Questions:

What was the motivation behind the project?

[Ton] The biggest success of Elephants Dream was that it proved to be an efficient development model for improving Blender. In short; It's 

putting artists together with an ambitious content target that helps 

software developers to find the focus and inspiration to get the 

technology and tools coded. We want to copy that model several times 

the next few years, each time centered around specific aspects of CG 

creation.
What was the creative inspiration for BBB? Pixar, Blur, Disney shorts?

[Sacha] When it comes to quality Pixar is absolutely something to aim for. But since our movie has a lot of parody elements, inspiration for the story actually came from movies and series like Rambo: First Blood (ONLY the first one) and The A-Team. What we ended up with is a bunch of cliches mixed together in a hopefully funny and silly way. It was in no way the intention to make a pure comedy movie btw, the aim was more tongue-in-cheek.

What is the premise of film? Plot? Twists? Characters? Intended 

audience?

[Sacha] The movie is about bullies and getting even. In short, a big fat rabbit that's being bullied by 3 rascal rodents gets even big time. It's a revenge movie, but packed in such a way, with a lot of contrast (characters, mood and story), that it becomes silly.

The main character the rabbit is a good example of that contrast. Inspiration for him was the late John Candy (we call the rabbit JC). John Candy always played a lovable goofy guy with a big heart, but if needed he could easily put teenagers in the trunk of his car and play golf with their head as a target (Uncle Buck). It's that kind of contrast I wanted to give the rabbit and put in the story, and then exaggerate it.

We were trying to aim for a wide audience. Young and old, boys and girls. There are a few moments in the movie that might be a bit too much (too cruel) for the very young children, but nothing that will damage their fragile little minds.... I hope.

Why have you gone for a Pixar-cutesy style this time around? 

Elephants Dream showcased Blender but the tone was a lot more 'adult'.

[Sacha] Studios like Pixar have proven many times that a 'cute' style can still reach both a young and old audience. Sure, Pixar is mainstream and even low culture, but it excels greatly in it. Which is an achievement itself, and should not be underestimated. From the perspective of Blender and it's development it's pretty clear we need to show what else Blender is capable of. Therefore making something completely different from ED is pretty obvious. While ED was very conceptual and artsy, BBB is just silly and funny, more accessible. We can expect a totally different movie from the next project of the Blender Institute.

Are you choosing animals/theme to work on parts of the toolset? Fur 

etc.

[Nathan]  My understanding is that the original idea behind the project was

to be funny and furry. I suspect the funny was to make this film more

accessible to a wider audience than Elephants Dream, and the furry was

to focus on developing the fur tool-set.

[William] Yeah, the idea was always that we'd use furry animals. We wanted to push rendering to be able to render huge amounts of hair and lots of details, and furry animals in a detailed forest with leaves and grass is the perfect scenario for stressing the system. And lots of changes have been made. At the beginning of the project there was no way we could render all the stuff we needed without running out of memory really quickly. Now we are rendering multiple characters with millions and hair strands together with dense grass of thousands of leaves all at the same time.
What are the big technical developments this time around - Fur tools 

and ambient occlusion.?

[Brecht] Hair and fur tools were the biggest development target. That included interactive editing of hair, integration into the modifier stack for animation, new fur shaders, and more efficiently rendering large amounts of hair strands, with level of detail. Basically constructing a whole pipeline to make furry characters possible.

Further the animation system has seen improvements in various areas, the constraints system has been rewritten, a mesh deform modifier for deformation of our 'fat' characters was added, and dozens of small features that resulted from months of feedback while the characters were being rigged and animated.

For rendering, point-based ambient occlusion was added to help lighting big exterior sets, and instancing and other optimizations were added to help render more complicated scenes. Also a new method of anti-aliasing was added that integrates with compositing to get better quality results.

What are the stats for fur set-ups on characters - number on hairs, 

hair parameters. How would your sets-ups compare to feature films 

like Horton Hears a Who in complexity?

When are the tools filtering down to the next edition of Blender - 

when is that out?

[Ton] We target at putting a fresh Blender release on the BBB DVDs, end of April. That release will have everything we've developed and used here. 

But, actually you can already use it, if you get one of the testing 

builds or use the svn checkout. All Peach development was done on the 

public and main Blender software repository.
What was the budget this time around, where did the budget come from?

[Ton] Budget was similar to Elephants Dream, roughly 150k Euro. This is excluding sponsoring 'in kind', for example for the rendering, or for 

music and sound.
After E.D did you get any cool versions back that blender 

enthusiasts had made from the open source materials?

[Ton] We got plenty of re-edits, videoclip mixes back, but very few edits with - for example - animation fixes. Most likely the 3d files are too complex for easy tweaks. For Peach we aim at solving it by providig step by step guides, and simpler versions of files for quick editing fun.
Who is doing the voices? Last time wasn't it famous Dutch comedians.?

[Sacha] In ED the voices were done by 2 dutch actors. No comedians though. There is no dialog in the movie. The choice not to include those is something I'm still very happy with, seeing the amount of work we already had on our plate. It also meant we could (or were forced to) focus more on facial expressions and body language.

What are the main thematic, technical and logistical differences 

between this project and Elephants Dream?

[Ton] For me personally the main difference is the fact we do this as 

independent producer now. Previously, almost all of the production 

backoffice was organized by our partner, the Netherlands Media Art 

Institute.

Setting up the Blender Institute and turn it into a working studio was a lot of extra work. The next projects will benefit that a lot though!

How does the team size compare to last time? Who is involved and 

what roles have been defined for them (and what else have they ended 

up doing)?

What is Ton's role this time?

[Ton] I'm working less as a developer, more as a project manager and 

producer, and behind the scenes company director. My involvement is 

daily and I cannot resist meddling with nearly every detail that goes 

on for the movie. The whole creation process and progress is just 

awesome to witness. I'm enjoying every day here!
Talk me through an average working day.

[Sacha] At 7:30 I wake up by the sweet sounds of Stevie Nicks, ZZ Top, Heart or others. After a nice bike ride I'm in the studio between 9:00 and 9:30. From that moment it's pretty unpredictable how the day will go. I try to do as much of the scheduled tasks as possible (which is mainly animating), but it's also possible I spend most of the day with little things like directing, communicating with externals, updating and checking the progress and so on. Mostly between 23:00 and 1:00 I go to the apartment for a short sleep.

During the weekend I come in an hour or two later, and I use those days to finish the planning of the week. Once in the 2 or 3 weeks I go to my real home during the weekend to get some sleep in my own bed. Only for 1 night, but it's enough to keep me going.

[Nathan]  I wake up at about 9:00 or 9:30am. Hit the snooze button on my alarm. Sleep. Repeat five times. Get out of bed. Bathe. Eat

breakfast whilst browsing my favorite rss feeds. Bike to work.

Arrive at about 10:30 or 11:00am. Boot up my work computer while

brewing tea. Look at my to-do list whilst sipping my tea. Scream for

no reason, sometimes echoed (or initiated) by Andy. Do work. Eat

lunch. Do more work. Eat dinner at work. Do more work. Realize that

it's past midnight. Do more work. Go home. Sleep. Repeat. Except on Saturdays. I make a heroic effort to stay home and relax on Saturdays.
[William] Working at the institute is fun but challenging. We all like to challenge each other to do the best we can, and we aren't afraid of being direct, saying if stuff just isn't good enough. It's a lot of hard work making a movie - especially when you are a small team where everyone has lots of responsibility. If you don't do a given job, nobody will. 

[Ton] I'm here nearly every day from 9 to 8. My typical day currently seems to consist of emailing, more emailing and replying to emails. Oh, and then there's IRC, forums, bug trackers, blogs, ... luckily I do manage to create some free time for coding work!
How did you plan your time, and how much were you able to stick to 

that plan?

[Nathan] Plan? Seriously, though, each week we make a plan for what each person will accomplish each day of that week. Then we just keep working each day until we finish what we planned to. And if we finish early in the day, we start working on the next day's stuff. Well, at least that's what I do. Sometimes if I'm lucky I actually get to leave at a reasonable hour!

[Enrico] We had a quite precise scheduling on a weekly base: I, for example, usually had to realize 2 environments for week, to fit the more than one hundred shots in the movie. And besides the general sets for the scenes, there always were refinements to do for all the single elements (trees, plants, grass, clouds, textures, etc).
[William] Since we are making the second 3d open movie, we have the advantage of being able to learn from the previous one. Ton Roosendaal and Andy Goralczyk also worked on the first one and it really helps with the additional experience. 

I think we had a more strict plan this time, and we have managed to follow it quite closely. We were behind for a while during production but we were able to fight back and we're actually on schedule. We postponed the deadline slightly because we want to increase quality, not to be able to finish it.

Can you explain some of the details of the pipeline you were working 

with?

[Nathan] Well, all of the project files are managed under Subversion. Most of the pipeline software-wise is just Blender, with a bit of The Gimp thrown in.

 Our production pipeline is roughly: modeling --> rigging -->

texturing --> scene assembly --> animation --> lighting -->

compositing. It varies a bit depending on when people get things done, but that's basically how it goes. It's really not very interesting.

[Enrico] - In most of the cases the animation of the characters was already done and the camera was already placed, so what I had to do was build the environment around to match, looking also for continuity with the other shots.

I started building in a different file (the library) the general environment set that, later, I linked in the animation file, splitting it also in different scenes for compositing and adding very generic and raw lighting (mainly to render and check that textures and everything was going to work).

[William] One of the really interesting features that doesn't get a lot of coverage is its linking system. Each artist is able to work on different assets that can be linked in to other files. This is great for production because it's really flexible. You can recursively have links inside links inside links which allows you to link leaves into a tree, which you can link into a field, which you can link into the animation file. You can also link materials, keyframes and compositing setups which has proven to be very important in our workflow.

What is the exact number of shots in BBB? How long is it? What is 

the volume of data processed? How many hours of render time?

[Sacha] 131 shots in total at this moment. There's a possibility this number will change slightly, since now (feb 29) is the last chance we can do some small revising.
Why are you not rendering in-house? Why choose Sun as an external 

render farm?

[Campbell] One of the targets for peach was to use Blender with 64bit systems. With increased complexity of the scenes compared to "Elephants Dream" we needed more then 2gig of ram for rendering.

We chose sun because they were the only offering with x86-64bit systems. Even though we use Ubuntu, Sun's Solaris is similar enough to Linux that there have been no differences between renders in the studio what we get back from the farm.

[Ton] After the announcenemt of Peach, we were contacted by several companies offering render time sponsoring. The choice for Sun obviously is based on a preference to work in 64 bits Unix, 4 GB memory per node, and to improve Open Solaris support. An in-house farm I'd love to have once... 

we calculated we would need about 10 quad-cores full time to do the job.
Is promotion going to be different this time around?

[Ton] Much better hopefully! Margreet Riphagen is working here full time on PR, press and distribution issues. We also are very happy with a sponsor providing us three 35 mm film prints of BBB. This will help us getting into festivals much easier.
Are you planning to get it into the Electronic Theatre at Siggraph? 

Why didn't E.D feature last time? What other festivals are you 

submitting it to?

[Ton] Now we have 35 mm copies, we'll submit it to every relevant festival. Unfortunately the deadline for the E.T. is extremely early, 6 weeks before our premiere... and submitting half-finished work to Siggraph (as we did for Elephants Dream too) probably won't work well.

Officially ED was rejected because it lacked quality though... which 

you can agree on to some extent. However, the Siggraph E.T. showcase is 

for significant contributions to the CG area (in their words), and in 

that respect I was quite disappointed that they didn't consider the 

milestone of the first open source, open content 3D animation movie to be relevant enough.
What were the total download and sales figures of E.D? How are you 

hoping to build on top of that?

[Ton] The ED downloads we stopped counting after half a million. That amount we'll easily surpass this time... I've seen the movie, and it's such great fun to watch! The DVDs were totally sold out, which was a little under 2800 copies in total.
Are you going to do another next year? Was there a bit on the last 

one when you thought 'never again'?

[Ton] The Blender Institute is a permanent studio for Open Projects, we're working on an open game now, and we're already preparing for projects four (4k cinema, epic with monsters) and five (vfx for film). The only thing I think now is "better not have more than two per year!".

Has it been a case of not sleeping for five months again on this 

project- do you have the will power and caffeine supplies to do it 

again?

[Sacha] Not getting so much sleep is pretty acceptable since it's only for 6 months, and I get a lot of energy from new results. Of course you can work much more efficient when you're more rested, but sometimes for multitasking all the time you can get is needed. I make sure I take my breaks during the day.

And coffee never really helped that much for me.

[Nathan] It depends. Some weeks have been really grueling. Others have been more normal... ish (mere 60 hour weeks instead of 80-90).

 Caffeine only gets me so far. Past a certain point, I just can't

see my work clearly anymore, and there's a notable diminishing returns

from the hours I put in as I walk further and further past that line.

Although that depends on the type of work I'm doing. I find it easier

to do technical tasks when tired than artistic ones. Artistic things

like animation and lighting take more subtle perception than technical

things like compositing and the more technical aspects of rigging.

And for me, that subtle perception is one of the first things to go

when I'm tired.

[Enrico] We had an italian espresso machine (a present from italian Kino3d Blender community), and we made great use of it!

[William] Well, it's mostly a different team this time, and none of us have done anything quite like it before. It's a great opportunity, and everyone is very committed to doing their best. We really want to make something that impresses people, both for Blenders sake, to make it impossible to ignore this tool, and our own. We all want something we can be proud of, that pushes Blender as much as ourselves.

What would the next film be and what tools would that benefit?

[Ton] There's two possible next projects; one is an epic short, a bit 

game-trailer style, with monsters and battles, explosions, fire and 

smoke... the typical adolescent fun, you get the picture!

Another possible next project is doing the VFX for a film. That's a 

complete different side of 3D tools and rendering, something we 

definitely need to work on in Blender.
Tell me about the Open game project? Has there been much overlapping 

of artists?

[Ton] The game project is being executed by a new team, three Blender 

artists, two integrators (artist-coders), and one hardcore game engine developer. This team is going to mimic the typical studio pipeline for game production, giving us the clues and ideas for bottlenecks and 

essential improvements in Blender and Crystal Space. An important 

side-target is also to deliver content on industry quality level... 

many people still need to be convinced that you can do serious 3d game business with open source!
What was the process of choosing the title.any faves that never made 

it onto the blog?

[Sacha] At some moment we had a big list of bad titles I dare not to mention. We also had the way-too-long 'Big Buck Bunny and The Bullies', which actually didn't sound that bad to me. But to have something you can actually remember I chose to get rid of the last part.

Some people think that Buck is the main character's name, but the title Big Buck Bunny is actually a description of what he is ('buck' is the term for a male rabbit). For me Buck was also a nice touch because we sometimes used John Candy as a reference for the rabbit (one of Candy's role was uncle Buck). Furthermore, the title has a nice contrast that can also be found in the character and the story.

What was the office/studio space like? It was a cool town house last 

time.

[Nathan] It's awesome. Big shared room for the workstations. Kitchen with yummy things. Nice calm lighting. A little room in the corner with a Wii (as if we have time to play it...).

[William] It's a little less central, in the old docklands area, just opposite the Zoo in front of canal. There's plenty of space for our small team, but things are getting more cramped with the game team now also working here. In fact, both teams are working in one big room, which is actually quite cosy - that way it's more like one big team doing a game and a movie. In fact the game has only been under way for a month and it's already looking awesome.

Were you upset at having pushed the premier back two weeks?

[Sacha] Unfortunately because the postponing we couldn't have the premiere anymore in the Tuschinski, a beautiful theater in Amsterdam build in different styles like Art Nouveau and Art Deco. But having those 2 weeks extra for the movie was a real gift and absolutely necessary, so we could actually finish the movie how we wanted to.

[Nathan]  Hell no. We can really use that time.

[Enrico] Not at all, two more weeks in the production are always welcome! And April's weather in Amsterdam is quite nice..

[William] It's a shame because we had a great venue for the original premiere which we lost when we moved the date. But in the end of the day it's worth it, because those two extra weeks will be very valuable. It means we actually have time to fix things we are not satisfied with. I think it will make all the difference.
Who's going to be at the premier? Any celebs?

[Nathan]  Of course! Me!

What's the funniest thing to have happened in the project so far? 

Any nightmares, set backs.?

[Nathan]  Nightmares and setbacks are funny?

 I guess the most amusing thing to happen to me was that someone

accidentally (I presume accidentally, anyway) locked their bike not

only around the bike rack but also the break cable of my bike. They

didn't use their bike again for about a week. So my bike was stuck.

For a week.

 I've been writing a running series about "Brecht: The Master Bug

Hunter" in my Subversion commit logs. It documents the heroic efforts

of Brecht and his trusty horse Debugger to hunt down and defeat the

evil monsters known as "Bugs" throughout the mystical and magical land

of Blender. So far I'm on episode 4. I'm trying to come up with a

good theme song.

[Campbell] 

* Enrico's avid fan club came for the Blender Conference and visited

the studio, where they crouded round Enrico showing off the

storyboards, camera flash's were pretty surreal.

* Blender3D won some European prize in the form of a Maya license, we

were hoping to be able to exchange it with one of the local studios

for something we'd use, but it ended up being safe not to accept for

tedious legal/patent reason.

* While setting up blender startup scripts I set the title text to

"Ton says work Harder!", Sasha had just had some 'discussion' with Ton

and he got seriously offended by this, so I made blenders title select

from 1000 proverbs and sayings, When things get more relaxed we can

try zen proverbs.

[William] Well, the movie features birdpoo and an unlucky bird. The director received a precise hit of bird poo right on the head. 

What's the forum activity been like in the run up to release? Do you 

act on feedback from the blender community?

[Sacha] It's always interesting to see what the Blender community had to say about our work, and when time allowed it I tried to read as much as possible. But actual acting on the general opinion of the public is very dangerous and something I would never do (for the creative part that is). Like the Dutch expression: "The best steersmen stand ashore". It's very easy to comment on things when you're not inside, without any responsibility. And with a project like this everybody has something to say, from the 12-year-old fanboy to the 40-year-old hobbyist. For feedback I prefer to approach people more directly.

[Nathan] Honestly, I haven't really been keeping track of the forum much.

 As far as acting on feedback, though, we only act on it if we agree

with it, which is often not the case. We get a lot of disparate and

conflicting feedback from the community. But also we simply have to

trust our own opinions, otherwise we won't be able to function

efficiently enough to get the movie done on time at all. We don't

have the luxury to second-guess ourselves too much. Moreover, a lot

of the feedback from the community is given without seeing the larger

context, which only people here at the studio know. That doesn't mean

the feedback is invalid, but it does mean that we're judging it from a

different vantage point.

 For example, at one point we released some test animations done

with the chinchilla rig (this was prior to adding fur and textures)

and many people complained that he was ugly, too fat, etc. But they

were seeing the character without fur. If you see a shaved cat,

they're also ugly. We were working from character designs with fur,

so we knew he was going to be cute and poofy once that was added. But

the community hadn't seen the designs, so they had no way of knowing.

Given what they'd seen, their critiques were perfectly valid. But

given the bigger picture, the chinchilla is arguably the cutest

character in the movie.

 I do wish we could give community feedback more priority, but due

to both time restrictions and the way the project is organized, that's

not really practical. However, since the movie will be released with

all of the production files, people can always change what they don't

like. ;-)

[Enrico] Not very much, to be honest, but in some case we realized that some suggestion was good to follow... not that we did, btw.

[William] Yes and no. We've had a lot of feedback, which is really fun, but it's often hard to use. The openness of the project is often a topic of discussion, because on one hand we want to get help and critique from the community, but on the other hand, it's just so much easier making artistic decisions with few people in the same room. A film needs to work as a coherent piece, and it's hard to make it great if decisions are made by a committee. It's easier if you are able to have discussions with the people who critique your work, and that's just not the same over the internet. This is also the reason why we've all moved to Amsterdam instead of working remotely. 

How do you measure success of a project in open source terms? Units 

of software downloaded, films sold, critical success..?

[Ton] The critical success factor is: getting it done!

How much emphasis was put on the script?

[Sacha] We wanted to make sure that we actually had a script when we started. Few months before the actual kick off I tried to come with different ideas. But at some point I realised that those ideas were just way too ambitious, so I came with a very simple story. During that phase and the beginning of the project the story developed more and more, with a lot of influence of the entire team and some outsiders. What started as a simple idea and story grew into this gigantic monster (at least for a team of this size), which is also the reason why we really needed those 2 extra weeks.

Was in just Blender or did you use any audio or video editing 

software in the process?

[Sacha] It's all Blender...... silly question.

What format will the movie be released on and what supplementary 

materials are packaged with it and why?

[Campbell] Big Buck Bunny will be released on 2 DVD's, PAL and NTSC, with all the assets. We're looking to focus more on documentation to help people use the assets, with less emphasis on "The Making Of".

Anything else you'd like to mention that we've not covered that 

would be of interest to the readers of 3D World magazine?

[Sacha] Everybody in the team is so different and conflicts are unavoidable when working in an intense project like this. But in the end it's the group dynamic, individual talent and love for the project that makes everything work and worth while. In some way we're all nuts. You have to be, when you do something like this.

[Nathan] Uh... I'm a total geek? Dunno. The Halton sequence makes me jump for joy. Even more than the Hammersley sequence, despite the latter's lower discrepancy. And Python rocks my socks. I'm a guy. Hey, do you post personals in 3D World?

