EPIC 2022




AGILE in the UNREAL Classroom

Teaching Virtual Production Workflows in Academia

S\ UNIVERSITY OF

%VZ\ UNIVERSITY OF G2 CREEICH

'/ GREENWICH

DR JODI NELSON-TABOR DR LINDSAY KEITH
Sr Lecturer Film & TV Creative Research Fellow
Production



What is Virtual Production?

“Within the current internal business structures there are o growth and sustainability,

significant challenges around recruitment of skilled urge experts
people. This is becoming a barrier to growth.” T

~Storyfutures Skills Report 2021

State-of-the-art Virtual Production
techniques taught at University of

Greenwich to help fill skills gap I m me rs ive
@ ot ~—  Technologies
‘ Skills Gap Report 2020

#Virtual Productionseen as i
future of filmmaking < CANVAS

Virtual Production is defined as being a
rm that refers to a spectrum of

6 million+
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To Be Good =

Storyfutures Research Project

Understanding Virtual
Production Workflows as a
Practice & New
Methodology

Learning Unreal Engine &
its capacity as an industry

ame-changer
g g (nNce3) & BAFTA ARRI

Demonstrate R&D via In Final {NC
BU —

Practice-led research for — s greem Hi3Network
. . ma \:--/'JGRE WICH
future Curriculum design 4

Collaborate with faculty,
graduate and current UG
students

Partner with industry
stakeholders




What is Agile?

STUDIO REVIEW STAGE STUDIO REVIEW STAGE
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Agile Co-design - an iterafive process

Conduct research to
understand learners

~m—

= E

Uncover
Work with learners to gain ~ Identify learners’ needs
feedback for analysis and - ~ ~? |\ and problems
further improvements
Model ideas and solutions SHSange Statpiions s

generate creative solutions



Miro (interactive, infinite whiteboard)
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Empathise, Gather Data

Lindsay

| Drag anything here from
desktop research that colours
your thinking on VP, This could
be

visual Inspiration

Research Journals
Quotes from leading figures
Key facts and figures

Key
takeaways
fram this
paper

virtual Production to
Become Industry Norm
by 2026, Experts
Predict

What inspires us

the rise of - Has
the
and
e [l % I Dullal
from slack _
Greg Corson -
. what is it that
Comic makes his
made in tutorials good?
3 days Same for Captain
Disilliusion
How do yoau
sell it as an
exportable
assett?
Absence of
sound in

considerations

Role of
sound in
post-

Are we missing

P a trick? What Future use of
can we learn sound on set
from Lo support
soundscapes? acting and
If ueprthing performance
gets shoved
inta pre-viz -
pre-audio as
well as pre-viz?
— Keynote Synchronisation
sound,
other

categories?

Could we
ke a
cnannel?
{erass ref

© arena)

Sound can
really help
actors.
performance
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Ideation 2

WOULDN"T IT BE GREAT IF WE COULD LEAVE WITH THESE SKILLS.....

How long
things take
in pre-viz
S
Capabilities
. of VP and
scheduling ) limits /
Unity or ORI
for VP UE basic CRECENESS
knowledge
how to set up
the Unreal and
editing connect it with
workflow the startracker
system
How to set up
a shoot for lo-
fi low budget
and hi-fi high
budget
How to use
tools for
collaboration
effectively

New skills
in
Production
workflow

—

Using tools
around VP; e.g.
audio editing,
3D design, etc.

Understand
end-to-end
pipeline

Basic
understanding
of UE and how it
integrates into
Film practice

—_—

directing
perfomance in
VP

Understand
cost/benefit to
asses if VP is
right for my
production

New
collaboration
and team
building

—

how to

work with
sound on

set

the crossover

between the

programming

and creative
side



Storyweave

Copy of What inspires us

JUST DO IT

Has

from Siack

0 whatis it that
e makes his
How do you gond?
sellitas an bl

Same for Captain
| exportable | Disiiusion
| asser

DEMOCRATISATION of VP

the s of
the.
s uin

well s preia?

| il |
T —————

UNDERSTANDING THE PROCESS

Future use of
sound onset
1o suppart
acting and
performance.

categories?

FUTURE GAZING AND MANAGING EXPECTATION




Storyweave

Copy of Summary of braindump

WHAT IS THE

i fillng that
WHAT WE iHpattance CONTEXT OF g e
NEED TO of VP - WHO ELSE & 'ﬂmele" Wﬁf‘;:‘::”
; CAN WE programming creating a
Key Concepts, Images, Insights, Techniques emerging? LEARN OR Production LEARN FRMO and creative CREATING? ' g P
TEACH workflows - glossary o
common
_——— — terms
Understanding Understanding
Thew tielinas the value of —
Seee —— = = and working in VP
contingencies e UE
development
. S | i, is time.
Drawing consuming!
Timecode from theatre
= =) == = productions “—
—_ —_—
S s O — filmmakers are. Common
now able to
ciasin vocab
across the Importance between game
e = - physical and of iteration and film
digital worlds.
—
Importance Hegio AP
P collaborate? Building
- e e of sound
s a shared
- lexicon
— e building the
assets of the importance of
filmin a steategic and
game engine accurate

communication

Defining new
workflows
(iterate mixed
with waterfally




Prototype

HOW MIGHT THIS LOOK ACROSS SIX WEEKS?

LSE GREEN FOR
TECHNICAL

Gabcicn ek = Fabaice.
stz
et o et
e o s eranans
st e o
USE ORANGE FOR T a4 P 0k
HANDS-GHy it e ot
s it a6t et st
ey o Taace " e
desk reseancn ans bk lossary f erms anglasd
raa the ety
USE PINS FOR M seie asise they should build un this
DESKTOP. Gome ot rmatian throughout the sntire caurce
i
nicumy
USE BLUE FOR —

Classraom Teaching

USE PURPLE FOR MiX
UNSU

WEEK 2 o

USE GREEN FOR

TECHNICAL i WEEK 2 suggest
> Teams show and tell te sratag
working and hawe they'we Set up theie onl

collaberatenteols
sk researchicase studies did they find?

LR = et 3 hy i 0 e glossangof e Gl
- e can it i wh o4 em 2 3 lilnd
prohcton
— Task 2 - workdng in v they will dive into peabie
USE PING FOR. Me Sesk research
DESKTOP ——

USE BLUE FOR
CLASSROOM

FEACHING 3) what did they leam

ass - choose 13 of

2nd find what 3 key

skils are needad 10 do thase fo/es. LSt tem on s
ORUNSURE Board and be prepared io share these in class W3,

o PR E RO them you are most interested
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2.1-17/01/22- VP SPRINT 1/Week 1 #

g\g ® ? 21/01/22- VP SPRINT 1, k 2- COURSEWORK 1 DUE
§ E eduScrum Overview £% A /01/22- /Week2- A
9 g &5 % 22-24/01/22- VP SPRINT 2/Week 1 #
== O % EYA
,&?’ cf‘.% 2.3-31/01/22- VP SPRINT 2/Week 2 ¢
° 4"’& Mﬁf

’16}4’ ,4/%:9 0“(\@ S c h e d u |e & 2.4-07/02/22-VP SPRINT 3/Week 1 #
; 2

9( C\L . " 2.5-14/02/22 - VP SPRINT 3/Week 2 ¢
TI mel I ne 2.6-21/02/22-VP SPRINT 4/Week 1 ¢
2.7 - 28/02/22 - Research Week - No Classes ¢
2.8-07/03/22- VP SPRINT 4/Week 2 ¢
2.9 - 14/03/22 - Post-sprint Reflections and Research Report Preparation #
2.10-21/03/22 - Tutorials ¢
2.11-28/03/22 - Tutorials ¢

2.12 - 04/04/22 - Report Preparation/Tutorials ¢

Conceptual Framework



Suggested Weekly Workflow

CINE1114 Suggested Weekly Workflow

Desk Research: o RS Practice-Based R&D:

« Topic « Capture & Curate

+ Context/Background » Ciritically Reflect

* Findings

« Conclusions drawn

Look at your weekly Do your individual work that Meet inthe TV Studio on Do your individual work that
tasks in Moodle and relates to your weekly Sprint Wednesday from 4-épm to relates to your weekly Sprint
plan out your activity. Ideally, this will be engage in practice-based activity. Ideally, this will be
schedule to do the your desk research reporting R&D with Final Pixel & your critical reflection and
work Tutors curation of visual research
These reporting documents reporting.
with instructions can be Check Moodle for any
found in Google Drive (Link changes/updates in This goes on the same
located in Week 2.1 in scheduling, document as your desk

Moodle) research



CREATING VIRTUAL PRODUCQON MAGIC

S L = I J=

Creative i o On-Stage

Design Visualization Production

Post

Development Production
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Upon Reflection

Challenges
Opportunities

Benefits to This
Approach




CINET114

) What does a roadmap look like?
Upon Reflection

Challenges
Opportunities

Measurable Responsibility - Ideation

Benefits to This goals Map
Approach .
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Upon Reflection
Challenges
Opportunities

Benefits to This
Approach

/ACADEMY
StoryFutures

National Centre for Immersive Storytellin

NFTS | 5iss amns PEUSTRIAL
| Bt = FRATEeY

tha UK VIRTUAL PRODUCTION | A Global Innovation Opportunity for the UK




In Summary: How to be Agile in the
Classroom®@

Key Take Aways:

Iterative approaches, using Co-Design Methodologies allow for constructivism and greater
student-agency/ownership in their own learning experiences.

Linking curriculum design to industry practices and understanding where the current gaps in
skills are helps to align learning outcomes with employability, diversity and inclusivity goals.

Training initiatives via industry collaborations allows faculty to be upskilled and therefore agile
in their teaching methodologies across multiple disciplines.

Agile frameworks take the guesswork out of labour-intensive, upfront curriculum development
and learning design approaches and makes learning a more inclusive activity with greater
buy-in across all stakeholders.

One-sheet / Handout




AGILE in the UNREAL Classroom

Teaching Virtual Production Workflows in Academia

DR JODI NELSON-TABOR DR LINDSAY KEITH
Sr Lecturer Film & TV Production Cre_ohve ReSGGI’fih Fellow
j.d.nelsontabor@Greenwich.ac.uk Lkeith@Greenwich.ac.uk

@digital_resrchr @DrlindsayKeith



