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ABSTRACT

The steadicam effects is widely used in production of the 3D animation for natural camera movement. Conventional
method for steadicam effects is using keyframe animation technique, which is annoying and time consuming process.
Furthermore it is difficult and unnatural to simulate camera movement in real world. In this paper we propose a novel
method for representing steadicam effects on virtual camera of 3D animation. We modeled a camera of real world into
Maya production tools, considering gravity, mass and elasticity. The model is implemented with Python language,
which is directly applied to Maya platform as a filter module. The proposed method reduces production time and
improves production environment. It also makes more natural and realistic footage to maximize visual effects.
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Fig. 1 Steadicam shooting in filming movie ‘Rocky’
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Fig. 2 The camera working example (scene from movie

Fig. 4 Manual keyframe setup for steadicam effects
“Frozen” - 2014)
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2 AT} S/W MAYA
Lens Properties
- Angle of view : 54.43
- Focal length : 35
- Lens squeeze ratio : 1
- Camera Scale : 1.000
Camera - Near Clip Plane 0.1000
Option - Far Clip Plane : 10000
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Fig. 5 Scene modeling for steadycam effects
Transform Attributes
- Translate : 0(X), -1.010(Y), -1.743(2)
- Rotate : 0,0,0
- Scale X : 20
Scale Y : 20
NURBS Scale Z : 80
Plane - Shear: 0, 0, 0
J2 6. 7HM7tmRt Aot 2|0 Y 251 Translate Y ZQIE
Fig. 6 Translate Y nadir point and the peak of the top
and bottom of the virtual camera
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2 xZ|of 3t} - Min Max Range U: 0, 4
-Min Max Range V:0, 8
p— -Spans UV : 4, 8
1. g i"_ ; -Degree UV : 3, 3
Table. 1 Rendering format NURBS _Radius : 1
Preset : NTSC DV Sphere
Fomat : avi
output Size : 720 x 480
Frame rate : 30
Time code : 0:00:15:00
Linear : centimeter
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Fig. 7 Rendering image
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Fig. 8 Virtual camera path modified by the proposed script
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