
Annotated Referen
es

Marta Feriani

s4900092

26th May 2017

1



Contents

1 What is a gap 3

2 Development methods 4

2.1 Di�erent methods . . . . . . . . . . . . . . . . . . . . . . . . . . . 4

2.2 Gap Analysis . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 4

2.2.1 Current state . . . . . . . . . . . . . . . . . . . . . . . . . 4

2.2.2 (Houdini Terrain Tool) . . . . . . . . . . . . . . . . . . . 4

2.2.3 Future state (Houdini Terrain Tool) . . . . . . . . . . . . 5

2.2.4 Gap des
ription . . . . . . . . . . . . . . . . . . . . . . . . 5

2.2.5 Next steps & proposals . . . . . . . . . . . . . . . . . . . 5

2.3 Waterfall . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 7

2.4 Agile . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 7

3 VFX industry 8

4 Mis
 8

2



Key Referen
es

Software Development Methods

This arti
le �rst explains what a development method is and later gathers to-

gether all the main ones giving a brief and yet a

urate explanation of ea
h

of them. S
rum, Waterfall, Agile worked as a basis for me to then investigate

further on ea
h of them separately. The web page also gives a more general

des
ription of the system development life 
y
le, introdu
ing 
on
epts su
h as

the life 
y
le of a software and how sometimes di�erent development methods


an be 
ombined to better suit the business needs of a 
ompany.

Gap Analysis

Rouse arti
le gives a de�nition of gap when used in a software development


ontext addressing a gap as a distan
e or dis
ontinuity between the 
urrent state

of the software and the future state the 
ompany produ
ing the software aims

to rea
h. The dissertation delves in detail on how to 
orre
tly 
ondu
e a gap

analysis whi
h has been used to develop the small example of the presentation.

Rouse identi�es four di�erent stages gap analysis 
onsists of: des
ription of the


urrent state, des
ription of the future state, gap des
ription and lastly the next

steps and proposals.

S
rum in VFX

This arti
le was the only one I 
ould �nd about software development related

to R&D in the VFX industry. Even though its main fo
us is the introdu
tion of

the Agile method in the traditionally Waterfall-alike VFX pipeline, it also gave

a small insight on the development methods 
urrently used in the R&D depart-

ments. His examples served as a �nal 
on�rmation of my dedu
tion pro
ess on

the matter.

1 What is a gap

Google, Gap de�nition. google.
om,

Available from: https://goo.gl/hqWhzD

[A

essed 25 May 2017℄.

Sta
kover�ow, 2017. Bugs versus enhan
ement versus new feature.

sta
kover�ow, Sta
k Ex
hange In
.

Available from:

https://sta
kover�ow.
om/questions/1325639/bugs-versus-enhan
ement-versus-

new-feature

[A

essed 25 May 2017℄.
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Wikipedia, 2017. Software bug. en.wikipedia, Wikipedia, the free en
y
lope-

dia.

Available from: https://en.wikipedia.org/wiki/Software_bug

[A

essed 25 May 2017℄.

Sta
kover�ow, 2014. SCRUM Terminology: What is the Di�eren
e Between

a New Feature and an Enhan
ement? [
losed℄.

sta
kover�ow, Sta
k Ex
hange In
.

Available from: https://sta
kover�ow.
om/questions/27572557/s
rum-terminology-

what-is-the-di�eren
e-between-a-new-feature-and-an-enhan
eme

[A

essed 25 May 2017℄.

2 Development methods

2.1 Di�erent methods

IT Knowledge Portal, 2017. Software Development Methodologies. itinfo,

Asso
iation of Modern Te
hnologies Professionals.

Available from: http://www.itinfo.am/eng/software-development-methodologies/

[A

essed 25 May 2017℄.

2.2 Gap Analysis

Rouse, M., 2014. Gap Analysis. Sear
hCIO,

Available from: http://sear
h
io.te
htarget.
om/de�nition/gap-analysis

[A

essed 25 May 2017℄.

2.2.1 Current state

2.2.2 (Houdini Terrain Tool)

Dra
ott, A., 2017. Terrain Generation. Video. youtube: SideFx Software,

GDC.

Available from: https://www.youtube.
om/wat
h?v=VZnrQCu9-bg

[A

essed 21 May 2017℄.

Go Pro
edural, 2017. Terrain | Height�eld Overview. Video. Vimeo.

Available from: https://vimeo.
om/205001343

[A

essed 21 May 2017℄.

SideFx, 2017. Building terrain with height �elds. Side E�e
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Available from: http://www.sidefx.
om/do
s/houdini/model/height�elds

[A

essed 25 May 2017℄.
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SideFX, 2017. What's New in Houdini 16. Side E�e
ts Software,

Available from: https://www.sidefx.
om/�lmtv/whats-new/

[A

essed 25 May 2017℄.

SideFx, 2017. What's new in Terrain generation. Side E�e
ts Software,

Available from: http://www.sidefx.
om/do
s/houdini/news/16/terrain

[A

essed 25 May 2017℄.

2.2.3 Future state (Houdini Terrain Tool)

E-On, 2017. What's New in PlantFa
tory 2016 R2. E-On,

Available from: http://www.plantfa
tory-te
h.
om/overview/

[A

essed 25 May 2017℄.

2.2.4 Gap des
ription

E-On, 2017. Plant Fa
tory. R2. Computer Program. E-On.

2.2.5 Next steps & proposals

Bä
k, M., 2016. Mountain Lands
ape. Image. deviantArt.

Available from: http://link6155.deviantart.
om/art/Mountain-Lands
ape-589320764

[A

essed 25 May 2017℄.

Basalla, D., 2005. Forest Generation with Maya and Renderman. Thesis

(MS
). Bournemouth University.

Bene², B., Andrys
o N., �t'ava O., 2009. Intera
tive Modeling of Virtual

E
osystems. In: Galin, E., S
hneider, J., Eurographi
s Workshop on Natural

Phenomena, 1 April, Muni
h, Germany.

Benes, Bedri
h and Deussen, Oliver and Pirk, Soeren and Chen, Baoquan

and Me
h, Radomir and Ijiri, Takashi, 2016. Modeling Plant Life in Computer

Graphi
s. In: ACM, SIGGRAPH '16, 24-28 July 2016, Anaheim, California,

USA. New York, NY, USA: ACM,

Available from: http://doi.a
m.org/10.1145/2897826.2927332

[A

essed 23 May 2017℄.

Cordonnier, G., Galin, E., Gain, J., Benes, B., Gu´erin, E., et al, 2017. Au-

thoring Lands
apes by Combining E
osystem and Terrain Erosion Simulation.

ACM Transa
tions on Graphi
s, 36 (4)

Dalvi, R., 2015. Creating animated ivy in Houdini - Tutorial 001. Video.

youtube.

Available from: https://www.youtube.
om/wat
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essed 16 May 2017℄.
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Dalvi, R., 2015. Creating animated ivy in Houdini - Tutorial 002. Video.

youtube.

Available from: https://www.youtube.
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h?v=MJTkexIiRNM

[A
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Available from: http://dx.doi.org/10.1145/2766975
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Filmmakerperez, 2017. Houdini Tutorial - Pro
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Video. youtube.

Available from: https://www.youtube.
om/wat
h?v=K0qKWRBgwCY&t=1198s
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essed 21 May 2017℄.

Munroe, R., 2016. Wisdom of the An
ients. Comi
. xk
d: xk
d.
om.

Available from: https://xk
d.
om/979/

[A

essed 25 May 2017℄.

PDI DreamWorks, 2001. Shrek: The Story Behind the S
reen.

Available from: http://www-evasion.imag.fr/~Fabri
e.Neyret/do
/
ourse19_2001.pdf

[A

essed 23 May 2017℄.

Pirk, S., Niese, T., Hädri
h, T., Benes, B., Deussen, O., 2014. Windy

Trees: Computing Stress Response for Developmental Tree Models. ACM

Trans. Graph, 33(6), 204.

S
hwank, A., James, C. J., Mi
ilotta, T., 2016. The Trees of The Jungle

Book. SIGGRAPH '16 Talks, 24-28 July 2016, Anaheim, California, USA.
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2.3 Waterfall

DCSL blog, 2017. The pros and 
ons of Waterfall Software Development.

DCSL Software Limited, DCSL Software Limited.
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om/pros-
ons-waterfall-software-development/
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Melinmani, S., 2014. Waterfall Model pros and 
ons. Experts Ex
hange,

Available from: https://www.experts-ex
hange.
om/arti
les/17441/Waterfall-

Model-pros-and-
ons.html
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2.4 Agile

Barrett, H., Telos Corporation, 2012. Pros and Cons of Agile Development.

Telos.Vision, Telos Corporation.

Available from: https://multimedia.telos.
om/blog/pros-and-
ons-of-agile-development/

[A

essed 25 May 2017℄.

Dawson, C., 2015. The Pros and Cons of Utilizing an Agile Methodology.

Nearshore Ameri
as,

Available from: http://www.nearshoreameri
as.
om/agile-methodology-advantages-

disadvantages/

[A

essed 25 May 2017℄.

Gilley, C., The Clever PM, 2015. The Pros and Cons of Agile Produ
t Devel-

opment. UserVoi
e,

Available from: http://
ommunity.uservoi
e.
om/blog/the-pros-and-
ons-of-agile-

produ
t-development/

[A

essed 25 May 2017℄.

Kukhnavets, P., 2016. Agile vs Waterfall: Pros and Cons, Di�eren
es and

Similarities. Ganntpro, Ganntpro.

Available from: https://blog.ganttpro.
om/en/waterfall-vs-agile-with-advantages-

and-disadvantages/

[A

essed 25 May 2017℄.

Lotz, M., 2017. Waterfall vs. Agile: Whi
h is the Right Development Method-

ology for Your Proje
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[A
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3 VFX industry
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