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Introduction

A morphing (blend-shapes) modifies the
vertices of a moby

A limitless transformation of a vertex

A compatible with skinning
I morph verts in object space

I skin morphed verts to animated object / world
space



Introduction contd.

A part of the igVertAnim system

I igVertAnimUv
A animate uvs i simple texture matrix
A used a lot in ratchet (eg. waterfalls)

I igVertAnimMorph
A animate positions / normals / tangents
A artist driven

A easy to do in a vertex-shader

T but woul d 1T ncrease
want that!)

I and adds to rsx time

t

h e

C

O m



igVertAnimMorph

A processed on spu
Aruns at end of frame

A writes directly into class data before moby
rendered next frame

A semaphore ensures rsx syncs before
drawing morphed data



setup

A artist freely moves moby verts

A we store difference (delta) from original
(base) position / normal

A want to minimize number of verts we
transform

A create target for each distinct pose
(mouth, eyes, forehead frown)



setup contd.

A group similar targets into sets
A at animation time, combine multiple
targets at varying strengths
I 10% o000
I 25% eeee
I 65% ahhh
I 60% left eyebrow raised

A can sum to > 100% (and over / undershoot
by factor of 2 for special effect)



setup - our guy
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setup | sets

A 3 sets:
I left eye
I right eye
I mouth

A varying
number of

targets in
each set



