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‘Virtual Production’ is the combination of real-time games graphics with traditional film and 
video production techniques to produce content that, until recently, would have been 
inaccessible to anyone but the largest film studios.  

Unreal Engine, created by Epic Games (the Studio that makes Fortnight), is a free-to-use 
real time graphics engine primarily aimed at Video Games Production. In recent years, Epic 
Games has been increasing the scope of Unreal Engine to include applications in VR/AR, In-
car HUDs and Visual Production. The implication is the democratisation of VFX, allowing 
small teams and individuals to produce realistic imagery quicker and at the fraction of the 
cost of traditional VFX pipelines.  

Virtual Production is a broad term, encapsulating everything from completely In-Engine 
films, real time green screen replacement, to In-Camera VFX. The Virtual Production 
facilities at SUL will concentrate on In-Camera VFX. The process is facilitated end-to-end by 
Unreal Engine. We will be installing large LED panels to ‘project’ environments that have 
been specifically created for the production by students and clients. One of the biggest 
benefits of VP is interactive lighting from the LED panels. As the panels are their own light 
source, they can cast more realistic lighting to foreground objects and actors in front of the 
screen. The scene will also contain the correct ‘parallax’ which imitates how a camera 
captures foreground and background objects through a lens. This is achieved by tracking 
the physical camera in space, using Vanishing Point’s software and trackers, and updating 
the scene on the LED screen in real time. The scene is recorded in camera by capturing the 
LED screen and any foreground objects, resulting in minimal postproduction and a more 
collaborative filmmaking process. Any changes, including adding more traditional film 
lighting, can be made during the production while on the stage. All these factors add to 
more a seamless illusion and allows filmmakers to shoot ‘anywhere.’  

Another benefit of the system is interactivity, allowing creators to change the world how 
they see fit; either on one of the workstations within the space or using VR. This also allows 
the institution to use the Virtual Production facility to support pedagogy, by hosting 
academics within the virtual world and manipulating data in real time to help them engage 
students in creative and initiative ways. A VP stage at this university will be able to engage 
several existing subject areas from Games Development (who already use Unreal Engine), 
film production, Esports and theatre.  

Virtual production is still in its infancy. We are on the cutting edge of this new technology 
and as the technology gets better over time the fidelity of the production will increase. 
Unreal Engine 5 (we’re currently on version 4) is slated for release in 2021 as a free update 
and will improve the tools to create more immersive worlds allowing the stage to improve 
without need for costly frequent hardware upgrades. We can also influence how this 
technology is used throughout industry and add to the thriving community that has been 
created around Virtual Production.  


