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Concept Outline
· A scene in a haunted house; a person enters an old derelict house; along the way he jumps past either ghosts or falling roof particles or bats.
· This idea I can see being done in the immersive room. The haunted house can be made with Unreal Engine. 
· A person can be filmed on the immersive screen with the house visible on the screen behind them and it would look like they are in the house.  
Story Outline
A person is walking up to a derricked building and decides to enter through the front door. Once he is through the main character hears a load of cracking sounds and gets nervous. He walks around the base of the house and a bat flies past. He ducks down to avoid it. A light appears from one of the rooms and he looks in that direction and then it goes out. He approaches the room the light came from to investigate it then a plank of wood falls from the ceiling and lands in front of him as he jumps back. He looks up at the hole in the ceiling and then a ghost comes down and hovers in front of him. Character walks up to the ghost and it fades away. The character looking shell shocked turns around and leaves through the front door. End 
Story board 
Here is the storyboard written out, this sequence seems straight forward. The issue is no other team members from the group has responded whether if this idea is suitable, but thankfully Rhys was in and he thought the concept idea was good enough for the project. 
[image: ]

Shot Types and updated Storyboard
 Shot types for this sequence are practically shown on the storyboard, camera angles and close-ups are explained on the page to make it easier for the filming day. [image: ]
I intend to use close-ups for the faces of the main character looking around the property, investigating any unusual sighting. Wide shots will be used to show the establishing look of the house as being derelict. This will give the audience a clear understanding of how creepy this house is and it will provide the viewer with a creepy atmosphere. 
Teams' communication
[image: ][image: ]
From reading through the storyboard Rhys searched online for models of abandoned building to see if they are good enough for the main location in the project. One model with an eerie interior came up and that was the one we selected to use. 
[image: ]
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Production Timeline
5th February 2026
On this day the two teams were decided. 
23rd February 2026
The project concept was decided
18th March 2026
Job rolls were decided by me and Rhys.
26th March 2026 
On this day we are hoping to film the sequence for the project in the immersive room. The filming stage will take place after the easter holidays. 
30th April 2026
By this day, nothing was filmed because the immersive room equipment had packed up. The Unreal Engine model is unable to be uploaded so the second option was to find a clip of 3d footage and add a green screen shot of people walking across the screen and send that in as the final cut.
 
Plan B: A single scene of 3d footage with people walking on green screen 
7th May 2026
I managed to find and download a 3D scene from NoirLab [1] and inserted a rotating camera to get a full 360 degrees scene in After Effects. The second scene are a group of people walking across some green screen and I removed the green backdrop. The footage was made by iStock effects [2]. Their CGI scenes are so real looking which makes it the ideal choice of green screen footage for this scene. 
[image: ][image: ]
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This is a new technique of using some 3D footage adding into After Effects and changing the angle with some green screen footage placed on top. This is not the result I wanted for this assignment, but it looks like it will have to do. The other issue was the other teams members, only one of them had shown up a couple of times and helped make the house model. But without their input I can’t progress further with the original plan. So, it had to be abounded, and this will be the replacement. 
iStock Footage 
The green screen footage was made and created by iStock Footage; they regularly produce these types of graphics and they look very realistic. From reviewing the scene it fitted the category of people walk left and right, that type of interaction is what I was looking for, for this VFX shot. 
Further planning  
To enhance the quality of this sequence, I will be filming myself on green screen and placing it onto the 3d footage sequence. Then my character will walk up to an old, abandoned house and knock on the front door, then it will open and I’ll go through it and then the door will simply close behind me end of sequence. This is a good decision because it will give this project a complete through line from the original teams plan to this re-alternated plan of the same ideas. And that way when looking back at the overall project it doesn’t seem like a collection of abandoned ideas and unfinished work. 

New scenes 
The new scenes will begin when the camera has paned round 180 degree from after the people have walked past scene. I then appear walking from left to right, followed by a scene change to where I stop in front of a house; this is followed by me walking up to the front door of the house and knocking on it. The door opens and a Cyberman appears, I walk away. 
Production
Filming these scenes were rather quick and straightforward, the key light effects worked in After Effects and there was no trace of green around me or other areas of the scene. 
[image: ] [image: ][image: ][image: ][image: ]
For the scene of me walking; the area where I put the green screen up was narrow and didn’t have the room to do a distance walking shot. So the alternative was to take a single photo of me on a side view and then cut out my arms and legs individually in Photoshop on different separate layers and import them to After Effects where I could animate myself to doing a walk cycle. That way I can have me walking on screen in the 3D footage to get that goal of having a live action person in a Virtual Reality backdrop.
[image: ]
After Effects 
For the house scene I had to photograph the cardboard building on a green screen and enlarge it to fit in scale with the shot of me walking towards it. The backdrop for the house was a starry night sky to fit in with the main 3D environment footage. 
[image: ][image: ][image: ][image: ][image: ][image: ]
The Cyberman figure was photographed on green screen too so it could be enlarged as well to fit the size of the door frame on the model house. Having it emerge from the darkness was decided so it would give the scene a haunted house vibe to fit in with the plan for making a haunted house scene which was the plan for this assignment from the beginning.
Starry Horizon 
[1]
[image: ]
I selected this starry Horizon image for the scene of me coming onto the screen and walking up to the house. It ties in smoothly with the 3D footage backdrop as the sky colouring is the same in both graphics and it doesn’t create a continuity error. 
Sound Effects 
For the sound effects, I sourced out copyright-free walking sounds from Free Sounds, these sounds fitted the scene with multiple people walking across the ground as it brings the people to life in the scene. And it has the same effects for when the Photoshop walk cycle of me comes walking on screen.
Behind the Scenes 
https://youtu.be/BD58HJheCTk 
The behind-the-scenes video featured a montage of photographs of the room and the green screen I used to film my scenes on for the project. It also had voice over narration to properly explain how the green cloth was held up and the purposes of using a piece of string to stretch out the cloth to its full length. 
Final Cut 
https://youtu.be/pLw7mGMKGDQ 
Link to the final cut of the assignment, it plays out smoothly and professionally with no jarring stop-start moments. 
Conclusion 
As this assignment has not gone smoothly, from the team members not co-operating that much to the Immersive Lab not working when it came to filming, to the sudden change in plan from having a fully rendered 3D model to a cardboard house model and filming this project by myself. It has proved to be a real challenge from the start to finish. But with all that happening, I am very pleased with how this final cut of the assignment has gone down and I am not one bit disappointed with the production problems either as I managed to get through it. 
Reference
[1] info@noirlab.edu, Milky Way Over Nicholas U. Mayall 4-meter Telescope 360 Panorama, https://noirlab.edu/public/images/Kitt_Peak_Pano_35mm_4m_Zodiak_EQ-CCex/ Container: www.noirlab.edu, Year: 2026, Date accessed: May 18, 2026.
[2] iStock, Stock photos, royalty-free images & video clips | iStock, https://www.istockphoto.com/ Year: 2025, Container: iStockPhoto.com, Date accessed: May 19, 2026.
[3] Anon, Starry Horizon Images – Free Download on Magnific (formerly Freepik), https://www.magnific.com/free-photos-vectors/starry-horizon Container: Magnific, Year: 2026, Date accessed: May 18, 2026.  
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