




at a stadium and duplicate it over and over 
again to create the rest of the stands, without 
any repetitions. Simulation times for massive 
amount of crowds were almost nothing.

DP: Are there any additional tools or 
plug-ins that work well with Golaem? 
Nicholas King: When working on a crowd 
simulation job with Golaem, you’ll be need-
ing to have it involved during almost all stag-
es of your typical 3D workflow. This means 
that in the modelling stage you would want 
to keep in mind how to organize the assets, 
textures, the amount of faces allowed, etc. 
In the animation stage, you’d want to work 
on the rig that will be used for your enti-
ties that were modelled, and all animations 
piped through that rig would all have to fol-
low this. Since I am not an animator at heart, 
I found this process to be the hardest when 
working on my personal projects. This is why 
I want to mention the website mixamo.com. 
It’s an online database of motion captured 
animations that you can have access to with 
your Adobe ID. You can adapt the animations 
from their rigs to yours very simply, and I’ve 
put a few tutorials online to reflect the work-
flow on bringing them into use with Golaem.

DP: What are the first things you do 
when you start a new project including 
crowd simulations? 
Nicholas King: One of the most important 
rules to remember is that Golaem follows all 
of the 3D principles you’ve learned through-
out your career. So when you were rigging 
a character and are painting in your skin 
weights, and you forgot to orient your joints 
before this, that will cause huge issues with 
Golaem (even if you try to rig the character in 
a way where it looks fine when creating your 
animations). In the modelling phase, since 
it’s a bit of a cleaner process, the biggest 
thing you need to wrap your head around 
is how you will be organizing all of the dif-
ferent assets needed per entity. Will they 
share the same textures? How will you cycle 
through those textures. Which textures will 
want different hues. If the character wears 
a hat, will you need to hide the hair? These 
are only some of the questions you need to 
ask, but you need to know the ins and outs 
of the entity you’re working on, so that it 
can be set up right and work properly with 
Golaem’s Character Maker.

DP: Maya has its own system that could 
be used for crowds – nParticles. What are 
the advantages and disadvantages of  
using Golaem – and where can those two 
be linked sensibly together?
Nicholas King: nParticles is what I first used 
to create crowds when Golaem wasn’t imple-

DP: When you first started, what set  
Golaem apart from other crowd tools? 
And how long did it take you to get your 
first sim going? 
Nicholas King: Honestly, there were two 
players at the time when crowd plug-ins 
were getting popular. I had it down to Gol-
aem and Miarmy. They both carried more or 
less the same features and system, however, 
Golaem’s interface, and organization of their 
tools made me feel a lot more comfortable 
and insured that I was getting involved in 
a solid piece of equipment that boasted 
professional quality and a well-thought-out 
pipeline that needed to be followed. 

DP: If you compare that to your current 
working time: How long would you take 
now to set it up? 
Nicholas King: I remember having to quote 
on a job that required a stadium shot, and 
after installing Golaem and using their ex-
tremely helpful resource of tutorials and 
knowledge-base, I was able to put together 
a test that I could ship to the client in un-
der a couple of hours. The rest of the work 
really involved custom models, rendering, 
and scene setups depending on the shot at 
hand. I was able to jump from a couple of 
weeks of work and in-house development 
to around a day or two, depending on the 
assets needed. Since Golaem comes with an 
amazing character pack – 9 times out of 10 
you have everything you need to get started 
on a basic industry standard job.

DP: What iterations and changes have 
been recently in your workflow?
Nicholas King: What is amazing about the 
team at Golaem, is they aren’t passive about 
updating and giving us new features. Just 
in the past 6 months I’ve seen the plug-in 
change drastically with new tools that really 
make you re-think how you did things in 
the past. For example, when they released 
the Crowd Layout tool, we were able to use 
a cached simulation in a scene, duplicate 
any of those entities and individually ma-
nipulate their rotation, scale, position, offset 
timings, and even assets they were wearing. 
This meant that we could populate a stand  
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