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Developing an Independent Rendering Tool to Control Render Layer
in 3D Animation Files
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Abstract

Since 2005, the production of feature 3D animation has been growing up worldwide and
technology of hardware and software has been advanced fully enough to get over the limitation
of visual expression, so that rendering weight of the whole work process is getting more
important. A final file in the state right before rendering increases. the data size gets bigger.
Therefore, if such final file is rendered as it is, the production schedule may not be met. For,
some needless time shall be spent to call and save a high—capacity file in amendment work and
to execute the rendering entirely again in addition to amendment.

In this study, Maya API [1]was used to study the efficient information amendment method of
extracting the rendering layers’ files in order to develop a tool that executes rendering by
applying such method.

As the result, compliance to production schedule that is important in animation production can
be done through the independent rendering tool based layer rendering that can maximize the

efficiency of amendment work.
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MayaApp::ReturnCode
MayaApp::mf__GetminmaxTime(char
xpszScenekile, char  **ppszResult, String”&
returnString)
{
MStatus ~ stat;//status ¥4+ A 73
MFilelO::newFile( true );// File New
MFilelO::open(pszSceneFile, NULL, true);//File Open
if (Istat) {

MString  strError("Error: MFileIO::open():

Failure”);

size_t sizeOfBuffer = strError.length()
+ 1,/ 1 for "0/

#ppszResult = (char *) malloc(sizeOfBuffer);
if (I#ppszResult) {
return
MayaApp::malloc__Failure;
}
sprintf_s(xppszResult, sizeOfBuffer, "%s”,
strError.asChar());
return MayaApp::MFilelO_open__Failure;
/) e QEA statusE EE S}
MTime MinT = MAnimControl::animationStart Time();
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String”™ ManagedMayaApp2: ExecuteGetminmax (
String”™ strSceneFile)

{

String™ returnString;

System:: Text::UTF8Encoding “utf8 = gcnew

System::Text::UTF8Encoding;

array<Byte> “bytes = utf8—>GetBytes(strSceneFile);

char #pszSceneFile = new char[bytes—>Length + 1];

int i
for G4 = 0; 1 < bytes—>Length; ++) {
pszSceneFile[i] = byteslil;}

pszSceneFileli] = "\0’
char *pszResult = 0;
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m_ MayaApp->mf__GetminmaxTime
(pszSceneFile, &pszResult, returnString);
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String(pszResult);
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}
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Job —title {Stest3mmcam} -subtasks {

Task {Frame #1} -cmds {
RemoteCmd {render -of iff -fnc 3 -s 1 -e 1
—pad 3 —cam mmcam_testShape -x 320 -y
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"

—premul True -premulthr 0 -preRender

" " "

—-postRender " -preLayer " -postLayer

"" —postFrame "" -rd
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Y:/kiTest/test4/test3mmcam.mb} -service
{pixarRender}

# Cmd {CMD /C DIR}}
Task {Frame #2} -cmds {
RemoteCmd {render -of iff ~fnc 3 -s 2 -e 2
-pad 3 —cam mmcam_testShape -x 320 -y
240 -ard 1.33333 —eaa 3 -ss 1 -mss 8 -mvs
1 -mvm 4 -pss 1 -ufil False -pft 2 —pfx 2.2
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" " "
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# Cmd {CMD /C DIR}}

Task {Frame #3} -cmds {
RemoteCmd {render —of iff ~fnc 3 -s 3 -e 3
-pad 3 —cam mmcam_testShape -x 320 -y
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-pfy 2.2 —ert False -rfl 1 -rfr 6 -sl 2 -g 1

"

-premul True -premulthr 0 -preRender

nn " "

—-postRender " —preLayer " —postLayer

nn

—preFrame " —postFrame " -rd
Y:/kiTest/testd/ -im
Stest3mmcammmcam_testShape

Y:/kiTest/test4/test3mmcam.mb} -service

{pixarRender}

# Cmd {CMD /C DIR}}
) -cmds {
# Cmd {CMD /C DIR} }
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