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REALITYENGINE | REALITYEDITOR | REALITYKEYER | REALITYHUB

=2 T2EAM | Virtual Production

HQIMEDISWS H3E 2022

wJIZH 1 2022.10.5(2=)-10.7(=) 10:00-18:00

I uSHQ

) IKEH  HZY OZHN ME)|0] A HIEEA0| METI]S S0t
HEHHA ArQY Biof0l Xiooias 245t 0l I2H MEI)|S 2 5
J wgJIZt 2022.10.5(2:)-10.7(=) 10:00-18:00
) WSHA T HIEHHA ZHTHA, JHAAELQ
(MY 2H7 T2 816 22| TS TRGIE 4It= 2Z)
) IKSA Of| I2EM O2EM TAE OZ2EM 1EX} QA

MY OFRIAE, HIZUZ OtEIAE, Ot L=, &S 1% UXH0IH, CG UXH0I

Faraz Qayyum, Senior Technical Artist & Head of Zero Density Academy
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| « What is Virtual Production (MR, XR, VR, AR etc.)
10.5 (2) « RealityEngine and Unreal Engine (Common Ground and Differences)
‘ + RealityEngine System Workflow
+ Zero Density and RealityEngine Eco system
(RealityEngine, RealityEditor, RealityHub, RealityKeyer)
+ Introduction to RealityEditor to manage Creative Workflow.
- ZD Reality Components to expose data types (Text, Color, Texture etc.)
+ Getting started with Blueprints
+ Understanding Functions and Properties
+ Essentials for Node-Based Compositing
+ Role of Control Application in Virtual Production
+ RealityHub and its Modular approach
+ RealityHub Installation and basic Configuration setup.
+ How to use Nodegraph and Actions module
+ Introduction to Form builder
+ Using Playout Module for Virtual set Operations

+ Broadcast Graphics workflow with RealityEditor

| 10.6 (=) + Creating basic overlay CGs with Widget Blueprint

R + What is Real-time Node-based Compositing
‘ + Getting Started with Real-time Green Screen Compositing
+ Chroma Keyer VS Image-based Keyer
+ RealityKeyer workflow for Image-based Keying
+ Working with different Mattes for Keyer fine tuning
« Understanding RealityEngine’s Video 1/0 Pipeline
+ Compositing in 3D Space VS Layer-based compositing
» RealityEngine’s Postprocess Pipeline

+ Fundamentals of Data-integration with RealityHub
| - + JSON fundamentals for API data integration
10.7 (=) + Understanding HTTP JSON component
‘ + Working with real-time data sources for Weather and Forex
+ RealityEngine for Augmented Reality Production
+ Basic scene setup for AR graphics
+ Getting started with Real-time Node-based Compositing for AR
+ Understanding Projection setup for AR
+ Working with virtual lights and shadows
« Working with AR reflections
+ Understanding Ambient Occlusion mask
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