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Interactive Model Reel

I plan to create an interactive model reel using Kineme3D in conjunction with Quartz Composer. By creating a user interface that allows the user to view 3D models from any angle, rendered in real time, they will have total control over the position and rotation of the model within the viewer. I hope that by this method the viewer will be able to more closely examine a model at his or her own discretion rather than pre-determined views and renders as seen in most demo reels.

This idea stems from the desire to show off my work in a more unique and dynamic manner. To my knowledge there has not been anything like this done before. A brief Google search showed no results that were at all similar to what I have in mind. Most demo reels provide limited views of models, depending on how the creator decides to show them. Usually a 360˚ turntable from a high angle would be used. With an interactive demo reel the viewer will be able to rotate the model within the space and examine it from any angle.

Through the use of a simple GUI interface the user should be able to easily navigate through a selection of 3D models showcased in the reel. With this idea one could potentially showcase their work in extreme detail under a more scrutinizing eye, and give the viewer more choice in how they wish to examine the models. The first “page” of the reel will have a lazy Susan style selection screen. The viewer will be able to scroll through a number of models and select the one they wish to examine. Upon selecting the model, the reel will go to a sub-menu in which the only thing displayed on the screen will be the selected model.

Once the selected model is on the screen, the viewer will control x, and y rotation of the model simply by clicking with the left mouse button and dragging in the desired rotation direction. To zoom in or out on the object the user can scroll with the mouse wheel. They will also be able to translate the model in x and y space by holding down a button in conjunction with clicking the left mouse button and dragging in the desired direction. The aim is to make the controls similar to most 3D modeling programs as to lessen the learning curve of navigating within the reel.

Another function will allow the viewer to return to the main screen and select a different model to view. With certain models there will be the option to turn on or off different parts of the model. By doing so the viewer will be able to see how the different parts of the model fit together to make the whole character.

Key Features:


-Menu system that is fully navigable without stopping composition.

-Simple HUD to allow for easy user interaction and manipulation.


-Ability to select from multiple models to view.


-View multiple models at in a single predetermined view.


-View single models at a time in any view.


-Ability to enable and disable different parts of a model.


-Simple controls similar to those in other 3D modeling applications.


-Use on screen buttons for non-mouse controls.


-Meshes rendered using hard normals to allow the viewer to see the polygonal 

composition of the models.

-While in multiple model view:


-left click and drag to rotate the models on the y axis


-position desired model in the center of the screen


-click the VIEW button below the model once lights up


-rotation limited to 360˚ in either positive or negative direction



-will reset value to zero upon reaching either

-Once in the single model view:

-left click and drag to rotate the model on the x and y axis


-right click and drag to translate the model on the x an y axis


-mouse wheel up or down to zoom in or out respectively on the model


-press F on the keyboard to “focus” or re-center and re-scale the model


-click the button associated with the respective object/item you wish to turn 

on or off


-click MENU to return to the multiple model selection menu

Style Guide:


-Simple, clean interface with a somewhat futuristic look/design. (think iPod touch)


-Simple grayscale color scheme. Used to create a stark contrast between the 

background and models.


-Gradient background colors.


-On screen text/buttons will guide the viewer with instructions on how to operate 

the application.
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Future Plans:

This composition is intended to be a proof of concept and prototype of design that is meant to show the possibilities of an open-source interactive demo reel. The goal would be to create an application that can be used by anyone and view 3D models in a true three-dimensional environment. It should allow anyone to view the models even without any secondary application. With a simple plug-in the composition could be viewed using a web browser.

One thing that still seems like it is in the works at Kineme is integration of skeletal animation using IK (inverse kinematics) rotation solvers. With the future implementation of such a feature would allow this demo reel to import animations to the models and have them move on screen at the click of a button. This could potentially be important to the project as it would give one more feature for the user to show to prospective employers.

Another addition that could be made in the future would be to improve the ability of QC to soften normals and display meshes that will more closely resemble their polysoup iterations. As of now I found no way to get a mesh to display as entirely smooth. I opted to use the hard edges of the models to my advantage as they show off the polygonal construction of the models. This gives the viewer a better understanding of the topology of the model. This would also allow textures to display better even though for this specific iteration they were not a desired part of it.

Finally, with some more work, this composition could become entirely self-contained and allow users to import their own models and animations. In it’s current state each model was scaled, translated, and rotated to fit into it’s on screen location. Controls for enabling and disabling parts for each were added, as well as conditionals that pertained to each specific model. The hope would be to import any new model and be able to have the same number of controls and options without any additional work on the part of the user.

If all of these features could be added, I feel that the application could become a very valuable asset in the modeling, animation, and video game industry as it would allow prospective employers to scrutinize a potential employee’s work however they see fit. It would be very similar to just sending the employer a .ma .obj or .fbx file, but instead of limiting them to viewing the model in a polysoup app they can use an open source web application that will load and display the model for them. This would also allow for modelers and animators to show off their work to others who don’t have access to 3D modeling applications.
