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Installing Talking Head v1.6

e 0o (] ScriptUl Panels
Copy: Name 4| Date Modified Size | Kind
Talking Head v1.6.jsxbin | About the Scrip...anels folder.txt 11/26/13 580 bytes Plain...cument
™ BG Renderer.jsxbin 5/16/11 808 KB Exten...ument
To: ™ Export to Bytes v2.jsxbin 3/4/12 468 KB Exten...ument
/After Effects/Scripts/ScriptUl Panels/ ™ NanoAnimal_Panel_v2_01.jsxbin 9/19/13 20KB  Exten...ument
" Stereo 3D Toolkit v2.03.jsxbin 6/19/13 139 KB Exten...ument

g Talking Head v1.6.jsxbin ...ument

| Macintosh HD * (0] Applications » [ Adobe After Effects CC » [ | Scripts » [ | ScriptUl Panels = = Talking Head v1.6 jsxbin

Opening the Talking Head ScriptUI Panel

® After Effects File Edit Composition Layer Effect Animation View [JTFFETH Help

After installing, restart After Effects. 800 Workspace
("] SEULEA  Assign Shortcut to “Standard” Workspace
. . Project % Effect Controls: (none) | v * li ition: (none) | ¥ x
The Talking Head ScriptUl Panel i

will appear in the Window menu of After Effects. Lo

+ Character
Effects & Presets
+ Info
Mask Interpolation
Media Browser
Metadata
Motion Sketch
Paint
 Paragraph
v Preview
Progress
Smoother
v Tools
Tracker
Wiggler

v Composition: (none)

 Effect Controls: (none)
Flowchart: (none)
Footage: (none)
Layer: (none)

+ Project
Render Queue

+ Timeline: (none)

Talking Head v1.5.jsxbin
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Preparing Your Artwork

Begin with a layered PSD. x
Layers

Each facial feature needs to be it's own layer. Pknd s @ © T I & "

> Opacity: 100% =
Supported Facial Features/Layers: ok Bl o & & F 008 [
Left/Right Eyebrow © Bl snguses
Left/Right Pupil © BB rio evebrow
Left/R|ght Eye - left eyebrow
Jaw o Bl ronepupi

Mouth Open (multiple layers/poses) o koo
Mouth Closed (multiple layers/poses) s
d right eye

> R erteve

Bl ouno

> R mouth A
> BBl mouth dosed
> K2
o E“jhnaﬂ

Importing a New Face

In After Effects, Import your Face PSD as a composition * Project "S ! tf [ Composition: (none) v/ x

It is recommended that you select Retain Layer Sizes,

thlS will CrOp the |ayerS and center the anChOr p0|nt Import Kind: | Composition - Retain Layer Sizes ¥
Footage

Layer Options Composition

Editable Layer Style O COMposition - Retain Layer Sizes

* Merge Layer Styles into Footage

Description mporting selected items...

Merge Layer Styles into Footage renders faster and allows
for 3D intersections. It may not match Photoshop exactly.

Cancel
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The ScriptUl Panel

The new interface has a button for each available
facial feature.

8 00
Talking Head v1.5 %

Evebrow Left

Pupil Left
Eye Left

Face

Mouth * Open Closed

Eyebrow Right

Pupil Right

Eye Right

Jaw

Rigging a Face

Select a facial feature in the time-line, and press the
corresponding button in the Talking Head ScriptUl Panel

8.0.0
Lk AL S

[

s Pupil Left
‘Composition s
B Ghazi_Front_02 Layers B Folder Eye Left

» i Solids W Folder
Face

= @ [z 8bpc I «
Gh

¥4 mouth ©
54 mouth A

b 0| 1919190/ 9
EEEEEEERER
NNNNNNNNN

+ Open

Closed

Untitled Project *

= (e

hazi_Front 02 v >

~ £3 1 [0;00;00;00 E=

(Full)

€1, Workspace: | Minimal

B Active Camera| | [ITview '~ F [#] 0 & ¥ +0.0
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Rigging a Face (continued)

This will rename the layer, and add the proper
expressions.

It will also add the Talking Head Controls layer to
the composition the first time you add a feature.

Repeat this process for all of your facial feature layers.

me
I Talking Head Controls
K sunglasses

A right eyebrow
m

NANN -

Talking Head Expression

NANNNNNANNNNNNANN & =

Talking Head Expression

A left pupil

KN right eye
A left eye
A mouth O
FA mouth A
FA mouth closed

2 KA jaw

3 FA head
A neck

5 A hair

6 ¥ scarf

7 HA right arm
EA body

9 A leftarm

Eyes and Pupils

When you add a matching pupil/eye pair to the
rig, a track matte is automatically created for the
pupil that is linked to the eye.

Since you can add the layers to the rig in any order,
the track matte is only created after the second layer
of the pair is added to the rig. See the examples

to the right.

EXAMPLE 1

The LEFT PUPIL layer is added to The LEFT EYE layer is added to the rig second. The PUPIL MATTE is created from the LEFT EYE

the rig first. layer when the script detects the matching pair.
EXAMPLE 2

The RIGHT EYE layer is added to The RIGHT PUPIL layer is added to the rig second. The PUPIL MATTE is created from the RIGHT EYE
the rig first. layer
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Mouths

As you select open and closed mouths, the names
are enumerated in the time-line.

If you select multiple mouth shapes at once, they
will be numbered in the order selected. T

If Link Mouth Shape to Volume is selected, ,
the mouth shapes will change based on the

+ Scale Factor

volume of the audio track. ek

Otherwise, the mouth shapes can be controlled by
changing the Mouth Shape Open and Mouth Shape
Closed slider values.

ing Head Controls

Wil vownopenz — | |2

3 KA head -~

7 KA right arm

9 B leftarm

& :
[ |
|
|
| |
[ |
|
| |
[ |
|
| |
[ |
|
|
| |
[ |
|
| |

Head Controls
unglasses
A right eyebrow
A |eft eyebrow
KA right pupil
A left pupil
KA right eye
KA left eye
A Mouth Open 1

FA Mouth Closed 1
KN jaw

A neck
A hair

FN scarf

A body

YRR ANRNANAN AN RN AN AN AN AN VAN AN AN

Automatic Lip Sync

Add an audio file to the time-line, right click and select
Convert Audio to Keyframes

This will create a layer named Audio Amplitude

The talking head expressions will automatically link to
the Audio Amplitude layer.

The mouth and jaw will now animate along with
the audio.

@Hve.alt]

Normal -
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Multiple Audio Amplitude Tracks 6

If you have more than one Audio Amplitude layer
in your time-line, the Talking Head rig will use the
top one.

You can quickly switch between audio takes by
switching which Audio Amplitude layer is on top.

e AW S O™

Normal ‘v @ | None »E 1 B [Audio Amplitude] Normal v @ [None

Normal 'v _ 'None v ® I None | r 3| (Audio Amplitude) Normal v/~ 'Nome 'v| @ "None

Link Mouth Shape to Volume

! Finder File Edit View Go Window Help

Enabling this option will cycle the mouth shapes — 10
based on volume. This works especially well with

dynamic voice performances. Seemm———————res
EI

Name & Tvpe
. . . 2] aMAL GORLLA ANGRY._YELLG1wav LI
If using this option, be sure to add your mouths = o

to the rig in ascending order based on volume. The
loudest mouth should have the highest number.

& B [=) 8bpc i < 3 ows Pinch 25 ¥ &3 71 [0:00:00:17 | €3 Full B Active Camera [+ | [TView [v| & B 1 & 3% +0.0

IR ST ICSTITIC IR SO ST I I SIS I I SO SCICIE S I L GL I GC I SR IS G S SO IL S e SRS 90 SR SP L IL L 9L S SR S IP IR S0

5666585605806 068801866565606086060808088688880805064608080086088080080s

2006990098000 890/90696929029040800820000982000098920989806060000000

3 M [Talking Head Controls Normal v/ [
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Controls In Depth

¥ fx Audio Amplitude

» T Slider

¥ fx Mouth Open Threshold

b T Slider

¥ fx Link Mouth Shape to Volume
'S Checkbox

¥ fx Mouth Open Count
» 1 Slider

¥ fx Mouth Scale Factor
» 15 Slider

v fx Mouth Shape Open

b T Slider

Audio Amplitude automatically links to the Audio
Amplitude layer (if present)

Controls how loud the volume needs to be to
switch from closed to open, or from shape to
shape if Link Mouth Shape to Volume is enabled.

Automatically switches mouth shapes based
on volume, overriding the Mouth Shape Open control.

The number of Open mouth shapes currently in the
rig. This slider is accessed by other parts of the rig,
there is no need to edit it manually.

Adjusts how much the open mouth shapes will
scale with the audio volume.

Changes which open mouth shape will be used.
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Controls In Depth (continued)

¥ fx Mouth Shape Closed

» T Slider

¥ fx Jaw Scale Factor

» 5 Slider

v fx Look Direction

% Point

¥ fx Look Skew

% Point

¥ fx Blink Interval
> 15 Slider

¥ fx Blink Speed
» 1 Slider

Changes which closed mouth shape will be used.

Adjusts how much the jaw scales with the audio.

Adjusts pupil xy position

Offsets left/right pupil xy positions

Adjusts how often the eyes blink.

Adjusts how fast the eye will blink.
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Controls In Depth (continued)

¥ fx Squint
» O Slider

¥ fx Squint Offset

» T Slider

v fx Eyebrows Tilt
> 1 slider

¥ fx Eyebrows Raise

» T Slider

¥ fx Eyebrows Offset

» D Slider

¥ fx Eyebrows Pinch

» T Slider

Adjusts how wide the eyes are open.

Opens one eye while closing the other.

Tilts the eyebrows.

Raises and lowers the eyebrows.

Raises one eyebrow while lowering the other.

Moves the eyebrows closer together/farther apart
along the x-axis.




