" Al For Animation at Autodesk:

MLDeformer , MotionMaker ‘

| FaceAnimator & Flow Studio

~ Nicolas Chaverou, CF‘X & Crowds PM, Autodesk
nicolas.chaverou@autodesk.com |

< AUTODESK




- SAFE HARBOR STATEMENT

The presentations during this event may contain forward -looking statements about our outlook, future results and
related assumptions, total addressable markets, acquisitions, products and product capabilities, and strategies . These
statements reflect our best judgement based on currently known factors . Actual events or results could differ
materially . Please refer to our SEC filings, including our most recent Form 10-K and Form 10-Q filings available - at
www .sec.gov, for important risks and other factors that may cause or actual results to differ from those ‘in our forward -
looking statements .

The forward -looking statements made in these presentations are being made as of the time and date of their live
presentation . If these presentations are reviewed after the time and date of their live presentation, even if subsequently
made available by us, on our website or otherwise, these presentations may not contain * current or accurate
information . We disclaim any obligation to update or revise any forward -looking statements .

Statements regarding planned or future development efforts for our products and .services are not intended to be a
promise or guarantee ‘of future availability of products, services or features but merely reflect our current plans and
based on factors currently- known to us. Purchasing decisions should not be made based upon reliance on these
statements .

PLEASENOTE All Autodesk content is proprietary . Please Do Not Copy, Post or Distribute without Authorization .

All images copyright of their respective owners .
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Autodesk Research

A
AU,
AN

Neural Shape Diameter Function for Efficient Mesh GraphSeam: Supervised Graph Learning Framework for FluidsFormer: A Transformer-Based Approach for Continuous WorldSmith: Iterative and Expressive Prompting for World
Segmentation Semantic UV Mapping Fluid Interpolati. Building with a Ge.

Reconstructing editable prismatic CAD from rounded voxel Neural Implicit Style-Net; synthesizing shapes in a preferred

models CLIP-Forge: Towards Zero-Shot Text-to-Shape Generation e exploit... RobustPointSet: A Dataset for Benchmarking Robustness of

Point Cloud Classi

Currently 71 active research projects involving Al

What's In A Name? Evaluating Assembly-Part Semantic
Knowledge in Language M.

Learning to Simulate and Design for Structural Engineering




PROJECT

Bernini

Generative AI for 3D shape creation



Al in M&E



“ Malim ut res domesticas al sustineat |,

guo artes atque litteras sim, quam
artes meas litterasque ea mihi eripiant

ut ipsis ministeriis domi detinear . ,,

JoannaM , MMXXIV AC, Reddit




‘ ‘ | want Al to do my laundry and dishes
so that | can do art and writing, not for
Al to do my art and writing so that |
can do my laundry and dishes. , ,

JoannaM , MMXXIV AC, Reddit
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MLDeformer : what is it for?



MLDeformer : what is it for?




MLDeformer : what is it for?




MLDeformer : how does it work?

Configuration Node : glmDeepConfShapel vl

General Settings

OutDir N:/demos/golaemDeep/deep/human

Asset Root Name humanChar

Sampling Training Deformer

W Advanced Properties

Hidden Layers 2 Epochs 100 Batch Size 1000

Nb Neurons 128 Rate 39999977648 Test Split 15 %
Dropout 5 % Error MSE b Checkpoint 50 Epochs
Activation RELU o

v/ Use CUDA GPU Acceleration

Training Results ‘

Train Model

Status : Idie




MLDeformer : what is it for?

Anim Controls

Deformed Geometry

R\

AVA g

Deformerl Deformer?2

N ‘

Original Geometry -




MLDeformer : how does it work?




MLDeformer : In a nutshell

- BOYD

- Evaluate rigs or part of rigs faster (usually)

.- DCEGUGG Gi C] AATi DC OUADGCAT i DCG
- Allow portabllity (crowds, other DCCs, other studios)

- Dataset: thousands of frames (generated auto)

- Available since Maya 2025.2






MotionMaker
Generative Locomotion
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MotionMaker
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MotionMaker : whatis it for?
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MotionMaker : whatis it for?

View Shading Lighting Show Renderer Panels
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MotionMaker : whatis it for?
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MotionMaker : whatis it for?
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MotionMaker : how does it work?

; Expert
Gating Network Weights

2 2

Motion Prediction
Network

Motion Update

Motion Features

Frame i-1

Blending Coefficients
DQ—
Motion Weights

Blending

Character State and Control Variables

Zhang et al. 2018 Mode - Adaptive Neural Networks for Motion Control

Frame 1




MotionMaker :in a nutshell

- PreTrained (own the data) | 3 models available, more to come
- BYOD WIP

- For Layout / Blocking / Crowds

- Action Tag control

- Dataset: 10-15mn of animation

- Available since Maya 2026.1






FaceAnimator

Audio based Lipsync &
Facial Animation
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FaceAnimator : what is it for?
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FaceAnimator : how does it work?
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FaceAnimator : how does it work?

Gv




FaceAnimator : how does it work?
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FaceAnimator : how does it work?
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FaceAnimator : how does it work?
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FaceAnimator : how does it work?

_82Z ' 2 Mf > 8¢ - f > 2 M¢C NBf S WZMGWS8 - Ev
zs8-¢vilGy _ | ' | 2 zI @z ¢
1], ]
8VIJI:$ TB
Jal | A

10 J

_ 8



FaceAnimator : In a nutshell

- BOYD

- Animator / rigger friendly

- Respect studio style

- Emotion control

- Dataset: 2mn of animation

- Beta in Maya 2027






Flow Studio

Cloud based video to 3d
toolset




Flow Studio: what is it for?  Markerless mocap




Flow Studio: what iIs it for? Camera track

45



Flow Studio: what is it for? DCCs compatibility
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Flow Studio: what iIs it for? Face Animation




Flow Studio: what is it for? Video to 3d



Flow Studio: how does it work?



