Effects Lecture

What are effects?
· “Procedural Animation” (left up to computation and constraint settings)
- Anything we use a physics engine on (falling objects that are not classically animated, leaves in the wind, etc., master Oogway assends -> scene took 1.5 years to finish!)
- Anything that has too many instances to animate each object separately (i.e. crowds, hair, fur, dust, dirt, http://www.youtube.com/watch?v=rYb0mBxQ_n4-> 2 minutes. Over 10,000,000 dust particles!!!)
-Effects are defined as taking A LONG TIME (and a lot of patience!)

Basic Rules of Effects:
· If you can fake it, fake it
· Think of ways to fake it before trying to make a highly complicated scene more complicated with gobs of effects that may or may not even be seen in the shot
· Less is more
· More is more (render time)
· Just because it uses physics engines modeling real-life physics doesn’t mean it has to look completely real.  Start in the real world, then move to your world with your story in the middle of all your effects

Basic Effects in Maya:
· nDynamics (nCloth, nParticles) -> All use Maya Nucleus Technology
· Particles interact with one another extensively (water drops, lava, flowing liquids, clouds & thick smoke)
· Dynamics -> No interaction (or can be cheated with no interaction: dirt, fire sparks, less detailed smoke and fog)
· If you can use both, generally go with dynamics (slightly less complicated)
· Rigid Bodies/ Soft bodies

Basic workflow:
1) Find reference of effect in real world -> watch it over and over and over
2) Test effect in Maya
a. Use a small amount of particles/nCloth with low-poly count, simple scene
3) Get basic movement and TAKE NOTES
a. Changes to attributes, what fields you are using, where things are positioned, etc.
4) Apply the initial theory to a larger system if needed for your scene/shots
5) Iterate, iterate, iterate some more
a. Once you have the movement you like (or to test in real-time), bake out your simulation
6) Integrate that system into your scene/shots
7) Final touches (shading particles, adding a few more colliders for cloth, add case-based animation if necessary, etc.)
8) Render and iterate (repeat steps 2 – 8 as necessary)
9) If all else fails, write an awesome script and become famous for your work

Walkthrough: Your assignment
· Particles (Fire sparks)
· Fluids (Fire itself)
· nCloth (Flag)
· Rigid Body (Break down a wall)

Playback Settings (Different from traditional animation!)

Particles
· Create emitter
· Settings: Volume, 25 particles, cylinder, placement -> Create
· Group effects, keep outliner clean!
· Attribute vs. Channel editor (attribute is easier to find things!)
· Lifespan, random, random range (1 – 2 seconds)
· More particles = more to render = slower render time! (Kill your particles once they leave your scene!) -> avoid live forever + many particles
· Fields (What is a field?)
· Add air & turbulence field
· Max distance -> how far away the field will effect (cuts down on computations on particles far away, keep in mind to keep scene running well!)
· Dynamic Relationship Editor (Same theory as Light linker -> i.e. what’s connected to what)
· Shading & Life values 
· Caching (so stuff happens the way you expect when you farm!)
· Save to the network
· You can now change play every frame to “real-time” in your settings to see it run at the correct rate

#1 THING TO TAKE AWAY:  We have spelled out quite a bit in the tutorials and have started you off with simple examples -> don’t let these fool you!  To make effects well takes a LONNNGGG TIME!!!!
