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5	
  KEY	
  STEPS	
  

The	
  Cas2ng	
  
Scanning	
  sessions	
  
Shoo2ng	
  
Facial	
  Anima2on	
  
Filming	
  



CINEMATOGRAPHY	
  IN	
  GAMES:	
  	
  
WHAT	
  FOR?	
  

-­‐ 	
  Get	
  the	
  player	
  emo2onally	
  involved,	
  

-­‐ 	
  Keep	
  his	
  interest	
  un2l	
  the	
  end,	
  
	
  
-­‐ 	
  Bring	
  Meaning	
  to	
  the	
  experience,	
  

-­‐ 	
  Make	
  games	
  more	
  appealing	
  to	
  a	
  wider	
  audience.	
  



KEY	
  ISSUES	
  TO	
  OVERCOME	
  

-­‐ 	
  Deciding	
  it	
  is	
  important.	
  

-­‐ 	
  Merging	
  Cinematography	
  &	
  Interac2vity.	
  

-­‐ 	
  Massive	
  volumes	
  of	
  assets	
  to	
  deal	
  with.	
  



CREATING	
  VIRTUAL	
  ACTORS	
  
AND	
  FILMING	
  THEM	
  





PART	
  I:	
  CHARACTERS	
  
CASTING	
  
	
  

DAVID	
  GANT	
  
	
  

CARL	
  PAYNE	
  
	
  



SCANNING	
  
	
  



SCANNING	
  
	
  



MODELING/MAPPING	
  
	
  



SORCERER	
  REAL	
  TIME	
  DEMO	
  



PART	
  II:	
  ANIMATIONS	
  



PART	
  II:	
  ANIMATIONS	
  



PART	
  II:	
  ANIMATIONS	
  

-­‐ 	
  Ac2ng	
  in	
  Performance	
  Capture,	
  

-­‐ 	
  The	
  role	
  of	
  the	
  Director.	
  

-­‐ 	
  Technical	
  Challenges.	
  





PART	
  III:	
  FILMING	
  

-­‐ 	
  Respec2ng	
  the	
  rules	
  of	
  cinematography.	
  

-­‐ 	
  Emula2ng	
  physical	
  cameras.	
  
	
  
-­‐ 	
  Use	
  the	
  camera	
  to	
  say	
  something.	
  





TALKING	
  ABOUT	
  THE	
  FUTURE…	
  



-­‐ 	
  PHOTOREALISTIC	
  RENDERING.	
  	
  

-­‐ 	
  PROCEDURAL	
  FILMING:	
  AI	
  AS	
  THE	
  NEXT	
  DIRECTOR	
  ?	
  
	
  
-­‐ 	
  NEW	
  FORMS	
  OF	
  INTERACTIVITY	
  BASED	
  ON	
  STORYTELLING.	
  





THANK	
  YOU.	
  
	
  
J	
  



IN	
  SHORT	
  

-­‐ 	
  Talented	
  actors	
  and	
  directors	
  are	
  essen2al.	
  
-­‐ 	
  Ligh2ng	
  becomes	
  key.	
  DOP	
  become	
  necessary.	
  
-­‐ 	
  New	
  ways	
  of	
  merging	
  Cinematography	
  and	
  Interac2vity.	
  





AN	
  EXAMPLE	
  OF	
  REAL	
  TIME	
  VIRTUAL	
  ACTORS:	
  
THE	
  DARK	
  SORCERER	
  


