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NEWSDESH

or the past 15 years, I've seen the

graphics industry rapidly develop

technological innovations in order to

reach the Holy Grail of photorealistic 3D

animation. When | watch the latest
movies and play the latest videogames, | can
honestly say that this problem has been solved
for several years. In fact, photorealistic 3D
animation debuted with the release of Jurassic
Park over seven years ago. Today, most 3D
software companies are only enhancing features
and fine-tuning the last details - such as hair,
cloth, fluids, and so on. But if all the major
technological innovations have been made,
what is the next big thing for 3D?

To find the answer, we need to look to a different
aspect, and ask what could possibly be done that
would drastically change the way in which we
view and use 3D animation tools.

The answer is actually right under our noses:
storytelling. Alright, indulge me for a moment.
There are more than 200 million people playing
videogames. Most games feature artwork and
behaviours that trigger actions in real time
through the user’s interaction with a game pad.
In effect, every person who plays a game is
actually animating a 3D character and taking part
in an adventure, entertaining himself and the
others watching him play.

If you buy this analogy, then the next big
opportunity lies in expanding beyond games to
using 3D for storytelling. Drastically simplifying
the 3D tools without sacrificing the control or
quality of animation is what we need to be
thinking about right now. | know this is an
amazingly difficult and demanding task, but if we
want to grow the 3D animation industry to the

same size as the 2D artwork market (millions of
users - not thousands), we need to develop
tools that will compel artists and hobbyists to
use 3D in everyday storytelling. Telling stories
is one of the things that makes human nature
so interesting. Videogames showed us a new
way to entertain ourselves, but dynamic
storytelling will allow us to express
fundamental communication skills in an
entirely new way.
Everybody wants to be a storyteller,
from parents and students to leading
producers. Professionals will always need
simpler tools for creating storyboards for film,
TV shows, commercials, and game cinematics,
but the number of people who need - both
personally and professionally - to tell stories
extends far beyond this user base. The market is
right there, waiting for exploration and cultivation.
What we need to do now is come up with the
tools that will tackle the complexities of 3D and
make it easy for everyone to tell those stories.

Kaydara fi ler and president
Michel Besner has spent the last
ten years improving and expanding
the possibilities of 3D graphics

PINGU’S DAY

YPROJECT The Slovak Republic’'s
first 3D animated short is a chilly affair

Slovakian production company
Singularity has recently
announced Pingu’s Day, a
comedy short which it claims

is the first of its kind from the
country. Set in the Antarctic, the
film’s story of a day in the life of
a community of Penguins
includes a trip to space ona
homemade spaceshi

and almost fatal fishing
accidents and a fight in pub.
The project was created using
3ds max 4.2 over a three-year
period by Richard Max and
Marcel Stankovic, who, between
them, handled the script,

design, animation, modelling,
rendering, post production,
editing and sound mix.

“We spent a long time
looking for a good theme that
hasn’t ever been used before,”
says Richard. “Straight away
we threw away every cliché,
including all hi-tech, sci-fi or
apocalyptic scenarios, and
decided that humour and
unexpected story twists is

Matrix: previsualised

The Pixel Liberation Front provides vital
animatic input into latest Matrix movie

The Pixel Liberation Front (PLF) has revealed
details of the highly integrated previsualisation
work it carried out for recent blockbuster
The Matrix: Reloaded. The studio claims
that the two years it spent providing 3D
blueprints of everything from characters,
key props, storyboards and camera placement is the most
comprehensive work of its kind in the film industry to date.
“Very detailed comic book-quality storyboards had been
created for virtually every scene of the movie, and we needed
to take these to the next level in planning many of the camera
moves and scenarios we’d envisioned,” said Matrix Visual
Effects Supervisor John Gaeta. PLF was involved both in the
studio and on-set, where its to-scale digital models of all of
the elements in complex sequences — such as the iconic
freeway chase — were used to communicate the ‘flow’ of shots
to stuntmen and provide immediate visual feedback to the
production crew. View the pre-vis showreel at the site below.
www.thefront.com




