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| Abstract §

In 3D animation rendering process, Although we can render the output as a movie file format,
most productions use image sequences in their rendering pipelines. This Image Sequence
rendering process is extremely important step in final compositing in movie industries.
Although there are various type of making image rendering processes, TGA format is one of
most widely used bitmap file formats using in industries. People may ask TGA format is most
suitable for in any case. As we know 3D softwares have their own image formats. so we need
to testify on this.

In this paper, we are going to focus on Alias’ 3D package software called MAYA which we
will analyze of compressing image sequence, Image quality, supporting Alpha channels in
compositing, and Z-depth information. The purpose of this paper is providing to 3D Pipeline as
a guideline about effective image sequence format.
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Fommal - Extension - Compression th%‘z";r%?ei S?q‘%%?m lr%é?né%%en
fdobe ai Lossless J None None None
s ais tossless § Suppot £ Suppot § Supportt
AVl avi Lossy None Support None
Cineon «ein Nene Support None
sted}  eps Lﬁg” None None Support
GIF gif Lossless None Support None
JPEG E ] {ossy None Support Support
M"S&“‘“‘ swt Lossless None None None
Maya IFF iff Lossless Support Support Support
Maya16 IFF i Lossless Support Support Support
MacPaint prtg Lossless None None None
-ps Lossless Support HNone None
PNG -png tossless § Support Support None
Quantel yw J Support Support None
QuickDraw pict Lossless None None None
QuickTime oy Lossless None None None
RLA sa Lossless Support Support Support
Scalable
él'% SV Lossless None None None
SGI Sgi Lossless Support Support Support
SGi18 sgi tossless § Support § Suppot § Support
SG! Movie Lossless None None None
Softimage pic Lossless Support Support Support
Targa dga Lossless Sapport Support Support
Tift K Lossless Support Support Support
| Yindows bmp _ JUncompress;  None Support 1 Support
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1% 3. Image Sequence H|il Process

Component ‘ . .
cPU i Inte! Dual Xeon3.4GHz, 800MHz
Motherboard F ] Asus NCT-D Motherboard
RAM 4.0 GB DDR2 PC2-3200 (ECC-Registered)
Hard Drive ‘ v 250GB, 7200RPM, Serial ATA(SATA)
Video Card ‘ PNY Quadro FX 3500 256MB GDDR3
OS System Windows XP2
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Fite Format Single File Size Tolal File Size . Rendering Tim

TGA | 1368KB | 28IMB | 1Al S8
IFF . M2KB | 289MB . 1A 5E
TFF . 58KB . 1eMB | 1NasE
RLA  18KB 2338 242 i
SGI . 126KB . 260MB . 1AIZtaE
JPEG . MKB | 215MB . 1AZH4doE
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Sequence I} H|z

File Format - Single File Se+{Z.denth Size}. Total File Size  Rendening

TGA  1.368KB+(185KB}  333MB | 2AIo1E
IFF 273KB | 58.2MB 1At 52
TIEF 241KB + (185KB 51.7M8 1AI2} 488

RLA 233kB 49.7MB 242118
SGI 300KB + (185KB 66.3MB 1A12t 58
JPEG  © 194KB + (185KB) 41.7MB 1A 2 428
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