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Annotated References

Garcia, J., et al. 2016, November. Rigging the oceans of Disney's Moana. In SIGGRAPH
ASIA 2016 Technical Briefs (p. 30). ACM

Moana has been an inspiration for me this year and I was really excited to have the
chance to study how the Disney managed to deliver such a complicated rig so
successfully. The paper describes how they expanded and improved the pipeline in
order to face the challenges of rigging a realistic ocean in a movie where the ocean
was a prominent asset. it also included the steps they took to face the challenges
and establish communication between the different team in order to portray the
wide variety of ocean types like open seas, shallow waters, calm seas, stormy wavy
seas, lagoons, shoreline and so on. Not only they managed to make the different
parts work together in various conditions but also went a step further with the
rigging of the ocean and the interaction with the main characters as one of them,
giving it a personality.

Seymour, M., 2011. The science of fluid sims [online]. fxguide.com [Accessed on May
2017]

In this online article Mike Seymour goes over the history of fluid simulations in
computer graphics and Visual Effects and their basic concepts. It helped me
understand the chronological order of the technological progress and the scientific
impact on them.

SideFX, Fluids Houdini Documentation. [online] Available from :
http://www.sidefx.com/docs/houdini/fluid/_index [Accessed on May 2017]

The Official SideFX page with the Houdini Documentation included description of
every Houdini shelf tool and several examples for better understanding. It provided
me with the base line for my research and helped me organize my research and
select a number of tutorial to implement for practical understanding.
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