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MONICA WINN SANCHEZ
Unreal World Creation
Colour Correction



Setting up the scene:

First, I started by setting up the basic environment lightning. I 
added a sky system, a directional light, atmospheric lighting
and exponential height fog.
These elements helped me create a natural outdoor lighting
setup and gave depth and atmosphere to the scene.

Next, I imported assets and added a skylight to
improve the realism of the shadows. This made
the lightning softer and more believable, specially
in shaded areas.



Creating the landscape & applying materials:
After that, I scaled the landscape to a larger size to
give more space to work with.
Then, I used the landscape Mode Tools, specially
the Paint and Material Blend options, to start
shaping the terrain.

I applied different software materials to make the
environment more detailed. Each material included
Albedo, Normal and Roughness maps to improve visual 
realism.



Lightning effects, water & environment expansion:

I added a Post Process Volume and 
set the minimum and maximum
brightness (Serena improved the
lighning to better match the overall
theme of the scene).

Then, I added water to the
environment. I rotated, scaled, and 
positioned it to fit naturally into the
lanscape. I also adjusted the
landscape painting so that grass
woud not appear in water surfaces.

I expanded the scene by increasing the landscape
size and adding mountains. I created a more complex
environment by placing multiple mountains and 
adjusting their rotation and scale.



Reflection and Details – Adding Assets:
I added a Sphere Reflection Capture and built
the reflections to improve how light interacts
with surfaces, specially the water.

Finally, I changed the terrain to snow textures and added
several objects to bring the scene to life: a house with
textures, a bridge, flowers, trees and a magical portal. All
of these elements were positioned, rotated, and scaled to
fit naturally into the environment.

This project helped me understand the basics of
environment creation, including lighting, materials, and 
landscape design.





Behind the Scenes



Color Correction:

I used colour correction in After Effects to match the
character with the dark forest background. I adjusted
brightness, contrast and colour tones, cooled the
image using Lumetri Color, reduced saturation, and 
added a bit of fog and grain to create a more 
cinematic and realistic atmosphere.



ARIF KHAMIS
Scheduling and Organizing
Acting
3D Animation and Rendering
Effects for 3D



At the very start of the 
assignment, I made sure to 
create a Teams chat
Where we could discuss and 
divide roles and decide what 
we were going to do.

Beginning of Planning



These were the original roles, 
before we had to find our feet 
with a slightly different 
background workflow 
instead.

At this point in time, we 
decided I’d act, and made 
sure to add dates to any role 
change suggestions.

Beginning of Planning



We produced a list of ideas 
and weighed out pros, cons, 
interests and limitations.

Deciding on Concept



The creative goals were 
finalized here.

Deciding on Concept



The footage of me was 
recorded as I acted out what 
was on the scripted 
storyboard created by 
Serena.

Acting



The tracking points were 
added above me as I took 
direction while acting.

The device we used to record 
with was a Xiaomi MIX Flip 
Smartphone.

Acting

The lights were added to 
remove shadows from the 
green screen to make keying 
easier.



After the acting, I move to 
Blender to animate the 
media plate for the shadowy 
figure. I started from concept 
art and placing and extruding 
vertices until I got the basic 
shape.

Creating the Media Plate



I used the ‘Screw Modifier so the figure could take up 3-dimensional space and 
not seeming fully flat.

Creating the Media Plate



The Screw Modifier was also keyed to make the shadow appear in a way that 
wasn’t just a fade in.

Creating the Media Plate



Creating the Media Plate

These parts were keyed – the 
emission from red, closed 
eyes to open, glowing bright 
eyes.

Here, the ‘shape key’ is 
keyed from closed eye to 

open eye.



Creating the Media Plate

Finally, a wave modifier was used, and I 
adjusted the parameters to give it that 
unstable, non-solid feel. The plate was 
then rendered into 250 frames, for 
enough time in the shot and extra to be 
reused just in case. Then the plate was 
put into the shot.



Creating the Media Plate

Gaussian blur was added in post, to 
make it fit more naturally into the scene 

as it faded in and out.



SERENA BUNTING
Storyboarding
Concept Art
Environment Lighting & Volumetric Fog
Rendering
Compositing
Keying



STORYBOARDING



I wanted to create multiple storyboards for our team, so we could 
plan ahead what shots to take and what positioning we needed for 
the cameras in the immersive room. This also helps decide what 
props we could use.

Ultimately, these storyboards were not chosen, but provided a 
good basis of understanding for what was capable for us in our 
creative process going forward.



This is the storyboard we chose.

We wanted to create a horror 
sequence, and I followed our 
previous discussions as a group to 
develop the 'forest' idea further.

We decided, later, to replace the 
lantern prop with a phone, as Laura 
wanted to add sound design to our 
shot. We instead implemented a 
phone instead.

While creating the thumbnails of the 
storyboard, I made sure that all 
shots could be done within the 3-
screen environment of the 
Immersive Room, having two side 
plates and a back plate.



CONCEPT ART



To add to the narrative of our project, I designed a 'creature' for Arif to later add into our project.

I designed four, with slight adjustments to each to have a different effect. I also recommended being able to utilise the 
eyes alone, if creating a humanoid figure would be too time consuming for our team.





LIGHTING & 
ENVIRONMENTAL 
FOG



To create fog for our background, I wanted to utilised 
the 'LocalFogVolume' tool in Unreal Engine to create a 
realistic effect.

This also allowed us to render cameras from any angle, 
as the fog was a part of the environment. I think this 
saved us some later edits within our project.

Unfortunately, at first I had an issue with creating a 
blueprint from the fog I had originally created (as seen 
in the photo). This was mainly because of the version of 
Unreal Engine, as I was working in an outdated version. 

Upon updating my software, I had no further issues with 
the local fog-- but we soon came to the realisation that 
as a team, we were working on different versions of the 
same program as I was unable to utilise it in the Unreal 
Engine file that contained our environment. This could 
be improved in the future by better planning and/or 
communication, but it was easily corrected as Unreal 
Engine is forward compatible.



I recreated the fog in our environment, using the same tools as before. It worked perfectly, 
and I think that it adds a lot of animosity to the ominous atmosphere of our background.



RENDERING



My next step was to render out the 
cameras for our background.

I did this by using a 'CineCameraActor' 
node in Unreal Engine. This allowed me 
to have full control over the camera as 
if I was actually in the environment. 
This helped as it encouraged me to 
keep as close to our planning and 
storyboard as I possibly could.

I recorded one long shot of the 
walkway that I could be cut up into 
separate pieces at 24fps, and a long 
side shot of our environment.



While rendering was easily done through the 'Level Sequence' option, I faced some issues later while in compositing that could have been addressed 
during the rendering stage.

I had planned to slow the footage down to match the walking speed of our actor, so I recorded a longer shot at a quicker framerate so I would have 
better control over it. Unfortunately, this did lead to the frames-per-second dropping by a noticeable degree. This made the environment look really 
unrealistic during this side shot of our actor, and could be solved in the future by either recording at a higher fps or moving the camera itself at a 
relative speed.



COMPOSITING



To composite the shot, I used Adobe After Effects, as I felt familiar with it and I knew my team would have access to the fil es I was using 
and the same tools. For our footage, I used my camera renders for the background, and our recorded footage of our actor in front of a 
green screen.

I cut the footage of our actor off at the waist, so it would look as though he was walking. I wanted to make sure our character in the shot 
was a believable height, so I stayed cautious of how large he was compared to our backdrop and where he would be positioned within 
the space.



While it is not the neatest, I wanted to make sure my workflow was clear and organised for the next person I would hand 
my work off to. I made sure to group each shot's files in order, so my team could easily see which shots are currently in 
view.

Leaving my footage unclipped was also intentional, as I knew we would not be rendering out our work through the media 
encoder just yet, and we could change speed, time stamps or footage if we needed to.



KEYING



Due to time allocation, I had to pick up 
keying our greenscreen footage.

At first, I had some issues with 
transparency after using the 'Keylight' tool 
in After Effects.

I fixed this by tweaking the levels of the 
footage of our actor. I only touched the 
black and white values, as I had worried 
that tweaking any RGB would later cause 
issues for our colour corrector.

I think the outline of our actor came out 
really nicely, but there are issues with the 
reflective items in the shot. I think this 
might be able to be solved with lighting 
during shooting the footage, or awareness 
while shooting that the greenscreen will be 
visible on reflective surfaces.



THANKS FOR 
LISTENING!
Any questions?



VIDEO LINK
FINAL VPD - MWS SB AK - No Sound.mp4

https://uowtsd-my.sharepoint.com/:v:/g/personal/2305406_student_uwtsd_ac_uk/IQBak2ofejwlR6RPJ6dDVPU9AcDrg7J7L0yE_BD_7g9iP-w?nav=eyJyZWZlcnJhbEluZm8iOnsicmVmZXJyYWxBcHAiOiJPbmVEcml2ZUZvckJ1c2luZXNzIiwicmVmZXJyYWxBcHBQbGF0Zm9ybSI6IldlYiIsInJlZmVycmFsTW9kZSI6InZpZXciLCJyZWZlcnJhbFZpZXciOiJNeUZpbGVzTGlua0NvcHkifX0&e=3iYusD
https://uowtsd-my.sharepoint.com/:v:/g/personal/2305406_student_uwtsd_ac_uk/IQBak2ofejwlR6RPJ6dDVPU9AcDrg7J7L0yE_BD_7g9iP-w?nav=eyJyZWZlcnJhbEluZm8iOnsicmVmZXJyYWxBcHAiOiJPbmVEcml2ZUZvckJ1c2luZXNzIiwicmVmZXJyYWxBcHBQbGF0Zm9ybSI6IldlYiIsInJlZmVycmFsTW9kZSI6InZpZXciLCJyZWZlcnJhbFZpZXciOiJNeUZpbGVzTGlua0NvcHkifX0&e=3iYusD
https://uowtsd-my.sharepoint.com/:v:/g/personal/2305406_student_uwtsd_ac_uk/IQBak2ofejwlR6RPJ6dDVPU9AcDrg7J7L0yE_BD_7g9iP-w?nav=eyJyZWZlcnJhbEluZm8iOnsicmVmZXJyYWxBcHAiOiJPbmVEcml2ZUZvckJ1c2luZXNzIiwicmVmZXJyYWxBcHBQbGF0Zm9ybSI6IldlYiIsInJlZmVycmFsTW9kZSI6InZpZXciLCJyZWZlcnJhbFZpZXciOiJNeUZpbGVzTGlua0NvcHkifX0&e=3iYusD
https://uowtsd-my.sharepoint.com/:v:/g/personal/2305406_student_uwtsd_ac_uk/IQBak2ofejwlR6RPJ6dDVPU9AcDrg7J7L0yE_BD_7g9iP-w?nav=eyJyZWZlcnJhbEluZm8iOnsicmVmZXJyYWxBcHAiOiJPbmVEcml2ZUZvckJ1c2luZXNzIiwicmVmZXJyYWxBcHBQbGF0Zm9ybSI6IldlYiIsInJlZmVycmFsTW9kZSI6InZpZXciLCJyZWZlcnJhbFZpZXciOiJNeUZpbGVzTGlua0NvcHkifX0&e=3iYusD
https://uowtsd-my.sharepoint.com/:v:/g/personal/2305406_student_uwtsd_ac_uk/IQBak2ofejwlR6RPJ6dDVPU9AcDrg7J7L0yE_BD_7g9iP-w?nav=eyJyZWZlcnJhbEluZm8iOnsicmVmZXJyYWxBcHAiOiJPbmVEcml2ZUZvckJ1c2luZXNzIiwicmVmZXJyYWxBcHBQbGF0Zm9ybSI6IldlYiIsInJlZmVycmFsTW9kZSI6InZpZXciLCJyZWZlcnJhbFZpZXciOiJNeUZpbGVzTGlua0NvcHkifX0&e=3iYusD
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