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ACO

shot description

ACO is a robot that helps 2 crazy scientists
during the short movie "Ratattack"which is
currently in development at the FH-Salzburg.
This sequence is a test animation for this
showreel.

a screencapture demonstrating the rig.

my work on ACO

Rigging, Animation

main focus

creating a stable, controlable and intuitive high-
and lowpoly rig.

the rig is either controlled via some Curve-
Controllers or via a script-node built in Controller-
Menu for selecting the controllers (also shift-click
selections), switching between high, and lowpoly
cable display (for realtime dynamics interaction
when animating) and a panic button, which sets
everything back to zero except the COG.
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the rig was finished utilizing 3 scripts

joint_to_pivot.mel (Ferstl Tom)
snapping joint pivots to the pivot of the
selection

LRA_snap.mel (Ferstl Tom)
orient the Local Rotation Axis of a joint
to meet the orientation of the selection

cgTkDynChain.mel (CG ToolKit)
a macro script for creating a dynamic-
curve-driven spline-IK on selected bones
and placing a controller-object to the tip
of the chain with the most important
dynamic attributes from the HairSystem
(used for the dynamic wires)

the main reason why i've chosen to rig the wires
with bones are, that one have the possibilty to bake
the final animation to the bones and delete all the
dynamics in the scene, so there is no need for
dynamic cache files and stuff, resulting in less trouble
when rendering on multiple machines.

the final rig consists of 303 joints
283 constraints
17 dynamic wires

| also worked hand in hand with the modeler of ACO
(Simon Ohler) to ensure that all hinges and pistons
were placed correct to make the rig actually work.
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Rat

shot description

the rat is the main cg character in the short
movie "Ratattack” this is a test walkcycle
animation.

playblasts of the rig.

my work on the project

Rigging, Animation

main focus

creating a stable, controlable and intuitive high-
and lowpoly rig

no curve controllers were used because in
extreme poses (ie: crouching and scratching the
nose) there is a good chance the controllers are
somewhere in the body and one can't select them
anymore.

so i built easy to see and select poly-controllers.
the head, spine and tail controllers just react on
orientation, so you can positon them where you
want, never losing them out of sight.
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the pole vector and shoulder controllers inherits
the half motion of the foot and spine respectively,
to a good starting point for animation in every
pose.

the rig was finished utilizing 2 scripts

1} cgTkDynChain (CG Toolkit)
for creating a slight belly and throat jiggle

2} poseDeformer (Michael Comet)
for easiliy creating corrective poses that
blend in automatically.
used for correct deformations on elbow,
shoulder and hips region

www.comet-cartoons.com
{a must have plug-in!}
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Project FerdOx

shot description

short film produced for the 3D Advanced course
at the FH-Salzburg.

FerdOx is a parceldelivery company which tries
to get everything to everywhere.

playblasts demonstrating the rig in realtime with
no animation on it (except the motion path).

my work on the project

everything

main focus

physically correct looking car rig with most control
for the user.

the rig was realized partly with expressions and
mel and partly with controllable dynamics.

the car just needs to be attached to a motion path
and the ground has to be defined, everything else
the rig will do automatically with the possiblity
to controll everything with a just a few
parameters.
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the rig covers:

automated wheel rotation considering all three
dimesions, so it is also correct if the car climbs a
hill or makes a 360° turn.

automated an physically correct calculation of the
cars rotationpoint and the aim of the four wheels,
so that the steering will do what you defined with
the motionpath.

the chassis suspension is controlled over a softbody
circle which gets displaced from its goal with the
particle attributes you can get a harder or softer
suspension to cover your needs.

the shockabsorbers also work correctly in realtime.

the axle drive shafts are also behaving physically
correct and cover the needs for some detail shots.

with just a few parameters you have the possibility

for a wheelspin, sliding, jumping, suspension hardness
and offset the chassis.
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