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Motion Capture Report

Our movie shows the end-result of the use of the motion capture data to animate a character walking, running, climbing a ladder, and floating in space.  Our real-life actor appears as a Fidel Castro body double in the movie.  Fidel mimes the physical actions that our real actor executed in a black void.  It should be noted that our actor used a ladder prop for the physical action of climbing, whereas Fidel magically mimes his way upwards.
We took the e-mailed raw .csm data, loaded them into 3D Studio Max as keyframe animations, and applied them to a biped.  We then saved them to keyframe .bip files, which we could then attach a mesh to and rendered sequences of the animations.  To lengthen the running animation we looped it three times.
3D Studio Max handled most of the blending between the various animations well and there was no noticeable sliding or jerkiness for us to tweak.  Once we specified a camera route with a wire spline, 3D Studio Max was able to render the entire animation into our .avi file.

The biggest problem we faced was appending animations in 3D Studio Max.  The help files were too vague, and there was no specific append function.  Once we figured out that we had to make a motion script, our work went a lot quicker.

The second largest problem was applying a physique to the biped that would animate reasonably well without significant deformations in the mesh.  3D Studio Max’s vertex-to-bone attachment algorithm was not very accurate.  We ended up manually attaching the mesh vertices ourselves, which took quite a bit of time.
A minor annoyance was that the actor’s T-pose (stand with arms stretched out) was not very useful for calibration purposes.  Our mesh’s T-pose did not match the actor’s T-pose at all, so a lot of bending had to take place before the mesh could skin the actor’s vertices.  Specifically, our actor’s arms were too relaxed during the T-pose and the head was tilted, so they had to be bent straight in 3D Studio Max.  The torso was twisted in a strange manner that made applying the mesh especially difficult (our actor was a contortionist apparently).

Another small annoyance was that for the walk sequence the legs of the character passed very close to each other which made our mesh, with its baggy trouser legs, clip at points during the animation.  There were also ammo boxes on the sides of the torso that the arms clipped because when we did motion capture the subject didn’t have those boxes as a reference to move his arms around when walking.

