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Introduction

This document attempts to give an overview of the Nebula Pipeline and some of
the functionality it offers.

In order to get an overview of the toolbox you can also watch the following
youtube video





Nebula Pipeline Introduction

What is Nebula Pipeline?

Nebula Pipeline is a collection of tools that deploy at different stages of
the pipeline in order to effectively manage a CG production by the use of a
central database.

The pipeline has evolved from automation attempts done in production.
Therefore, The advantage that these tools offers is more due to the fact that
it has been used to produced many hours of animated content across artists of
various roles and skillset.

Due to the nature of the projects it has been developed to support it is most
well-geared towards supporting episodic animations while it has also been used
effectively in creation of shorts and VFX features.




How to Read

This document briefly describe the various tools that make up the Nebula
Pipeline.

In order to put all the tools in context the Background chapter gives
an overall view of the pipeline that the scripts can be used together to
implement.

The next chapter, The Tool Box, goes on to describe each tool briefly.
Each description is aided with screen shots of the UI alongwith a listing of
its feature and small description of its usage along with the required
software. Each tool description is placed within the context of its use in the
production process so a fair idea can be developed of the value it offers.

The chapter History is more like a behind the scenes view of how the
pipeline came into being. It could make for interesting knowledge of those who
want to have a view of the rather small Pakistan CGI production industry.




Purpose and Audience



Happy Reading!

—The Author






This document is intended to give an introductory insight to someone who would
like to employ the pipeline tools at their studio. However, the brief usage
descriptions can also be used by its users to get an idea about the normal
operation of each tool.







          

      

      

    

  

    
      
          
            
  
History


Legacy of ICE Animations

ICE Animations has been an important contributor to the local animations and
VFX industry in Pakistan in a variety of ways. It is one of the few
institutions that has actively spent its time and resources in experimenting
with growth models.

For example, it has held the reputation of being the place where young
aspirants in CG get professional training and their first exposure with local
and international clients. Many have moved on to creating their own businesses
and on to jobs in international studios.

Similarly, ICE Animations was also the only local studio to train and support
a number computer engineers working on various aspects of CG. The pipeline
team was also a part of such experiments laid out to improve quality and
velocity of production.




Influential Projects

On the outset the financial and professional motivation of working in CG is
towards the movie and gaming industry in the west, and there have been some
VFX features executed locally that address that motivation. But, technically
some of the projects that originated closer have been more Influential.

Bankay Mian was a TV show of temporary local fame because it addressed
politics via a comical cartoon character, however, there were some technical
achievements behind it.  Firstly, it involved use of a state of the art motion
capture system at that time. However, its pipeline was an important piece of
the puzzle. The repetitive and limited scope of the production meant that
automation could deliver many minutes of quality content per day with limited
computing and human resources.

Mansour was a emirati TV show which required use of same assets over many
episodes and several seasons. As more episodic animations project were
acquired, the need for a production pipeline emerged to solve the recurring
issues. This was a classic opportunity for developing a pipeline and remained
the main motivation behind building of a new team.




The Pipeline Team

Back in 2012, A new team of raw computer programmers was given the mandate for
getting trained in CG software and aimed to address production issues using
agile development practices.

The pipeline team started with delivering tools for workflow and automation,
addressing specific intra departmental issues. Later the effort focused on
creating systems and addressing the pipeline as a whole by arranging tool
menus and developing a digital asset management system.

The nature of software projects is such that they are perpetually under
development. It requires experimentation and working through failures. So, it
is during the course of the last three seasons of the Mansour and other
similar projects a pipeline evolved which had a noticeable positive impact in
the effective utilization of resources and helping artists focus on
creativity.




The Way Forward

The local industry in Pakistan has now moved to newer model where the core
teams are small and the type and size of projects has either remained
unchanged or increased, and there is more reliance on project-based contracts and
freelance artists.

While, in the current scenario the need for a permanent team to look after the
pipeline has increased, the studios are unable to afford such a team on their
own.

One solution could be the model of the electric company where one dedicated
team can be used to address the issues faced by many different studios and
production teams, and build on the work done over the years. The Nebula
Pipeline initiative is an effort that hopes to address this gap of needs with
this newer business model.







          

      

      

    

  

    
      
          
            
  
Background

Each tool contributes to a specific stage in the pipeline and some of them are
dependant upon the design assumptions and output of the other.  Therefore, it
is necessary to have an overview of the production pipeline and the context
for their development.

This is intended to give an insight to the reader of how the various tools in
the pipeline depend on each other and can function together to deliver a
production.


No Panacea!

There can be many ways of solving a production into a pipeline, while no one
solution is good enough for everyone. The effectiveness of the structure of a
pipeline depends upon the business model and culture of the organization, its
size and the history of the type of projects done under it.

With these factors in mind we shall now have a look at the proposed pipeline.




The Production Pipeline

The underlying pipeline can be schematically represented by the following diagram.


[image: _images/pipeline.png]
 [https://prezi.com/embed/xvucso-vmk6g/?bgcolor=ffffff&amp;lock_to_path=0&amp;autoplay=0&amp;autohide_ctrls=0&amp;landing_data=bHVZZmNaNDBIWnNjdEVENDRhZDFNZGNIUE43MHdLNWpsdFJLb2ZHanI0VTRKblRleUsvU1UvSjlxOFRSTkY0R2JnPT0&amp;landing_sign=vDXL1B0itul7Ey0BnnTKTPpxrq45EujVjP_dbB0B9Es]Schematic View of the production pipeline


Each phase of this image is represented by a circle. The blue boxes
represent the artifacts produced in the phase and the grey boxes represent
the processes involved to produce them.
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	Meaning
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	Pipeline Phase
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	Pipeline Process
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Observations

Now we shall have a look at some important observations about the pipeline
view that this figure represents.


Business Model

The image shows the division of the complete production process into three
main areas.  Pre-production, production and post-production. Moreover, the
assets, and production planning have been placed under the production area.
This is due to the nature of the projects done at many studios who integrate
into the industry as a production service company. This means that the
pre-production is done separately either outside the studio or in an art
department which employs the services of the production department to get the
project executed.

Considering asset development process as a part of production is very useful
in this business model. Even in the case when asset development is carried out
upstream, there is always some sort of prepping to be done for production.
Securing your assets is a good exercise of this business model and helps the
standardize the transition into production.




Medium Size Studio

The production pipeline that the current batch of scripts supports have been
developed for a medium-sized studio.

This meant that teams were organized into departments according to their
function in the production process. Each department has a supervisor who is
responsible for seeing through their portion of the production with the
limited hands at his disposal. One departments output is the input of the
other and standardization is needed. This also presents a requirement for
departmental review Such a studio is required to develop a pipeline which can
be used over several projects of often similar nature.

The second observation of note is that the assets processes are placed separately
from the movement and imaging section of the production. This actively
facilitates an episodic production where the assets may be finalized once and
may be used repetitively inside episodes after relatively.




Type of Projects


Types of Projects

	Type

	Animation

	Live Action

	VFX

	
	




	Short

	✓

	
	✓

	
	


	Episode

	✓

	
	
	
	


	Feature

	
	
	✓

	
	






Animation vs VFX and Live Action

VFX projects are different from animation projects because of their
requirement for photorealism. While photorealism brings a certain standard for
quality into play it also makes production complex because it is still
difficult to achieve.

Production wise it is different because of the dependance on plates i.e. the
footage from shooting of live actors or environments. This shifts the focus
towards post production as the goal is convincing integration of the plates
with the VFX. This means that much of the work is dictated by the look of the
final blended frame and many assets may just be 2-Dimensional in nature. This
entails a need for fluidity towards the end of production in the hands of the
compositor while any rigidity introduced by 3-Dimensionally synthesized
assets should primarilly cater for that need.




Episodic vs Feature and Shorts

Although animation productions whether Episodic or Feature length will have
the same type of skill required from its artists but their production cycles
especially related to asset development will differ.

Episodic projects will have assets created once per many episodes
or production cycles. Most assets are produced without the knowledge of the
role in the script and many times they are used again without many changes
across episodes. Moreover, many versions of the same asset may be required in
different productions in parallel. While this scenario might be a source for
complications, it also provides opportunities for more reuse and thus
increased efficiency in utilization of the asset team.

Assets in Shorts and Features on the other hand maybe tinkered with deep into
production. Many assets, especially sets and environments, may only be used
in once or sequence and thus may constantly require improvements even after
being brought into productions, blurring the boundaries between assets
development and production processes. This is the reason why we may not find a
lot of emphasis on this distinction with shops who are focused on features.

Nebula Pipeline gives importance to the boundaries between asset development
and production as it provides an opportunity to formalize handing over of
tasks downstream. It also recognizes the requirement for supervisor review and
approvals these points.

Timely reviews and approvals will limit redoes to a small stage in pipeline
and result in a more efficient production cycle even in a feature scenario.
This might mean that an asset becomes less modifiable down stream in
production, and thus dictates the need to finalize them before being used in
production.






Environmental Effects vs Character Effects

Effects that introduce real complexity into a production are the 3D effects
that involve physical simulation. To deliver these convincingly requires
focused expertise and capable hardware, this is the reason they are expensive.

The software that are required to do these tasks integrate into the pipeline
through use of common formats such as fbx and alembic, and thus make the
task trivial on the outset. Moreover, the small number of jobs seen alongwith
the involvement of the major amount of effort to execute the task itself, it
is difficult to lockdown a common strategy of dealing with it.

Character Effects such as cloth and hair simulation on the other hand are
recurrent and more fundamental to the asset development process and the
production pipeline. The pipeline needs to adapt to the requirements of such
effects across all asset and production phases. The tools currently leave
space for character effects by allowing multiple geometry sets and
standardizing exists only for hand-animated geometry. However, there is room
for automation here if such protocols can be agreed upon.






Deployment Architecture

The pipeline deployment comes between the users and the
Network Attached Storage. The degree of completeness of the pipeline is
inversely related to the number of times users need to manually access the
data in the Network Attached Storage


[image: digraph deployment {     nas [         label="Network Attached Storage",         shape=cylinder,     ];     tactic_database [         rank=min,         label="Tactic Database",         shape=cylinder,     ];     tactic_server [         label="Tactic Server",         shape=box3d,     ];     nebula_toolbox [         rank=max,         label="<tb> Nebula Toolbox|{<standalone> Standalone Tools|<dcc> DCC Tools}",         shape=Mrecord,     ];     dcc [         label="DCC Software",         shape=rect,     ];     users [         label="Users",         shape=circle,     ];      {rank=min nas};     {rank=max users, dcc};      subgraph cluster_0 {         {rank=same tactic_database, tactic_server, nebula_toolbox};         label="Nebula Deployment";         tactic_server -> tactic_database [constraint=false];     }      nas -> nebula_toolbox;     nas -> tactic_server;     nebula_toolbox -> nas [constraint=false];     tactic_server -> nas [constraint=false];      users -> dcc [constraint=false];     nebula_toolbox:dcc -> dcc;     users -> nebula_toolbox:dcc [constraint=false];     users -> nebula_toolbox:standalone [constraint=false];     dcc -> users [constraint=false];     nebula_toolbox:dcc -> users;     nebula_toolbox:standalone -> users; }]

Deployment Architecture



The Nebula Pipeline makes use of the Tactic CMS to
manage its database and to provide production tracking.




Required Software

The pipeline tools require the following software to run


	Windows OS [https://www.microsoft.com/en-us/windows]





	Autodesk Maya [https://www.autodesk.com/products/maya/overview]





	Redshift 3D [https://www.redshift3d.com/]





	The Foundry Nuke [https://www.foundry.com/products/nuke]





	The Foundry Hiero [https://www.foundry.com/products/hiero]





	Thinkbox Deadline [https://deadline.thinkboxsoftware.com/]





	Southpaw Tactic Open Source [https://southpawtech.com/tactic-open-source/]





	FFMPEG [http://www.ffmpeg.org]





	Image Magick [https://www.imagemagick.org]












          

      

      

    

  

    
      
          
            
  
The Tool Box

The descriptions of the tools has been arranged to be grouped under the stages
of the pipeline they address. This can be useful in getting a context for the
problem that the tool addresses during production.



	Production Planning
	Episode Planner

	Sequence Planner





	Assets Development
	Assets Explorer

	Remap Textures

	Shader Transfer

	Proxy Cache Switch





	Layout and Animation Tools
	Create Layout

	Multishot Export

	Moctor





	Lighting and Rendering Tools
	Add Assets

	Setup Master Scene

	Create Shots

	Matte IDs

	Redshift AOV Tools

	Pre-CC

	Scene Bundle





	Post Production
	Backdrop Tool













          

      

      

    

  

    
      
          
            
  
Production Planning


[image: ../_images/phase-planning.png]
Planning Phase





	Episode Planner

	Sequence Planner









          

      

      

    

  

    
      
          
            
  
Episode Planner

Episode Planner is a Production Planning tool used for population of episodes from a folder
whose hierarchy describes the various shots and sequences of an episode.


Features


	Populate the tactic database with sequence, shots and frame ranges from




scanning the filesystem




Screen Shot


[image: ../_images/episode-planner.png]
Episode Planner Screen Shot






Usage


Note

This tool assumes a specific hierarchy which can be achieved from use of
templates in conforming software such as Hiero or Nuke studio.




	Cut the animatic into shots and sequences, and perform an export operation.


	Specify the project and episode from the drop-down list.`


	Provides the output path from the conforming software


	Hit Populate





Warning

Do not perform this operation after the episode has gone into production.
This may make you lose data related to production.




Tip

Use this tool only when the episode is being initiated.






Requirements:


	Windows OS


	Southpaw Tactic










          

      

      

    

  

    
      
          
            
  
Sequence Planner

Sequence Planner is an Production Planning tool that runs as a
standalone application that helps to associate assets to sequences. This is a
necessary step to perform before creating layouts using the Create Layout
tool.


Screen Shot


[image: ../_images/sequence-planner.png]
Sequence Planner UI






Features


	List all the assets and sequences related to an episode.


	Add the required assets under the relevant sequences







Usage


	Select project and episode from the drop down list on top to populate
assets and sequences the top and bottom boxes.


	Select a number of assets from the list above and click the + button on
the relevant sequence to add the assets to the sequence. The changes are
stored in the database immediately.







Requirements


	Southpaw Tactic


	Windows










          

      

      

    

  

    
      
          
            
  
Assets Development


[image: ../_images/phase-assets.png]
Assets Phase





	Assets Explorer

	Remap Textures

	Shader Transfer

	Proxy Cache Switch





Asset Categories

Assets can be classified into the following Asset Categories:


	Characters


	Environments


	Props


	Vehicles


	Vegetation




From the above asset categories only Characters, Props and Vehicles require a
rig for animations while Environment and Vegetation only require model and
shaded contexts.





          

      

      

    

  

    
      
          
            
  
Assets Explorer

Asset Explorer is a comprehensive Assets Development tool that can be used
to Create, Read, Update and Publish Assets.

The Asset Explorer is intended to run inside
of Autodesk Maya
but it can also run on Microsoft Windows as a
standalone application.


Screen Shot


[image: ../_images/asset-explorer.png]
The Asset Explorer UI running inside of maya






Features


	List all assets, contexts and versions related to a project.


	Import, Reference or CheckOut any asset version along with dependencies.


	Save assets to the Tactic server along with
texture.


	Pair assets which quality for cache compatibility.


	Publish assets to episodes etc. for use in production.







Usage

The typical workflow of the asset explorer can be as follows:


	The user selects a project from the listing to get a list of assets from the
tactic server.


	Filter the assets using the search box on the top of the left most column


	Select the context of the asset you need to work with such as model, rig or
shaded to show the various versions published to the context.


	Select a version and hit the import or reference button to import or
reference the required version.


	While a context is selected you can use the save button peform
Asset Saving.


	Right Clicking on a version will reveal the context menu which can be used
to either perform Asset Pairing or Asset Publishing





Asset Saving

When the save button is pressed this reveals the Asset Check In dialog which
can be used to create a new asset version in the selected context from the
current maya scene.


[image: ../_images/checkinput.png]
The Check In dialog that allows you to save the current maya scene file to
Tactic



Optionally the user can select geometry from the open scene to export as a
Redshift proxy or a GPU cache (alembic) file.

The following behaviours are also associated with file saving:


	While saving a file it must contain a geo_set which is a maya set
containing geometry nodes which must have a suffix of geoset in its name.
The absence of such a set or a presence of an empty set renders the scene
invalid and the asset explorer will show an error dialog.


	While saving files in the shaded context all the textures referenced in
the current scene are also uploaded to the tactic server in the assets
texture with their paths being updated to reflect their new location on
the server.







Asset Pairing

Asset Pairing is the process of finding out if a particular version of asset
rig file is cache compatible with a certain version of asset model or shaded
file.

Once an asset pairing is performed this information is stored into the tactic
database and the asset explorer can then be used to publish the asset to
an episode in production.


Note

Asset pairing is not required and unavailable for environment and
vegetation asset categories






Asset Publishing


[image: ../_images/publish.png]
A publishing interface showing if the current asset is publishable in the
selected episode



Asset Publishing is the process of saving a version of an asset for use in a
particular element of production most typically an episode.


Note

When an environment is published all the GPU and proxy
references containing are also published along with it.



When an asset is published all the files related to that versions are copied
to the directory of the particular episode and a versionless current version
is made available for use in production.


Note

When a shaded model is published all its referenced textures are published
along with it








Requirements


	Windows OS


	Autodesk Maya


	Southpaw Tactic










          

      

      

    

  

    
      
          
            
  
Remap Textures

Remap Textures is an Assets Development tool that runs inside of
Maya that helps artists to adjust paths of texture
nodes after they have been relocated to a new path.


Screen Shot


[image: ../_images/remap-tex.png]
Remap Textures running inside Maya.






Features


	List all the paths in the scene referring to texture nodes.


	List all the paths in the scene referring to redshift proxy nodes.


	Highlight the missing texture from the paths


	Change the path of all the textures to indicate change of location.







Usage


	Make sure to hit Refresh to show status of the current scene.


	The missing texture paths are highlighted.


	Provide the new folder locations for the path you want to modify.


	Hit remap to chane the paths on the nodes.







Requirements


	Redshift 3D


	Autodesk Maya










          

      

      

    

  

    
      
          
            
  
Shader Transfer

Shader Transfer is an Assets Development tool that runs inside of
Maya which helps in transferring shaders from one maya
object to another.


Screen Shot


[image: ../_images/shader-transfer.png]
Shader Transfer UI from Inside of Maya






Features


	Transfer shaders and UV sets from single mesh to multiple single mesh


	Transfer shaders and UV sets from members of a set to members of multiple
sets.







Usage


	Select Transfer Policy from the drop down list either
Single to Single or Set to Set.


	Select the source mesh or set and hit Add Source button.


	Select the target meshes or sets and hit Add Targets button.


	Check the Transfer UVs button if required.


	Hit Transfer to start the process.





Note

The number of faces on the source and target meshes should be the same if
the shaders are assigned to individual faces.






Requirements


	Autodesk Maya










          

      

      

    

  

    
      
          
            
  
Proxy Cache Switch

Proxy Cache Switch is a generic production tool that runs inside of
Maya that helps users in switching from proxies and
gpu caches or changing them from hi-res to low-res.


Screen Shot


[image: ../_images/proxy-cache-switch.png]
Proxy Cache Switch running inside maya.






Features


	Switch between proxy and gpu-cache versions of the same object.


	Switch between hi-res and low-res versions of the same object.


	Change properties on proxy and cache nodes.


	Export proxies and paths from the scene.







Usage


	In order to switch from gpu-cache from proxy, hit the G button in
front of it.


	To switch from proxy to gpu-cache hit the P button.


	To switch between hi-res and low-res, hit the H/L button.







Requirements


	Autodesk Maya










          

      

      

    

  

    
      
          
            
  
Layout and Animation Tools


[image: ../_images/phase-movement.png]
The Layout and Animation Phase





	Create Layout

	Multishot Export

	Moctor









          

      

      

    

  

    
      
          
            
  
Create Layout

Create Layout is an Animation
tool used for initiating animations the sequence level.


Screen Shot


[image: ../_images/create-layout.png]
The Create Layout GUI docked inside Maya






Features

The most prominent features of the Create Layout tool are as follows:


	Create the layout file for the sequence by referencing all the required assets
from the published stream.


	Save the layout Autodesk Maya file to the sequence
in the tactic server.


	Conform the frame ranges for the scene cameras to sync with those stored in
the Tactic database.


	Export stills from each shot in layout as preview.





Hint

The Create Layout tool lists and references all the assets published to
the episode of selected layout.






Usage

The typical workflow of the create layout tool can be as follows:


	Select the project, episode and sequence from the drop down list to list all
the assets published to the selected episode.


	Select all the shots for which the layout needs to be created.


	Select and add all the required assets to each shot where they feature.


	Hit the Create button to import all the required assets including the
environment.


	Place the camera and assets on the required location in the environment by
moving and keying them in place. Pose the characters, if required.


	Hit the Save button and specify the suffix for the name of the layout.





Tip

Selecting all the shots from the drop down list is a standard practice when
creating a single layout file for the whole sequence. It works generally
because the assets throughout the sequence remain the same.




Tip

Often more than one layout files are created if the environment through the
sequence changes. e.g. Interior and Exterior.






Requirements:


	Autodesk Maya


	Southpaw Tactic










          

      

      

    

  

    
      
          
            
  
Multishot Export

Multishot Export is a Layout and Animation Tools tool that runs inside of
Maya that helps in exporting animation info from
sequence level scenes or scenes that contain multiple shots. It works best
when it is used on scene which have been created using the
Create Layout tool.


Tip

Multishot Export works best when dealing with scenes created by
the Create Layout tool




Screen Shot


[image: ../_images/multishot-export.png]
Multishot Export tools running inside maya.






Features


	List the shots present inside the current animation scene.


	Switch from one shot to another


	Export the following from all or multiple shots in your scene
+ Point Cache for each or selected character, prop and vehicle
+ Preview for each camera in the scene.
+ Maya and Nuke format camera


animation.






	Burn overlays onto the preview showing useful information about the shot.





[image: ../_images/multishot-export-output.png]
Output of the multishot export showing info using Overlays




	Export the output directly to tactic server or
export to a local directory.


	Defer the extraction to a multshot Deadline
pool to save time for artists.





Tip

Save your machine time by offloading preview, cache and cam extraction
tasks to deadline






Usage


	Fire-up the multishot export in an animation or layout scene, which has
preferrably been created using the Create Layout tool. Multishot will
show the project, episode and sequence information stored in the
scene.


	Select the shots you want to work with from the drop down list at the
bottom.


	For each shot select the rigs whose cache you wish to export.


	For each shot select the display layers you want to make appear in the
preview video.


	For each shot you can choose if you want to bake and export the camera.


	To perform extraction do:



	Either Hit Export to begin extraction immediately


	Or Hit submit to defer the extraction procedure to the multishot
deadline tool.














Requirements


	Autodesk Maya


	Southpaw Tactic


	FFMPEG










          

      

      

    

  

    
      
          
            
  
Moctor

Moctor or MOCap TO Rig is an Animation
tools useful in retargetting motion capture or skeleton data from other
sources onto a rig such as
Advanced Skeleton [https://www.animationstudios.com.au/advanced-skeleton]

A popular use case is to use Mixamo [https://mixamo.com] downloads to map
onto advanced skeleton <https://www.animationstudios.com.au/advanced-skeleton>.
This functionality can be extended to other input and output hierarchies.


Screen Shot


[image: ../_images/moctor.png]
Moctor (MEL-based) UI running inside of maya






Features


	Prepping Rig for retargetting


	Importing Motion Capture (skeleton-based) animation data into maya.


	Retargetting imported animation data on to a rig using Maya’s HumanIK
technology.


	Baking animation data on the rig controls.


	Clean up rig scene after animation import.







Usage


	Specify the mocap mapping name from drop down menu


	Provide Path for the fbx file.


	hit Import Mocap to import the fbx file.


	hit Goto T-pose Frame to go to frame 0


	If the mocap data does not contain the T-pose frame on frame 0. You should
create one by hitting Mocap Zero Out, Fix Mocap T-pose, Set Key


	Specify the Rig mapping.


	Provide the path for rig.


	hit Import Rig to reference the scene file onto the current scene.


	If the T-pose is not proper hit Fix Tpose button on the rig side to fix
it.


	Now we have both mocap and Rig in T-pose. Now hit Map Both to HIK to
perform retargetting onto the rig. The rig should now have animation
mapped onto it.


	Hit Bake Animation and Cleanup Both HIK button to bake and cleanup
the scene.


	Now you use Delete Mocap to remove mocap data from scene.


	If required use the Import Rig Reference button to import the rig and
remove namespace.


	Select Rig Controls button can be useful when exporting animation data
for posing tools such as studio library [https://www.studiolibrary.com]







Requirements


	Autodesk Maya










          

      

      

    

  

    
      
          
            
  
Lighting and Rendering Tools


[image: ../_images/phase-images.png]
The Lighting and Rendering Phases





	Add Assets

	Setup Master Scene

	Create Shots

	Matte IDs

	Redshift AOV Tools

	Pre-CC

	Scene Bundle









          

      

      

    

  

    
      
          
            
  
Add Assets

Add Assets is a Lighting and Rendering Tools intended to be used at the time of lighting
scene assembly. This tool runs inside of Maya in order to
import assets into the current scene.


Screen Shot


[image: ../_images/add-assets.png]
Add Assets UI running inside of maya






Features


	List publised assets for one of more sequences according to the specified
context out of rig, model, shaded and shaded/combined


	Select and Reference all the required assets with multiplicity







Usage

The add assets tool fetches the projects and sequence from the and when the user selects a sequence to work with, all the
assets available for that sequence are listed.


	Select a project from the drop down, the episodes drop down will be
populated from the Tactic server.


	Select an Episode from the drop down to populate the sequences.


	Select one of more sequences to list all assets of the given context.


	Change the context from the drop down on the bottom to fetch the list of
relevant files.


	Select the required assets, specifying the number of instances in front of
it.


	Hit the reference button to reference all the specified assets into the
scene in one go.







Requirements


	Autodesk Maya


	Southpaw Tactic










          

      

      

    

  

    
      
          
            
  
Setup Master Scene

Setup Master Scene is an Production Planning tool that runs as a
standalone application that helps to associate assets to sequences. This is a
necessary step to perform before creating layouts using the Create Layout
tool.


Screen Shot


[image: ../_images/setup-master-scene.png]
Setup Master Scene UI from Inside of Maya






Features


	Prep the Environment in the scene for Rendering


	Setup Beauty and Occlusion render layers with proper material
overrides.


	Add relevant lights and meshes to the scene


	Setup parameter sets for the environment such as Env_Smooth_Set,
Env_Matte_Set and Env_Vis_Set






	Setup Characters for Rendering


	Setup Beauty and Shadow render layers.


	Add character Lights to the render layers


	Add passes such as Puzzle Matte object and material Ids.


	Setup environment parameter sets for interaction with environments


	Setup parameter sets for the characters such as Char_Smooth_Set,
Char_Matte_Set and Char_Vis_Set











Usage


	Add all the required assets to a maya scene using the Add Assets
tool which can also be invoked from the Sequence Assets button.


	Create a group called characters and add all the mesh node of the
characters, props and vehicles to this group


	Create a group called environment and add all the mesh node from the
environment to this group.


	Create a group called env_lights and add all the environment lights.


	Create a group called char_lights and add all the character lights.


	Choose the resolution from the drop down list and Check all the options you
want in the setup!


	Hit the Start button to setup the master scene.


	If so required, add an optional fresnel render layer by hitting
Fresnel button.







Requirements


	Southpaw Tactic


	Autodesk Maya










          

      

      

    

  

    
      
          
            
  
Create Shots

Create Shots is a Lighting tool intended to
help lighting artists in creating the scene file for each shot after a
master file for the sequence has been created.


Screen Shot:


[image: ../_images/create-shots.png]
The Create Shots tools running inside Maya






Features:


	Generate multiple lighting scene assembly for shots from a master shot.


	Automatically find and replace available caches.


	Create collage using the output of stills from the shots in order to check the files.





[image: ../_images/create-shots-mapping.png]
UI for modifying the mapping for create shots




	Modify mapping between objects and caches found on storage.







Usage:


	Create a sequence “Master Scene” using Add Assets and
Setup Master Scene scripts.


	Provide a shots dir to scan and populate shots in the drop down.


	Select the shot(s) for which the scenes are to generated.


	Check on Create Files and Create Collage as required.


	Hit Start.


	When the mapping UI shows up adjust the mappings and select the appropriate
name for the layers from the list. Press OK to proceed.







Requirements:


	Autodesk Maya


	Window OS


	Image Magick










          

      

      

    

  

    
      
          
            
  
Matte IDs

Matte IDs is a tool for Lighting and Rendering Tools artists that runs in
Maya. It is useful in helping organizing object and
material ids into AOV channels.


Screen Shot


[image: ../_images/matte-ids.png]
The Matte IDs UI running inside of Maya






Features


	Create New Matte AOVs of material or object type.


	List Unassigned materials and objects.


	Assign Material to each channel of the id.







Usage


	Switch Mode to Material IDs or Object IDs by hitting the button at the
bottom.


	Hit Refresh to List all the assigned and unassigned materials / objects


	Select Unassigned materials from the list on the bottom and hit
Add Selection to assign redshift AOV channels to the ids


	Drag and Drop in the table to shift around IDs in AOVs.







Requirements


	Redshift 3D


	Autodesk Maya


	Southpaw Tactic










          

      

      

    

  

    
      
          
            
  
Redshift AOV Tools

Redshift AOV Tools is a Lighting and Rendering Tools collection of some
simple but useful important automations which help you in building
redshift rendering scenes. This tool also helps in
setting up rendering standards that are of great use in Post Production


Screen Shot


[image: ../_images/redshit-aov-tools.png]
Redshift AOV Toolbar in the middle






Features


	Add all the required passes to the scene as required


	Add Matte ID AOVs such as Material IDs and Object IDs.


	Set the AOV and filename prefixes in order to have consistency in render
output naming.







Usage


	Click on the buttons to perform the changes in a maya
scene.







Requirements


	Autodesk Maya










          

      

      

    

  

    
      
          
            
  
Pre-CC

Pre-CC is a tool used by rendering artists to automatically composite the
render output to allow to check visually for errors and missing frames.


Note

This program invokes Nuke in the background to perform the composite.




Screen Shot


[image: ../_images/pre-cc.png]
Pre-CC Screen Shot






Features:


	Generate composited outputs from renders from sequences by scanning the file
system.


	Add overlays on the output describing the shot and frame #


	Ability to control composite method using underlying nuke scene





[image: ../_images/pre-cc-output.png]
Output of Pre CC played in QuickTime with overlays






Usage


[image: ../_images/precc_creating_comps.png]
Pre-CC while creating comps




	Provide the path for a sequence for render location.


	Select shots that need to be checked


	hit Start.







Requirements


	Windows


	Nuke










          

      

      

    

  

    
      
          
            
  
Scene Bundle

Scene Bundle is an rendering tool that runs inside of
Maya and as well as a standalone application that helps
rendering artists to bundle their scenes by copying all its requirement into a
single packet and sending them as source for rendering jobs on the
deadline cluster.


Screen Shot


[image: ../_images/scene-bundle.png]
Remap Textures running inside maya.






Features


	Collect all dependencies from a rendering scene to a single maya project
folder called a bundle.


	Create an archive from the bundle


	Copy the bundle to an appropriate location ready for rendering.


	Send a job to the deadline according to
predefined parameters.







Usage


	Provide a name for the bundle.


	Provide a location for the bundle most suitable for collection. This
location should have ample disk space to collect all the dependencies.


	If you intend to bundle the current scene check current scene check
else provide a list of scenes to process.


	If submitting to deadline provide the project, episode, sequence, and
shot information either by drop down or by clicking on the list and using
the UI that appears.


	Hit Create to start the bundling process.


	Attend to ignore or raise the appearing error prompts if any.







Requirements


	Autodesk Maya


	Thinkbox Deadline










          

      

      

    

  

    
      
          
            
  
Post Production


[image: ../_images/phase-post.png]
The Post Production Phase





	Backdrop Tool









          

      

      

    

  

    
      
          
            
  
Backdrop Tool

The Backdrop Tool is a set of compositing scripts that help automate
the process of compositing from inside Nuke.


Screen Shot


[image: ../_images/backdrop-tool.png]
The Backdrop tool UI inside of Nuke






Features

The features have been presented below under Backdrop Tools and
Read Node Tools according to the context of their actions.


Tip

Arrange all the nodes from one shot into a single Backdrop node in
order to gain advantage of all the Backdrop Tools




Backdrop Tools


	Replace Read Path
	Given a backdrop containing the network of nodes that can
render one shot perfectly, The Replace Read Path feature can either replace
all the relevant knobs of the read and write nodes with the render output
related to another shot or replicate this layout for other shots by scanning
the render output on the provided path.



	Add Write Node
	Given a node under selection one can add a write node after it and replace
its knobs with the appropriate ranges and output paths.



	Replace Cameras in Backdrop
	Given a backdrop containing a camera node, the node is replaced by
appropriate camera for the given shot.



	Replace Render Layer
	Detects all the render layers being used in the current selection / backdrop and
replace the render layers with the other ones that are available in the
file system containing the render outputs








Read Node Tools


	Select Error Nodes
	Select all the Read nodes which have error.






Tip

Use the Select Error Nodes feature to select all the nodes that have
error and then use them in tandem with the rest of the tools to change them
all at once.




	ReRead Frame Range
	Update frame range on the selected read nodes by scanning the filesystem.



	Set Nearest Frame
	Change the on error behaviour of the selected nodes to nearest frame.



	Auto Increment Save
	Automatically save the current nuke script after the given interval.



	Red To Default
	Change the color of the red or error nodes to default.






Hint

All the tools present under Read Node Tools work selected read nodes in
nuke.






Third Party Tools

The following 3rd Party Tools can also be invoked from this UI for easy
access.


	RenderThreads
	This is a popular rendering scripts available on
Nukepedia [https://www.nukepedia.com/python/render/renderthreads] which
can be used to perform renders asynchronously










Requirements


	The Foundry Nuke










          

      

      

    

  

    
      
          
            
  
The Last Word

This guide is just an introductory documentation of the tools at hand. There
is need for more literature in terms of more user and developer documentation
which is required to make a complete product out of this effort.

As more well rounded efforts are done to standardize the underlying library
and more back-ends are integrated, the need for comprehensive documentation is
also mandatory.

Please send any questions and corrections to Talha Ahmed





          

      

      

    

  

    
      
          
            

Index



 




          

      

      

    

  _images/create-shots-mapping.png
5Q001_SH003 (2) (©]
EnvLayer: v/ Single Frame Render Layers: | ChagEny... =
drone.01xmi drone._shaded_combinedtdrone._shaded_combined -
frosty_regular 0L xmi frosty_regular_shaded_ combined:frosty_regular_shaded_combined -

+/ Toggle All ok Cancel






_images/create-shots.png
| [Create Shotg

[=oims|

Shots Dif P:\external\Suntop_Season_02\02_production\EPO9\SEQUENCES\SQOL\SHOTS

csvFile

‘Warning: Could not find csvfile
Collecting props

‘Warning: Props node not found in the scene.
Collecting characters

Collecting data for shot creation
5Q001_SHO03

Colleciing cache files for SQU01_SHO03
Finding meshes for cache fles in SQUO1_SHO03

Found: frosty_reqular_shaded_combined:frosty_regular_shaded_combined for frosty_regular_ O1.xmi

Found: drone._shaded_combined:drone._shaded_combined for drone_01xmi

CreateFiles  Create Collage

start

5Q01_5H003

Close.






_images/checkinput.png
© CurentScene  File Path )|

No description

New Context

GPUCache RS Proxy

ants > model ok Cancel






_images/create-layout.png
BB LSO L E (OO

m suntop_s02 v e

! rigs
golden_oryx child
golden_oryx_mother
faris_reguiar
control_tower_chair
tree_branch
reema.regular
suntop_reguiar
thino

rabbit

chipmunk
printed._report
birds

_SHO01,EPO1_SQ0,

EPD1_5Q001_5H001 (0)
EPD1_SQU01_5H002 )

control_tower_chair
reema,_ieguiar
faris_regular
suntop_regular

EPD1_SQU01_5HO003 4

control_tower_chair
reema_ieguiar
faris_regular
suntop_reqular

2 4 RS

Cestelayouscens

¥ EPo1sqoor

Models

suntop_isiand
control_tower_ext
Jungle_naseer_camp

Indude Rigname  Sync Range save

Shaded

00 emey
00 ey

00 emy

EE

Create

(o}c}

View






_images/graphviz-58dc42177689e477b695e15df8889fef4c8833d3.png
Network Attached Storage
A 3

chula DR} o; ment

Standalone Tools
Nebula Toolbox Tactic Server Tactic Database
DCC Tools

DCC Software






_images/graphviz-c69eaa307b3a02c6286c974c071bee2d172c544c.png
process





_images/episode-planner.png
%] Episode Planner (=] 8 )

Episode Path [Poprejctsfuntoplep] (-]

suntop_s02. | o1 - Populate Close






_images/graphviz-57d075320011a9933e793a0347fdf3e53263a434.png





_images/graphviz-c7c4d5a8ca165dff3bc5d6250af3bb8f9f2a8153.png





_images/matte-ids.png
1 D_Env.01

2 D_Env 02
3 ID_Env 03
4 ID_Env.04
s D_Env 05
6 ID_Env 06

Unassigned
rOckslrsArchitectural]
pier wood_color

rOcksl:rsMaterialBlender5

Add Selection  Material IDs.

RedD
sArchitecturalls.

hutt:Base_log

rsMaterialBlenders

rshrchitecturall

rshrchitecturals

rshrchitectural2

GreenID
hutrsArchitecturalll

water_mtl

grass_mtl

rshrchitecturald

surface_mti11

surface_mti1

grass 01_mtl

Refresh






_images/add-assets.png
suntop.502 v e
v select Al
 azure_aystal_model
/ control tower_chair model
 control tower_ext model
+ drone_model
 faris_regular_model

frosty_island_model

frosty_lair_int_model

frosty_lair_int_cabinet_model

frosty_regular_model

frosty_ship_model

frosty_ship_chair_model
frosty_ship_int_model
frosty_ship_joysitck_model

frosty_ship_table_with_lever_model

frosty_sleeping_bed_model

model M

mogE—

shaded
shaded/combined

Reference

W

W

W

W

W

W

W

W

W

W

W

v






_images/asset-explorer.png
20150806 06:2201
ants
No description
prop/ep0s o
ants_rig_vooL.ma
NOIN 20150711 123800
PREVE
azalea flowers_pink med pudlish
linkTo Rig
No desr
vegetation o
Check Cache Vaiiity
Check Cache Compativiy
azure_arystal
prop/epo2
> E nocel ~ ¥ Showallversions

4

Suntop 02 - GPU Cache Proy, Reference | Less>> save open






_images/backdrop-tool.png
i) Backdrop Tool

Create Shots [l Exact Match % Replace Cameras

\\renders\Storage\Projects\external\Al_Mansour_Season_03\02_production

 Red o Defaut [ RERSISERERE iz

Other Tools:
Batch Render Add Write Node  Replace Cameras In Backdrops Reread Frame Range  Set Nearest Frame

Auto Increment Save Red to Default Select Error Nodes  Replace Render Layer Render Threads






_images/moctor.png
(8 MocapToRig |

New Scene.
Mocap Rig

vapping: @ skjson Mapping AdvncedSkeleton | rjon I
Mocap: 12.02_martial_arts_02 Take 2.1bx Rig: qular/g/frosty_regular_rig.ma

Import Mocap Import Rig
Import Mocap and Rig

GoTo T-pose Frame SetRange Namespace Specied: ity_regular_rig:

Select Rig Controls _ Hide Rig Skeleton

Mocap Zero Out  FixMocap T-pose  Set Key, FixTPose I
Map Mocap to HIK Map Rig to HIK Map Bath to HIK
Delete Mocap Import Rig Reference Delete Mocap and Import Reference
Refresn Apply Close.






nav.xhtml

    
      Table of Contents


      
        		
          Nebula Pipeline Toolbox
        


        		
          Introduction
          
            		
              What is Nebula Pipeline?
            


            		
              How to Read
            


            		
              Purpose and Audience
            


          


        


        		
          History
          
            		
              Legacy of ICE Animations
            


            		
              Influential Projects
            


            		
              The Pipeline Team
            


            		
              The Way Forward
            


          


        


        		
          Background
          
            		
              No Panacea!
            


            		
              The Production Pipeline
              
                		
                  Observations
                


                		
                  Deployment Architecture
                


                		
                  Required Software
                


              


            


          


        


        		
          The Nebula Pipeline Tool Box
          
            		
              Production Planning
              
                		
                  Episode Planner
                


                		
                  Sequence Planner
                


              


            


            		
              Assets Development
              
                		
                  Assets Explorer
                


                		
                  Remap Textures
                


                		
                  Shader Transfer
                


                		
                  Proxy Cache Switch
                


              


            


            		
              Layout and Animation Tools
              
                		
                  Create Layout
                


                		
                  Multishot Export
                


                		
                  Moctor
                


              


            


            		
              Lighting and Rendering Tools
              
                		
                  Add Assets
                


                		
                  Setup Master Scene
                


                		
                  Create Shots
                


                		
                  Matte IDs
                


                		
                  Redshift AOV Tools
                


                		
                  Pre-CC
                


                		
                  Scene Bundle
                


              


            


            		
              Post Production
              
                		
                  Backdrop Tool
                


              


            


          


        


        		
          The Last Word
        


      


    
  

_images/phase-assets.png
Assets

Shaded
HHHHHHH

2 S B






_images/phase-images.png
Images

Renders

Layers






_images/multishot-export-output.png
EP11_5Q002_SH002 =] @}

EP11_SQ002_SHOO Frame_01701

FocalLength_25.0 Time_2018/11/16_16-54-11

[oooom ¥

49— S






_images/multishot-export.png
Multi Shot Export

suntop_s02 EPs

Cache  Preview  Camera

EPOB 5QU04 SHOD3 (Range) C ©
 Cache  Preview ¢ Camera
Name: Not Found
/ Bake
ke
EP0B_5Q004_SHO04 (2405 - 2507) oo ® ®
EPOB 50004 SHO06 (2508 - 2703) L ] ®
EPOB 5Q004 SHOO7 (2704 - 2747) L0 )
v Cache v Preview V Camera
Select Al select Al Name: EF0B. 5Q004_SH007
 trosty ship toble with feverr | e Bake
 frosty_ship_chai rigirosty_sh RS ¥ Hoke
 trosy ship joyste rgtost_ | e
V frosty_regular_rigrosty_regul R TR
‘Add Directory SHOO3ERS SQ0,  Bport Submit Close.

£P05.5Q004






_images/phase-post.png
Post-Production

m






_images/pipeline.png
CG Pipeline

Stages and Artifacts

Pre-Production

Art Work

Production
Planning

sequence|

Production

Post-Production






_images/phase-movement.png
E Movements

Layout File

Cache

Camera






_images/phase-planning.png
Production
Planning

Sequence






_images/pre-cc-output.png
5Qo11

SH004[10856]






_images/pre-cc.png
pLoae = )

Shots Drectory | frenders2/Storage/Projectsfextemal/The_fight_of_Jugn/o2_ producton/EP007/5Q011 (] [ swoos -

Adding shot and frame numbers to the renders.
‘Addng to SH004 (10f 1)

O e

) Create mov.






_images/precc_creating_comps.png
£ precc o espondis) N

Shots Directory | frenders2/Storage Projects/externalfThe _fight_of_Jugnu/02_production/EP007/SQ011

=

I

| Creating and rendering comps.

]

% Create mov.






_images/redshit-aov-tools.png
iae

Edt Presets Help ¥ General
addpasses
Render Layer masterlayer v  Enabled
addMateriaiDs
ender Using Reds - A0V Puze Matte
Render Using [SCRNEE 2ddObjectiDs
: Name | 1D Tree 01
Common  output [HRGUMl Opt G Photon | 555  System  Memory conectObjectD
- = File name prefx | <Camera>\<Renderlayer>\<RenderLayer>_ID_Tree 01\<Renderlayer> 1D Tree 01_
addObjectiDsFromSelection
Add DataType RGE ¥
fAOVPrefies
v Acive AOVs P Format OpenBXR (ex) ¥
- Bits per channel  Haiffloat 16 bits)
v DEnvor Puzzle Matte = e i bt
= Compression zipt6 ¥
& s D 20 S DWA CompressionLevel 45000 I}
fHAOVPrefies DW.
v mEnos Puzzle Matte £ T = Storage format scaniing ¥
setFilenamePrefi DW - S
V. D Envos Puzzle Matte = o BAc e
v DEnvos Puzzle Matte £ RedID 201 1
v ID_Env.06 Puzzie Matte {3 GreenID 202 ]
VI ey Hut Puzzle Matte o @ e !
Reflect/Refract IDs






_images/remap-tex.png
File Node.

pi\externalsuntop_season 02\assets\environment\epOt\jungle_naseer_camp\terture

Redshift Normal Map

pi\externalsuntop_season 02\assets\environment\epOt\jungle_naseer_camp\terture

Redshift Proxy

Pextemnal\Suntop_Season_02\assets\iegetation\japanese_maple tree\shaded

Pi\extemnal\Suntop_Season_01\assets\vegetation\japanese_angelica med\shaded

PextemallLamia’s Poemtest\Owais Fareed

Pextemnal\Suntop_Season_01\assets\vegetation\paim_tree O1\shaded

Pextemnal\Suntop_Season 01\assets\iegetation\jungle tree 01\shaded

Pextemnal\Suntop_Season_02\assets\vegetation\jungle_plant 03\shaded

Pextemnal\Suntop_Season_01\assets\vegetation\jungle_bush_02\shaded

Pextemnal\Suntop_Season_01\assets\vegetation\jungle_plant 02\shaded

Pextemnal\Suntop_Season_02\assets\vegetation\jungle_bush O1\shaded

Pextemal\Suntop_Season_01\assets\vegetation\jungle_bush_10\shaded

Files (43)

Files
Files 1

Files 1) <

Files 1) <

Files 1) <

Files 1) <

Files 1) <

Files 1) <

Files 1) <

Files 1) <

Close






_images/proxy-cache-switch.png
Proxy (15)

101 P/external/Suntop_Season 01/assets/vegetation/jungle tree 01/shaded/jungle_tree 01_shaded 01115

81 P/external/suntop_Season 01/assets/vegetation/nook. thor_med/shaded/hook thorn_med_shaded 1004.rs

93 /extemal/suntop_Season 02/assets/vegetation/japanese_maple_tree/shaded/japanese_maple tree_shaded ¥002rs

327 P/extemal/Suntop_Season_02/assets/vegetation/jungle_plant_03/shaded/jungle_plant 03 shaded 00115

165 ctemal/Suntop_Season 01 /assets vegetation/japanese_angelica med/shaded/japanese_angelica_med shaded_005.15

352 Py/extemnal/Suntop_Season_01/assets vegetation/jungle_bush 02/shaded/jungle_bush_02_shaded_v005.15

269 P/external/suntop_Season 01/assets vegetation/jungle._bush 10/shaded/jungle_bush_10_shaded ¥002s

1 P/external/lamia’s Poem/test/Owals Fareed/kousadoawood flowers med .15

GPU Cache B)

79 /extemal/suntop_Season 01/assets vegetation/jungle tree 05/shaded/jungle tree 05_shaded 011.3bc

22 P/extemnal/Suntop_Season 01/assets/vegetation/jungle tree 02/shaded jungle tree 02 shaded_\007.abc

286 P/extemal/suntop_Season_01/assets vegetation/jungle_bush 15/shaded/jungle_bush_15_shaded 1004.abc

Selection

Load Proies

M

M

M

M

M

M

M

M

Export Proxies.

E

E

E

E

E

E

E

Ed

#m G S R
M G S R
W G S R
M G S R
G S R
W G S R
W G S R
m G S R
w P S R
wm P S R
w P S R
WP s R
SHE AT
Eportpaths  Refresh






_images/publish.png
ants

PREMICW

File name: ants_rig v001.ma
Publish Source:
Context:
Version: 000
Link

‘Asset snapshot SNAPSHOTO0360521 is publishable in EFOL

Production Assets

P01
ants
i prop
Context: fig
Subcontext:
Version o1
V Current

Export with Proxies
Link to Shaded

Auto Publish Combined Version
Re-Publish Textures

Pair Information:

Context: shaded

SubContext:

Version: 000
Cancel






_images/setup-master-scene.png
% Setup Master Scene.
Help Layers Contribution  Options.

vy e e

Edit

Presets

Render Loyer ContactShadow. ¥ Exracting Environment meshes
— Creating Redshift Parameter Sets for environment
Render Using Redshift /) Extracting Characters meshes
-~ Creating Redshift Parameters Ses for characters w Oce (Normap)
Common  Output opt | GI | pnoton | 555 | System (4R |} AppWing orbitrary cache to generate Deformedshape nodes w fow (Normal)
ot [ ov - e Shadow
1D_GFs Puzzle Matte BT A Creating object and material IDs. = Char (Norman)
Greating Environment layers =
1 PP Puzzle Matte BT Greating character layers & Env_ Occ (Normal)
Creating material override for environment on Contact shadow layer & Env (Normal)
o uc S =0 kit @ masterLayer (Norma)
_Mos Puzzle Matte 0 ©
D_NS Puzzle Matte (e
D518 Puzzle Matte 0 @
.Hr Puzzle Matte a &
AmbientOcdusion Ambient Ocdusion  £] T
Depth Depth o
Diffusefilter Diffuse Filter | 3| “ »
Diffuselighting Diffuse Lighting a0 ) : i il AT ]

Globaluminstion Goaitiumnstion £ = = B et | o





_images/shader-transfer.png





_images/scene-bundle.png
Scene Bundle.
Name | £r001 5000

Location  Diftesting

Current scene /' Submit To Deadiine

Files

MakeZip.

Keep Bundle

Keep References.

e o g

+/ Use Background Process

e @






_images/sequence-planner.png
<[ Sequence Planner

(==

3

Episode Assets

amur_cork
azalea_flowers_pink_med
basket_bush_ 03

basket_bush_06.

birds

blanket

bush_tree 01

cctv_camera

chipmunk.

cocomo_waterfall
control_tower_back_entrance_door
control_tower_chair
control_tower_electronic_touchpad
control_tower_ed
control_tower_with_back_entrance

[H

EP01.5Q001(15)

EP01.5Q002(10)

EP01.SQ003(5)

EP01.5Q004(16)

control_tower_back_entrance_door
control_tower_electronic_touchpad
control_tower_ed.
control_tower_with_back_entrance
faris_blanket

faris_regular

kareem_regular
Kareem_with_jacket

nadia_regular

naseer_parrot

naseer_regular

EP01.5Q005 (1)

BDIE)]

cctv_camera
feol touser hack entrance d






_static/file.png





_static/minus.png





_static/plus.png





