VEX Pipeline and Visual Effects

Relativity between arts and sciences

5/22/2013, Logoscope Ltd. CEO Fumihiko Kamemura


https://www.facebook.com/Logoscope.Ltd
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What’s VFX

SFX . Special Effects
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VFX . Visual Effects
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VFX Pipeline

VFX Pipeline Technical Director .
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2012/06/27, Fumihiko Kamemura

Scene-linear Workflow

Total color management between film, digital cameras and VFX elements = RAW | full-fioac half-fioac = MOV  [transform
> i | 6bit

Developin

-------------------------------------------------------

omposite

-----------------------

White balance
Exposure

---------------------------

RRT [709]
AMPAS: TheAcademy of Motion Picture Arts and Sciences =~ ACES:Academy Color Encoding Specification ODT: Output Device Transform RRT: Reference Rendering Transform
HIF: Image Interchange Framework IDT: Input Device Transform LMT: Look Modification Transform  DPM: Digital Production Master
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2012/06/27, Fumihiko Kamemura

Scene-linear Workflow

Total color management between film, digital cameras and VFX elements linear linear
RAW  fullfloat half-float MOV transform

32bit | 6bit

Developing Scene- Linear Composmng Color Grading
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i CDL : sRGB ACES Master Monitor (SDI)
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ProRes422- . Render outputs Data outputs HDRI
' o (sRGB Color) (Depth data etc) (sRGB Color)
AMPAS: TheAcademy of Motion Picture Arts and Sciences ~ ACES:Academy Color Encoding Specification ODT: Output Device Transform RRT: Reference Rendering Transform
HIF: Image Interchange Framework IDT: Input Device Transform LMT: Look Modification Transform  DPM: Digital Production Master
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VEFX Pipeline and Scene-liner Data
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Scene-linear Visual Effects

"Dusk”©DRAWIZ

https://vimeo.com/46993063




VEFX Pipeline and Scene-liner Data

Scene-linear IBL HDRI

HDRI Panorama (sRGB) (sRGB)

Image-based

rendering

Scene-linear Scene-linear CG Texture
(camera-native) (sRGB) (sRGB)

Scene-linear Scene-=linear Scene-“neal’ CG Image
Cameralog (camera-native) (ACES) Compositing (ACES)

CameraRAW
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VEX Pipeline and Visual Effects

Scene-linear IBL HDRI

HDRI Panorama (sRGB) (sRGB)

Image-based CG Image

rendering (sRGB)

Scene-linear Scene-linear CG Texture
(camera-native) (sRGB) (sRGB)

. . ' Image
Scene-linear e et Scene-linear CG g
Cameral.og (camera-native) (ACES) Compositing (ACES)
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Scene-referred Image

INEHRDINDEEIL (XYZ)

HDRI -OpenEXR 16bit linear-half float 4yl Photo Research PR-650




Scene-referred Image
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Scene-referred Image

AEEENDATZT—H DAE(E
! ’
"‘g“ '
5.4 m 11 m
Image Data: |

Canon 5D Mark2

developed by HDRShop3.0
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Scene-referred Image

Scene-linear Image Reflectance
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Scene-referred Image

Scene-linear Image Output-referred Image
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Visual Effects Definition
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Display Devices Human

Scene linear
Photographic
Image
Scene linear
CG Image




Visual Effects: Examplel
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Visual Effects: Example2
ABEDREZ SV HREINE

Scene-linear Image Display Devices

User Interface



Visual Effects: Example3
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Visual Effects: Example3
Aﬁfﬁd)/p\/ %A{;*Jbﬁ-\:f-\

Scene-linear Image Display Devices




HFR Activities in 2013
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Why HFR?
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Why HFR?

2012 SMPTE Symposium Program: High
Frame Rates for Digital Cinema

1al 1echnnical contrerence & XN1D1

Psychophysics and Storytelling

“From a creative point of view, discussions will include when and where to use HFR to help tell story
and how HFR affects visual and brain (neuro)systems.”

Dave Stump, Photography, Visual Effects Supervisor and Stereographer
Marv White, ESPN
Andrew Watson, NASA
Vince Pace, CAMERON - PACE Group


http://www.spirton.com/uploads/60FPS/Quality.mkv

Why HFR?
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Storytelling
- Editing
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User Interface
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Why HFR?
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2. HFREBE R UHFREABH OB R L TS 18,
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120-fps Advantages

60fps/Left 24fps (1/5) 60fps/Right

1 1

120fps (1/1)

60fps (1/2)




HFR Test Material Shoot

Location: Pinewood Studios in Toronto

in conjunction with SIRT (Screen Industries Research and Training Centre)
Copyright: ASC

Distribution and License Management: SMPTE

Scene 1A: Ping Pong Game in Profile / Medium Shot

F65 2D:
24, 48, 60, 96, 120 fps
1800, 2700, 3600 shutter angles

Alexa & Epic 3D:
24, 48, 60 fps
900, 1800, 2700, 3600 shutter angles normal interaxial

Alexa & Epic 3D:

24, 48, 60 fps

1800 shutter angle

large and small interaxials



Scenel: Panning (Camera)
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Frame Rates
(DCSS 1.2 [X], Proposed [P])
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Takel: 120fps 180 1S03200 |
Take2: 120fps 90° 1SO3200
Take3: 120fps 45° 1S03200
Take4: 30fps 180° 1SO800

Table 1


http://www.dcimovies.com/Recommended_Practice/index.html
http://www.dcimovies.com/Recommended_Practice/index.html

Fast Panning and Judder
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30fps 180° 1SO800 Judder Effect



Wheel Movement

120-24fps 120->60fps



Exposure and Noise
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Visual Sequential De-noise Effects

120-24fps 120->60fps



Flicker
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120fps 180° Flicker



Visual De-flicker Effects(CKFF)
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