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Figure 1: Examples of curve and function rigs (left) and a production tongue rig built on the same technology (right).

ABSTRACT
We present an overview of Animal Logic’s curve rigging toolset
and its development process, serving as a case study to discuss chal-
lenges specific to doing software development for animated feature
film production. We will show how R&D projects at Animal Logic
lean on agile software practices to enable ambitious development
projects, with flexible plans that adapt to the reality of working
with creative stakeholders. We will highlight the importance of pro-
duction engagement, reflect on our technical decisions made over
a year of active development while reacting to drastic production
schedule changes, and share lessons learned along the way.

CCS CONCEPTS
• Computing methodologies→ Animation; Parametric curve
and surface models.
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1 INTRODUCTION
Since 2016, Animal Logic has been crafting a new animation pipeline
based on Autodesk Maya® and Pixar USD®. The Animation and
Rigging R&D team is in charge of maintaining rigging tools, like
our rigging framework and proprietary deformation system Bond
[Baillet et al. 2020] and animation tools, such as our shot sculpt-
ing toolset [Bernard et al. 2022]. Our animated features can vary
greatly in animation styles, driving the need for solid generic rig-
ging toolsets that can cover a vast array of creative requirements.
With our experience building new workflows and tools for both
rigging and animation over the past few years for our new pipeline,
we look to share the lessons we have learned on how to adapt devel-
opment plans to the reality of working with creative stakeholders,
and how we react to drastic changes in production schedules and
priorities. We will use the development of our new curve rigging
toolset as a case study.
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