
1  Upon completion of all projects, students must follow the approved pipeline in order to receive a passing grade in Projects class.

2 Completed 3D Studio Max or Maya projects should first be rendered

A) Use sequentially numbered, compressed .TGA files.  Care should be taken to ensure that the bit depth matches the file needs.  For example, files which NEED the alpha channel should be rendered as 32 bit files, and if not, as 24 bit files.  Unless you know you need the alpha channel, you almost surely do not.

B) These files will follow a standard naming convention:

· Student’s last name, or first four letters of it if the name exceeds four characters

· First initial of the student’s first name.  If one character is known to be insufficient to distinguish this student from another use enough characters to make the name unique.

· An underscore followed by “v” and the version of this rendering.  This should be a two-digit number.

· An underscore followed by “s” and the shot number.  This should be a two-digit number unless you have over 99 shots – unlikely.  This part can be omitted if there is only one shot in the project, or the sequence is the entire project output from a video editing program with transitions and the like.

· An underscore followed by the frame number.  This should be a four-digit number.

· Example:  Royal Winchester’s second attempt rendering out his third shot from his animation which is 72 frames.  These frames would be named wincR_v02_s03_0001.tga through wincR_v02_s03_0073.tga (note:  this would be specified in 3DS Max as “wincR_v02_s03_.tga as Max will automatically create the four digit frame number)

· This naming convention avoids costly errors such as spaces in the file names, misnumbered frames, and confusion as to which frames represent which part of the animation.

C) Render the files.

· 720 X 540 resolution with a pixel aspect ration of 1.0.  (Note:  This is the same file aspect ratio as 640 X 480, 4:3, but at a higher resolution for NTSC output.  Realize that pixels on NTSC D-1 video devices are not square as they are on computer monitors.  NTSC requires 720 X 486 with a .9 pixel aspect ratio.  In order to take your file to tape your final output will need to be 720 X 486 X.9.  Since this is a lower resolution than your original render you will not lose quality, nor will you have to spend the time to rerender your project.  A simple way to accomplish this resampling is to use the 3DS Max video post.  Specifically, load the .tga files as an image input event, and create an image output event with .tga files with an “_NTSC” appended to the name at 720 X 486 X .9.  Example:  using the previous example, one would create an image input event and browse to the the first .tga file (wincR_v02_s03_0001.tga) and make sure the “sequence” checkbox is checked.  The image output event would be wincR_v02_s03_NTSC_.tga and Max would automatically append the correct four digit frame number.  Finally, one would execute the video post queue selecting 720 X 486 with .9 pixel aspect ratio and render.  Expect on the order of 1 second per frame resampled.  See an instructor if you need assistance.  Another way to achieve this final resolution is to output it from your video editing program such as Windows Movie Maker, Premiere or After Effects at the proper resolution.

D) All frames must be rendered by the end of week 13

3 These playlists will then be processed as follows:

A) PVR

· Share the directory(s) which contain your rendered files 

· Log onto your assigned PVR machine

· Launch the PVR application

· Choose File/Project/Select and navigate to c:\DPS\PVR\projects and choose your name

· Choose File\Open, click Network, locate your home machine and log on if necessary

· Double click the shared folder

· Choose “image files” in the drop down menu entitled “List Files of Type” if necessary

· Double click the first file of a sequence to have the sequence imported as a .pvd file

· Once the shots have been imported, create a playlist and save it in the c:\DPS\PVR\Projects\YourName\Playlist folder following the naming convention already established with a designation for version.  Example, wincR_v02.ply for a second rendered playlist of a project.  Substitute “F”+project class name for the version number for the final playlist.  Example: wincR_FPRJ155.ply

B) Make 2 VHS copies of the final playlist.  One for yourself and one for you to turn in.  The video will be turned in with a jacket and both the tape and jacket will be clearly labeled with the student’s name, project name, and project class number.

· The VHS tape must be turned in by the end of week 14

C) During week 15 these final playlists will be archived to BETA

D) During week 15 the student’s will compile a “demo playlist” of any 2D or 3D work from the semester they wish to have for demo purposes.  These playlists will NOT exceed 2 minutes in length.

4 Project CD’s- Each student will create 2 CD’s for their projects.  One will be for the student, and one will be to turn in.

A) This CD will have a specific file structure and contents.

B) Root folder

· Word .doc, “Assembly.doc” containing the specific instructions for assembling this project from the raw data.

· Word .doc studentname+”_bio.doc” with a student biography suitable for festival submission.

C) The following folder structure:

· Scenes

· Movies

· Production Still

· Textures

· Source

· used

· Extras

· Sound

· Production Documentation

· subfolders

D) The contents of these folders will be as described in the next section.

· Scenes

· The CD will include all the project files used to create the project

· These files will be in the native file format of the application used.  They may be .max, or .mb or, in the case of 3DS Max archive files, .zip

· Movies

· If you wish to do some editing in Windows Movie Maker, you can use 3DS Max to convert your rendered .tga files into uncompressed .avi files at 720 X 540 for import.

· Import these avi files into Windows Movie Maker if desired to compile a final edited piece.  Seniors can use Premiere or After Effects which will accept the .tgas alleviating the need to create separate uncompressed .avi files for import.

· Your final output will be a .wmv file to include on the CD.

· Seniors will also need to include an uncompressed .avi version as well as an .mov version on the CD.

· These files will follow the naming conventions.  WincR_Fprj155.wmv (and .avi, .mov for the seniors)

· Production Still

· Students must create a single, high-resolution production still from their project.

· This still must be designed rather than simply captured.

· The design must be approved by the Project class instructor.

· The still will be rendered with the following conventions:

· 8” X 10” 350 pixels/inch (2800 X 3850)

· saved as highest quality .jpg (quality 12 no smoothing)

· this file will be included on the final CD

· Textures

· This folder will have two sub folders.  Source and used.

· Source:  This folder contains the raw textures used by the artist

· Used:  This is the complete list of textures actually used to render the project and nothing BUT those textures.

· Extras

· This folder contains any files which do not fit into another category but were required for the project.  Examples might be scripts, plug-ins, .bip files, .fig files, motion flow files, pose libraries, UV snapshots,  etc

· The purpose of the files should be explained in the Assembly.doc in the CD root folder

· Sound

· This folder includes any sample sounds, scratch audio, or music used for the project.

· It will also include a “sound.doc” which describes the sound requirements of the project in detail.

· If there is any copyright permission used for the project, the details of that will be included in a document in this folder.

· Production Documentation

· This folder includes the digital version of the Project binder

· Also included are any appropriate sub-folders.  Examples might be motion reference, concept art, color swatches, environment, character or prop reference.

· Make 2 copies of these CD’s, one for the student and one to submit.  The submitted CD will be in some kind of protective jewel box and both the CD and the container will be clearly labeled.  They are due by the end of week 14

5 Project Binders

· Each project will be accompanied by a professional project binder

· The visual aspects of the binder must be designed

· It must include:

· All production documentation

· Synopsis

· Storyboards

· Reference materials

· Design drawings

· CPM chart

· Detailed soundtrack instructions

· A printed copy of your project assembly instructions

· A printed copy of the student biography

· Project credits

· One high quality, full sized, color print of the production still

· These binders are due at the end of week 14

6 In order to pass projects class, each student must submit a project containing every required deliverable as specified in this document.
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