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AGENDA

> Rigging in pre-production
> Character builder

> Weapon builder

> Face poser

> Animation pipeline

> The way forward
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Rigging in pre-production

> Design WILL change

> Make sure you rig can handle it

> Keep it simple
> Test your rig on animators and get feedback

> Anatomy reference
> Lock down the anatomy with Art Director
> Show how concept art will behave in motion
> YOU are responsible (Riggers)
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Character Builder

R Create New FrostEd2.0 Character
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Edit the Selected Character

 » Advanced
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aracter Builder
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ﬁ Save Rig
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Setup for Skinning. 4
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Skin your Character,
Then save to file,

a o MS Export

Build-and Export Characte
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Character Builder

4 Create New FrostEd2.0 Character

— \ 21
(éA New Character

( Import Rig
1 ¥

Import Rig and Skeleton.
Place Joints and Controls.

'ﬁ\ Save Rig
Save changes.
Setup for Skinning.

l» Save Skinweights
3 L 4

Skin your Character, |
Then save to file,
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Build and Export Characte
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Character Builder

J Create New FrostEd2.0 Character
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New Character




Character Builder

Rigging modules used:
> Grouping/hierarchy

> Spine IK/FK

> Head

> Face Poser

> Arm/Leg IK/FK
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Character Builder

> Using shared rigging modules
> Quickly rig and prototype




Weapon Builder

&) Create New FrostEd2.0 Weapon

— <\ Py <
(QA New Character

F
New }o'fo Create New
Create a new Weapon

Edit A9l
Accessories - GP-30
AEK971
AK74
AKS74u
Ammo_Bag
AN94Abakan
Asval
C4_Detonator
C4_Explosives




Wep_Physicl

Wep_Trigger
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Hidden Control Attributes 6/6
Active Attributes 6/6

Active Attributes 6/6

Active Attributes 7/7

Active Attributes 6/6
Translate X

Translate Y

Translate Z

Rotate X

Rotate Y
Rotate 7

Active Attributes 1/6
Active Attributes 1/6
Active Attributes 1/6
Active Attributes 1/6

Active Attributes 1/6

Weapon Builder
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Collapse All

’H\ Save Rig

Save changes.
Setup for Skinning.




Face Poser




Face Poser

> Based on FACS

> Each head has unique poses

> Animation only contain attributes
> Poses are loaded in game




Face Poser

7

LEye Right 21 ECERIN
REye Right 22 LI

Reheek Up 24 [ERZZ I
Lcheek Puff 25 EZEZ7 I
RCheek Puff 26 EXECC I =
LCheek Suck 27 ETRLV I




Animation pipeline

> Quick load/save animation
> Perforce integration

> Import MotionCapture

> Batch all animations

> Right-click in Maya

oo e mescows
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CrawlBwd
CrawlBwdFire
CrawlFwd
CrawlFwdFire
CrawllLeft
CrawlLeftFire
CrawlRight
CrawlRightFire
CrouchAimDwnleft
CrouchAimDwnleft Helper
CrouchAimDwnRight
CrouchhimlLeftPose
CrouchAimRightPose
CrouchAimUpLeft
CrouchAimUpRight
CrouchDeploy
CrouchFire

CrouchIdleAimDwnPose
CrouchIdleAimUpPose
CrouchUnDeploy

Crouch HighUrgency IdleAdditative
DropFromHeight
DropFromHeightLand
JumpInkirStart
JumpInAirStartBwd
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WAY FORWARD

> More Python

> More Modular

> Interactive building

> Monkey farm unit testing
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THANK YOU!
Johan.ramstrom@dice.se
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