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Logoscope

Logoscope provides the workflows to manage video productions including shooting, editing,
screening and visual effects for movie companies. We now focus on the construction of the
scene-linear workflow based on ACES color space for digital cinema and TV-CM.
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Organic character modeling, sculpting, texturing, hair, fur, rig, lighting, look-dev, rendering and compositing
by Yuka Ishikawa and Teruyuki Ishikawa http://www.telyuka.com/
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Logoscope

UHDTV(BT.2020) & ¥ L2272 (DCl) B R
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UHDTV Evaluation Materials - 4K, HDR, HFR(120FPS)
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Our Goal - High-frame Rate (HFR) Production
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Why HFR?
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Storytelling
Editing
HFR images (60- § LayOUt
120fps) Camera Movement :
~ Computer Graphics teer i
~ (Animation, Effects, etc)
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Frame-rate and the Effects in Video-production
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Judder and Jerkiness(Strobing)

ANSI ATIS-0100801.02.1996(R2011) 24 fps

3.2.9 jerkiness *: Motion that was originally smooth and continuous is perceived as a series of

distinct “snapshots”. 72° Shutter
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Judder and Jerkiness(Strobing)
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Motion Blur and Smearing(Display Motion Blur)

Motion Blur 24fps 180° Shutter Smearing(Display motion blur)
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Motion Blur and Smearing(Display Motion Blur)
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FPS: High
Shutter: High
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Cinematic Look and Realistic Look
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Cinematic Look and Realistic Look

Cinematic frame rate:
24 fps, 180° shutter

L
High-frame rate:
High-speed shutter

Soap-opera
Plastic look
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Cinematic Look and Realistic Loo
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Simulating a 60° projector shutter
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did not experience any disturbance while viewing.

Globally Varying Frame Rates

The below example shows the effect of different frame rates (shown in the bottom left) between shots.
While 24 fps results in the softer, slightly blurry cinematic look, 48 fps results in @ more crisp and almost
hyper-real look.

] (X) Note: You need to switch playbadt to HD quality to experience high c <
' framerate.

Black frame
simulating shutter
and frame pulidown

Integrated frame Black frame Integrated frame Black frame Integrated frame
first flash simulating shutter second flash simulating shutter third flash

Next
Frame

Welcome to Pickfair

The Mission

The purpose of the Pickfair Institute of Cinematic Studies is the pursuit of
pury

excellence of motion picture art, science and technology. Our goal Is to
provide an aegis in which companies, organizations and individuals can,

through cooperative action, research the history and heritage and advance
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Our Concrete Plans
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Shooting Parameters & Editing

-------------------------------------------------------------------------------------------------------------------------
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Online Editing

55 inch 4K Display
for Director

Adjusting motion blur parameters for correcting jerkiness

Master Monitor
for Editor
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Correction of Jerkiness Artifact

Increasing jerkiness Decreasing jerkiness

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

i T O dps(degree per sec) : :
\ small motion

SmII Dlsplay

Wide visual angleé

Long viewing distance

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

-~~~ Large Display

“Short viewing distance

-----------------------------------------------------------------------------------------------------------------------
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MotionThreshold Plug-ins (Nuke C++)
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MotionThreshold Node

Local GPU: GeForce GT 650M
X Use GPU if Available

Shooting
Vertical resolution 1080
Aspect ratio 1.778 = n
Frame rate 120 Ny
Shutter 0.5 = = )

Viewing
Screen height(m) 2 : N
Distance(m) 5
Refresh rate 60 — o , o,
Aperture time 0.5 i PV

|
e

ThreShold
Acceptable Limit 12 — 1= A
Gain 0.545 1 4
RGB Cofficient 1.7 2 0.3 1 mne s
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Conclusion
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