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Production at Zinemaldia

& Technology

Project Kinetix Yassine Tahi and Henri Mirande.

JAMIE LANG

French software company Kinetix
tookhomethe €10,000 Startup Cha-
llenge prize from this year’s San Se-
bastian Zinemaldia & Technology si-
debar, held atandin partnership with
Tabakalera, aninternational center
of contemporary culture and tech-
nology based in the Spanish city.
In addition to the cash prize, the
companyis offered spaceinanincu-
batorforayear at one of the Basque
Technology Park Network’s BICs
(Business Innovation Centers) as
well as access to funding of up to
€500,000 for development.
Kinetix has developed a set of
Al-powered tools that offer 3D ani-
mators new methods to speed up
the animation process by allowing
users to upload alive-action video,
generate an animated 3D charac-
terand edit the resulting animation.
“Forus, yourtechnological inno-
vation was very disruptive,” the jury
explained after making the announ-
cement. “The benefits for the sector,
the speed andthe automation (ofthe
process) were very attractive. And
also, the possibility of coordinating
with our Basque Technology Centers
on future project and service deve-
lopments. We wish you the best for
the future, and the best collabora-
tion with the Basque country here.”
“3D animationis often one of the
most time consuming and costly
parts of a production studio,” clai-
med Kinetix’s pitchman. “Butit’s al-
soveryimportant, becauseitallows
producers to tell their stories.”
After explaining the two main
ways in which 3D animation is ma-
detoday, the slow andlabor intensi-
ve key frame animation and quicker
but technologically prohibitive and
far more expensive motion capture,
the Kinetix team explained how their
proprietary software allows anyone
with access to a camera to create
a 3D animated video themselves.

Kinetix uses artificial intelligen-
ce to watch uploaded videos and
extract the motion of a character
from the screen, before rendering
itas a 3D model in a virtual setting.
Theresulting character canthen be
placed directly into video games,
films and VFX production. Kinetix
is currently building an end-to-end
platform which willautomate the en-
tire workflow.

In its first year of operation, Ki-
netix has already amassed a user
base of more than 3,000 animators
and partnerships with several key
French animation studios. Kinetix
employs a full-time staff of 15 engi-
neers, researchers and developers
who are currently working onimpro-
ving the software’s Al by feeding it
more data. According to the team,
the next step is adding hand and
facial animations to their models.

Perhaps one of the most surpri-
sing aspects of Kinetix’s abilities is
the amount of time required for a
single render. According to the te-
chnicalteam, respondingto aques-
tion from the judges, one minute of
live-action video takes only about
one minute to render.

The four other finalists which
pitched were Klipworks, a Danish
company which utilizes AWS web
service technology to allow broad-
casters to create a request for vi-
deo content and for users, without
downloading anything, to upload
their related videos; and three Spa-
nish projects: OWO Entertainment,
designers and developers of a pro-
grammable haptic vest that repro-
duces physical sensations while
watching a movie, playing a video
game or listening to music; Pano-
ramic Plates, a service for easily
and cleanly shooting 360 degree
moving backgrounds for film and
television; and Raccorder, a mobi-
le app for script supervisors which
connects all the teams working on
afilm or TV production, increasing
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productivity and reducing errors be-
tween departments.

While the jury deliberated about
the winning pitch, aroundtable onthe
benefits and limits to virtual produc-
tion was held. Present were Media-
pro’s head ofinnovation Pere Pérez,
Welab director Pedro Fernandez,
and Bernat Aragoné, editorand VFX
supervisor at Antaviana Films.

Virtual production, defined as a
confluence—definitely the day’s buzz
word - of techniques and workflows
togenerate 2D and 3D content. Me-
thods discussed included greens-
creen, motion capture, previsuali-
zation and virtual, augmented and
extended reality.

According to all three panellists,
virtual production is still in, as Ber-
nat put it, the “Stone Age.”

“Were stillinthe very early stages
ofthese technologies being mentio-
ned,” said Pérez. “We are going to
see breakthroughs every year. Things
like mocap and more sophisticated
Alwilltake alot of these technologies
to the next level, and as hardware
improves, we will see innovation on
every level.”

“The confluence here,” said Fer-
nandez, “is for everything to be piped
into one single productionline. Right
now, there are two different types
of human and tech teams. There is
one gaffer forthe regular production
and another for virtual, an art direc-
torfor virtualand one for traditional.”

Tothatend, it was suggested that
training and education could prove
abottleneck for progress but is the
key to moving forward.

“This is the biggest challenge,”
according to Peréz. There is a hu-
ge skill shortage now. There is de-
mand for real time content produc-
tionand people with the skillsto doit.
It’'s about training, talent acquisition,
upscaling people from traditional to
new ways of working and helping
virtual natives understand how tra-
ditional methods work.”

Jaime Tenorio, Beatriz Navas y Cristina Andreu.
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Fomento del género
audiovisual americano

D.P.

Jaime Tenorio, director de audiovi-
suales, cine y medios interactivos
del Ministerio de Cultura de Colom-
biay secretario general dela CAACI
(Conferencia de Autoridades Audio-
visuales y Cinematograficas de lbe-
roamérica); BeatrizNavas, Directora
Generaldel ICAA; y Cristina Andreu,
presidenta de CIMA (Asociacion de
Mujeres Cineastas y de medios au-
diovisuales) presentanlas acciones
que cadauno delos organismos que
representanhanllevadoacaboenlos
ultimos afos en politicas de igualdad
en el sector audiovisual.
Trasunabreveintroduccion sobre
la creacion de la CAACI, Tenorio ha
listado los estados iberoamericanos
que tienen una definicion de género
enunanormay laaplican para el fo-

mento audiovisual y los estados con
unidades especializadas para el fo-
mento de género. Ademas, ha pro-
porcionado datos sobre elaumento
en las ayudas a proyectos dirigidos
por muijeres.

Un aspecto en el que han coin-
cidido Tenorio y Andreu ha sido en
laimportanciay el fomento de los
protocolos para rodajes seguros. Y
esta Ultima ha incidido en laimpor-
tancia de que lo publico implique a
las asociaciones para llevar a cabo
este tipo de politicas.

Finalmente, ladirectorageneral del
ICAAharepasado las Ultimas accio-
nes delInstituto de la Cinematografia
y de las Artes Audiovisuales en esta
materia. Un ejemplo es la valoracion
positiva para aquellos proyectos en
los quelos puestos de liderazgo son
desarrollados por mujeres.

ASAMBLEAALIA

El afio pasado, en el marco del Festival, se presentd ALIA, la Alian-
za Industria Audiovisual, que nace con la vocacion de agrupary dar
fuerza a las empresas ténicas y de servicios de la industria audiovi-
sual. Este afo, ademas de participar en la configuracion de la mesa
redonda “Produccién Virtual: Un viaje al futuro del cine”, en el marco
de Zinemaldia & Technology, ALIA ha celebrado su primera asam-
blea en el Centro de Cultura Contemporanea Tabakalera.
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tria acreditada.

ENCUENTRO DE FESTIVALES DE CINE LGTBIQ+

Tras la reunion telematica del aho pasado, el Encuentro de Festi-
vales de cine LGTBIQ+ Iberoamericanos ha recuperado el forma-
to presencial y mantiene su vocacion de marco de reflexion y teji-
do en red. En esta séptima edicion, celebrada entre los dias 20y
22 de septiembre, se ha dado un paso mas y se ha llevado a cabo
una presentacion de Works in Progress y LABs abierta a la indus-
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