409

Khaled Ewis, Menna Allah Rashad

g..b!j'é}ﬂ gm}ﬂ s ‘_,9 S 1gd) Aladldl p)&'ai e
The Evolution of One-Shot Films in the Era of Virtual Production

dss s M /3.1

3oalal Adalaill () gl Mall dgaall daae - sl Aaala Abulatl) ) 5il) IS -0 g 500 5 Latauadl 5 L) e 53 5dll and Latand) S

[ERERYAVREN|
khaledewis2@a-arts.helwan.edu.eg

ah‘é).\m&u\&"&/a

e - u\;&;‘\u\; w\u‘yﬂ\‘uﬁ uy)ﬂﬂ\jw\}u\)c};)ﬂ\ 3 oz

Keywords :dh Slis

Mennaayman@a- arts.helwan.edu.eg

Abstract :Cadl yadbe

Virtual =l B )
saal ) ddadll 34 <Production
Lalall @l fisall <One-Shot Films
il 4Ll Special Effects
Editing zWs) (LED Walls
Volumetric Screens! yaall 4Ll

H\}BY\CL\JY\J}@_}:&\;D\ s&;ﬂaubjhw\ichmh;}b&u@c@au\wldb
Lglin) (po Y el oL 5 pilan Zualill il Jiall las) (g (Rt Al 030 Allad 5 200 G
LED 0l as Jie dadiiall a3l Juiady ¢ anl 8Y) LY i Caany OIS LS 2LY) 3ay Lo Jal e 3
uli_ajuj;la;h&«la&jassum)mu)@dmejaw&hmlu)sﬁysm;l\AS‘);.\llauJ\}
Taal 55 5 2L e 36S (n (s il il Lo G o IS am il Rl S

AL 3081 8333 33 5a0 (gml Y1 Y (B Baaad) Sl SNl A e o puial) s b )
gl (Say ¢ anl JBYI LY b )y okl agd JYA o Laiendl Ao il 53y BT iy Lao 32l )

325m Gpnamill Aalal ()30 JISEVI 1Al 53 Al Jlac|

ZLoY L) 2da aladinl H2Y)

e O (ol YD LD (S (oS LA Ciagiiay aad) 138 3505 GEY) Sl 5 eadl el
Open] il Y ZUSY) L aladiu) Gaati Ciad) Cilaal) sasd gl Akl 23 )y el S
o sl 5 cAaaiioaall bl 5 acal 5BY) 530 551 oS0 Al a5 DY o2gd didll g Al il sl
a3 5 Al Y slatl) e Aladl Adledy Al o3 e Apulu) < jlie V) (e Ao gane )
Ailaiandl A2 Jalas s e glaall g @38 pen JA e Al Aa gl gdal) (o lall aiy Cand)
Of CaS g i b Caagl) @il il ddlaal @idas s i) AN Jad sl ) ddadlll <l dallall
G (e Iiiae baal ol Akl 2D 3 peadl 23 gall S IS8 5 3x of (e (ol SEY) LY
Al 5 Bainn g gaai @B gal Aalal) (o udal YD LEY) QI A8 5ad) L 5 LED ol sas Jie desiie

£ B BT ALY e g sl 10 ity LeS RIS iy 5 2 LY 5elS (e 2 3 Lae

\ Paper received March 14, 2024, Accepted May 25, 2024, Published on line July 1, 2024

Statement of the Problem :Saxdl ddsadn
iy sk Laipad) deliia L o) iS5 g ¢ oaalal) diall DA
Allady 408U S ol @Y Z Y1 seds ) ol il sale
dB 3l dalall @l sl zled) (e oS3 Al oda
Gaany S LS LY any Lo Jal e b gLl (e Yoy ¢y gusil
LED 0l Jie Zasiiall 48l Juady ¢ paial 58Y) 20y G
Gl Gaiad AY) plical dua i i il AS jal) Lalall
el Ulaay Laa (8 4alS5s tob 30lS, AlalSia g saina 4y yoay
cUY) A e g Sy S rdagd) ASal (i ) J) e
eiasa e m IS saal Sl Aladll) W60 2 L5) & ool Y

SZY) dlas BelS (o (uany 5 Al  4adl)
Research Objectives :cexdl &l
Y lgadty ) clalSay) GliSiul ) Caad) 13 Caagy
P e daalgl) Ahilll Dl )y ki B ol sEY)
saaaal) Calaa¥) A ) Al Al Qlall e 3 gl
baal sl ALaall) ST aal J8Y) £ USY) A aladial -]
Al )y ol BY) s gia¥) lisSe Al 22
‘Aeadioaal) Al
LY A meal Lpulull @l ey s ) Ja sl -3
ol Y
Jalii pgd il Candl aa alaaY) sda Gésd A (e

Introduction :aeJat
Gagd alall Al IS o La g€l 58l 35 jeae B
gl A8 A Ol dugale A sl 0S5 58 Lad) dclia
) el ZlYL i Jeds X)) Jas ol a8y
3l gl J}.A\) CGI Jin daadia culiis PREN] Lg.ﬂ\ “;».a\).\ﬁY\
330 2 e day A ool Y Al gl 5 mall a8l gl (Lo guls
st Ay mual i deadl Adall e y5e) Gaadl
Al se CGLESTL (e bl 1Saa ‘ejm ial delay) @l jadl)

RERNCil b ARSI VN PR ER DN IRV | PRR-RTREN
BeliSll (5 shuse (e NI 8 andS o oy Y ol yi8Y) 2l
Aaa i) Adeall A5 30 o Wil 5 3my b ccanand il Juls
Aalide Jal pe DA Gy g Badxie e o) jaly ey aa
138 e ) Gl a5 Al Ay )l ae anliy Lay zLY) (e
el Uy 245 488 & deuls Jsad Al Jiay skl
a8 Aiaal) il o bl Cay yad sale) ) Goge cdilaisd)

RELESY)

it S aedl Ay ) 5il) Al 038 (Slacf a shin el 138 e
e 4Ll G i dapull delia sgdia ol @Y £y
3 pual) Jifitse IS8 o (S0 S5 Y] my Ly LY (e S
i ) Gaags celiafiu¥) 138 A (e laiad) anadll
& DY) gailia Lggals S claadlly Ul Jals Julas
( Unreal Engine. (n.d.). 2023 ).cuaall <é )l paal)

Citation: Khaled Ewis, Menna Allah Rashad (2024), The Evolution of One-Shot Films in the Era of Virtual Production,
International Design Journal, VVol. 14 No. 4, (July 2024) pp 409-419



mailto:khaledewis2@a-arts.helwan.edu.eg
mailto:Mennaayman@a-arts.helwan.edu.eg

The Evolution of One-Shot Films in the Era of Virtual Production

410

M‘éﬁu)LuY\ 8 s Al e sl 6.\.\.1&-1.\&(4.&.1#‘
oLl |55 (5 iy (25 Jlen sl agadldl (h LI
ALy glal) Adadll) afadsiil Ol Caa a8y agann jo S i)
Gy g agdadl Jals Jsadll qu‘y\ Ul painl (A ) S aading
Capill ol ool 5 1 5aalSh) il 3 jatise s A ye 4S ja MR (e
Gl e Baaa s Apaa @l skl gl Al 5 el jall
1958 ple (Ohis Gmosl) zoAal) alf Cus o ) (s Laiaud)
leme yaias) & paias) Al gl Zpupad adaly (L) (o dunal) ol
dgdiall (B pall @ jaill ) jualSl s Eua (G382 4335 (e AS)
S aill 5 dpn Hl) Glpad Bl e las Eua Gy el JS
MY iy ol ad Glae aladiuly | ulSll sleiY)s Lexe
4ia ctg_uY\ i dgdall Sl ae e\_ul\_: Ay 8 5 dansl g Uad)
.z sl 8y 03 80 Gla ) ol g
M&&Maﬂ@m&\eﬁY\wyﬂ\hﬁ
sl o Cadie) G 4iles Ja alil) A3y (e dlial ie 3l
My SSET Al el Jle e b ol gl osy ALl
Cus Alial gia EJ;U adad) b UGled oy seai a3 3 ¢(2015)
(e 55 () i 3aa ) M) ALl DY £ 58 8 Glld e oLy

J (2017).<( O'Keeffe

.~.~.~

saa) o) ALadll) ) g ) i

sy g5

:(True One-Shot) 4ddal) 3aa) gl Akll) 2N

a.\;bo)w‘\kﬂ@\.@.&k@.;é\@\&w)weﬂy‘ DJA ]
| ylas Gt \q.\s.\.\)msauaﬂaudku&)ﬂ\ 138 gl e
Al g A Sl chbaasll

Ald s Aggdal) sas) gl Adadll axdis A 22UV e Jie e
Jealgle aaly 2l (& Hda (o) ‘(2015) "Victoria"
uﬂ}w@\&)\}d\‘_g}}aﬂ\ﬁ 438y 138 sl el
Mﬁﬁmw\wﬂjcﬂﬂcb|w‘ﬂ\@;w\w
u.\.LAAﬂ uhih‘)!\ &.l\)dsn ).@.LJ 4..\9.\9;} b)ALQ MJLAAAu
pdlall

dad\‘;.uu‘ﬂ\(a\whljup g_sl;;@d\ m\}nw\w\

m\mcatg_u\mwuc 5 )le ehsl\ u\ Lg\CLu}A\)A}@La.\.\J\

ALl g5 e Ll 5 ol

: ‘S,JL":S\ &0

Cut One-Shot) dakiall 3aa 5l ALl

padxiall Cldaall) c.ul adl) el cnlyes PRERV e)&s‘)]\ oda @
aMah\}M&Jlesjdye&\ﬂ\da;ﬁ&gﬁ

ool sl axdiey Gua ((2014) "Olen" Jle e
Al i) st 5 GIAT Gl

e Adiad é\ Ao (M\ Al gl A_L.sﬂ\) Baa) gl ddaall) POLt]

Gy KDy 5 yaina éh\}wehﬂ\ ol el Gla 8zl sl

uschﬂ\@&ﬁﬂ\ Lu}.d\ e\m\ d;)l:upg_m;.\

oh\}“ 4daall) (-.\)d\ &\}4\ ﬂkku(l)d&uc.ﬁaﬁ

ionegs J1Bas (gl alaalll ‘,)ﬁ" (oS

(ol Y] LY Lady S Ay Adl) LSO Gaee
aa) ol Adadlll 231 ) Ades (e shayy Gmeny O S S
PP OXITA A RVL L pAVEEN 5] 8 Laa
Research Significance : o] Avadl
LY das o) S 5 Al L) il gl Sl 5% -1
WY A s Leawds saalgll Akdlll @iy 224Y)
(=l iyl
Baaa byl ISl y skl 8 Gaanadiall saliiu) -2
s 5l ALl 2D & dalal) < Sigall Jae
Research Questions ;G &% jlud
¢ Ll 5 san gl Adadll) A2 £ 1 30 aLe -1
¢ 4l ey ol Y Z Y a e -2
Uyl 4 ddaul sy dsiill 3)sall (ailed & L -3
9 ol Y
e al) 4l Qe ol J8Y) #L0Y) 48 O jpee b L -4
(al Y] ALY A0S 5 o g laadl) 5
Research methodology :&ed! das-g agie
and plan
oMl aty aadl Caan et s Afiaall ¥ sl e AU
dﬂ;.v}g_:‘..«)u\}d;b;“ I8 e lail) haa gl gial
Jal (Al die) sas) ) M\ b Aallall Lilaipad) Y
Adlaal s s Caal) KA
Tt il sl e 2paall Jali (f (K 4lpm 3 Condl il
csan gl Adaalll WM A ol @YD LU Jladll Saadailly dalaial)
Gl DY) edgl Al 4l sagal) Cpead e 385 pe
bl il sill 5 il any
m&uﬂgs
glaYl a s o pale JSG o paill ) s melall -
il g1y elilaal) cISA & Sy
b el S Al YA (e Jiuladll meidl -2
. Ghliall o Al Cilagad Ad 63
Theoretical Framework : ail ylo¥!
5 gl AR aLd iy s
5 ol el gl 5 paienall ALEN" o Ui g yaall
3‘ kb sl 050 Alal sia s ALy sl gaal g ALl (A oy gea oy ol
Al N il e Eilaal) &l | sl o o= 13 4 J-\)A_i
adadlll 221 el 58 of oSVl S Jual 8 ‘é\ O
M\g&cu;wwammu&b G 1508 Gasg as) gl
:single-shot movies ) sl Akl a3
saa) g ddadl (e 3 e ASBY) ClS Labnd) ) geda g 8LAS Ay ae
Aaill) 4 e abiil) Al Aadlll Loy po il Ll ClS G
Aall) A3l) gl saal Sl Adadll) B WY o2 e il Cua

oleal) Aoty o Laloty AaaT e Byl wlaall
ehall Tl pe Ll

‘ .ELu3.Ll plasinl oo b |

[ S5 8 pataens dlisb cilaal e Blie aliall |
il L L Gt gl Juom ol

N ESTY

sas gl Adadlll 23l &) 53l prania g3l adada (1) JSS

International Design Journal« Volume 14« Issue 4 (July 2024)

This work is licensed under a Creative Commons Attribution 4.0 International License



http://creativecommons.org/licenses/by/4.0/

411

Khaled Ewis, Menna Allah Rashad

& gleadl saliall Qiad Sa Wl e e BEsl a3l
Osaadl g calaay)

Zlsall Adee I Aalall sy 4llS aal e it Liagald
Gy oAl cliley Hall aldll 4o 5 ekt oGl ool
O s Gluaadly A ally sela¥) cilsal 4 S )k
Kﬁ}\ﬂ&\ﬁﬁb&}ﬁﬁ&bd&uu)ﬁu&sﬂ\
Jil (e DS Ay shall ddadlll Conual i Jasall £ gua sl
V) AS ja el g Adalall A jally clidle Ll abill ol
O a3y o gl aly ghall Adasll) Chavial 13g g |l AS ja
gl sl 3,k e Aniiall lsay)

ki adag SIS 2 )k 4Nl e AS LB
Clladll] alasi) ¢ shamdy | S Eum U sall aladisd ao (e
A ohll il o )gallaly aiie JS5 ALl ol 4L hal)
sl )l Akadlll g Adgad) saal gl Akl oy A5 jEa (1) Jsas
AL glal) Aadll) § dalaiiall

1AL ghal) ALl iy a5

pld 35yl saaly adaill (el 3 Jyshall (31 aiaY) a)
sdina Culladlll oda (565 () Sy Aol Clad gil) Lghae sl
,duasy\“m;j)dbjms\ Oosald 8 SO L 13 (el
‘*—‘-‘-‘M@u\ d&\mﬂjw\ewu@ﬂu‘)ﬁ(\yﬁu
‘fa“).ﬂ\ d.ua‘g.d\ ‘;: DJJLQS\ (5“3 ‘f}LA.L\M (J.\ﬂ Lﬁ\J 4.&»\.»:‘27\
Wy plaal e JSET a5 aldl) A A Maally el
S ¢ g sall Jail ey (S Jal g Cilwde 5 IS a g
o ag ulai¥) aalll 8 Al ghall Adadlll Clee S G
< adaalll a5 one shot )uayl s (Long take shot ) eus
Cun | 7 sall Cllee aladiul ¢ s saal 5 | el aladiuly i
Y X el G s JalS sgdial diad o Sy adadlll ()
saalyddadl e i JalS old

‘).uasl\ Caldaall) MJ:A.: ‘).wS u.a‘)sd AJ.UH\ 4daall) (:\M‘ (a.l
L@.}SUJ\.L.\J °h“5wﬁxﬁj"\€"’“dﬂ Cuﬂ\jww‘

41, glall AJaall) Cut One-) 4akiial) 5aa) gl 4Ladll) 4881 as gl Adadll)
(Long Take) (Shot (True One-Shot)
DALy gk dga 8 Al 1R Al § s g 9o

Gl ald e Al gl 3aa) 5 Adadl
AT il

el b paiue L@l cladll  gas
e We @ ye e A3l de shia
8 Aalhaall jualiall ol | pualSll S ja

Josh et o ALl oLl gy o
,qé}'jgj.»ﬁ.a\};'m'sa;\}w‘g

LY Uaiiasl)
PRRECN I A B A g s ina Jadad
Adline 38 Gl Leahadinl (Ko | Balsl ARl e ddall 8 dewd | (Gl gy Gy Gs cll
Ll ) el sl el e | 3ol munaill mand WS Addal | 0 n ) b o Al sealiall g ol el

Adpaddaal ool Tl )

2t Le Ule salaalll Jdo 5l | Glua) slial st sl ) il | oy Lo Llle  sdmdlgl (340
}\:\A&AM‘_AG c}\'aj\.k..,\m u\_\;)JM\dB.\JUJJ}J\_\ J}Ca;.“} :%:ud\}ﬂ.: BYLIN 9\&4\]
sl el s

Jie 22 2 Aol cildadl e - (2014) "Birdman" :J4 [ - (2002) "Russian Ark" :Jua [ alasiny)

(2006) "Children of Men"
Ae) yu Al skl Adaall) Ay yelad

bh\)@&)wéﬁj\u\_}

96 r‘a}.ﬁ.\ bh“’w@‘)we&:\ﬂ
C\:\:\AJ\J\ ania @ d};:a 438y

& eyl il

Al shal) ddaall) g dadasiall 3aa) gl Adaslll g Adiea] ‘Eh‘}hw\uﬁaﬁ‘)ﬁaebﬁ(l)d}d;

QLJ\C;':&&LAA‘JAMQ\:\M\BAJ;“ UA)):_:LLA.\\ d.\cc\.u‘)“

il pill Baaa LIS Al

rear and ) GALA\J\ Lyl y Alall halany) Jie cbl) culs

(2) JSy Ao pall 3 Sl A (e (front prOJectlon

B ;\)m PN ?\ML! ).\}\4.\” C.ya\ cday g_\sj L";J

skl 13 8 A0 5 shadll Lal 15 2Ll gl
(Priadko, O., & Sirenko, M. (2021, April).

"GASJS\J 63\.«3\ Olallall 48 @"L 154]‘
(Moving Picture Company )(MPC )AS i cauzi e
Op VP gy il Jpealiil) gy 3l Gy el 138 1)
(augmented reality ) zall a8l sll 5 al J8Y) £8) )
aibl el QllY) S e cliiiiy CGI il aa
Qse b Lehaliill 5 LeuS 5 ol agiaalie 4y 5 e LY
sl

GALQ\J\ Jalany) des L) LQ:;} Lal;.“ Lolan) 4.y ) L;:; A (2)

shaa 1) Aall) 238 o dun o gisal) u\J,hmJ;:i:.
‘_,.@\J.ﬁ‘ﬂ A R BTY

K] cu_m\_)aa‘ﬁ\ CLu‘)I\ L@_...I\J ‘_,,Jr_} m.m;l\ mjlys.d\ u\J}M\
d_m dadiie s ?'\A"'“” iy e t}.d\ 12 Basd gl ddastl)
Sy ldla g Sl BIAL 5 ) #8151 5 A8Beall LEDA o)y
ilee Jens L Cund il o383l a3l 3 Lena Jeli
sy e A pad) Claaaaill dalall Qi P e Zlasy)

m%sﬁggm\)mﬂcuy\qﬁgcs)ggnuﬁ;
o2l 5 g Aflaladin
tlgra g (pual Y1 EUY) qellaacaa g il ) canses
G e sana ) Dads gl pllme sa unl SV Y1 e
saeluey Y delia & ey ZUY) culld
Fsnasl)
OSall sa il @Y1 ALEYIM (Weta Digital et Gy e

Citation: Khaled Ewis, Menna Allah Rashad (2024), The Evolution of One-Shot Films in the Era of Virtual Production,
International Design Journal, VVol. 14 No. 4, (July 2024) pp 409-419




The Evolution of One-Shot Films in the Era of Virtual Production

412

(Visualization) _ sl
Performance and motion ) 4S,all Ll <Y1 e
capture
Simulcam e
(camera visual effects 1w\l Jala 43 jall &l figall @
(ICVFX puls 45 jadll) )
el Y Y 3k
).n.uul eJﬂ‘}” }:u\.;a L@.AM ‘;\S\ 4.\»:\.&»‘)1\ &_un.u‘)” G“ 0l
o) Y Z Ly s g8
(Previsualization (Pre-viz)(J8 L) Gusall ) paill @
sl J8 eliS s Ao jun 2Ll )l Jiadll gk Jany
pal Ll 53 Jumdl IS g 5 pdiall et Jigast e Jadl)
Gaall ) oail) 23l 8 ST e Band 5 s AY) pualiall g seliall
IS8 e gy LS, _Sill dmiaiall 480K 5 dng pudl 5505l
3
Al geal ydl aa Basda 31 Aly5h 5 5 i Pre-viz u\s(qs)s
Gl jaa pladil (& dclial) Gl ol A Jadlly caad el
ez il Nvidia's Omniverses Unreal Jie eyl
Z oAl aa 3 pile ) S5 Jagdt ) AlaYl cpad )l Lelaa

LS Uy ans Lo by Al o) jndl) cilELEN Allal
| (4) 0S5 zan
o A Al e samall Jilie Gl 5 ded ) iy sl )
Uaﬂ\Jam}JA\wm)A\ s la JU )s}.‘ca}d\ <l

Sl IS 6l i) i ) e Gl e
LED 528 o s sl pumdll LGN lasid s VP (6 uS)
Ay 5 e Wley el Glo Al lehy Gl daul
Uyl daall) & jae 4085 Cilaan A 50 360 Gl s (5 sinay
& e S5 pad )l dual B Gl a ey oL
) Bopall Alaiid) ) Jsea sl

WMGA\)JGS&&_\M\?“JJJA“M\ ijﬂ\mhscmy(3)d5u

(ICVFX) oamst Lo 138 5 1 5001 J1a  gucaill U ndl) 2 5l) 8 agi yall ) i sall Janaia dulae em 59 (4) JS

8N allall Loy 5 Sl La Sl 8 aal YD ZLSY) e
delia S # ey sed edll Cigll 8 gold) Allally
O el saclisdd Aaall Lo gl g€l ae dpadidl) 238Y)
; ‘ P Gt e

Yy 22UV delial Glul s ol 8V ZLEY) e
(CGI) @sulaly salsall )guall adiivy s 56lill
CLEN e Wty A all LlEly el fdl
5¢d Al yil de sana o Al 5 il yiliy iy oLESY
Dbl Alld Bl Bla 8 3 all S alal gy
o Jeall dlle e daiie Cligliay danld dapl
JS) (VP anly Wl Cag paall) ucal Y 2 LsY) alasiio
AS yaiall o g )l 5 (live-action) desdl a il ¢

4 "4 ) sie Aallaa Jie W s "ol 8V 2BY)) @
uny dy pead) u\ﬂU\,@J\ Y On aleadl i
Mw YJ.\ UA\).\AJS...M \).u;.\ L)‘ u&u
DEGUZMAN, K. (2023, APRIL 16)

1) SBY) U Jas ga <) ghad

cslasiny) Gy 4 W (World capture) ol Ll o
sl muway  (virtual scouting) (ol Y
(digitization) 43 )l ‘(Iocatlon scanning)

In-Camera Visual )l Jal &) < fisall
:Effects)

g.nb.uU\ Jeal (e (a)uﬁ\ﬂ Guha G;a\).\ﬂ‘}{\ CL\.\Y\ uSA.\
Inal&H Jada 4 ) u\}}d\ (sl k_ﬁ)S\LsﬁL@.k.\m}“\_u)An
e\m\.g Jgjmﬂ\ ,:.\AJ\ g.\\).\}d\ Jaaily A o (lCVFX)
@ igall Aglae oL Al 5 Ly pall gy Laa (LED clild
Ayl

DA w e)”‘ bal Jll s cd gl ICVFX gl s
)}m.ﬁ\ 9\_34‘ ‘;‘a\)ﬂ‘)ﬂ C\.\.\\J\ NJ Tas g ¢ u.m;.d\ e ual;.\l\
| aalSl) dire ISR (e Ailedl) A jall el L,alill 2ug 50 (OSVP)
3ol ST Shay adll cdgll 6 daEl) ol i ASL

International Design Journal« Volume 14« Issue 4 (July 2024)

This work is licensed under a Creative Commons Attribution 4.0 International License



http://creativecommons.org/licenses/by/4.0/
https://www.studiobinder.com/blog/author/kyle-deguzman/
https://www.studiobinder.com/blog/author/kyle-deguzman/
https://www.studiobinder.com/blog/author/kyle-deguzman/
https://www.studiobinder.com/blog/what-is-virtual-production-definition/

413

Khaled Ewis, Menna Allah Rashad

58 g le (T Clnas e lihae Jinal

_\),)A\S]\:\.mdc
iy Y - AL 3 paladl g0 i) Laila de saad Sl 138 any
Zoaals Gl oSy oS0 e ) Al 3 1558 Jiaal
c\ﬁhmmcw\dwéo}nm&_\m;wdsagjj
A ) Ly selall g ela¥) g i) il gl 8 CShaas
(5)ds“c¢yuscuy\mum&wm@\ssdmmj

(Real ~Time Performance Capture) shaall gl s 12y JaLul\ A8 i g9 (5) S8

Ol il e S S CG dlel guan of Ul 138 Jinys
;Lu\ oﬁbuﬁau‘u&cb‘}“ﬁub‘d&yéaé\sdﬁﬁ
Y i Ledls 5

P e (oal 8Y ZWY) Gass S oal) el i
DA (e Bale 138 Jamy LED Ol (4 Ae sian e sana
Al e yisnaS Slea ddand 5 Wslii) o5 ) seall e
e gana LAY projections))talinyl sl aladinul Sa
s S AL o Al eda dgleldn Gy ol
(6) Js&

& 1YL WDEY) ailal ol @Y 2 LY e g il 138 e
ASae OS5 Al ok aga iy Aaldll Glalae Yy agdall
(ILM, 2020)

Real-Time Performance ) adall gl 8 14y L)

:(Capture
:\LJA @4;}]\ Q\);uajj U:\EAAM &LISJ; :Lusﬂ\ AT M
S LeblEll a Al il das il oy 5 AS Al Ll
Gy A g Lee Al i) Al LP,A;, el ) o pal
Uy e Golae oo LS oo Balail) jeds) Ualead) ST (aad
sadll ol ey | psel€ll e aipdat vie Us 438 aal 53Y)
Ddlall oY) edad 1S les dlliag f (DP) (Al 5i sl

§ ) SBY) LYY Jany i

Al ) L ey b pea) SEY) VY o) ) 5 dpessi 5] Aleal

<aaill s ¢(motion capture )AS sl LUl 5 «CGl o8 Jads

sl =y (facial  recognition)assl e

&l «(robotics)tisis M s «(laser scanning)_ b

a4 iy (Augmented Reality) (AR)D =l

oh‘}

Unreal Engine JMa oo @lld Gias o lall qlel 3

LM < Stagecraft Jie gl g

Vz@.\’\;\l}\ il g (e axl) Aalleay UP)MS] aiall sda cAuu
Sin s -sguas!\} palSI Ll g3 dlae) (e 12y o ladl) gl b

L@.\A M;M\JAPQJC_\.\J u\;]\u\);}d\‘:ﬁé;.d\

.@A’d‘ iy 0 il S & Dol eyl aSailly ) 5 ol

i)y gl k)

‘5.4.\)45\1\ Cl_m FRR LED J\;; (6) J<s
aum Lae (augmented reality) jomall adlsll ae caia
ddlia) s all el b Ll S Jeladl) (e dilia) iyl

Jie ST gy Al il il
(7) IS4 o5 LS el

(s oal S8 Y 3 LED s plasiul (Jidl Jas e
Tl (35 245 e Ry i el al Cmyaal (S 4
}i CLLC)A.LA cLﬁa}! EJL&:}..I J}Sﬁ.ﬂ\ gaauan ejﬁ:\ LA-\:\-\ JLE'.L?}“ ‘515\
Cun A g pall 3 ) geall Jasa Aol agiSay Baaa ailes Qla
& Gia LED ¢ pas aadind Le e celld ) AiLayly dalall

Dpseaill g 8l Sigal) g g wy in LED) s ga el 5 clsall Jie dala ol il dilial g (7) JS

o2 Ganall g g1 JS L Ul ALY any Jleos ol 8l
elay) Laladl) «(Visualization) =l sl t\)ﬁ!\
gl (a8 WYl (Performance  Capture)
ISl (8 ol Y1 =LY 5 (hybrid virtual production)

:(Virtual Production Types) (a5 gLy g1
@l i Lgmaan ol J8Y) LY )5l (e el (o yais o
Junreal Jis Gis Sy djae asag s bl Jalall 4
23 5l U Aalia ) (5 yLall Cay paig andy sk Uige s el

Citation: Khaled Ewis, Menna Allah Rashad (2024), The Evolution of One-Shot Films in the Era of Virtual Production,
International Design Journal, VVol. 14 No. 4, (July 2024) pp 409-419




The Evolution of One-Shot Films in the Era of Virtual Production

414

(Autodesk VP2024)

/|
/)

Full Live LED Wall

Live LED ) il LED Jlas) (L 73 sai g sy (11) JS5
(wall

1l 0N LY il g

DLl 45 ae el delia o S il La gl il oS

Ge mn 105 ol daul g cilaliiy) & sl @Y L)

() Y Lyl ) b

:Flexible locations 4 s 8 s

¢ G OSe @l ge el zoaall ol Y LY ey

Gl Levie D3 ally 4 oal) (e ST 1538 gl iy 18 S

ryailly )

o lal) Jia ST Sl s sina ol agiSay 4l iy 128

AN delia callud aladiuly Satue OIS Losas )

fl) ) dalall dgmll s ali celly ) ddlaYl Al

S A liay Adag el 48K 5 <l Jlay Laa clad Cle gane

Epic Games, (2019). sl

’ :(Library of Assets) Js<a¥! 4%

G0 Base sanall Jsa¥) (e 5wy Ayl J8Y) ZUBY) iy

sl laliia) dulil de juy lpeanads (Sary 539 sal) LSl

Jsal o2 (1333 aly hall e elll ) dalall 50 (L)

Jailly Aadll G 3ail) 4SS (e JI8y Laa (L i) dpal yidY)

( L'ltalien, R. (2022) (12) JS& g 5 LS Allaall

¢ Isasll (A ol 58V Z LY A ma sy (12) JSS
el Jala A e J sl

Lighting control and ) Yislsy ssla¥) A asadll

:(efficiency

& LED sl ol 58 Uyl aladia) el o oSa

Lafil) sela¥l e e Jasi Ol oY dlldy oLl

Sle Sk DY) aila Al mual (b A

paalia jehaey S5

Gy g skl oY) lawa Gk ge Gl LAl (S

() ian e S ) JOUal

il gyl L) Al gy a2 il Sy celly ) AL

e gl joliaa ol dpaaill 5kl (e g pul IS ddlida 3oLl

3 2ebe JS O (e Uy Bl 585 3 138 aeluy Apaylall

(13) IS 2 WS () o el (1o (IS LS il
(Lodderhose, 2023)

Y &) 5l saen 48 120 (in-camera virtual production)
G5 IS clalanind 5 3l gill JalS agh b dlacludin ) Y
Epic Games, (2020).J«iss L)

il el jgmall Al gisal :(Visualization) s
;me 3%

O DY) silia meny B zlY) Llee e Sie by H)
LeluY) aghy) Juasl dbsildl clallly Ll Jsa)

/
,(:}\
e > /.

Visualization

Visualization _swaill JLa3 73 sa a5 (8) JS
:(Performance or motion capture) s/33 Jalal)
SLEY o cpliaall S A Juaud
ety Jiaall 38 a Qe AS5al) Ll i oY) ey
Levie Glle gl oda aadiud Audd )l wilail) ol jail aa sl
(Al 48 all ciliy 8 Je i) ) dual jidY) Cluad &l #liss
(9) S ma s S

Performance Capture

Performance or )ela¥) Ll ik =3 el a5 (9) IS
(motion capture

:(Hybrid virtual production) ¢l (<l @y gy

JS5 a gy LS ¢p ) puadld) LAY g 1 palSl) i 4385 aladin)

:(10)

7

Hybrid Green Screen Live

Ol oual JEY) 2L LA 23 5al a0 (10) IS

(Hybrid virtual production)

:(Live LED wall) &l LED Jlaa

D oselSl Jaly a8 L)

Dsmalls selaY) (aje Y saila Ay cul e i e

) A aladiuly s Agale Gile geme Cald | ED clils e

Lae sl o 4 pad) @l yigall diaed @Iy aay (Say ¢ ladl)

Lt o5 01 Apmdl sl 15080 day yos Al )58 SAT, ey

Ol daaldl y peaill Clilee Cinpal (L ED cilils alasiinly

(11)d85 a5 LS ol Jii Ul o 5all (8

International Design Journal« Volume 14« Issue 4 (July 2024)

This work is licensed under a Creative Commons Attribution 4.0 International License



http://creativecommons.org/licenses/by/4.0/

415

Khaled Ewis, Menna Allah Rashad

B A0S Y (38 Al 5 aml Y (5 sl L) (V) (Say
agd s oLy A2Y) ailial OSA.! oY)l g0 allal) elail wran
ehh\}:u\&nuc‘)kﬂ\ UM\UMA\}ULM\@
(Lejeue, 2022, p. 3)
95l padl) LaLA A La
c_\.muS\Lg_'\Sja\.c 1000,4J.\ST_\.\A°JP)A¢\).4=J\MLA|M
M"The Emplre Strikes Back" ald A Aasaiodl
u)ﬂb 3 S YEHIES ?\M\ G\‘).\a;“ WA e el
el Laie daall Gl a6 (GoSY) o5l Blal) ey
Al Gl jisall 58 o8 @BY) o Lo dls je )l
s el il S aid) gl ddlaldl aalie oS) i
L3 Jladiad Sy Aulal Lealadinl die o) padll glalial)
e ol JalSIL ignaSll 31l se Cile sana s il ) padl)
5 lae 4y seail) (Saall o (5 5S0 (515 0 geal o3 (i
‘ (el b5 3 Jie)
Jiaall (e (Al yualic " )M I AN o34 aladiu) Wyl (Say
3y le Al e (8 CGI abing Ledlasind Jgoss Lo cgiall e
s o ol padll L3l Mse ol Jieall (Say zluY)
WY Jad) Jaw Glo b anan L) (Say Cany
AJ)L ).\).\4.\3 CGl ?‘m‘ d.u) JALSSL’(M;\\ B2 LECIIRTN
(w BE
Aginie AL ea sVolume ol Lyl g 2al (LED Jlas
(LEDS) ¢ seall Ll 4500 Cilalanall GYT (0 4dl 5 5 138
(Boall) Aleal) e ganally V15 Cpliadlly Jass
e)\ﬁ‘ Al &u\}a La.a\ LED U\Jh Cq}).\ (u MA.JLAAS\J
Judusal) 3 ausly Glai e chensdul Cus —Star Wars
.The Mandalorian zalid) i s 34kl
real-) 4psil sVl A5 V) ClS jaa o gill) aading
LY Unreal Engine Jitime 3D game engines)
& ‘QL:I:LSJ\ a..AA ‘;s f&){i\.\A L@-‘}“)"-‘J J@.ﬁm&\ "en}n"

(sl Juaeill LG  Fged) s €1 5oL LED gl 538 5
gl e 3aaay 5yuS el Glalaey Al Jl Lea
Real-time 3D artists ))ossdll sl 58 () silidl)
sl Ja Gl 5 Cpliaall 5 7 jaall pae i sall e (52l 5
wym‘fﬁj\e&\aﬂ‘;‘;44)}9&.1)4&&.\9\);\3@.\5@}‘;.&\.\}\
Cl.u\;ﬂ Az L ‘ﬂ;)‘d JLE.\.\‘}]\

LED Jlas Jilda o) poadd) A5LEN (45 sl

¢asall \dea.aése)dY\ delia & sl WIS aladsiu) o4
Y sl e Blade) Ll aladin) GV Legia S
ol ppadll LS o 45 )l8e a9 (2) dsan (b Laid z )3l
LED Llaas

& LED Ul pal y8Y) zUY) ahadind sy (13) IS4
ssLayl

; :(Performance) ¢4
daie JA (e Jieal) glal G@\j\ém Clﬁ.‘a‘zl\ by o) oS
4.\:3\) )}a.a e\d;.u.uh 4.\..@\)45\ 4_\.\.\ @ d.\w\ ‘_As aJJﬂ\
Jaad) g 200 () Sl 25 A8y yhall 03g g AS Hal) Laladll g_al_‘Luj
bl LUy Al Clpaddll ge aglelii olil S

a_.au\ & Sisall 5 aileall
bJr. waill 4..4)53\ u.d.wd\ L.a;\ u..ab.ﬁ‘){\ CLu‘)I\ C\_'m:\

a—
i %

e Jiedll elal ‘_,,A‘;..a\).ﬁ‘)“ CL\JY\ Ll s (]4) JG
J}m?\M\AM\Jﬂ\w@M\Qﬂ;aJM\MJA
S jall Ll iy 5 Al
Lol el D ke Waigud) delivn b Lin gl oSl o2 i
eﬂy‘w@@e}u‘fﬂ\ﬂ\m#\ .bJ}:'&;I‘JA‘L;QBJﬁ‘

S8l 5 g S Al g5 A

f Laa cch.:\ﬂ A.L\S\Sa ua\é;:\ é\ S L;J}.a .ﬁ}
Jsadl ol g an o oldicall (a)\ﬁy‘ k;uLAJ u\A}.\J}u)J
WJJMJJ\)AS\L)AL)A\Q‘

Calasl) Rf.u\}&ﬁﬁ)'ﬂﬂ\ &%\MU e)e‘ﬁ\wq:‘)d\ Ay N
pans O B8 canns 13 R Y s ) S o ansid )
Lon o 30 a3 (e it Aliadal) Aldiial) eladal
(Global Collaboration) (et} ¢y glasl)

LED Jla

o) padl) A&

A n at A awlid) Gldlh = al LED (loas padild
oy LAA ‘(Pal’a”ax) uﬁ&\)\.ﬂ\ ).uU é&;.‘ sl &_I\J.\Alﬁ\
MM\JJM

& age Al il ae ) slelity o) oSy Gatiaall G iy 138
iy (LED Oloas e lpa e o A\j ‘@.\sﬂ\ gl
L@JISJA}\)M&\IJ\})CA&_\MMLUQL&_SM\

u\_\ﬂ;.“ Ls“"“) dS.uu ;\)..4;.“ IR ed;.mu
maliall s oplfiadlly L3 Al CGI I clisSas
Alad 311 o) peadl) LAY 2ah Ladiall 3 83 g 5l
Aalall s LAl et o AdUA Gl Sl | alaaiuy)
u\ﬂtauauwm‘mmg\y@fw
d le Al ye b L) dlae clglh ) dala

Yy

Ol oJ gl G G hluy 5 A8 ST Volume 2ae) o6& i
u.uL\sS\ u‘}( Gu\ u}S.\ ).\}..a.\l\ X7 ‘; k_\jlb..d\ da:d\
Ji Bause 4 H)l il 1 5813 38 real-time artists ) sil

4 )lia 8 G g (3 yaien Adedl) o) juadd) ELEN dlac)
.LED _axs Alac Yl
Belay)  jucaatil € g ejl:l EIS S

Citation: Khaled Ewis, Menna Allah Rashad (2024), The Evolution of One-Shot Films in the Era of Virtual Production,
International Design Journal, VVol. 14 No. 4, (July 2024) pp 409-419



https://www.cgspectrum.com/blog/become-realtime-3d-artist

The Evolution of One-Shot Films in the Era of Virtual Production

416

LED Jla

o) padl) AELEL

gt N g gl

$r=‘.la.h.u)\l aJA\A 3.\.43)3\ c_a\_\sl;j\} g_aLu.\!\ (J:uu u\ Cf"‘" [V
Loe ¢ guaill ol ladll i gl 3 (5508 o (Say Dl
AR 5 5eliad] A8 c0aet ) Aalall e S IS
SMPTE, (2021)

Uad g Gl dglay) 48la) Cle sanas
mu&f@@hﬁéeﬁ"w"
dS J\As\ ‘;\s.d\ d.\_)ﬂ\ és g_\;.a‘u\ A.f"" [ CL\.I‘}”
Gl lasdal 483 el 5 Adlal) il s e il

Al 450l & Aileal) aalildl

L) peiSar s S IS 6 dle Ay (B Osas Ostiadl)
LS ualal)

syl JA0 agidl YWl GKT 15 peat cpa Al jigr 13a
el il edan as

O o elai Al dad ) Sl ae Jeldill agiSay paliaall
Qpl JS) oY) deag s Jiadll Adee (e Jgaw e LED
Aol

s S s ) g adly osfied) Zliag

Y By el Sl Fla) s (A€ 5 0L
Oskelaiy aa g ruz)\ja\ el cpliadl (el 138
e a8 Les dgale g o) pad SLElA aa

A e il (S8 selaYl N (LED s aladin) xie
3\_}.45)3\ A_ﬂ:\sl;l\ =B ‘;\3\ :\_1)‘553\ LA
dsmm\yu}s;uius“w\ b Bl o iy 1
JAS\ bcL.A\ )5}.1 P9 M.mﬁ‘)l\ )AL\SJ\) uhsu\ éJALLIJ
,w\qg\@mu,w\,

Lauliall o) 2 Y cliva) L agasi LED _laa (e Alrgiall 3elaY)
o Baima selia) O jugatdl Aalall 50 (g padl jeall 3 i
28 5l

Gl ol juadll LAY aladivl die 3elal) cilalac)
OS5 O ang 4880 <l agad a5 Baiae ()5S e
c\}AAM a\.&l..ﬂ\ é& }Luﬁ.a dS..Iu 4.0)}4 Bc\.‘a:}”
e o i 8 Al clda) i gl cuad
2 L ‘day * (Chroma Key) sl Juadll
Aala¥) ealinll selia) ) oLV Cany LS 23!

&_91..4.\“‘;\3\ uhsl;l\cag_\uh.um)h u.\l.m.d\j
bl e Lea (BaY

Ecl.a.'a“}”

S el ) s s M) pemil) U8 o 581 el oLy
‘sua.uj\).:}.aﬂ\ .;.ud.\a(dbd\ ;Luua

d;.as‘ JSh il selia) daaad Jie 4y all <l padll
g.\\;).ﬂ\ &_:)\.mu ‘@}A\ e J}SJJ}\ ékﬂ} Ol il
dsall 3 G o) oS ladl gl J g Jlaiiad ‘A_ujﬂ\
gl oS

B8y (55l alar¥) D () gilidl) by ey Cuy\dﬁu@f
g.\L\Lu; .E.\.u.u ‘;c u}Luu rag_l\ ‘)]\ ccl.u‘)“ d.\ﬂ L @ d}k\
C\.u‘}“ .l:u\.AJ }}.aﬂ\

sy Ja8 Lo 8 laglis) o3 Al Jpa¥l 1] syl pladiu sale)
gl e Jl Laa camy La (B Lgaladiia) aaLc\uSA.\LALd\.c
Bennett, G., & Kruse, J. (2015) sis| calill 5

anadll an ll ailay sl Ayl Jesdl
Pyl Jaé L (storyboardmg)
<l };AJ\ eléuu J'lai\ o eprevisualization))
motion ) 45);.\\ Lol ).\}.a.d [ ﬁh"“"‘
AL e)a\J\ b 2eluy A Y capture)
Jeadl I agiall ) gaa
O el Qllt S mead) (4 el casenl
s Loy 0 Lo dalpe DAy adsall e il
sy
OS 1Y dlaey S aaall e 1 sl Bale )
il ale Y dals llia
o) paall LA s o oSay WY 2 L
oV gling (sl el 531 5 Cplfiaal) e sl o s
(CG Spectrum,(2022) .Aasa &) )

Jasll o

sl a5 ASalinn g dle s ST 4 2% 208 LED Jlas
liaa all 5 DU g IV cla gl L AN iy
e e o 0% el Al 3 el GUISE) ) 2l
LED Jlaa s o oSan eclld pas . S IS5 dllaa ) cliasl)
Lo dalpad dalall Qs YA e Jashall sadl e cadisal)

A 5 48K YY) 2

iy A jlee Golal 15LA et o) yadll d5LEY
OSar dua E):\,\SS\ Ll &t Lasas (LED
e oSl ALE CLELEY oda | i<, A 441K, Ladlac)
Al Ll e cclalially oSLY) caliag

b yia s da g OLalA ) ~lias 1) sl

sal<all

Netflix Jubus o addice LED s g (16) S5
(1899 ale) astall (i 5 3l

ol s yo 3Ladl (15) S5
Superman vs. Justice League
¢ pmal) Lalall aladiuly

International Design Journal« Volume 14« Issue 4 (July 2024)
This work is licensed under a Creative Commons Attribution 4.0 International License



http://creativecommons.org/licenses/by/4.0/

417

Khaled Ewis, Menna Allah Rashad

Lo Al jo b el Jandl (e 53S0 allas Ll V) clie Sl
Gllee ) k) Sl ganall aladind g 138 a5 8 LY 2ay
a};).d\ AA.u.\S\ d.\sm e.u ?S \.J\ 4\.\5\.‘4\ &_I)u.la_\ j\ }‘4.1 aJLc\
e 2y Al Al et ol i V) peatl oL
Aia¥) (o 3l Gallafins g 3l sall s B e 34l LY
.ol g 3l i il s aa iy ) etV
post-production gy s Le dla s
Cun VP Bzl aas Lo Als je dagasi o3 3l 38N LAY
Jaliy tadll gl 3 A el il Asllas Jadly chal
e (e Jliy 13y ZlEYI £UEY) J8 L dls e U8 CG
d;‘)a‘;\bs‘gha.:\g_u‘a.:‘ugj chu\)“ J:u\..q‘d;‘).«‘ssd,uj\
dalay coaiidl) of o 138 Leliay 3l cilaatl) aaf YY) Jd L
Tohals dSa) qie Jal e ddlinl S 15 o )
138 omuwmcmwdﬁuu}f‘;dmds&)ym
g_v\‘)uaul\ Prrti ‘5&:\4.1‘27\ el e D \.a.a;\ —
& sl Bale) clilee i (editorial changes)is s
VP ) Al 2805 J8 5 5 Jed 308 Y1 Ala )
(Kadner N. (2019) pp3 4)
A=y u\_,j\}(\ Sla CGl _palic 44 yall u\).ul_ﬂ\ o CLLN‘
Al liniud el ol CLELEN aladi) 513 el ke
Ml a5l 5 (rotoscoping )ais s si sy 4 ) clail)
c.\bb‘}“ u.u\s.\s.oh.u.‘mc_\ua.u_, )u_,la\_ﬁj d‘):_\.uu [V dS
( ftrack,( June 2023).4dks.l)
Ao al) Al ALt 4081 ¢l gaall g o gand)
Gl Bl o g 8 Al Claadll (e de sene el
Lal & U Leluy) Llall seliSy el UM
RBESA
Wlae aobaind ¥ Lhaad) clalal) A&L&) 3sla) -1
o) uadill ¢ g Jia oy sllaall 4820l aglall ¢ guall
s m Beba¥) ok Jaaad gl (5 p3e (e ol Las
Jia 4k 5l (ol ABll aady LA ¢ o o) ) el
) Gl il ASay V5 Sl il 58
Jan By clilue (e b @A Guedll ¢ gl 4 pa)
‘ (Deakins, 2023)
alalall o ge ae)ll e osgnssilly AS,all aga 2
3350m0 15 Y Ll V) a5 Adars 45l ) 85 dydaysal)
SV s 1aa z Al 8 Gl o)) dgdadll Clalisally 4 lia
S Al gl dppeaid) Uil e 268 4 Glgaa
ALY 3 gan 5 slati a8 ) 1as Al
Gl AL (Ale Gl pgall) B Slgia -3
Alle ab e juy psalll aed 8 Sl ga 4nl 5 8
Baad e Y B ASLE) il Adadl ASAl Al
2 Lee Al (3 ayjd 30 0o 2 Vs by geall
Anhall 48 pall alda ) gl 8 Lgaladinl
golaall Al Aaplall rddal) g Al ol A 4
oo caliss 3 Ldasadll clalall b dediedl LED
OV Gand Gy Jiad e i Lee (puadll 5 pun
ety 38 13 A1l o) g1 55 paall sl s o L gead
O et LY ey Lo Al ya 8 Alia) Cidaes
ippalll J8 ddijall Jusi aliea el ) dalall 5
Ll elgd) s aead allaiy damdl) GLILE aladsul
Uaa e 1 peatll cay JB 4S8 all &l sl
A 38 Lee e JleeY) oda JLSY Y @d e
oY) Gl (g g Aoy g al)
2020 ,Ikmaranta(
‘uk.md\ sl plasii) @ sl g e lay) Ggall oda anl s
28 sty Latwad) ‘5.11_153 UA‘)AAM Cre =l 6...@\‘)4331\ CLuY\J

LA LYY 5 ol Y LY e DAY
Ganii Apal yi8Y) 5 a8 LY bl (g CAIDIEAY) agdl
:dal e @Ji e B natall &_I:\ﬂ.uy‘ ﬁf
.(story development) 4adl) s ola
.(pre-production) zWY! J8 L als
.(production) z&Y!) s
.(post-production) zluY! e L dls
story development &uadll y gk
Ll gl sy o oual Y] LY ol 558N Z L)
ST ey ey Lan el 5 4 sall ualiall jSaal) JalSil) (e
LA s il g QUST (Sa b yall g ) G Al
Laidl) Gaat e aelin Loa o al) cladl) 8 salial) ) gusi
Lo e
L) gk ading Lo Gl cgalitll £LnY) 8 : galill) Ly
ol & GBJM‘ ua.\aﬂ\‘g uayaﬂ\ ‘_Ac L:i‘)m
O sl G Y 8 Jeadie JSG il g A pall pualiall
sl 7 Al el e drag Lee Wales il jall 5 3 5l
o A s ) a5 o Sa 138 5 V) G penl AiS
TEY ke 8 Y i
pre-productionz iy J& L s
pre-)Gasa) ) saill Guaall ZLY) Gacaly 1 el B ZUNY)
) SOl sl WY saila & i Cus ¢(visualization
13 5 s AY jaliall g seliall s | yualSI U g 5 Jadhdd] aaliall
el 8y ST Ayy 5 ety Sy cJuadl Jahadts e
La )l Jeall elily 5e¥ Gl e dala -l
Al amenat 5 (digital asset creation)
B O el dall) piay Gradl el S (bl (G
&os A J s sl AlSa) 40 5o 5 Al pall 4SS sy LY
real-time )il Cégll A Aaall S jaall Jiadyy elld
L T 15 muall Pre-viz 4 sk «(engines
A LY il s giul s WY bl 3US jiSTy gl
pre-) Adusall aaliall des 3 dolee dediiall Gl o2 Calaa
¢l (actual production)l=é z\) J(viz concepts
Axal o g dag o CO0aaT ¢ ) e @A (S Las ¢ S gl
JRY WA
Coamasall LY aainy Al Y] delin 8 g aulal) C‘-‘-“-“
<liSiul g «(storyboarding) s sadll dadll e 3
set ) &lsdl <l «(location scouting) @bfd‘
ol g Y g sk U, elly sl (construction
Cl_u:)“ A_ﬂ:\.\sﬁ a‘)éjﬁ Lﬁ;m eSaﬂ\j :L'I}J.d\ (e nglm.d\
(Prof. Bennett, J & Dr. Heath, C. (2023)) .Axal Y|
production guY) s
Gl s Gle sanall i i) ol gl Y gL
s Al ) aalH ol il alasiuly Jladll sl Ayl 5iY)
Bpll pmge i O nelSl) A8 a] (K 5odle Slilas
GlIS iy Ay Ge ol () jam 5 1 alS st Cupmy USpalisn
gy Laa ¢ gaail) oL el aglial s RS D55 (unj3all
sl sile) ) Aslal iy Juadl ey ) E )
ddenll J) sl dail e 5 j0S i o) jals A 5 el 538 crans
Al Uil (e dime Ao genar MEe g WY Y
J.U'AS\ U“B‘L‘”} ac\.;ay‘} Yy Prry] L;c a)ﬁ\ C._Lu :\A)LA\
Sl (8 33 DY)y pemt lads A gaal G il (ge
A sall S g (e
WY el Gl OBY) delia o gulEl) gUN)
() pad A5LE ALl sl cadsall ke Cile sana b gl
O o o8 ZUY) Lo Als yo ol 4y peay <l il ddla) aa
COEA Gany o ol o Ky o) padll 5 £lE ) 31 il

Citation: Khaled Ewis, Menna Allah Rashad (2024), The Evolution of One-Shot Films in the Era of Virtual Production,
International Design Journal, VVol. 14 No. 4, (July 2024) pp 409-419




The Evolution of One-Shot Films in the Era of Virtual Production 418

Impact On The Entertainment Business.
Retrieved from Deadline:
https://deadline.com/2023/05/ai-unreal-
enginetechnology-disruptors-1235364383/

8- Bennett, G., & Kruse, J. (2015). Teaching
visual storytelling for virtual production
pipelines incorporating motion capture and
visual effects. SIGGRAPH Asia 2015
Symposium on Education, Kobe, Japan. DOI:
https://doi.org/10.1145/2818498.2818516

9- SMPTE, (2021). The on-set virtual production
initiative. Available:
https://www.smpte.org/rapid-industry-
solutions/ on-set-virtual-production

10- Epic Games, (2019). Unreal Engine: Fox VFX
Lab - Virtual Production and Collaborative
Filmmaking, SIGGRAPH 2019. Available:
https://www.youtube.com/watch?v=ai6PH61P
MvM.

11- Epic Games, (2020a). Executive Panel Unreal
Engine. Available:
https://www.unrealengine.com/en-US/events/
unreal-build-virtual-production-2020

12- Epic  Games, (2020b). Work-from-home
virtual production, Unreal Fest Online, 2020.
Available: https://www.youtube.
com/watch?v=-EGIAIjLF_M

13- DEGUZMAN, K. (2023, APRIL 16 ). What is
Virtual Production — Pros, Cons & Process
Explained

14- "Virtual Production."” Autodesk. Accessed
April 24, 2024. [Autodesk Virtual Production]
(https://www.autodesk.com/solutions/virtual-
production).

15- Prof. Bennett, J & Dr. Heath, C. (2023)

VIRTUAL PRODUCTION SKILLS
REPORT

16- ftrack,( June 2023) "What is Virtual
Production?". ftrack.

17- CG Spectrum,(2022). Virtual Production:

LED Wall vs. Green Screen. CG Spectrum.

18- L'ltalien, R. (2022) What |Is Virtual
Production?

19- O'Keeffe «J (2017). "Was That 'Mr. Robot'
Episode Really Shot In One Take?
"eps3.4_runtime-errOr.r00" Is The Most
Ambitious Hour Of The Series So Far".
Bustle.

20- Priadko, O., & Sirenko, M. (2021, April).
Virtual production: a new approach to
filmmaking. Bulletin of Kyiv National
University of Culture and Arts, pp. 52-58

Clali) b Alhaall sagall a5 S Jla ) glias
Ailail)
Results :zildy
Dm0 (Sar ol SBY) LY oAy uagl) Bagad) (el @
IAMA e saal ) Adadll) QDY 4 peadl 53l S IS
A all Lalall g LED o) sos Jie deaiia LAE afadia)
al Y Y b derdied) L) czY) SeUS o
Belasli 30l 5 g Ctu:ﬂ\ callss Julas ‘53 pe
gl sana BUT gy al 8Y) ZLY) pIAY) B3G5 e
OS5 ol Baine lia ypsead o 5L g DA e
Bl €aa
Recommendation :&bweosd!
LY Gt ol Gl a g salllal) Jaalig qupxi e
Olaal Jlad (S5 a8 £ LBY) L Hladiul e
Ll 238 (e (5 paatll BlELLY)
ged MY plia Lo iny 1 A Gl ga Jalsil o
a3 G CGI die (s AT Dl aan ol 538Y) £ L0Y)
AllSie 5 4 4y pocy
L) Cpany Aa sil) A ol oiSHl) Aanl) A0 Gaunl o
QL acal ZLEY) Ol o giul (& dua gl oSl danl)
Aadiiall ol Y £y
Gl (G4 LWL dadll maly cokilly Cialll e
ol 2Ly 3 Lgaladin)
References :a/,

1- Unreal Engine. (n.d.).(2023) What is Virtual
Production? Retrieved from
https://www.unrealengine.com/en-
US/explainers/virtual-production/what-is-
virtual-production

2- Kadner, N. (2019). The Virtual Production
Field Guide Volumel. North California: Epic

Games.
3- Lejeue, C. (2022). Virtual Production: A
Study on its Environmental Impact.

University of South California.

4- ILM. (2020). The Virtual Production of The
Mandalorian Season One. Retrieved from
YouTube - Industrial Light and Magic:
https://www.youtube.com/watch?v=gUnxzVO
s3rk.

5- Deakins, R. (2023, March 10). Sir Roger
Deakins Breaks Down His Most Iconic Films.
(GQ, Interviewer).

6- Ikmaranta, K. (2020). Cinematic Space in
Virtual Production. In Augmented Reality,
Virtual Reality, and Computer Graphics - 7th
International Conference. Springer.

7- Lodderhose, D. (2023, May 21). Technologies
Like Al & Unreal Engine Are A Having Big

International Design Journal« Volume 14« Issue 4 (July 2024)
This work is licensed under a Creative Commons Attribution 4.0 International License

O



http://creativecommons.org/licenses/by/4.0/

