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3D Animation

Rendering

• 3D Scene and Motion

• Sequence of Frames

– Rates: Video 30fps, Film
24fps

• Persistence of Vision

Animator must create ..

• Illusion of Life

• Weight



Animation

• Almost every property of every object in the scene

can be animated (changed through time)

– Models, cameras, …

– Transformations: ‘

• Move

• Rotate

• Scale

– Modifications/Deformation: edits, bends, twists,

manipulating a skeleton

– materials, colors, textures

Animation

• 3D Scene does not have

– Gravity

– Weight

– Force

– interactions between objects

– (bit of a lie)

• You must make it seem so!



Preproduction Phases

• Screen-play

• Storyboards

• Character

development

3D Characters

• Digital actor

– Tin can

– Sack of flower

– Butterfly, beetle

– Bird

– Flower

– Robot

– Humanoid

– Etc…



Typical Character

• Mechanics of movement must be

convincing

• Skin and clothing moves & bends

appropriately

• This process of preparing character contaols

is called rigging

– Fully rigged character has

• Skeleton joints, surfaces, deformers, expressions,

Set Driven Key, contraints, IK, Blendshapes, etc

Typical Character



Character Resolution

• Use low resolution character that has

surfaces “parented” to skeleton

– Allows interactive animations

– Switch to full resolution character later
• Rag Doll; Skeleton by Proxy tutorial

http://www.goldenxp.com/tutorials/ragdoll/ragdoll1.htm

Typical Character Animation

Workflow
• Character Design

• Model

• Skeleton Rigging

• Binding

• Animation

• Integration

• Rendering



For Project 4

• Concentrate on

– Character Design

• Model Sheet with poses

– Modeling (simple)

– Skeleton Rigging

– Binding


