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What I have created in virtual production was a sand worm attack on a beach, with me running away from it, I was inspired by several pieces of sci-fi and fantasy media which include massive serpent like beings chasing prey through sands, so that was something I wished to replicate one way or another using Adobe After Effects, which I believe I have done to a good level, despite the footage of the sand worms being cut off, where the debris and dust doesn’t carry on due to the footage seemingly intended itself to cover the entire screen, so it wasn’t designed for my project, however it was the best footage I could find, so I took it and made do with what I had, however it removes that sense of immersion that vfx set out to do, making something seem real and part of the scene, and despite my searching I couldn’t find better green screen footage than the one I used in my project so that was what I chose. For the footage I had put the green screen on I had a classmate film me running away on a beach, to help give a sense of urgency to the sand worms bursting out of the ground, hoping to feast on their next prey. Production went smoothly once I figured out how to attach a greenscreen to a 3d object in the background of the composition

Below is a simple story board of what goes on in the final product. It includes the worms, as well as me running away in terror from them
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Listed below are some screenshots of the final products
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Overall, I would say the production went well I set out what I originally intended to do with my work, and I think I did it rather well looking at the final product on production, something I do need to improve on is attaching greenscreen footage to solids I place using the movement tracker, as I needed a lot of help with that during production
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