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> INTRODUCTION

This is the tutorial of creating two visual effects shots from scratch. It is 
very crucial to explore the background and reference materials of the effect 
that is aimed to be achieved and the context of the technique that is used in 
order to provide such visual experience to the audience. Those two shots are 
the part of the one minute visual effects assignment of making visual effects 
movie trailer for imaginative movie where the story and the concept of the 
film had been developed as well. The trailer is about the film which is quite 
established in its type of genre and storyline. As the examples of that could 
be films such as Grand Prix [John Frankenheimer, 1966], American Graffiti 
[George Lucas, 1973], Gone in 60 Seconds [H.B. Halicki, 1974], Tron [Steven 
Lisberger, 1982], Gone in 60 Seconds [Dominic Sena, 2000], 2 Fast 2 Furious [John 
Singleton, 2003], animated film Cars [John Lasseter, 2006], Speed Racer [Andy 
& Lana Wachowski, 2008], Fast and Furious [John Singleton, 2009] and Tron 
Legacy [Joseph Kosinski, 2010]. All those motion pictures are the 
representation of the language that the movie is spoken with in terms of 
context and elements of the genre. 

In the context of this particular tutorial the theme and the storyline are not 
covered in full because this tutorial is aiming to describe the technical 
challenge of the visual effects artist to be able to produce two shots in the 
sequence of the trailer. However the contextual, historical and artistic 
language of the background that those two shots are delivering will be 
covered in the research section of this document. 

Aside of this document there will be established and provided project files 
and video training tutorials that will help to reproduce the same effect by 
following a written step by step instructions in the body section of this 
documentation. Aspects and advices from the experience of this tutorial will 
be covered in detailed fashion in the body of this book as well. Things like 
locating markers in green screen facilities [GS], adjusting camera angles and 
settings, compromising camera distortion on the tracking stage, matching the 
geometry of the scene and other technical aspects will be covered in the 
particular sections of the production pipeline for two shots that are the 
media outcome of the tutorial. Basically this tutorial is focused on tracking 
and match-moving visual effects techniques however all other issues around 
the pre-production, production and postproduction stages are covered here 
as well. 

At the end of this workbook you can find an analyzed and explored outcome 
that the process had provided in terms of both context and technical 
achievement for the entire production pipeline of the visual effects trailer. 



 project overview 

Basically this tutorial is about creating two shots in the trailer using GS 
shooting material and incorporating the frame with computer generated [CG] 
elements. This technique is very popular but in the way that the computer 
generated images are placed into the live action film but in our case we placing 
the live action element into CG scene where the balance is 85% CG and 15 live 
action. This had been done in James Cameron’s film Avatar [2009] which could be 
clearly seen on the image provided below. 

There are two main stages of making the shot like this which are shooting the live 
action material and creation of the CG elements in a post-production stage of the 
pipeline but there is one piece in between which will make the shot successful and 
it is a test that you would do first before the final shooting and renderings will 
be produced. This is very important because passed the test you will evaluate the 
mistakes and other issues that should be faced as a challenge for visual effects 
artist. As well as any moving image production we will start from pre visualizing 
and planning the shot that we aim to produce, create a concept art of the image 
and decide a compositional solutions of the frame as well. Then the next stage of 
the production is to create a test compositing image with evaluation of mistakes 
and other characteristics of the shot. After the test is passed the actual 
shooting will be done and on this stage the aspects of working in GS facilities 
will be covered. As soon as the shooting is finished the process directly goes into 
post-production stage where the final image will be produced, rendered, 
composited and sounded with all underwater aspects of the processes. 



 setting up the project folder and soft/hardware overview

It is crucially important to keep the project in a very organized fashion in order to 
have a linear control of the stages that are covered and accomplished so far and 
ready to move to the next stage of the production. Here is the example of the 
project folder that had been established for achieving the outcome of this 
tutorial. 

Some of the folders are optional for 
example Introduction, Research, Videos, 
Documentation which are more relevant 
to the tutorial content of the DVD, but an 
an empty set of folders could be found in 
the 01_Introduction folder of the DVD to 
be able to quickly and easily set up the 
project for the similar pipeline. 
There are names of the software used in 
each of the stages of this pipeline which 
are Adobe Photoshop and After Effects, 
Autodesk Maya, Vicon Boujou, Final Cut 
Pro, Soundtrack Pro and Bodypaint. Other 
typically identical packages could be used 
for this pipeline as well. The whole 
process was made and recorded on MAC 

OS X platform. 

The entire production process process had been done on two 
machines: Mac Book Pro [2.16 GHz Intel Core Duo, 2GB 667 MHz DDR2 SDRAM] and 
Mac Pro [4GB 667 MHz DDR2 SDRAM]. The next important piece of hardware is the 
camera Sony XDCAM EX3 [you can see the review of it on http://vimeo.com/
882030].



You might also need a green screen set up. it might be any facility that 
provides that kind of service or you can built your own green screen set-
up. it is called chroma key paint sometimes you can find it if sort of like 
“video paint” typed on http://www.google.co.nz/ For the Chroma keying 
processes particularly there are different colors of paint available such 
as blue paint, green paint which cold be as a paint for clothes as well. To 
establish a flat-based chroma studio it might probably required around 
2-5 liters of video paint. It is also very useful to have sticky stripes with 
the colors of chromakeying surfaces. The light setup is very significant 
point of this particular set-up of the chroma key room. The green screen 
wall should be lighted separately from the object that moves in the 
scene. 

setting up the equipment for the shot, cameras, light, dolly, 
GS wall and floor.

http://www.google
http://www.google


> RESEARCH

 match-moving and integration

Camera tracking is the main responsibility of the match-moving 
processes. it is important to understand what is basically camera is doing 
in the shot based on the measuring information from 2d shot or moving 
image footage. using photogrammetry the environment could be 
recreated referencing points and visuals from the shot in order to be 
able to recreate the geometry of the static scene. the core of this 
technique is to match the placement of cg images into live action shots. In 
other words we matching the same motion of the camera that is being 

used in live action shot as the virtual camera in cg 
environment. the software also might be called as image-
based modeling programs so not only the camera path could 
be solved but the scene could be recreated as well and 
manual tracking can bring the concept of tracking moving 
objects in the shot as the part of the match-moving process. 
to be able to understand the match-moving process it is very 
crucial to get the idea of what camera is doing when we look 
at it from a custom camera. 





 historical and contextual context of the effect

historically the integration of the cgi elements to the shot could be found in 
stevens spielberg’s Jurassic Park (1993) where the integration of the dinosaurs 
into the live action plates gave the audience an incredible experience. it was 
first time where the human perception was shuttered and broken into a series 
of broken pieces dealing with the fact of highly believable motion picture. CG 
characters were animated as if they moved in the real world. it is a very good 
point that it was a first time when we saw in the film media something that is 
never existed in our visual experience because dinosaurs are died many years 
ago. This might be very challengeable both in terms of perception and actual 
achievement of the shot. In our particular case we dealing with the shot that 
has 80 % Cg elements and 20 % live action. It is also important to understand 
what is camera doing during the shot and it is moves in the relationship to the 
static scene. 

In terms of style and composition and overall mood of the shot it is quite 
important to note that a lot of the references has been taken from race movies, 
James Bond movies, Fashion advertisements, Automotive renderings and 
commercials, different types of media related to the actual production 
concept. Games are hugely influential on this particular work in terms of style 
and mood, and conceptional visual idea of delivering the experience. Need for 
Speed, Split Second, Grand Theft Auto, Grand Turismo, Colin McCray Rally and 
other games are related to the concept of the project. 

Basic effect of the live action integration is aiming to interpret the idea that is 
the character can be presented in a more effective way. In this shot that this 
tutorial is designed for it is clearly identifiable that the car is might be 
another type of character, or the figure in the shot might be identified with 
the car. In the way the effects used in this shot using the match- moving 
pipeline in order to bring the message across the visual experience and let the 
audience the idea of the shot. 



For many years the industry tried to extend sets of the actor’s background and 
place the hero into a different environment. In this case the work of 

seamlessly integrated CG element into the shot can save a lot of time and 
other resources to recreate any computer generated space that could be 
designed for the purpose of telling the story. 

> PLANNING [PS]

 storyboard

As it was mentioned before the outcome that is had to be produced is the movie 
trailer with the length of one minute. Aside from many different themes of the 
imaginative movie that the trailer is for this is very important to understand 
that the trailer of the film is what is actually sells the film and where the 



audiences deciding to watch or not to watch the entire film. The trailer is 
always full of the effects that the film has and it shows them in the most 
attractive way possible. In the same way this particular project is not just 
about very rapid and very beautifully rendered car crashes scenes it is based 
on the story that has to be told in the trailer as well. Here the mission of the 
storyboard arises very clearly where all major beats of the story are going to 
be defined and the narrative pacing of the trailer delivered as well. Because 
the film is the emotional media the humanity should be handled on a very high 
level to be able to tell the story that the audience will be worthwhile to 
experience and spend time on it. 

In terms of technical approach of the stage there used simple pencil and 
marker drawings on paper, scanned and stylized in Adobe Photoshop. 

Particularly with the shot from this tutorial I wanted to introduce a special 

type of character with the stereotype from James Bond movies and Batman as 
well. Sort of very confident and very powerful support of the main character 
who provides the main character with the special vehicle that will allow him 
to win his respect, his girlfriend and his car back that were dishonestly 
captured by the antagonist. In this way the storyboard was introducing this 
character with the dialogue that will incorporate the intent that his role is 



required. Images below are showing the basic representation of the aimed shot 
and the settings of the shot. Basically there is not just an introduction of a 
new character in these shots, we get to know a new, hidden and powerful car.
 
The storyboard is a good planning tool not just to get the compositional 
solutions of the frame but also defining the style and look of the setting, 
character’s expression and costumes as well. It wasn’t completely necessary to  
do a storyboard in color and with all other details but it helps a lot later on 
when the whole piece come together.

 animatic

When the storyboard is created and planned out it is important to make a simple 
animated version of the storyboard to get the sense of the timing and spacing 
of the trailer. You can see the full version of the animatic on the DVD provided 
with this document and also on [http://vimeo.com/14002351]. When the 
storyboard was created there were evaluated that some shots are too long 
and the story is not in the limited one minute duration so there were removed 
some of the shots with the Mentor and left just two shots of this beat of the 
story. That was very important stage of the pre-production process because it 
gave the sense that the storyboard didn’t tell the story that it should tell in 
the time that is limited with one minute, so many shots had to be prioritized and 
removed as if they are not relevant to the pace of the story and if they are not 
affecting the audience as much as they should. When the timing was 
established this is important to develop the final design and look of the shots 
that will be created by the end of this tutorial. 

 reference materials

As soon as the basic setup of the shots was established the next step is to 
create a concept art and general look of the shot that the audience will see 
for several seconds but their attraction will be captured by the very 
developed look of the shot. In this case there were examined some reference 
images in order to get the idea of the look of the environment and the design of 
the car that will be placed into it with the Mentor character. The shosen car 
for these two shots is the Citroen GT which is concept car that was introduced 
on Paris Motor Show in 2008 and there were just 6 cars built in the world. Very 
sophisticated and inspiring look of the car describes the narrative vocabulary 
in a very precise way. There was a video of the Cobra Car advertisement based as 
the reference of the environment of the shot and the idea that the car is 
coming from the floor door.
 
 



concept art & drawings

Before the actual production begins it is important to specify the final look of the 
moving image product. Concept stage might be very detailed but for this shot the 
entire look of the image is handled by mostly 3D visualization programs. 

> MODELING [Maya]

 modeling the car

to model a car in maya it is required that you understand and know how to 
model simple objects and depend on the quality that is required it is 
important to know advanced modeling skills. just align four image planes 
in maya and make sure that they are fit within the box so all of the 
geometry will be matching perfectly when you start constructing your 
shape of the care. it is very important to start with curve network setup 
when you can go to /create/create CV curve in maya and start line by line 
outline in all 4 views - front, side, top and rear. it is important to pay 
attention of why the curve is basically in the spot. in this case you can 
construct a curve network that will visually tell you how the 3d object 
look like in terms of proportion, forms, details and directions of the 
surfaces that has to be built with “create polygon tool”. the experience is 
required for building the car in 2-3-4 days of work if there is no interior 
and engine modeling involved. two weeks total might be a very quick  



example of modeling full anatomically correct car in 3d environment 
using maya. it is important to have as much reference materials as possible 
of the particular model is being developed. automotive renderings in 

themselves are the genre of 3d society and cg artistry. in the industry 
where the moving image is the subject to be delivered in several mouth 
that has a story, different characters, different types of characters and 

different cars, it might be a setup of modeling department professionals 
that can quickly and efficiently model sophisticated models based on 

]



concept art department's sketches, drawings and image planes.  the more 
detailed the model the more spectacular it might produce the experience. 

 modeling the garage

the garage was modeled in order to get calm and very safe environment 
for the character. In the film Sin City (F.Miller & R.Rodriguez, 2005) all 

of the actors were filmed in green screen room and composited with CGI 
for the entire feature film. it is highly important to recreate a realistic 
looking environment to be able to tell a believable visual story that the 
audience identify CG elements as a normal object in the world.this is the 
base of the image, this is the structure of the ambient occlusion renders, 
the more details you put in terms of actual building the geometry, the 
more interesting the view that you can get. in the balance of rendering 
time and viewport performance feedback. 



> FILMING [Green Screen]

 green screen setup 

the most important rule working in green screen is to set up the lights 
that are separate chroma keying elements from live action elements. this 
will increase the keying process. 

 lighting setup

understanding of the basic three point light set up is required for making 
this shot. the character should be half contrasted to the scene and not 
all of the lighting details are needed for the shot. 

 camera setup

camera work is handheld and operator stands on the dolly being pushed 
towards the actor. the work of the operator is to keep in the same frame 
the actor and imaginative car on the right side of the shot. the car  itself 
in terms of cinematography  acts in the shot as well coming from the 
underground garage system. it is important to understand the 
cinematography when the camera work is the actual subject to be 
examined. 

in general filming process is the pipeline that goes in a parallel action 
with digital production and to be able to successfully handle the 
production requirements it is significant to say that there are a lot of 
organizing skills required for this particular job. acting as a generalist 
of visual effects for any feature film the task is to be a part of the film 
production on every stage starting from pre production, taking a part in 
production and post production stages. it is important to know what kind 
of tools are required for the vfx artist on stage. sticky stripes to place 
tracking markers to be able to recreate the entire or the piece of the 
geometry of the scene. the look of the markers could be different but 
the contrasted should be very pronounced. there are many tracking 
markers cold be founded online as well. being able to work with lights, 
cameras, tripods, cranes, projectors, night club equipment on the actual 
stage. it is also very crucial to make a test of the shot before the actual 
actor is on stage to be prepared and work on cinematography during the 
actual production. 



> 3D TRACKING [Boujou]

3d tracking is the process of defining the solutions of 
geometry for the shot and solving the camera path

 masking

masking is the process of rotoscoped shape around the moving object in 
the scene. from this point this document becomes absolutely project 
oriented and might be a bit too technical but with following the line of 
thought you can get the structured idea of the pipeline for this 
particular shot.open BOUJOU, and open your After Effects exported 
earlier an image sequence of the shot that is going to be tracked. Yes, we 
need to work with image sequence and you can find the files on the CD 
attached to this document. Then you need to chose a tool called Add Poly 
Masks in the Boujou menu and using a Wacom tablet it is a must to draw 
the contours of the moving object in the shot so we can track the scene 
only, which is called the static scene. everything that is moving in the 
shot should be rotoscoped before tracking process. 

 lens distortion

if your footage has a great mount of lens distortion you might fix it with 
Asses Lens Distortion dialogue in Boujou and assign  Calibration lines to 
stabilize the geometrical shape of the shot.  

 tracking 

to start tracking we have to make sure that the rotoscoped mask flows 
nicely around the moving object in the scene. the we click on Track 
Feature in Boujou to start tracking the scene. you will see red dot 
feedbacks around the space. what boujou is doing is it analyses the 
differentiation in positioning of the same point on the footage and link it 
to the move  of the camera. so after the footage is tracked you can play 
around with different settings of Track Feature dialogue such as in 
advanced tab you can increase the sensitivity of your tracks, amount of 
tracks and the size of tracks. it is definitely recommended to  use small 
tracks with highest level of sensitivity and use lots of tracks for that. it 
depend on the nature of the shot. after the tracks are placed onto live 



action plate we have to solve the camera path to figure out what is the 
camera doing in relation to those points in space in the scene. So we press 
on the Solve Camera button in Boujou and depend on the version you click 
on smooth the camera path before you start camera solving process. it 
will take a while and depend on the resolution of your footage it will 
play it through on the possible RAM abilities. After you done with that 
you can press a 3D button and navigate in 3D space in Boujou to see the 
camera path and the scene that been created. Now there is another option 
of the following with the project and it is that you might get lost all 
logical control of what the Boujou is giving you. Try to track your 
footage with the different tracking options, such as density of trackers, 
sensitivity, size of them. For complex scenes like forest and other 
natural phenomena it might be a technique of the manual tracking 
applied. 

 exporting 

now we ready to export our project into maya to be able te recreate a 
static scene for CGI placement. to do that simply go in Boujou to Export 
Camera Solve, it is on top in the menu in Boujou and select Maya 4+, type 
of file. Open this file in Maya and jump into perspective view and view that 
the Boujou brings into the scene. It should have a plane assigned to the 
camera so you can see the sequence playing and reference points in 3D 
from the side perspective view so you can recreate the geometry of the 
scene. then it is the matter of just importing different props into maya 
scene and start constructing your own set for that shot. for this 
particular rpoject you can find a Boujou file exported for Maya so you 
can start from this stage. Basically now it is the artistic way of 
establishing the shot in relation to CG / live action relationships. 

> MATCH-MOVING [Maya]

match-moving process is based on constructing the geometry of the shot 
based on optical 3d tracking markers to integrate CG elements to the 
shot. the task is to match the optical placement of the moving image 
component such as live action and CG elements. Things to be aware of on 
the tracking process are lights, 2D and 3D differences, depth of the 
composition and such on. this process could be used as a image-based 
modeling software that allow to recreate the 3d objects from live action 
materials. 



 matching geometry of the scene

so thanks for boujou reference points we can recreate in maya all sorts 
of placements. this shot particularly is quite challenging in terms of the 
percentage of the CG placed to the shot which was at least 80% of the 
shot. so there were very important matchings of the floor and wall were 
taken into a count to be able to understand how the scene is constructed. 
the scale issue is very important because the main aim is to make a 
believable  effect that the audiences perception will be shattered that it 
has a link to the uncanny feeling of everyday lives. 

 animation

the concept of the shot is the director's decision and it is entirely up to 
you what sort of content you might use in the scene but for this shot 
particularly there were the can and the underground gates animated as 
well. it is just to get the attention of the audience from the left side of 
the frame to the right one where the CG action is taken place. Animation 
of the CG elements is the traditional method of using CG elements placed 
into live action for shattering imagination of the audience. it is quite 
small and not exaggerated but it gives the sense of the weight of the car 
when it reaches the limit of automated gates.  

 lighting setup

the rule is to place the lights in your CG scene in Maya exactly in the same 
spot with the same intensity values as they were installed on the 
physical set while producing the shot. in this case the integrated and 
matched 3d geometry will fit the overall lighting conditions in the shot. 
you can give an extra atmosphere effects with using a glow slider of the 
surface shader material applied to the object as well. Particle effects 
could be added as well.  

 shadows and reflections

if the scene required to cast shadows of the placed CG elements it is 
important to put the plates that will cast shadows of the moving 
geometry in the shot. depend on the nature of the shot it is a different 
placement of reflective and casting shadows surfaces. 



 multi-pass rendering

multi-pass rendering is the basic workflow in any pipeline that involves 
3d production. for this particular tutorial there is no information on 
that because due to the curvature of the learning process it wasn’t 
enough experience to figure out this process for this project. the reason 
for that is not knowing the behavior of the compositing software nuke 
that is has to be adjusted in a sophisticated way that it can blend 
different render passes. Remember that we using Mental Ray rendering 
engine with MR materials so the set-up of the shading view should be a bit 
more involved. in terms of experimentation of the process of render 
passes it is to go to render layers and add  the appropriate geometry to 
the layer and assign the presets like ambient occlusion, specular, zdepth 
and such on. it is basically the tutorial in itself. 3d artistry should be 
handled in a way that you can properly render images from maya with 
right light, materials, geometry set-up, modeling, shading, lighting, 
animation, test with play blasts in full HD resolution 1920x1080. The 
amount of frames should be exactly the same as your original footage 
and the frame rate should be identical as well. 

> COMPOSITING [After FX, Nuke]

 compositing

before this section of the pipeline begins check that you have : 1. original 
plate of the video with GS backgrounds for keying out. 2. rendered 3d 
sequence with placed CG elements to the shame shot. Their frames 
should be the same as well as frame rates. So inside Nuke you press R to 
bring the Read node and you mouse should be over the area where the 
nodes are. Then navigate to bring both your original footage and 
rendered CG from maya sequences. Bring the Primate node into a node 
editor in Nuke and pressing shit+apple and drag the area to key out. 
changing different modes of the node such as clean BG and FG pull out 
the good keying of the shot. it is important to work and check your keyign 
in the alpha channel by pressing A on the keyboard while on the view. It is 
recomended that you watch video files that come with this CD so you can 
get the idea of how to key out properly in Nuke environment. By watching 
the video you can mention that there were managed different typres of 
problems working with new software Nuke. Write node is quite tricky 
when you will need to export the file into an image sequence or a .mov 
file.



 color correction, lighting

overall color and atmosphere of the shot is to be done in after effects 
and using the plugin called magic bullet looks to be able to color 
correct the shot. it is a sophisticated control of the color data in the 
shot and very useful tool for having presets that could be modified and 
adjusted to get the look that we aiming. In the video i don’t use magic 
bullet because it is a product that is not available for everyone so on the 
video you can find another technique how to be able to control the color 
data of your shot in the way that it drives the narrative in terms of 
colorizing the mood of the shot. Nothing too complex or unusual 
components were used in After Effects, just several combinations of 
Levels, Curves, Hue, Saturation, Colorizing, Tint and blur. Working in 
different RGB channels to get the color corrected view of the shot in 
the proper way. 
 
> SFX

in the video about the sound you see how the proper shot could be 
sounded with sound effects where there were final cut pro and 
soundtrack pro used to be able to match the soundtrack for the exported 
from After Effects composited shot. Adobe Sound booth could be used to 
extract .mp3 audio data from the original shot and by bringing the final 
shot into Soundtrack pro you can replace it with the original, add sound 
effects, increase, decrease the noise, make the voice louder and fade in 
and out as well. its pretty sophisticated piece of software that allow you 
to control the sound component of the media. You wouldn’t be able to 
hear sounds in the video provided but you can get the idea how to put 
tracks and how to export your media. 

> FINAL CUT

finally when the soundtrack is produced it is the right time to open both 
the soundtrack and video file in final cut pro and drag both files into 
created project directory. Make sure that the audio file matching with 
video file by playing a test run. Usually Apple Pro res [LT] is working fine 
with .mov compressions where you can get the sounded version of your 
finished shot. 



> RATIONALE

this tutorial is the following document to the project files on the dvd 
that will help to create a fully functioning  live action cg integrated 
shot using match - moving process based on 3d tracking and camera solve 
technologies. Art part of the project reflected in the color correction 
section of this tutorial. 

In terms of stylistic decisions and esthetics of the shot the very 
sophisticated garage interior was created to place the figure into live 
action plate matching the environment and light conditions as well. 

the car presented in the shot as a character and the live action 
character is identifiable with the car. To the nicely animated action of the 
car with slight movement of the front wheel and little suspension bump 
the animation part of the product delivers and artistic approach to be 
able to accomplish the attraction moment for the audience. 



In general the shot basically constructed on the visual forms that place 
the audience into the room with the car coming from garage underground 
hydraulic systems. this is very impressive experience in terms of visual 
experience of the audience. 

this effect is for the enhancement of the visual esthetics of the world 
that we are live in today. where and when the experience of any person on 
the street is limited with casual colors and where the media challenges 
that perception to be able to place the guest into a journey of virtual 
space. lighting and style of the interior was studied and referenced from 
image bank collected for this project as well. The texture on the wall 
and the material set up for mental ray in maya are in the cd with this book. 
you can see how to set up the bump maps and place the uv onto 
geometries, basically the entire production pipeline for making an 
effective CG live action shot. Pushing the project on the next level there 
were video files of the video references created for this tutorial as well. 



> CONCLUSION

learning outcome from this process of documenting the tutorial and 
producing the actual media got the idea how much time it takes to 
actually produce the shot with both modeling or digital and filmmaking 
physical process, making the post production for the shot from scratch 
it is a bit of a challenge for the unexperienced user so make sure that is to 
be able to complete such tutorial you might require a professional 
training of some of software products but if you follow the artistic part 
of the workbook you can get the idea of what can be logically done using 
this filmmaking technology as a pipeline for some shots. 

The second evaluation of the tutorial is the props making statement 
where the idea that the labour divided forces can be helpful as a 
providers of 3d geometry so the modeling process is completely handled 
by the modeling department. The animation and testing of the shot and in 
general 3D production is quite time consuming process and sometimes the 
compromises of the quality is the subject to deal with and the overall 
picture looks okay. 

The fact that it is has to be a tutorial was so great because the project 
become more organized and directed with keeping notes and project files 
that it speed up the workflow of the digital production. The research 
around the subject area of using effects as a media to communicate with 
narrative instruments and provide and visual pleasure to the viewer 
who’s perception captured by an amazing CG elements in the shot. 

enjoy following the tutorial and using project files from the cd provided, 
watch the videos of actual production of the shot from start to finish to 
get the idea of the actual production. 
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