Autodesk 3ds Max 2011:
Market Perspectives, Productivity
and Return on Investment

a-Viss

01001011




Autodesk 3ds Max 2011:
Market Perspectives, Productivity and Return on Investment

Contents
Introduction. . ... .. e 3
Pushing the Envelope of 3D Production . .. ... ... .. .. ........... 4
CAT: Expanding the Boundaries of Character Rigging. . .. . ................... 4
Methodology . . . . ... . 5
Productivity in 3D Modeling and Animation .. ..................... 6
Slate Material Editor and Map Browser: Efsciency in Managing Complex Shaders . . . 6
Polygonal Modeling: Optimizing Geometryin 3ds Max 2011 . ................. 7
QuUICKSIIVEN. . . . 7
The Cumulative Effect of Productivity Gains . ... .................. 8
Selection Tools: The Impact of the User Interface on Productivity. . ... .......... 8
About the ROl Projections . . . . . ... ... . 9
Autodesk 3ds Max 2011: Return on Investment Scenarios .......... 10
Autodesk 3ds Max 2011: Market Perspectives, Productivity and Return on Investment 2

% PfeiTer Consulting 2010



Introduction

About this Report

® 1sreport presents the « ndings of a market specix c benchmarking project
conducted by Pfeir er Consulting for Autodesk, combined with technology
analysis of the latest release of Autodesk 3dsdMax.

Productivity measures, based on the » feis er » onsulting.  ethodology for
s roductivitys enchmarking, compared work ¢ ow productivity based on the
Autodesk 3dssMax£2011 with the 2008 release of the software. Work 4ow
benchmarks and er ciency measures analyzed the productivity impact of
features introduced in 3dseM ax®2011, and previous releases on work4ows
using 3dsdM ax22008. For details on the methodology used for the produc-
tivity benchmarks, please refer to the . ethodology sidebar on the page 5,
or to the complete benchmark report.

Structure of this Report

® is report is structured in 3 sections:

Pushing the Envelope of 3D Production (page 4) analyzes the challenges
of 3D software and the feature additions of 3ds Max 2011.
Productivityin 3D Modeling and Animation (page 6) concentrates on the
productivity impact of new features in 3ds Max 2011.

The Cumulative Effect of Productivity Gains (page 8) analyzes the er ect
of productivity gains on return on investment.

About Pfeiffer Consulting

Pfeir er Consulting's mission is to provide unique high-level, international
market intelligence and strategic consulting for both content and technol-
ogy providers.

Pfeirer Consulting is the publisher of the » feiser + eport on ® merging
srendsand & echnologies, an online resource on trends in the technology and
content industry, as well as numerous specialized studies and reports.

For more information, please visit: www.pfeir erconsulting.com.
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t 3ds Max 2011 introduces several
signiscant new features that can help
expand creative possibilities as well
as operating efsciency.

t Productivity research conducted for this
project show that 3ds Max 2011 offers
signigcantly enhanced productivity
over older releases in a variety of
product areas.

t Return on investment projections show
that 3ds Max 2011 can yield return on
investment of close to $16,000 per
workstation per year.

t Pleiffer Consulting is an independent
technology research institute and
consulting operation focused on the
needs of digital content professionals.

t Download the complete Autodesk
3ds Max 2011 Benchmark Report at
www.pfeifferreport.com.
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Pushing the Envelope
of 3D Production

Generally, developers of software applications face two contradictory

t Professional 3D software faces the

double challenge of providing cutting
edge functionality while constantly
improving production efgciency.

3ds Max 2011 features CAT
(Character Animation Toolkit), which
signi¢cantly helps to streamline the
rigging process by providing a wider
variety of highly customizable, pre-rigged
characters.

The Quicksilver hardware renderer is
a new rendering option that uses the
processors of display cards to more
quickly produce superior quality
animatics and draft renderings.

challenges: On one hand, they have to add functionality to increase the
overall usefulness and competitiveness of their products; on the other
they have to strive as best they can to make their software packages
simpler to use and more er cient in production tasks.

Nowhere is this double challenge more clearly visible than in profes-
sional 3D software. Despite the fact that programs such as Autodesk
3dssMax or Autodesk Maya have seen their functionality and capabili-
ties expand signis cantly over the past decade, it is surprising how much
new ground these programs still manage to break with subsequent
releases. (Additions such as CAT, the Character Animation Toolkit
introduced with 3dseM ax<2011, for instance, constitutes an important
feature extension for the vital area of character rigging, essential in game
and ¢ Im production alike.)

But with power comes complexity: 3D work¢ows are characterized by
a seemingly endless chain of complex, repetitive manipulations, that can

Expanding the Boundaries of Character Rigging

S:;T;Sﬁirii;:&r. E'iggi'r?sgm%grnchmark Characder Animation Toolkit, (or

CAT for short) is exactly what the
name implies: a toolbox to assist
therapid aeation of a variety of
fully rigged characters. While the
basicapproach of CAT issimilar to
the Biped module in 3dstMax, its
capabilities exceed itsancestor: CAT
makes it easy to aeate and adapt
characters and all sorts of animals
and fantasy aeatures, which are
ready to be animated.
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v e benchmark results from this
project underline the gain in
ex dency CAT provides.
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