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A Case Study of Making Logo Animation Using Particles
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Abstract

In this paper, we present a case of making LOGO animation using particles with MAYA, a
3D computer graphics packages of Autodesk Inc. We composite a visual which shows a similar
effects with a information movie of Torino 2006 Winter Olympic Games. By analysing the
movie, we model a human body part as a set of cubes and animated the cubes to have dynamic
visuals which shows similar visuals with the movie. All the system is implemented with

MAYA MEL scripts. The system shows various visual effects by controlling options available
in the designed UL

B keyword : | MAYA | Particle | Instancer |
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string $obj[J= ‘ls -sl
int $vertexCountf] = 'polyEvaluate -v $obj[0]';
int $i;
float $vert(];
for( $i=0;$i<$vertexCount[0];$i++) {
$vert = ‘pointPosition ($obj[0]+”.vix["+$i+"1")";
select sourcel;
instance —n (“target”+$i);
move $vert[0} Svertll] $vert(2);
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string $mName = "model”;
int $vertexCount[] = ‘polyEvaluate -v $mName";
string $targetNamePrefix = "target”;
for( $i=0;$i<$vertexCount[01;$i++)
{
$vert = ‘pointPosition ($rmName+” vtx["+$i+"1")";
if(CobjExists ($targetNamePrefix+$i)')
{
select ($targetNamePrefix+$i);
move $vert[0] $vert[1] $vert[2];
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