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A Study on Sound Synchronized Out-Focusing
Techniques for 3D Animation
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Abstract

The role of sound in producing 3D animation clip is one of the important factor to maximize the
immersive effects of the scene. Especially interaction between video and sound makes the scene
expressions more apparent, which is diversely applied in video production. One of these interaction
techniques, the out-focussing technique is frequently used in both real video and 3D animation
field. But in 3D animation, out-focussing is not easily implemented as in music videos or explosion
scenes in real video shots. This paper analyzes the sound data to synchronize the depth of field
with it. The novel out—focussing technique is proposed, where the object’s field of depth is
controlled by beat rhythm in the sound data.
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Fig. 3. Out-focusing scene of 3D animation - ‘Epic, 2013
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Table 1. System Environment for experiment

S/W MAYA
Lens Properties
- Angle of view : 54.43
- Focal length @ 35
- Lens squeeze ratio @ 1
- Camera Scale : 1.000
- Near Clip Plane 0.1000
- Far Clip Plane : 10000
Camera Depth of Field
Option - Focus Distance : 5
- F Stop 5.465
- Focus Region Scale : 5
Transform Attributes
- Translate : 0, -1.010, -1.743
- Rotate : 0, 0, 0
- Scale : 17.702, 17.208, 16.348
- Shear 1 0, 0, O
NURBS
Plane
NURBS Surface History
- Min Max Range U : 0, 4
- Min Max Range V : 0, 8
- Spans UV : 4, 8
- Degree UV : 3, 3
NURBS - Radius : 1
Sphere
Linear @ centimeter
|
Working 1 Gentimeter
Units L
44.1Khz ME22l 2,017,153749
Sound
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Table 2. Rendering format

Preset : NTST DV
Format : avi
output Size : 720x 480
Frame rate : 30
Time code : 0;00;45;00
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