


M EFEX: Assuming if does stay arsund [or a while, what tech-
nologlcal advances In lve creature effects can we expect?

STAM WIRMNSTONMN: There are amazing advances [n halr and
skin lechnologles, and movemenl. One of the things were developing
i5 a performance caplure system — the same Kind you use bo send a per-
formance o a digital character — Lo oplically capdure the performance
ol a live aclor and then send 1L right Lo Lhe
animalronic characler. 5o there wialld be no
nesd for a hunch ol guys warking jovstichs,

CIMEFEX: You would modion caplure
an pclor and Lranslale thal motlon Lo your
animatranic comtrollers? Kind of ke a super
lelemetry thing?

STAMN WINSTOMN: Exactly. The per
farmance: of the animatronic would be driven
b the performance of one actor. IE will be
especially important for Recial performance,
Right now, we can do puppets thal have brow
and eve movemenl, and can even lip-sync =
baat it still feels like a puppet, partly because
you have one performer on the lips, another
omnie on the brows, another one on the eyes,
With this performance caplure system, all the
subtleties that happen in a single performer’s
face woubd go to the puppet, all In sync,

CIMEFEX: Amy advances coming from
the artificlal intelllgence arena?

STAMN WINSTOMN: I've been working

wilth a professar from MIT for three years,
developing a robol, Leonardo, that can learmn
through iis Interreiationships with humans.
Through that collaboration, | have aooess Lo
technolegy that allows Leonardo bo see and
hear. He will look at Vou: and, as Vo move,
he'll keep his eyes on you — and it's freaky.
It will be years before | can actually use this
and gel IE inbo small eyes — because righl now,
they are using very big cameras in very big
eyes. Bul we'll get there, and iDL will give us
mare anganic perlormances in our artificial
characlers.

CIMNEFEX: Let's move on to another areay
ol real-warld versus digital elfects. A lew vears
acpo, Bhere was a ol of dosm-and-gloom alk
about the: Tubure of minialures; and vel, there seems bo have been a
renaissance ol miniature work, with more minkatare efects than ever
_._.__.._.._._..._ usesd in Mlms. Do you =ee that happening? s that more proofl of
the pendulum swinging back?

ALEX FLIMKE: There isa new fascination with using ministure
photography. Among other things, it can be more cost effective o do
i miniature than bo do, say, a matte painting. Once you build 8 moded,
you have @ wide range of things you can do with it} whereas, once you've
dome a matte painting, that's the shat. A miniature ghves you more
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oplions, [1's nol the way Do do everyihing, bl [ think (e
photography Is going bo be with us for a long Hime,
STEVE BEGC: Direclors are aclually starting e
ol minlatures — and that (otally surprises meel 1ok @
rary, bul the pendulum seems bo be swinging back b
In a big way. Ina lew recent productions, ve hesn sl
people say: "We've ol booase
ot b b Ramchiles BE's ok B e
walk around and touchs | Ko
enhanced, but give me samel
redurn o miniatures is really
Because iF you mixand makoh
ard tricks, you continie Do lies
GRAY MARSHALI ;
still a really good opthon, espes
thing is going to be destroyed,
has to interact with some sl
ke water falling on it or fire s
it. Anything where vou are
namic interaction between Hhe
a minlature Is the way Lo go
LA HUMTER: The sl
that a photographed offect is 1
photographed object. So you're N
of the gate with sommetilng Ml
with. When you're deallng wilh
you have Lo pul a lol of effort
it bo that polnt. And anly (e
manipailabing IC Lo meadue 000 sk
physical model is already reall B8
[alry large-scale model and yos
rlp it apart or Set (L on e, el o
Eimealved ane built-in. W can Hght s
reeil light, gel real rellections
Tl i wiilh real Smoke, we el pet
effects. In digital backgromds
anlicipale the need Lo paal o ar
anct artilicial stmosphene, amd S8
things that are buflt intoa mis ]
JOHMN MO You've gl
compuber graphics render, §
chetail o make it keok reakistic. B
om the stage, youw can pui yose |
madel, and there you go, The |
bepc s is physically commect, a realistic image. We hase e
ing for us instead of against us. Real-time rmdiosity,
KEWIMN HALG: But a miniature is no more real i
just a cost relationship between one Kind of detail and
of detail. IT1 build 8 minlature, 1'm golng bo get this, Chis o
it, bt [ will always be strapped with the constraints af B
I will always hinve to shoot overcranksed, and the effscis on
going to be shot as separate elements, or they'ne golng §
restricted, To get around that, people bulkd glant minksl
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