1.ME

OfL|H|O] M Z=EM40

mfo|=z|ol

0|+ (I3

i

)

=

9| e=X?l

A2
29T} B so) e}
AL o]zl

1 W Do

a4 &

]l i

27 sfo|zeele] A 4

2elo] Aotk o] Yu= FEH3 o]

ojie] mpolxelS FE3ly| flsiA -4,

3D ool 1e TR o] WasEA & clZeRRle) 1R A Ak AEH) £
Aglo] Asta 9lom MED 23l FHof 714] BFelel HAJERe) T} GBS EaA] o] =
7 ek olde] ABA A opuolde] Ay A /%S Uolnd o]F wigow AT wa

A A S AR GAE ofyee]de] o
FAQ1 3D ofyulol e v g Aty ow
HH QAT olefe AlstAg e AAA Algks =
Eﬂﬂtﬁ%iﬁﬂﬁiﬁ?
T A HSIH dlE =Y, lere] v ZR
ﬁﬁ%qﬁiLEﬂv%-ﬂﬂmMn%ﬂzi
effwo] A AR A 2fske]
Shdstar k. olefRk A gellA M=ol #gfe]
AN FAE FHESIAA Fste] =] 9

7(]-04 O /‘ag feis

TRAES

M= AAStE B3 TRl d4A ok
ZZ YA A zslo] HF Eéééiﬁ

Al 0271714 EAH ARTAL 74 To] =

1) OEM(Original Equipment Manufacturing): =2} 4
HEAIO| SIRM|XITZE,

CG o] Agl “IAd gt mpda} F52)
2= TvelUro]l A Alg] =] OEMA] 2ol A4

(3 1) BHAlAE St OFEA FF

and The Power of JuJu: CGZ 7|222 &t TV oL
_A|a|7<§ L|Z2|c|2(Nickelodeon)oll A 2007 9&of

_|>1



3D ofjyuold m2=Me| 3 2XQl mojmatl ni | 41

59 gelsh weg #4e] 6|2 B3tol 3D ofu]
Holdel BUw 1 &) sl etel 7]

sfolszerelel vhald obm Al gk
2. 2d|EQL 2i=0| M0ITci219] Hiul

3D HAFrE o] ] A&} w2 ol = Falnt
2)(Department  Type)¥} +%2)(Unit Type)©]
AUTE) FA AL o o] efuuo]d A2
2o 7} gAlo] A sto]Zelj] WAE F-
2 FEshh #Hx9] 3D AFH oydeo]d] ¥
A cEo|xEEE HIAYUZA  olERE
(Technical Artist)2}= 410l E22(Modeling),
#lo1d(Shading),  2}°]®(Lighting),
(Effect), AlEdo]d HEo] 2ol A& AN A
S 7 gy ik dirRstE 18| o)
A 5o] AlEs} H ATk 1ejste] cHx o]
oF ‘EXE|FAZ|AP ol o]22A= o]fd '
o] Ztzte] BA = oA H ATk o] gk -
EFY2 7t FAiEo] AldstEd HeE 2449

E]7F mobA= Aol ik shARE, T o
7} FA7h Mgt HA] Q1o F7kR <l
o ake] oA

A2 Y] AZER]S URE ZolaP e
eI S oy o] o] Aol A A7} H ]
o vbo} &0 FAL S FE WSk Bl =4
el AlE Aol gle dAd Aledeldd &
o5 Wik A5} o]Fojxol Pk agow
A A=A A= FEje] Tholzeile] o

)

o)#=

3) 3D HFE{OHLIM|O| M A= mpo|=atelol 23 A7, HES,
MBS0 FHtista, 2005, p 71

Story

¥ i .
Art + Visual Department
h. 4

Ocean Unit

— | cal Supervisor
Animation Reef Unit Unit Manager
— - - Leads
Technical le Shark/Sydney Unit CGl Antists

Development Unit Coordinator

Schooling & flocking

Studio Tools R&D

Digital Final

Rendering/
Compositing

Editorial

ng -1 e =4 i R
de 24 9 AES Asta egEel
T Ao T TEE 245 A Bt

WA &AL culg] oo
wlo] A} 3De] MAS X
oL o] AZIEo] =2

o =AS FEoIRIT) ALEe g A

4) E2|2H(Tree Robo): 20054 QIC|BIEA X|Zst HHEHOHL|
Ho|MoZ BAF2005(Baraford Animation Festival)0f|Af
Grand Prix§& 448t 2&,

5) ‘CIX|E ofL|mlo|M &= mo|Za2tolo] AJAR Xatstof &
A, ohatd, MZtistu, 2006, p123

o



42 | HEXex] § 218 M 12(2014. 1)

(B 1) 2|?E2 U oto|zefol &M H|w

e ga|oc 2
=5 UER 513
EEQI M&3t 2E9 &

A34L BUFUA AAHeE B w9 E v wAvem, A4 Qe Ak} o] o
QA A, o] A7l AE o) F5 ) ek dlolE} BhEolok sk ol E 914
ALEE BaN BASE FAe) TR A A QArARsE AR sjue] 4L AT
P13} sl el e AAGA wsA HAT Gk SR ol =) Aol i v)EEA 3
Faael wh= Adeba) AR dolmelele] 2 HAAAAREG Ao R s AAS Hold 5
G} A7) HE S4% 7] A|ZFEIT o] g NATE A7A Hst = Qe AL SEese
ke AuEol ks A AR FAL ALY AR QEFUS FoF RN
ojojx] Fujol] gi= TolxelRlow XSS shAl7]aL Qo sHY ARFTIeE 9 dlolH
mAlsts A2 welSelAk 9 49 A% % 4ol AA Aglch SAw ATlAys
Hool ‘ARl AL e T = odE] A AAENS 919 7] E2A o)
Arels A% ~2{Yes Z}Xﬂ dfo] Z el dlole &3 go] nh s o] QA YTt oY
E3A1719 AAIA o ”?4 75T U= St SAl S o)F A2 ZIZAENA 4 2
A Hel Qs Apet S4n s st
SR B B e S ool
o AREEA Uzg) geldenis 2471eS 3, HIZ AR To|Zatel

o] stk AA, A=E7g2] —}7} o W
Al ofake] #E)7F B ostd o UlA| ¥l 9d(Back

up)S ST ool F57]5e] seld

6) LIZ7}2t0[L: LIXFHE 0| STt 2 S2l= 1 M 2
o | EAE Lol 81‘— NS st=9 D=0ME
M 20| SIS YAS o QU= Q0|2 M QIC|HEHA|A Y
2ot MRS SHEAASoR 212t REstE XX 0j0jZ

Blolg SN0 BYE 4 ol

= ©

ul=e] mlo] A ZaE A Fof shiel Uy
(Nickelodeon)2 “AA| 2 €} npHAL F5

£ AArshuA A ZzYA ol9le sfe] Z=
gaol H9S T W A= FdE U
TR A

E



3D ofjyujold m2=Me] 3 2xQl mojzatl ni | 43

S ARgeldedl 9l 9 ~(Reference) &
o]-g3taon oA 7t ~RT] QA YJHolE
T ARE Aeom v o S4H o WMoty
o] AREE 7 AT} olF HsiA= FE 9

FE gt A8E AFshe D] ¥

2 DA Gt mpEAL 252 0] A st
Zeelo]tk

o] sho]Zuele] Fhet kol Al A2 E Al %3}
Eo] Big Av R, AL B npgAL
7o A o AYHALRES] B TF
o8 ARgBhs o] ti-Es AlFtehs w0
] ol effujm|o] el A Hol| o]27]7kA] AR
s gREs AgE ok

Modeling
1W 1Tl 1

Pre-Lighting ‘“‘

AT e Aot

[ |
[ Lighting ‘ [ Effects |
| |

(28 3) Al molzZatel

r ~
0 Design

. y
Modebng |

. 4
Uewrapping |

A

- ~
Terturing |

A /

(28 4) H2UEfH|E ool L2l

2D txele] el¥H 3D Rl e} gl o]
FAA HEHH 200 Al B
A FAAAE WA fek 1 o] uvelelokx
I 227 mdgo] SJSAA ® F ofuo]
Ao do7by] Aol Aol AlaE &
Alol] BA;=4(Blend shape))e] wHEo] Xtk
Adeh, 7|3 Aol THEol XA HH Ry 2
FH(Skin)S AlZ|Al =]+

H2E ofyujo]ds At ojuf HAE of
Yrflo] 2 712 243} o]xk4 2AS Ak
w3 o] dF MAS oA "k 919 19
N AL TE ] so]Efelo|t} <A A &
F} wpFAL 520 ARl QlojA] e BAE=
ol mlojFor A or AAs skl
o & 59 AYHE, vk, W, oY 3 AE 55
A} AAstaL o] 5 FETARA 7 oA
TSNS LEAES Fxdt] AESE T

RS sk

>
Gl
td
A fUE‘_-'.1
N
|m
2
b
ok

S

2

7) SHEHY: Blendshape= 2& FH2|E{Q| YEZHHYS oL/
0|85t |9IEt 7I2 =Eg Aol



44 | HEXTX] § 218 M 12(2014. 1)

4. AZH MOIZ2tA9] &Hl A3 “LZJJr"“’ ol ggomM sele] AVE =
7 ek st Tad e AutdelA Hx
41 oY U ClAE2] - s ARRIT ZRAES F3dhs BE &
FHEES 22 9 HagzE X8k glo]
Aumold A= Al spde] 271= AN S o) s mlele] o2 TSR we thew)
ohe QLBAES] o LYl Foll o3 F 7e 2= 9}
A9l A = gl o3 s sjdshs e
(H 2) otedod e
A Y 0|F 78

RE melo] 3 Al (X2 AR
S 9

1.

2, HO{MT|E f | 9410 E|O{M7|H B Agstt,
3. XD‘J.Lf°'(reference file): HFRX| Qt=ct”

4. Bgm @ =xof| et llf°'0|EOI NE st Z71AI21

tA
B. oj

o,
SEE 1671X|2 MZ3tetct.

1. Character files
Z2MEN|Z_JH2E0|E_HA_HNM_ARLIR0|E.ma

Of)TK_Tak_Rig_v24_NK .ma (TK: Tak, Rig: Rigging, NK: Nickelodeon)

2. Prop/BG Asset files

meHEN2S ouMENH QUMESE thi KX ARC|20/S ma

0f) TK_Tree_Bamboo_Tex v01_NK ma (Tex: Texture)

3. Set/Location files
DZNEXZ 2H0|M_ZH0|MX]|

o E H™M ARCQ0|E ma

0l TK _JibolbaHut_TelescpoeRoom_Interior_v12_NK.ma (Z:Interior

= exterior, Et7:Layout, Lights, = Render)

4. Texture Image files

Z2NEXMZS QENMEQIE QENMERE HM ARC|Q0|E. psd
0fl)TK_Tak_Body_v03_NK.ma, TK_Hut_ThatchedRoof_v04_NK_ psd

oDZHENE OEME(S QHMELE mapiff

0f)TK_Tak_Body_S.iff (B: Bump, C: Color, D: Diffuse, N: Normal Map

S: Specular, T: Transparency)

5. Animation scene files / 6, Animation import/export files
DRNENS DA _NEH_HH_ARCR0/E.ma
0fl)TK_Ep101_Sc135_v04_NK ma

7. Animation cycles
Z2MEX|S_JH2/E0|E_ MM Z™ . ma
0l) TK_Tak_Run_Hysterical.ma

8. FX scene files
Z2MENE_oOASEM _WEH Fx 25 A ¥ ma
Ofl) TK_Ep102_Sc174_Fx_Fire_TakHair_v08.ma

9. FX rig/preset scene files
D2HEMS Fx SR 9 i ma (B
0fl)TK_Fx_Magic_Transport_JujuBizaar.ma

SHQ|: Transport, Explode, Pour §)

10, Lights rig scene files
DIR2HERZ rigE2

rigQ| AEtY e XA Llights HE AELC|Q ma

0l)TK_Sets_Forest_Lights_v06_NK.ma (ngoEr Character, Set, Magics)

11, Rendered stills

M= QHMEER QHMEZRZ HuolE

0f) TK_Hut_Jibolba_Side_Tex_v04_NK jpg

A ™ _ARLCIR jpg

12, Rendered turnarounds

M2 QEMEE QHMEZZ | MM _ASC|Q ####.ipg

0fl)TK_Hut_Jibolba_Side_Tex_v04_NK.0108.jpg

8) ‘CG Pipeline and Technical
Nickelodeon, 2007

Standards Document’,
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= 167}X|2 ME3tetct.

13, Playblast/preview Quicktime
M2 Of| | A S MWt HIC|Layer THAI_HH_AZLC|Q mov
Ol TK_Ep101_Sc112_Tak_Anim_v03_NK mov

14, Rendered element image sequences
ME_OlTASH### Mttt LayerName t T4 # iff
0fl)TK_Ep103_Sc146_Backgroud_v01,0042.iff

15, Compositing projects
H=_Om| At Nit 4 aep
i) TK_Ep101_Sc135_v04.aep

16. Final composited frames
M= O D[ AS###_Scitas_H T #### tga
) TK_Ep101_Sc103-v01,0120 tga

17. Notes for overseas
M=_7H2E{0|S_EtA_Pack_tHT##_ARLC|L psd
0f)TK_Chief_Model_Pack_v03_NK psd
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TE_Tak.ma
Old*
TE_Tak Mod_v01_NK.ma
TE_Tak Mod_v02_NK.ma
TE_Tak Mod_v03_NK.ma
TE_Tak Tex_v(4_NK.ma
TK_Tak Tex v05_NK.ma
TE _Tak_Rig_v06_NK.ma
TE_Tak Rig_v07_NK.ma
TE_Tak_FRig_v08_NK.ma
TE_Tak_Rig_v09 NK.ma
Tak Lobster®
TE_Tak Lobster.ma
Ol1d*
TE_Tak Lobster Mod_v01_NEK.ma
TE_Tak Lobster Mod_v02_NK.ma
TE_Tak Lobster Mod_v03_NEK.ma
TK_Tak Lobster Tex_v04 NK.ma
TK_Tak Lobster Tex_v05_NK.ma
TE_Tak Lobster Big w06_NKma
TE_Tak Lobster Rig v07 NEKma
TE_Tak Lobster Big v08_NKma
TE_Tak Lobster Rig w09 NK.ma
JibolbaHut®
TE_JibolbaHut_Int.ma
TE_JibolbaHut_Ext.ma
Old*
Interior_Main* * = EUE JEhY
Exterior®
TK_JibelbaHut Interior v12_DQ.ma
TE_JibolbaHut Interior v13_NK.ma
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