the 3D production pipeline
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overview

A basic steps to make a 3d animation

A why do we need a production pipeline?

A what is the production pipeline?

A a tour through the various departments at Pixar

A no details, just a general picture
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Image synthesis steps
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Image synthesis
A geometry
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Image synthesis

A geometry + materials
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Image synthesis

A geometry + materials + lights

%
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Image synthesis

A geometry + materials + lights = picture

%
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Image synthesis

A frame the picture using the camera
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Image synthesis

Ati me to moveé

%
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Image synthesis

A movement (rigid objects and camera)

%
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Image synthesis

A movement + deformation

%
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Image synthesis

A movement + deformation = animation

%
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animation production pipeline
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why do we need a pipeline?

A animated full -length features are huge endeavors
0 Up to 5 years from conception to final (2 in prod)
0 > 500 people involved

A requires big budgets and big organizations
d $100Mper movie, often

A need a solid structure to bring the creative
process from conception to final
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what is the production pipeline?

A logical organization of the steps required to
produce an animated feature film

A overlaps with the company organizational
structure

0 departments, budgets
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pipeline organization

A every company has its own pipeline

A every movie changes the pipeline
0 requirements are changing
0 look for places to tighten budget, save money
d increase the quality of the movie
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organization

A a movie requires a lot of time and people

A how do you keep the project focused?
d vision
0 budget
d execution
d smart people that sign up to the vision
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key figures

director
producer
lead technical director
lead animator
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key figures: director

A creative lead

A POV: the movie is a creative feat

A responsible for the look and story -telling aspects
A final word on all the artistic decisions

Aat Pixar, often the stor
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key figures: producer

A executive lead

A POV: the movie is a product

A responsible for the budget aspects
A final word on all monetary decisions

projects in digital art A p®podlfabioeellacini andwiliam kerr A20



key figures: lead TD

A technical lead

A POV: the movie is a project

A responsible for the technical dept.
A final words on the implementation

A turns the director requests into technical
solutions that match the budget
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key figures: lead animator

A animation lead

A POV: the movie is a play

A responsible for the animation dept.

A can be considered the lead actor for the movie
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pipeline organization
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the simplified pipeline

A many departments
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the simplified pipeline

A preproduction
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the simplified pipeline

A characters and sets
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the simplified pipeline

A movement
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the simplified pipeline

A final images
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the simplified pipeline

A vertical hierarchy too
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the simplified pipeline

A this is what | specialize in
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story development

A everything begins with a story!
A storyboarding

A process
o first idea
0 script and drawings that represent the story

d trial and error process
A story is told many times and refined over time

projects in digital art A p®potdlfabioeellacini andwiliam kerr A32



story development
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story development

© Pixar/Disney
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