Team Toon:

Nico Ekasumara, Dan Evangelakos, CS 371 Final Project
Daniel Ferreira, Tucker Moore, December 6,2012

Lily Riopelle, April Shen ‘
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Modeling
Tucker & Lily

Collect models
and compose main scene

Schedule

Animation
Nico & April

Edit splines with
placeholder models

Rendering
Dan E & F

Ray tracer algorithms

Finish Modeling

Polish models
and edit positioning based
on animation

Revise splines with actual
models and add squashing

GPU algorithms

Finish Animating

Edit positioning of models
based on framing

Tweak splines based on
renderer

Render all frames

Finish Rendering

Post-processing




ART DIRECTION



Modeling Inspiration




Animation Inspiration




Rendering Inspiration







RENDERING
PIPELINE



( Ray Trace at 1280x720

Rasterize at 2560x1440

Edge Detection Outlines

Thicken/Smooth Outlines

Anti-Aliasing
(average down to 1280x720)

#| Ray Traced with Outlines

Add Depth of Field (GPU)

Ray Tracing

QOutlines
(GPU)

Outlines
+
Ray Traced

D.O.F.
Output



Edge Detection




wE (@7, 78)
1gbai(01082801076N0I043WIN000)

Radiance3 totalRadiance = biradiance * surfel.reflectivity(rnd) * int(wi.dot(surfel.normal) > 0)

totalRadiance += surfel.reflectivity(rnd) * 0.05;



ANIMATION



Splines

Scene Editor
Scene Movie 8 -
__ Axes __ Light sources
| Cameras =
Entity
Name mainCupcake v
Duplicate
Control Point
Control point: |0 —
Time 0.170000 s

CFrame::fromXYZYPRDegrees(7.9
Add new Remove

@ Loop with final interval ®) automatic

Developer (F11)

@S = =)

-1.000 s




Squash and Stretch

P = currentFrame.translation
K = currentFrame.rotation

f o
d=k |5— = k|currentFrame.y — lastFrame.y|
Y

1
ird 0 0
R=R-| 0 (1+d)2 0
0 1
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uash and Stretch

Before

LIQUI1D MEasurcmients
Tgi- 4ot= 8pr= 1600~ 12810z
Vagi- 2qt- dpt- 8cp- 6440
Yagis Tats 2pt= 4= 320a
Yagi-Yaat= 1= 2ap- 160

‘/16an . ‘/40( e ‘/Zpt 1 wp 8001




Squash and Stretch

LIQUI1D Measurcnients
Tgi- 4ot= 8pr= 1600~ 12810z
Vagi- 2at- dpt- Bap- 6410
Vagls Ta= 2pt= dap= 3200
Vog-Y2at= Tpt- 2ap- 161

‘/16an x 1/Aczl r ‘/Zpt 1 wp 8001
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POST-PRODUCTION




Post-Processing

o H 5

SIS

& &) & &




Cameras =]

» Entity
Camera Control
| -5.8), 360.0°, -0.0° |X|w| 7 Name mainCupcake

| - Duplicate
i Scene Editor Control Point

Control point: |0
Time 0.170000 s

CFrame::fromXYZYPRDegrees(7.9
Add new Remove

W Loop with final interval ) automatic

-1.000 s
Direct Lighting + Indirect Lighting + Depth of Field - Mon 5:56:03 pm

Finallmage (640x360 rgb32f)

Developer (F11)

Developer (F11)
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Storyboard




Initial Animation
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Animation with Squash




Final Rendering







THANK YOU

Morgan McGuire
Michael Mara
Mary Bailey
Williams OIT



