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wildnmluiud wazuuusuiniutisasversuallviuinuandlauinnin auaiugediden
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oo < a < s v W '
senulunmangimiriduiign nisfnwednaerva Jdududesiunnndinisldlsunsy
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NTYUIUMSIUNISHAR N INEURIEmATIATiIAY Visual Effect

FUABULAZNTZUIUNTVRIIY Visual Effects tuUsznaumediusig q Fadldau
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F1uIunIn wasuiseeniunaieq Department Faazvimthiunnaniusenly unesuinide
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PRE-PRODUCTION PRODUCTION POST-PRODUCTION

RESEARCH & HIGH DYNAMIC ELEMENT
DEVELOPMENT RANG PHOTO SMOC

TEXTURING
MATTE PAINTING

N
STORY & IDEA TEST REFERENCE o

PHOTOS
DEVELOPMENT
o LIGHTING &
STORYBOARD SEelEa MODELLING RIGGING RENDERING COMPOSITING

ANIMATION

MATCH MOVE EFFECT &
SIMULATION

ROTOSCOPING
SHOOTING

PLATE

TRANSC EDITING GRADING PREPARATION

AWl 2.1 Visual Effect Pipeline

f: http://www.kazuacademy.com/admissions/visual-effects-pipeline/,2560

1. Pre-Production

. P - . Y 2 . 4

Pre-production {uduRaULINYBINITRARITUATWEUR JuRBUVIIMUAILASadURauT
- ' ° v, ) -l 1 0 ¢ A o
e veesaenasldnaiedlddduav wiaanalud

1.1 Story & Idea

step WSNUBT pre-production tinuanlawdisnaziFess wu lursmseudu
Iwmnaum“':Jﬂﬁl.i:umammut,waaaﬂa'mmﬂmmu 7 agency vzlasulandangndn
Wenfundndusimlniiimdaveaniamain 30ty creative director astlandilasuly
Armndudossmuazanesnuuiy storyboard (umeu 1.2) wislursnisameuns & gniiuay
suflefuindouunitedoudossnaing wediwl udrhauswenuiteadunmeusoenin
nssurudaludunsuiionauanmaudmsuey ameus, Tavan uay avasity Luiiuas
Uraulawruwiagiliedesihiauls vaufamu Wiedn FuinannsruunisAnuaziinean
sthamiinvauirveslels Terana1aliin story & idea Aaduiiddniignvainssuiundn



1.2 Storyboard

o & & o o o v o < o
FunaudaziiunistiFassmviauninml) thurneeandunmialiidnladng s
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ausaleanedelsznaunaunievil maulN composition Wavdudu 9 AuLaanunITal

mwﬁ 2.2 Storyboard

flun: LEE’S PENCIL, Billy Burson, twistedEXIT, Alex Del.eon, 2560
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1.3 Concept Art & Design

N1599NLUURIaYAS (Character Design) 21nVaY
(Layout and BG Design) 5218 Art Direction w8 Concept Art vaseu nsw3sunislududl
d1ftuunn q BeasBenuilunstunsudelulu Prod-Post-Production aeistieuasminidifatu
iy Art Director, Production Design @u1saviinisaaniuy set nasaneludaud close-up
170 9 AWATH concept art dau i modelling, environment @wnsaldddaiiaduiiy

model

AMil 2.3 Concept Art & Design

i Bjorn Hurri, RobertDBrown, Dennis Chan, Polawat Ketmanee, 2560
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1.4 Research and Development

ReD hudnwilstumeuilddny Tunmsadi tool viairdesilalmiq tietindieusulss
Lﬂ%imﬁaLﬁuﬁﬁag;:t,l,é’f;'lﬁv?mulﬁﬁﬂﬁma:ﬁﬂixﬁw%mwmnﬂfu wiailasesduiu projects vy
fifdaasuie uSdvaunelveliinesil programmers, scientists Was mathematicians pae
Wouu software w9 U’Nﬂ%ﬁﬂﬂxaanmiugﬂLLU‘U‘uad program stand-alone, plugins #3

script

AT 2.4 Research and Development

ﬁm: lgor Kharitonov, Side Effects, William Wallace, Graham Matthew Collier, 2560

1.5 Test

] o ol 4 H L L L4 (=3 ar & = J o ar o
dwdrAnfidaslumsiiuunilagnaliidwadwiuasiiamaisimaiagii

¥ 7 ; < ¢ o ¢ ) ' o %) o Y Y
ﬂ'iSU?um‘iﬁﬁt:f[.'U artist Wﬁﬂ‘i:ﬁﬁUﬂ“l‘iﬂJQﬁ a'ﬁ'Na'iiﬂQ']u‘fﬂ']ﬂﬁlWQLWBaﬁqﬂﬂjqﬂJuu‘lﬁﬁWQﬂﬂq P

a o

o q w o a v ' ° v < o
vagauIzviliawisadssiiulssaninmuesiiudigitamsavinuliiadanmaanfidmun
wardglunsnunualmihlunsdifinmanisalliainfa
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1.6 Modelling

Fumarlun1sadis model $ravsuulusunsuandin feundudiindududundunaunis
Vi pre-production w312 low-res model 9ggnuilulglun1svin pre-visualization n13as1e
model aztaliignéiiiuiisdnusues character iagrluldlu CG Tae model fifasdanali
n15 look development waz lighting TWawsa render nmeasnuildglgamnazauaia loy
Unfiuaa high quality model %zgﬂl'ﬁﬁuﬂy’umau final render, medium quality laiffuau

animation wag low quality &miun13vin pre-visualization

Iy

=

AWl 2.5 Modelling

“ﬁm: Cornland, EmDobz, Junkie XL, Mark Van Haitsma, 2560
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1.7 Pre-visualization

Pre-vis Wudumaulunisti storyboard wasdliAndunmadaslwmuulusunsuay
1% animator 2¢19 low-res model Tun139i1 pre-vis wag render AwasnuuY draft
quality %’juwauﬁﬁﬂﬁﬁ'ms'mquné’as manaeulmvesiiaras Wuilinisesdeiimdasyi
vilWanusaausmunsaeildie Weiltauunmieiuilinshausmduasieiu

Tutlagisusiu pre-vis fumumanniulugaamnisu vix nmeunsivans 3es
fuvi pre-vis AunoufiaziSud1evinads wWu the matrix, ironman, avenger Wufu sz
vnafinisairapndeauullg wismalianisdedlumis action Mslhneillasvinunrau
Juduszdosiinnunuiiseunseuuariany ieliAndefiawaratiosiigaluiuerinaia
pre-vis SananaiuduitdAnitasriligiiu andes mufafiuauynay Wiuanmitldaanis
iy ilanusaufuRauliietu

+ L
NN 2.6 Pre-visualization

fisn: The Third Floor, Kyle Robinson, 2560
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2. PRODUCTION

JunaulumInIeyingde dadsznaumeiuiiu Director, Producer, Cinema of
1 v ﬂ‘_'} ld at € o alr o ar
Photography msaaannagliarfwalindlavidwmivaulavan wiearaduldmivau
NINBURT

ﬂ']"v'q‘fﬂ4 2.7 Production

17’111’1: Rama Naidu Film School, 2560
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2.1 Reference photography

d n‘ 1 o ar = el = at o T
Wiasunstievic dunuainuisn VX Tnsunfdnazidusumia
. v a o 1 o 4 a
VFX supervisor, CG supe #38 2D supe azlusannsuazlimuuzitlunisaiayii iNefazin
2 1 W : ¥ a v Yo vo < o w 1 o
Joyan 4 naululdlu Studio Teegniivszdninm wiaumishiFusnwineatunisaevinly
| da =l o s a o ] W < y o Y v
il CG lurmsiAeaiuiiunuainuisn VEX asdiunm Reference Tnunnfigauinfingitle
= ) o 1 ° & - . - pnd 2
Fanmmartinsgmi Wy reference Tun3¥i modeling, texturing, lighting saufian15vin
S v ' w [ o X d o a

matte painting In3fuvanendnAantsiiudoya on-set lilsuniige WshuiUsznausaudu
i 1 -:I . " ar
d1unina q lunsdindeyauvegamamaluluniends

AWl 2.8 Reference photography

ﬁm: Taylorjames, amandas-sketches, Sebeuroc, Scott Eaton, 2560
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2.2 LIDAR or cyberscan

LIDAR 138 Light Detection And Ranging iuwmalulaélunisyit 3D digital scans 536U
high quality Z4a113a scan lﬁé?auﬁii'mqﬁﬁumﬁ"ﬂﬂ \u fin 81a1s Aaneadne way
anmuwandeu luauday Asdin dnuans LIDAR Tdudnnisesuas laser Tun1s scan Tnglu
sUuuy 30 fiilmazdengann model fildanns scan sinagildu polygon fideudna
win wisanvasiiuinnitau polygon ludiuvesavalulagnisaunuuywd Hudleunisléndas
DSLR va1895i7 Usgnausniu Rig waaiinisarenmasanunuandluyumig 9 ntuSahly
process #g software lawie WU Autodesk Recap, 123D Catch 91ntuFstiluuiuusts
ez Buaiiuindig Zbrush, Mudbox, Maya \Jusu

Modeler aza@574 model dmiusiludiuuesnis render, animation Waz pre-vis lng
v - d v 1 A‘J v -
91989310 LIDAR tialiuuladn model Mnfugnsiadnsaniuauiniassyeease

AW 2.9 LIDAR or cyberscan

flun: GIM-International, USCG, SSI, digitaltrends, USC ICT, newyorker, Metal Gear
Solid 5, 2560
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2.3 High dynamic range environment photographs

\ULAEUN13E 18T reference MuUnURNUTEM VFX agananiw HDRI w3a  high-
dynamic range image Tuldazanmuindex itedsdaly lishting TDs Artist T4nm IBL (image-
based lighting) Tun1siauasluwrazain IﬂaﬂnﬁLLé'umwmehﬁ'asmdw'iusﬂuuu 360° A
Lens fish-eye n’nw'[uuma“um"n'lam’m shutter speeds fuansnafiu Lwamwaua ATEdLAY
W mmmuﬂuumamummwaﬂ Tagdnnnifnazegil 3-5 sedu ududAmadauazaasden

YDA n1wmwumi]vmmmﬂuﬂumusﬂme‘LuiUuUU floating point lat-long viali lighting
way look-development artists T9lun1sdauassaly

Al 2.10 High dynamic range environment photographs

#i117 HDRSHOP, Owen Bugay, Yusuf, HDRLab, 2560
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2.4 Shooting

o ' 5 ' a4 v o .
Funaulunisaieit mamIsuauludiui asdumifivesme Production House Tae
o v oo v o =t 1 dv 5 v o 1 as
VFX House fintiinasliAuInwiludrunaesiinig integrate cg W1l msvieusiudu
58131 Production wag VFX House agvinliuunedsannsoansuvulunisais prop
a o R d ' ° ' a o o
Usznauainyeanie Feeniildineniagniiniei CG nsseiluuimainataiimedaionuas
- “25 1 - - 1 ‘:‘ - b o - 1 1 4
orvazietudululaldlunisaieads VeX Jaduduinsuninduliavaunsosidudoluls
& oo ° ] ) a
wazidunmsmmadienifngalunisiiausandiu nsmsauda Green Screen n1sAngm
e w i o ' ) v a 1 - U o
Tracker maifiudeyaludiudu q wu Yeyandes (Camera Report) &g q ianiiilumhii
ar < 2 Vo et o . = v 1
VIRNIWUNUIIN VFX House MazdesnaslirUinwnasuuziingu Production dsgavinaasaiie

] i ¥ o L4 < 5 .
dwatgliintyuiissnanlutunou Post-Production

Al 2.11 Shooting

fa: nepalsightseeing, timeoutdubai,

thegreenwichphantom, comingsoon, WEWORK, iamnotastalker, 2560
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2.5 Transcode

| 3 1 o = : el £ a o

WagunaunIImenILaIaduad loader Aaeanu production aEn1n13 transcode file tWa
o e i w1 a x . o E7N
deralviniu editing Tdlunsinsia laeunae transcode fMudu QuickTime, H264 iislninaway
Srlunsdade file Mldantunauddail QuickTime waz RAW file saufiatiaya Camera Report

Fuporluduiliniuatereusndudunouiifandt scan omnefans scan nwann
fitrn TiTulwdA3sa 1 dpx, cin Taasiudayaluguiuy Logarithm Color space u3aits
Funduinuing log file e luldviau cg, vix, grade iflaudaiasafiastihuinduun print
AUl film Bnaditeusziluag deniilegaaiideuly nsendiae film gouvuiidae
nées digital vil¥nszuaunsimely uedegiiludifuiuiin uiidsdadrasunly
990y wsrzmstemisdg fitm fidldtiefiganitszuu disital wagdsldanlunsiunnnd
wiedinsruunmsiudaun fie scan uag print Serrsannseemesyu digital Miladae
w@§afanunsn transcode W QuickTime, H264 wiatludnde ludiuvesnis grading fawnse
14 RAW file 97nndas wnidaiu XML 91nmisdesia uas LUT sndndandas lun1s grade 1@
lnanse fouas export W dpx, exr dwdalud cg, vix dsly

Film vs Digital

Film

film i scan —_— print —_—

Digital

transcode —p post

mwﬁ 2.12 Transcode

an: panoramaaudiovisual, 2560
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3. POST-PRODUCTION

wdsnmiaievinaiadu Aazidignsyuaunts post-production Fumsunisitemilu
dwves VFX nang azitedulutisnaiil

3.1 Editing

w4 a w w1 [ = . . a wodoa
nsiRfBIBTuUdRINiudanalasu footage file 9niial production, Editor inu1vmn1

2/ T | o 1 3 g < ] W Vo w o
mlaiuzessviaEy storyboard, pre-vis, script saufian1sdearsiuginiu iaden

el ' w 1 u { & o
footage 911 take MingalukAarain dadasanuwdumis 1 §es wasluuptiensaiinigin
wifteanunlunaty version lngunazei 2-3 version eiduiudanlignaniuiiu

AT 2.13 Editing

ﬁm: David Druckenmiller, vashivisuals, idownloadblog, Studio Kazu, 2560
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3.2 Grading

n15 Grading e famsusudnwiauaildarnnsiaselidulvlufiamaisniu
ilasnmsdasatiuriuy proxy (H.264) wins erade tudadld raw lums grade nsdesie
process wa331uald EDL, XML «Jui confim file footage Winssiuiis clip, roll, speed
el colorist tu grade uldmsemu edit wazdsta file graded Tudatunaudaluliats
AsUEaL N3 grade ludumauiianaandunisinlusesu technical grade windu wlelaliam
nslanluauas look wia urasioaasdiunisviilusedu creative erade wlal#iiiu final look
we sty Aduagiu process nsieuatidas house udlasduuniinasEuainntyi
technical grade nau wa233luvia creative grade w1911 composite w@Sadu

o . & & d . . .
n15W1 color grading aztutumeuy director of photography, director wag colorist
o ' o o w ] a Wy o & w o ¢
VU3 e ile look vasnmwnsenui DOP Anld veanmaziduiidmunesualuay
UT58INIATIMT Wulviudiouq sxmnziumiis Action InudurRuimuisiunts Drama-
Thriller Hunauilazlilavinlu vix house uagzantiunisauiaiadulay post house ud39ds
ABUTYIN cg MWl vix house

AW 2.14 Grading

fun: Blackmagic Design, moviemachine, 3dguy.tv, petersalvia, 2560
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3.3 Plate preparation

mssevitluunnds ersezliansovanidsdallitinisihgunsaidlunasdednlueg
Tu frame 16 19U rig, wires, safety equipment, crew, lights, camera fatudesniuaedeaiviy
preparation viin1saudsitlifiesnisesnain frame Aauszdsaluliy compositor s
composite Tutunausialy

A7 2.15 Plate preparation

ﬁm: Image Engine, The Orphanage, Dan Ring, 2560
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3.4 Rigging

e model a3adu insuluazdesld rig wianssgn 1irluluf model, Rigging Liu
funouilldinedaroudragdlunisites setup 1 model anunsaindauln TWnay uasufdinius
Auluynaiusdisgnies uenanmg rig udadssndudiesiings set skin, paint weight, muscle
viansasundwiilelii model fae

AW 2.16 Rigging

ﬁm: aspan, Anzovin Rig Tools, Ryan Simpson, seithcg, 2560
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3.5 Camera tracking and match-moving

iledumaunis editing, modeling, rigeing 1a3a3suias auluniiiives match move
team lunns track camera Tngazdaaiinisth camera report wnannity production Lileldan
focal length (lens), film back (sensor size) flgluasdnesit wWhlulu camera cg n1svi
camera tracking azviliisnannsald cg element WalWldanniianevinanle Tﬂﬂﬁi’tﬂq&i’n qu?u
fapepdauli match move Tiuainatass

uanaInNMs track camera u& Tuunerdusarsvsdeiinig track objects faeidu Tu
AmeusvatsqSes asinsiudn wn wdewn diluludninuans &4 team match move 2y
vifien1s track body Tasinuanitelimsunisiadeulmuesiazasedugnisuazausie
Ui wa wieddosmadnlulunewds lugnaimnssa VFX junior 3d artist 7
FasnsaeAnaluianludu Technical Director fhasduanmsvenilusumisiieudy
SuAULTN

Amil 2.17 Camera tracking and match-moving

! creativeblog, Makuta VFX, Tim Dobbert, thepixelfarm, 2560
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3.6 Animation

Animation \ihudunaulun1sit model #ivinns rig w@daFaudasdosuninlidiuiiiie
Tuitil envarlaildvaneauddadidin uanassdusunmevtedsay qitsuduseundeulm
16 Animator 92¥197ufU medium-resolution model 311 animation 9efasiissazdoni
wnedmiunsiadeulmrasiiazasiotg wilisuiudani model Favuadnlulélu
scene szaziliilaTas work-station ¥ieudhas Tusgwinmsvhaunnlduauaziundos
Ty IR animation ﬂL{]Hﬁ‘i'ﬁ'ﬁi'ﬁ’lﬁLLa%inﬂgﬂL’Jmuﬁﬂ'ﬁu

. . . o g a
Animation versions %zumﬁuaqnm‘lugﬂtmu grey shade play-blast LWsantia1lun1s
render uagvilvidesamaiannuazuiluly versions sald aumruiuuazAAvuvagnai

A 2.18 Animation

fisn: digitaltutors, LeamMaya, digitalmediaacademy, Mery Project., 2560
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3.7 Effects Simulation

nsadne effects ey $1man T au 11 Ssvesuan fnadu wignasule dviay
AauTU effects artist agthanulugau animation wag match move uldluntsadns effects
wWu windazasillieanuiainile animator 9xds animation vasilouiliiitaldlunts emit v
w3 effects pananile w%’anﬁuﬁ match move team a¥¥I1N1589 camera tracking Y84 scene
inliaiftalimsumsiadeuluvendasiignios effects artist 13vn3 render Tael effects
thuadaadl 3d matte iekenviednsufuilaiitetasls compositor ansa1ne element asly

luflevestinuansldadiagniian

mwﬁ 2.19 Effects Simulation
ﬁm: reelpictures, digitaltutors, SCANLINE VFX, CG-Geek, CINESITE, MPC’s, fxguide., 2560
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3.8 Texturing

4 8 & 'Y . o |t
Watunaun1siu model 1@$a8u texture artist 3zvitmsldduagainaiy texture asuu
71 model laaldnw reference photography 3 ntiusau 2.1 uraelunis paint, texture

artist 9¥%i71n15 paint texture maps d@wmiu diffuse color, specular, displacement wag bump
map Tuunn3 resolution 819gsdis 8K min model fin13 close up Wlndndeanin ¢

m’wﬁ 2.20 Texturing

ﬁm: Substance Painter, MARI, Evermotion, Mark Dedecker, 2560
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3.9 Look Development

Look development ifludiunaul texture maps agnunulésamiu shader iitoasna
final look dw3u model Taad shininess, reflectivity, roughness azgnuiuuslag look-dev
artist 1iB1% VFX supervisor uas Director iuaunduladn final look w81 model &ugﬂﬁad
look-dev artist 2¥¥i197u3uAU R and D wndnlunseiinisasauaginiun shader Twl 9
delimneauiuau

Al 2.21 Look Development

ﬁzan: kent, envmanu, 710films, Alex Alvarez, KATANA, Pixar, Xuan Prada., 2560
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3.10 Lighting and Rendering

d . . e el . . . o > d

L@ animation way look-dev "Lm'ium'iaqm lighting artist 9¥v11115 rendering Lig
finished CG Taeld shader fildarndunau look dev waw HOR fildainnslusannssdiy ua
Uawasandnasieaiu lighting 1hluluudas shot AkANAISAUAINUIIENNA L9U rim light W50

eye ¢lint light

. o ar o d e 1Y)

Lighter ag¥in render ntwasnuniiu pass wanfuniudiuay maps nindusasldlunis
composite WazazyIN13@314 basic composite iansIaLiANUYBieIIgnAas wastniu
w o ' < . wa ot o [ v
fuanmuinasulunsazain Wa supervisor ayli® Feazviins render wen pass dswaly

compositor ¥euaely

il 2.22 Lighting and Rendering
ﬁm: shedmtl, Arnold, digitaltutors, vfxforee, Frederic Durand, polygonblog, Michél

Laborda Gonzales, counterprojects ,2560
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3.11 Rotoscoping

Roto ilusunauiddailaisiniufonie C6 element Wrludumdsitazasiideu
Wy assindanmitazasidushuainuds §1 CG element %Qmﬁmﬂﬂﬂsxwﬁw FiiazATiuRIN
i1 Roto artist 32951115 2MAudU roto 58U 9 Mazas lunn q frame laaine matte T
compositor @NSIYNTSINFIAYASIAUNTUAIUY CG part W68na% visainenaiinsde

V#e green screen Faanaavdigagudilunis keying uavinliau1sanie green screen 16l
115 roto JuluiGiAeanagldlunisadre matte dmiusi composite

AT 2.23 Rotoscoping
i Boundary VFX, digital tutors, fxguide, imagineersystems, blog.themolecule, fxguide ,

2560
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3.12 Element shoots

sl full ce render a19azfiurniudaia wislilddeion Tuursndasiinsanevin
element Swnnatu du dee 1 iy Weaameusnuludi cg eldinarlunsadisdaudng
wni1 Tasasaeuuiunds black, blue 3o green screen Zsldimuansiwaniusssumd
1N vix house awifiu element Tagazuaniiumnamjuunda libraries auinlne tali
compositor 41efan1sululday

i L ey ——_—

- | a. |

WWES
X -
N b Bl |

- ——L s I
- N TR
=Y TSI

m‘wﬁ 2.24 Element shoots

fan: http://www.kazuacademy.com/admissions/visual-effects-pipeline/, 2560
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3.13 Matte Painting

T a w_ ¢ v o a w_ &€a a1
matte painting {un1s1an A lUunuiawiavirdiduiasun wsigenail
Y o a ' o ' ') @ dve w v e v oa PV
dodndalunisarevinluldaunsaaininudinungitduniegeuisnisaidalila wu n1s

afrntadiatlidieiigunn Wi ediaiufdelidhdudedememiiinisnunviels
Hulunu concept art Minl3fausdunau pre-production n1s¥Am matte painting Saidu
nstndanismninmiloainuasaty sci-fi, fantasy, future scape T Ausunmitaneri
11 Tunsananmndenlmilifegaiuasiululils arumsnuuazaueeddiuagiu
AMANNTOLALYINYEUTEaUN1I0INEY matte painter

A Wil 2.25 Matte Painting
fiu1: SVEN SAUER, Digitalfrankie, Sam, 2560
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3.14 Motion Graphics

. ; - - | o ° - o a ' w o g Vv
motion graphics A1 graphic measulnild Tnan1suinmilandndese qiuilv

ﬂ‘ al v = 1 Aﬂ' 1 - at J
A miladuls visdendnedlamiliAe nSHANNATUSEUINGTU design AU AtAdauln
' v a o o 1 o v ¢al 1 -
neliinlusaunazgan doiulinmeuniliossasauraulauiniu

AWl 2.26 Motion Graphics
ﬁm: Shaun Yue, territory, Jake Sergeant, Fuel VFX, 2560
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3.15 Compositing

Compositing Luvildaaving Aiyn CG, element, plate azansmfuitaadrady final
shot atieuiase compositor sgldimaiiafinannuanslunissau part vanuadndaemilildnm
ﬁmmmuavam%ﬁaﬂ compositor Fosinanndlafiifieanu lens Mdlunisarevinmeuns
meJENﬂaU“Lta“ﬁwmquﬂUﬂM dla composntor md’mLa‘iﬂﬁuﬂvaﬂLﬂm VFX supervisor
way D|reCtor auummal‘d waammawmumaumwm naawawnamwvanaﬂﬂm creative
grade itesi final look udrnilusauu sound Wusuasadunssurunisianun

AWl 2.27 Compositing
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1. Cinema 4D: Splines, Shapes and Generator Objects
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2. Cinema 4D: Basic Animation and Render Settings
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3. Cinema 4D: Basic Lighting and Materials
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1.2 Transform
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2. Keying green screen
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3. Rotoscoping
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4. Composite
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