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Concept ideas
As a group we came up with multiple ideas that we could use for this project and there were three ideas that stood out to us. The three ideas were to make a city park, an art gallery or a cave scene. These ideas gave us the space and right resources to create what we wanted as a group.

With the city park scene, we wanted to do either heavy acting shots were there are two actors planning for something like a robbery or where there are two or three actors, one being the main healthy protagonist and the others as Zombies chasing the protagonist. This type of environment would allow us to have the space to move around in the scene and set up the right mood such as having a dark lighting and run down park for the zombies or having a clean quiet park in day lighting for the conversation shot. This environment was part of a collection found on FAB that would allow us to save time from building our own and choose from multiple scenes for the right shots we could have wanted. [1]

As for the art gallery environment we had the idea to do a futuristic heist where there would be one main protagonist who would receive a briefcase with a hacking gadget to use to steal one of the art pieces. There would also be another actor as the briefcase handler who would pass it off to the protagonist within the art gallery. The face will not be seen by the camera of the handler to keep it more secretive and have him walk straight off after giving the briefcase. There will also be a voice over that will be talking to the protagonist through an earpiece telling him everything he needs to do and how long he has to complete the heist. This was another environment we found within FAB that gave us the same advantage of time and also had realistic textures giving us the realism we need for our shots. [2]

For the last Idea it was a cave scene that had a big portal that the protagonist would walk towards. The main protagonist could be lost or chased causing them to move towards this portal. He could have a team that he has lost and is trying to contact back with a walkie talkie however is having signal problems making the situation tense and mysterious. The scene is also filled with large statues making them feel small and weak as he passes by them or looks up at them. This environment was made by me in a previous assignment within Unreal so there would again be time saved, and I would already know the layout.

Final concept
As a group we decided to do the 2nd idea of the art gallery as we felt the base idea could be grown to what we wanted to make for the project. Everyone downloaded the environment and could see many shot ideas we could do for when we would go onto recording in the visual room. We had enough actors that we needed and also had the right equipment such as a briefcase, USB and laptop for the project idea of a heist.

The final concept was a futuristic gallery heist set in the 2200s where there is a new way of showcasing art in a digital age. The main character, with the help of the briefcase handler and the overview character talking to main character guiding them through the heist while either situated at a house or a van outside the gallery. The heist begins shortly after the show has started, having the main character looking over some of the pieces of art showcased and once the area quiets down he hears a voice through the earpiece to get the show on the road. The main character gets guided to the area where he will meet the briefcase handler where there will be a quick switch and both actors move away calmly. The main character will then be seen sitting Infront of the art piece he will be stealing while opening the briefcase and pulling out the laptop and USB. Once the laptop is ready there will be a progress bar of the hack in place and while he is doing the hack he will be hearing a voice panicking telling him to hurry up. Finishing the hack the main character walks away with the briefcase casually having had a successful heist mission.

[bookmark: _Toc967495008]Shot list
Shot list
	Shot
	Description
	Shot size
	Shot movement
	Shot type
	Sound

	1.1
	Kettle gets turned on with the use of a hand clicking the button.
	Close up
	Static
	Same height level as kettle
	Click of kettle with possible sounds of the kettle boiling towards the end

	1.2
	A cup is pushed into frame at high speed and lands in the middle of the shot. (Hand not visible in the push, all focus on the cup).
	Close up
	Static

	Same height level as cup
	Cup sliding across the table 

	1.3
	Coffee jar put down on the table from the top of the camera view.
	Close up
	Static

	Same height level as jar
	Sound of the jar hitting the table but not loud

	1.4
	The top view of cup and already has coffee in. Sugar is then poured into the cup with no sugar packet or hand in view.
	Close up
	Static

	High angle straight above cup
	Sounds of sugar hitting the cup and possibly leaving the bag or jar at the start

	1.5
	Side view of the cup with hot water being poured in. No hand or kettle to be seen in the shot.
	Close up
	Static

	Same height level as cup
	Boiling water hitting the cup

	1.6
	The coffee cup is then put onto a coaster that is on the desk of the hacker.
	Mid shot
	Track hand
	High angle facing the side of the arm
	A tap when cup hits coaster

	1.7
	High tech visuals on a monitor starting up to start the heist.
	Full screen
	Static
	Computer video
	Sounds of high tec loading up

	1.8
	The hacker sits down in his chair and sets himself ready to go into the mission. Stretches his arms or clicks fingers to show that he is ready.
	Full screen
	Static
	High angle over head
	Sounds of someone sitting in a chair and then click of fingers with possible click when arms are stretched

	1.9
	Title scene over a city, the title having the effect of a glitch and possibly disappearing. Sound to be added to match the effect on the title.
	Full screen
	Static
	Computer video
	Glitch sound affects with possible city street noises

	2.1
	The first art gallery shot having the lights turned on. From darkness into light. Shot will be short as there will be multiple angles.
	Full screen
	Static 
	High angle shot
	Sound of heavy warehouse lighting getting turned on

	2.2
	2nd angle of the gallery and having the lights turned on again.
	Full screen
	Static 
	High angle shot
	Same sound of heavy warehouse lighting getting turned on

	2.3
	3rd and final angle of the gallery having the lights turned on.
	Full screen
	Static 
	High angle shot
	Same sound of heavy warehouse lighting getting turned on

	2.4
	Artwork being displayed ‘turned on’ via the high tec wall display.
	Close shot
	Static 
	Same height level as painting
	Sound of a click of a switch

	3.1
	Client walking towards bench/chair to pass over for the protagonist to pick up in the art gallery.
	Full screen
	Track actor
	High angle shot
	The sounds of footsteps 

	3.2
	Side shot of client walking into shot to be ready to do the pass of.
	Mid shot
	Track actor
	Knee height shot
	Louder sounds of footsteps

	3.3
	The briefcase is either placed on the bench or passed over to the main protagonist while passing by. The protagonist comes in from the other side into the same side view shot.
	Mid shot
	Track actor
	Top half body shot height
	The sound of the briefcase hitting the seat and more sounds of steps towards the end

	3.4
	The protagonist opens the laptop and starts to hack into the system. shot is front view and has him sitting in the middle of the view.
	Close shot
	Static 
	Top half body shot height
	Sounds of the laptop opening finished off with hacking sounds 

	3.5
	Protagonists can be seen hacking by typing on the laptop and having high tech visuals on the screen. The camera is looking over the character so the viewer can understand what's happening.
	Mid shot
	Static 
	High shot over head
	Hacking sounds continue with the sounds of fingers tapping on a laptop keyboard

	3.6
	The protagonist finishes the hack and leaves the shot as the heist is almost finished and needs to get out calmly, so he does not get detected.
	Mid shot
	Track actor
	Top half body shot height
	The end of the hacking sound with a click when the laptop is shut. After everything is finished sounds of footsteps when character leaves

	3.7
	Final shot is the painting again, but it fades out as it has been a successful heist. Slow zoom in while the fade happens.
	Close shot
	Static 
	Same height level as painting
	Sounds of glitching when art starts to fade



[bookmark: _Toc656865825]Storyboard
I created a storyboard for my team with the shot list we created as a group that would therefore give us a visual idea of what the shots would look like. Some of the earlier shots we decided not to go with as we tested out other ideas and preferred the outcome of those. The initial idea for the introduction was to have quick and snappy shots that would showcase the heist planner getting set up ready for the mission to go ahead. We had this changed to multiple shots of time, the gallery and people with their faces glitched out. This was a better idea for us as it would give more of a build-up towards the actual heist in the art gallery and give a bit of a backstory on the setting/scene. However, the rest of the storyboard shots we stuck to as it would all fit together to give us the result we were looking for. 
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With our previsualization it was created within unreal using a base model and our art gallery scene. With the shots done unreal we could record all the angles we wanted and therefore know all the camera positions we needed to have for when we done our visual room recording. This overall helped us save time by not having to waste time planning a shot as we already had done it. We in the end put all the previsualization shots together in a video to see if it was the outcome we wanted. 

This is a link to our previsualization - https://youtu.be/UCuQQjw8ars
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Recording setup 
For our recording set up in the visual room we had to use multiple sets of equipment to be able to get our shots. One of the main pieces of equipment that we needed was the VIVE Mars set that would allow us to move the real camera along with the camera within Unreal letting us get the best shots with the virtual screen. The Mars VIVE equipment includes Mars, base stations, VIVE tracker and a Rover. There were occasions where there were some problems with linking the base stations with the tracker as sometimes the camera would disrupt the connection as it was between the two.

Other equipment that we used was tripods and a jib and dolly. The jib and dolly was used to allow us to get smooth zoom tracking shots and the tripod helped keep the camera balanced and still. There was one shot that we had to use free hand as the tripod could not reach the angle we needed and therefore it caused a bit of a shake within the final shot. There were also two lights that we used when we were filming as our background scene was brightly lit and needed the light on the actor to match, this was also done on the two other LED screens on the sides by having them white.

Clothing and props
As the art gallery is a professional place we needed both actors to dress somewhat smartly, so that it would be more realistic to match the scene. The main protagonist wore a turtleneck with smart trousers and the handler also wore smart trousers but with a leather jacket. There were also many props we needed that would further improve our shots, this included a briefcase, a laptop, USB and a flat seat. All of these props made sense to have and without them the viewer could be confused about what is happening within the shot.

Software used
There were many software's that needed to be used to get to our final video, this would be software's used on the pre-production, shooting and postproduction. In the pre-production we used a Word document to share information, with a Trello board that we could track tasks that needed to be done and how long we had to do them. With communicating with each other we ended up using Discord where we created a group with the three of us so that we could communicate with any progress that was completed and any problems that someone needed help with. This software was therefore used throughout the project to communicate with each other. Also, I used the software Procreate to create the digital drawings for the storyboard so that we could reference back to it when shooting so that we make sure we do not forget any shots.

We only really needed two software's when we were shooting our shots, them being Unreal and iFootage. Unreal was used so that we would have a scene in the background for our shots and the iFootage app was used so that the camera could be moved forwards and backwards or side to side smoothly. Due to the Unreal project environment being so large and having so many high-quality textures it caused the load up time to be quite long. However, after the first load up it seemed to be quicker the next time but still a little slow causing us to lose time where we could be recording.

Finally, for the postproduction we used many software's to get the result we wanted, this included software’s such as Nuke, Adobe Premiere Pro and Adobe After Effects. For all the color grading and other video editing we used Nuke as the main software to get all the shots to match with each other. I then used Adobe After Effects to create the glitched title screen and once all the shots were ready everything was then put together within Adobe Premier Pro to get to our final video that all of our group approved of. With some of our shots we encountered some visual issues from the LED screen and to counter this we went through the shots and a denoise filter to help smooth it out to make it more visually appealing.
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Here is a link to a video on the glitched title shot - https://youtu.be/XDScHDpnzQ4
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[bookmark: _Toc1662890585]Final Virtual Production video
This is a link to our final video - https://youtu.be/0-mKlSJ3LC4
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Link to a YouTube video on our behind the scenes - https://youtu.be/0ffJaZVB3Lc
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[bookmark: _Toc941394102]PowerPoint
Link to the group PowerPoint - HEIST_PowerPoint.pptx 

[bookmark: _Toc1469778018]Bibliography
Unreal environment 
[1] - SilverTm, “City Park Environment Collection”. Epic Games FAB, August 8th, 2024. https://www.fab.com/listings/11cc2abb-126c-4452-9fe4-6f2381d96544 
[2] - Dekogon Studios, “Art,Fashion, Automotive Gallaries and Showcases”, Epic Games FAB, June 18th, 2024. https://www.fab.com/listings/a85dcedb-f434-4ed3-bc25-6a9b302e6d1c 
Videos
[3] - Wilfred Productions, “Loading Affect HUD”, YouTube, August 9th, 2020. LOADING EFFECT HUD
Sound 
[4]  - E. Thomas, “Computer Hacking - Sound Effect — Sound effects + Tutorials,” Sound Effects + Tutorials, August 7th, 2024. https://www.echosfx.com/free-sound-effects/computer-hacking-sound-effect
[5] - Freesound_Community, “tannoy announcement jingle | Royalty-free Music,” Pixabay, April 26th, 2023. https://pixabay.com/sound-effects/tannoy-announcement-jingle-94124/
[6] - Freesound_Community, “Space Ship Door Open | Royalty-free music,” Pixabay, July 3rd, 2023. https://pixabay.com/sound-effects/space-ship-door-open-47688/
[7] - Freesound_Community, “Sliding doors | Royalty-free Music,” Pixabay, May 4th, 2023. https://pixabay.com/sound-effects/sliding-doors-14801/
[8] - Freesound_Community, “low engine hum | Royalty-free Music,” Pixabay, May 10th, 2023. https://pixabay.com/sound-effects/low-engine-hum-72529/
[9] - Liecio, “LIGHT RAIN | Royalty-free Music,” Pixabay, April. 18th, 2022. https://pixabay.com/sound-effects/light-rain-109591/
[10] - Freesound_Community, “City Ambience | Royalty-free music,” Pixabay, June. 9th, 2023. https://pixabay.com/sound-effects/city-ambience-74179/
[11] - All Sounds, “Big Switch Sound Effects All sounds,” YouTube. May 18th, 2018. [Online]. Available: https://www.youtube.com/watch?v=TjwFBwO-yiE

image.png




image6.jpg




image3.jpg
\92)
()

Shot15.

[Fete et e o win e
Jue 7 hand ling he bt

eup s puzhed o fame o
g specasnd onds inthe
it o e s, éan ot
il nthe push i focus on
e e

Cofts arputoonn on o e
from e ep of e comera i

Fopview ofcup na aeaoy s
oo insugar s hen pouree
rto e cp it n sugor e
o n e,

TR T——
[aer ceing poure . o rand
b o b seon e s,

shot1s

i

Shot1s

HEIST

[Catfe c e hen pus o
cossertatic o th ceseorthe

e p——
staring p o sar th hes:

[Facker s o m e charana
s himeef resdy 0 ga o the.
Imission. tetches s aems o
ks fngrs o show thac s
feacy

[ sceoeovera ey, e e
g e efect o i ant
possiy sppearing, Sounc 1o
e scsetco man e tece o
e e

Frstart atery st i e
s tumed on. ram dariess
o g Shotswlbeshort s+
ere wi e muttpic anges.

shot2a,

Snotat

shota2

Ly

[ivdange ot e atery an
[rvi e s o on g

o an vt sngie of e gty
s e ghes torne o

[rwort e dpioyed samed
i th g e ot iy

ot waleng s
Denchicha o pass ave or the
protagoris: 0 ickupin the 1.
ey

[ hor ot cenc kg e

Jshot 0 b resdy 0 o the pass:
Jot.

1

~

shotas,

ﬂt\

shota7

[T BoTesse s e poeed o
e serch o passed verto e
i protagonisewhie passing.
o e protsgons coms n
o e iner sic o e
e it vew s

[Frosontspers apiop avt
et o ot sy
ot ran e an nse i
Jting i the it o he v

e G o T
oy ypingon e aptop ane
avig pghech vl on the
<ceen. Camers s ooking over
e characte o thevir can

ndestang et veppering.

Froasonstfrishes th hack ane
Jeaves the ot 5t it =
it fnnec and nesds o get
Joutctmys0 e does ot g
foteces.

[Fratsnors e pning agon
ot ¢ fade out 1t i been
R —
e the face happers,





image5.jpg




image7.jpg
HEIST




image4.jpg




image2.jpg




