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PREVISUALIZATION

WORKFLOW
Publish and Sync from DB & Source Control

Previsualization and Directorial Pipeline includes

® Block-out and Camera Layout Publishing,
EDL creation and Rendering. O <

Assets and their status are tracked through Shotgrid

and checked into Perforce '/_/%'
Generative Al allows for faster visualization and
- <

® creative review of blockout assets, resulting in
more room for iteration.

Block out & Asset Linking Set Publishing Render & EDL Publish

and Animation Layout




ASSET PRODUCTION

WORKFLOW

R Block out & Asset Linking Publish and Sync from DB & Source Control
Asset and set pipeline includes asset

® and set loading, publishing and updating

across key software
GenAl ~ > A GenAl |
Generative Al can be used for modeling, \ \‘
® surfacing, and creation of 2D and 3D scene

elements during set building. -
ot D :

Modeling Surfacing Set Building




ANIMATION

WORKFLOW Publish and Sync from DB & Source Control
Animation Pipeline includes rigging, skinning

® and animation of assets both in and outside ML Autorig
) ML Animation
of Unreal Engine.

Al can assist with rigging, skinning, animation
® generation, as well as procedural scene elements

like crowd simulation.
CrowdSim -
PCG

Animation Final Layout Render




Al FOR DATA ANALYSIS

Script Breakdown Generation



http://www.youtube.com/watch?v=MFoJrwSibnk

Al—ASSISTED
VWORLDBUILDING

Matte painting

SD Generation Results



http://www.youtube.com/watch?v=SbMZ9ljihaA

I

Al FOR ASSETS PRODUCTION

Texture Generation Results



http://www.youtube.com/watch?v=TL56_6nw0Fo
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