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Approx. 400 students

7 study programs

27+ professorships

Approx. 80 employees in teaching
and administration

120 films per year
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Part of Innovative Hochschule program
Funded until 2027

Focus on transfer

Funded by the federal and state
governments

Consists of three sub-projects
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Trying out new tools
Workshops

Film festivals
and creative possibilities
in filmmaking
Training

Screenings

Media impact
studies
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HFF'S FILM HERITAGE

HFF | F
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- Digitization of analog films in our
inventory

« Development of a future-proof
digital film archive

« Implementation of a CPP Standard

« Development of a media center of
archived films
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 Adaption of workflows to new
production conditions

» Virtual and cloud production

 Development of software and
collab tools for film production
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CENTER CREATIVE INNOVATION LAB

Laboratory for innovations in film technology

Virtual Production (ICVFX)

Al in production and post-production

Volumetric recording and
playback systems

Transfer to film industry,
teaching and research




M CreaTi Research at CIL

Technical Research
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https:/ /www.cyberith.com/vidmill-video-production-treadmill/? Innovative
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TECHNICAL RESEARCH

» Testing the limits of what is technically
possible

* Technical knowledge base especially for HFF
productions

* Guidelines, also for technically demanding
setups (such as HFR)




SZENIC RESEARCH

Exploring new creative possibilities

o Synchronization of movements with the
LED background

o Transitions between the real and virtual
world

o Photorealistic 3D-Reconstruction for
Avatars and Environments

—> Creatively “pushing the boundaries”
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3D-Reconstruction

Gaussian Splatting

Input: Scene Output:

Multi-view Representation: Photo-Realistic
Images or Video 3D Gaussians Novel Views

Originally proposed in 2023 by Kerbl et al. — “3D Gaussian Splatting for Real-Time Radiance Field Rendering”
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3D-Reconstruction

Timothy Gray — Fraunhofer IS
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Nikolai Belevantsev — Fraunhofer IIS
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Nikolai Belevantsev — Fraunhofer IIS

albedo
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expression
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Avatare

Nikolai Belevantsev — Fraunhofer IIS
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Avatare

Nikolai Belevantsev — Fraunhofer IIS . .
Original Capture Gaussian Reconstruction

P = (pose,shape,expression)
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Let’s keep in touch!
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Let’s keep In touch!

X creatif@hff-muc.de




I e VIRTUAL PRODUCTION

In Camera Visual Effects
Real Time Rendering
Color Management
Digital Twins

3D World Generation

= g ‘! m (e.g. NeRF, Gaussian Splats)




VIRTUAL PRODUCTION

In Camera Visual Effects

Real Time Rendering

Color Management

Digital Twins

3D World Generation (e.g. NeRF)




MANDALORIAN
- Disney+ 2019

https://lucept.com/2020/02/24/the-virtual-production-of-the-mandolorian/




KUNSTLICHE INTELLIGENZ

 Im kreativen Prozess

* In der Postproduktion

 Ethische und rechtliche
Implikationen




@ Adobe Premiere Pro

File Edit Clip Sequence M s Graphics and Titles View Window Help

Transcript
i 4

color calibration is so important to correct for these
variations in lighting ar ) achieve consistency

across different display devices. |-

And last but not least, the challenge of reproducing
color consistency across diferent devices and
platforms with the wide range of electronic devices
available from smartphones to laptops to televisions,
it can be difficult to ensure that an image looks the
same 1 all of them. This Is where color management
systen s come in
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what ve can touch is light from objects
unfathomably far away. The oldest thing in the

=

universe is light from the Big Bang that we can still
see wi h radio eyes. Everything, everyone and
everywhere that we see, what we're really seeing is
the lighit bouncing off surfaces and or shining from
light [«

[+--] When it comes to displaying the image, alprocess
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SKY UND VIZRT
vizrt at NAB 2017

https://youtu.be/znlpeoH7q5s?si=YcviNyWIQQNmMoDhv&t=164




VOLUMETRISCHES VIDEO

Neue Medienformen
Volumetrische
Aufnahmeverfahren
Volumetrische
Wiedergabeverfahren
Nutzerakzeptanz
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