
instances versus copies, 55, 55, 59
overview of, 54–56, 54–57

inspired by nature, 52–54, 52–53
overview of, 51–52
using Paint Effects tool

Chinese Dragon example, 72–77,
73–76

creating objects, 69–72, 70, 72
crossing multiple surfaces, 67, 67
Outliner and, 71
overview of, 65–66, 68, 74, 75–76
polygons workaround, 66–68, 66–69

Sims, Karl, 79, 80
using Xfrog, 77–79, 78–79

P
Paint Effects tool. See organix modeling
Paint Skin Weights tool, 152–153, 152–153
“Panspermia” animation (Sims), 79, 80
Parallel Deformation Order, 158, 159
The Perfect Storm. See dynamic particle

simulations
Peterson, Wolfgang, 232
“Pinos Mellaceonus” image (Smith), 77, 78
playblasts, 146, 160
point lights, 298
polygons, See also modeling

converting NURBS to, 18, 37–38, 38
converting to SubDivision surfaces, 40–42,

43, 45–46, 46
defined, 9, 10
Paint Effects workaround, 66–68, 66–69
texturing, 18–19, 18–19
texturing NURBS versus, 16–18, 17

pool break example. See dynamic rigid body
simulations

Preferences dialog box, 96, 96
previewing 3D animatics, 227–228, 228
PROCESS_INFORMATION structure, 347
properties. See attributes
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reference objects, creating, 154–155
Thomas, Frank, 89, 90
thrashing, 334
3D animatics, 227–228, 228
thumbnailing, 3, 4
Time Slider, 160–161, 160
Titanic film, 86, 87, 89
Translate node, 31, 31
Trax Editor, See also motion capture

creating vocal clips, 124–126, 125
lip-synching blend shapes, 146–148, 147
lip-synching vocal tracks, 126–127, 126

trim and blend modeling, 8–9, 10
turbulence, 251, 251, 252–253
twisted joints in mocap, 93
Twister film, 254, 254

V
voice overs. See lip-synched animations

W
walking examples. See motion capture
websites

absynthesis.com, 51, 79
aliaswavefront.com, 26
flo3d.com, 95, 304
highend3d.com, 26, 264
on Karl Sims, 80
Microsoft Developer Network, 335
Perfect Storm video clip, 233
SIGGRAPH simulation, 215

Werth, Susanne, 263

X
Xfrog program, 77–79, 78–79

Z
Zargarpour, Habib, 223
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