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'Master Character Set—up' for Effective Management of 3D Animation Pipe Line
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Abstract

The current 3D CG animation pipe line, which

is the production system, does not have an

effective solution that all animation departments are able to start their jobs independently against

other animation departments. It is generally ackno

wledged that we could not do animating task

before the modeling and set-up task. This kind of process has caused loss of labour. We could

expect lasting problems which is stopping marking

animating process before the previous process

done again in case of requiring editing the jobs which are modeling and set-up. We could solve

these "bottleneck” situation with "master character” defined as standard, so that animate and

retake the job independently against other departments. These new process could accelerate the

animation pipe line system.
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7 joint 891055 -0.152886 :
5 joint .186518 -0.153495 :
9 joint 478675 -0.167178 :
10 doint 783262 -0.167077 :
11 doint 790487 -0.165196 :
1z

13 ff-—--- Arm--—-- ’

1a

15 select —cl

16 select -r ("SpinesT);
17 joint -n ["LefrShoulder”) -p 0.416682 7.048957 -0.0503493
18 Joint -n ("Lefthru”) -p 0.978334 6.860268 -0.185754
15 Joint -n ("LeftForsArm”)  -p 2.338154 6.860268 -0.335231
20 joint -n ("LefrtHand") -p 3.525149 6.860268 -0.218778
21

2z

23 ff----Make fingers--//
24 select -r ("LeftHand”):
25 Joint -n ["LeftHandPirds
26 serAter -type floatd (”

) -p 3.946921 6.825509 -0.421468 :
tHandPirdcyl.jointirient”) 0 180 0:
27 doint -n ["LeftHandPirdy2") -p 4.08019 6.778645 -0.444994 ;
28 Joint -n ["LeftHandPinky3™) -p 4.174816 6.744305 -0.452079 ;
29 joint -n ("LeftHandPinkyd") -p 4.276439 6.708378 -0.479735 ;

91 select -r ("LeftHand")
32 jeint -n ("LeftHandRin
33 sethttr -type floatd (”

-p 3.986748 6.855872 -0.280302 ;
tHandRingl. jointOrient™) 0 180 0;
34 jeint -n ("LeftHandRin -p 4.116817 6.838737 -0.299698 ;
35 Jjeint -n ("LeftHandRin -p 4.246884 6.8013 -0.309414 ;

36 Jeint -n (“LeftHandRingd”") -p 4.384985 6.765012 -0.319676 ;

38 select -r (“LeftHand"):

3% Jjeint -n ("LeftHandMiddlel™) -p 3.881062 6.855872 -0.170268 ;
40 setdttr -type float3 (“leftHandMiddlel.jointOrient™) O 180 O;
4l joint -n ("LeftHandMiddl -p 4.13188 6.8517004 -0.16469 ;
42 joint -n ("LeftHandMiddl -p 4.258473 6.785531 -0.161087
43 qeint -n (“LeftHandMiddled”) -p 4.415801 6.743445 -0.156166 ;

a3l 8. A3 7ISE Aol Wlo|YT F7etMell5-7]

1028 joint -n ("LeftHandIndexl") -p (3.969257%5izedoint) (6,855672% Sizeloint) (-0.0539687%¢51zedoint) ;
1029 oint -& -z30 -0 xyz -2a0 yup LeftHand;

1030 string §selectdl]:

1031 gselectd = 'l -3l

L0327 sethttr -type floatd (fselectd[0] +'.joint0rient™) 0 180 0;

1033 joint -n ("LeftHandIndex”) -p (4.101582#%5izedaint) (6.607145% Fizedaint) (-0.0203003%5izedoint) ;
1034 Joint - -zs0 -0 xyz -sa0 yup LeftHandIndexl;

1035 joint -n ("LeftHandIndexd") -p (4.206L01% 3izedaint) (6.771573% Hzedoint) (0,00480890% 8 izedoint) ;
1036 oint -& -zs0 -0 xyz -sa0 yup LeftHandIndzx2;

1037 joint -n ("LeftHandIndexd") -p (4.320895%5izedoint) (6.730081%5izeloint) (0,0340425%¢51zedoint) ;
L1038 oint -& -zs0 -0 xye -2a0 ywp LeftHandIndex3;

1039 for(§i=0; §1 < 47§ H)

1041 pickWalk -d up;

4 3

1043 joint -n ("LeftHandThwbl) -p (3.626183%5izedaint) (6.856105% Fizedaint) (-0.0846037%51zedoint) ;
1044 joinc -¢ -za0 -0] ¥§7 -5a0 yup Leftfand;

1045 string §selectd[];

1045 gselectd = 'Lz -sl';

1047 sethetr -type floatd (fselectS[0] +'.jointOrient”) 102,820 -30.010 -14.344;

1048 joint o ("LeftHandThub2") -p (3.727409% 5izedaint) (6.748502% Sizelaint) (0,0289405%¢5izedoint) ;
L1049 goint - -zs0 -0 xye -2a0 ywp LeftHandThumbl;

1050 joint -n ("LeftHandThub3") -p (3.804568%¢5izedoint) (6.672021%¢51zeloint) (0,111667%¢ 5 izeloint] ;
1051 goint -& -zso -0 xyz -2a0 yup LeftHandThumb2;

1052 joint -n ("LeftHandThuhd") -p (3.878619% Sizedoint) (6. 5973838 51zedoint) (0. 198578%¢ izednint] ;
1053 Joint -e -230 -0 ¥yz -5a0 yup LefthandThuubd;
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