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COMPOSITING STORYBOARD STUDIO

Introducing Live Backgrounds (Background Image Plates)

FrameForge Version 4 IntroducesLive Backgrounds which is a special compositing feature that lets
you take an image of a location or set and make it fill the background of your frame, allowing your
actors to effectively move around in the 3D space of the picture, as shown in the image below.

Live Baclgrounds (Image Plates) are a lot more powerful
than simple backdrops displayed on a wall behind your
actors. That kind of static backdrop can be great for creating
the illusion of a vast, sweeping background (as in the image
of the cowboys to the right), but a backdrop like that only
works because the cowboys are not really a part of the
environment the backdrop represents.

Using a static 2D image as a backdrop can be effective in some situations
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I f you want them to go into the canyons behind t
have to fake it by scaling them and elevating them to create forced perspective, which defeats all the
benefits of FrameForg ' = e
cameras. Use live backgrounds, however, and
they can ride in or out of the sunset just like they |l

were on any other set.

Live Backgrounds dot hi s magi ¢c b
the 3D space of the FrameForge Floor to exactly
match the ofloord surf
through its unique, visual Calibration Function

You can see whatos goi
the image below. It looks like the actors are walking on the cobbled road in the image, because the

floor they are reallywal ki ng on exactly matches the roadds p
begin composited on top of it.
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Understanding the basic concepts behind
how FrameFoge performs this magic will
help you a lot in calibrating any images |1 The horizon appears as a line ==

you wantto use. Sol et 0 sa monzeiht e 2. Straight lines in space appear as
to delve in a bit deeper because it will |straightlinesin the image s

help you a lot going forwards. 3. Sets of parallel lines meet at a
vanishing point.

lmaglne that you are a photographer 4. Lines parallel to the picture plane

taking a picture of some railroad tracks. |appear parallel and therefore have
no vanishing point.

As you look through your lens, the ER

SOE S AR IDLSS »y 0030000 2505 NG

railroad traCkS VaniSh intO the diStance' Accurate Perspective requires we follow its Rules

Depending how high you and the camera are, and
will get a different perspective. For example, with a short focal length, the tracks recede quickly, tilt it
down and the vanishing point of the tracks gets higher in the frame, and so on.

However, no matter how you move your camera, the underlying space
of the area that the photo is ¢
perspective of it does.

Camera Lens

Now imagine a FrameForge camera. You put it at the same height as
the camera that took the original photo, and you match the original
cameraod6s tilt and angle of view i

5'10" or 177.8 cm

Ground Plane

Now, because Fr ami
L N Height of optical center of camera lens

exactly mimic 3D space,andwe d ve s et

our camera to match the one that was used to snap the image, then

the virtual 3D space and the original 3D space are effectively the

same.

And that means that if you add an actor or object to your

Degree of Tilt of optical center of camera lens

displayed at the same height through your FrameForge camera as it
would have been through the original camera used to snap the shot, had that actor or object existed at
the location where the photo was originally taken.
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Similarly, fyoumove your actor towards or away from the ¢
at the same rate at the objects in the background image, effectively putting them directly into the
picture!

Okay, now that you under st anshowtybuactually dsethdmy i ng con

Setting Up Live Backgrounds (Background Image Plates)

First, make sure that the camera you want to use the background pemmr———mr——————————————

with is the live camera. Set Optical Parameters —

Override Selected Carnera's Pararmeters

Select Ground Glass 4

Next, go to the Cameras drop down menu, select Background Render Depthof ield = Alt=D
Image Plate and then click Add Background Image.

Force Redraw of Main View Ctrl+R

lz‘ Normal Renderer
MNormal with Outlines

Carteon Rendering

It will display a standard image selection dialog and you should
select the image you want to use as a background. You should note | eecotaterendersiye..
that there is a sub-folder in the backgrounds folder named from [Eec il

User Rendering Style 4

Pixabay.comwhi ch i s an amazing sour ges
. . . Deploying an Image Plate from the Camera menu

shipped a small selection of images wedve gotten

you should really check them out if y®udre | ooki

Once you have sel ected vy o walibraterarguse exisong éalibtatioe datia,hf e r
any. I f there is existing calibration data (anc
supplied) vy ocupaskihgys &youwantpoase the existing calibration data or not.

I f you choose to use existing calibration data t
image yourself.

Image Calibration

As mentioned before, the process of Image :
. ) Do you know what focal length and camera settings were used

match the properties of the camera when it was O Yes, | know the Camera Settings
used to take the picture. So the first thing it will ( No, I don't (or am not sure)
ask you is if you know the camera settings.
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If you DO know the camera settings you should @ frameforge image Caiibator 1.1 = J
sel ect YES and youol | In order to use a background image plate, you need to

. ) calibrate FrameForge's camera to match the settings of
directly in the follov the camera that was used to take the picture
knOW them; Slmply enter NO and It WI" inStead Enter the known values for camera height, focal length and tilt

k . . | |b . f . in the fields below, then click "Apply Settings” if you are sure of
ta e yOU to |tS visual call ratlon UnCtlon. them, or "Perform Visual Calibration” to test them for accuracy

Original Camera Settings (focal length based on 35mm full frame still camera)

NOTE: If you want to enter the camera setting s

directly, you need to know the following three e .
thlngS Camera Height: < >

Ti Gsgrees + INEXTIN -

NOTE: If you aren’t entirely sure of the camera values, click the
"Perform Visual Calibration” to test them

The Focal Length of the lens when Image was

taken

Apply Settings Perform Visual Calibration

Since a given focal length can produce wildly
different angles of view depending on the film or
sensor size, all focal lengths used by the Calibratn function are those Camera Lens
used by a standard 35mm still camera.

Many cameras record this i-dafaeandiia ip

it exists, the Calibration function will read it automatically.

The Height of the Camera when the Image was taken

5'10" or 177.8 cm

This should be self-explanatory to almost everyone, but for clarity this
can be defined as the distance from the ground plane to the optical

Ground Plane y

Height of optical center of camera lens

center of the lens.

If you know the height of the photographer, you can generally calculate it by subtracting about four

inches (10 cm) from their height plus their height above the
ground plane of the image.

The Degree of Tilt in reference to the Ground Plane Camera

was angled at when Image was taken

Again, this should be self-explanatory but just to be clear, this is
thedegree of tilt relative to the
optical center of lens is directed towards.

BRI}
e A
Degree of Tilt of optical center of camera lens
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Visual Image Calibration

If you do not know the camera settings, have no fear, there is an extremely simple, visual way to calculate
t hem, andsoydhafollowing dialog, though of course the large image shown will be the one
you selected.

In order to automatically calculate the settings of the camera that Click on any image below to change to another object in that category
was used to take the picture you'll need to do the following:

Step 1. Choose the actor or object that's most appropriate for this image from the

ones on the right, dicking on any of them to switch through that category’s options.

Step 2. Drag and Drop the desired object onto the image below, then size and place it R
it appropriately for the image’s FOREGROUND.

Step 3. Drag in a second object--which can be the same as the first, or different-

and size and place this one in the image's BACKGROUND.

Step 4. Once they are both in place, click the "Calculate Camera Settings” button. m m m

Zoom in/Out Sample Image: Click and Drag Image Below to Scroll when zoomed

Focallen: « I > cCamHeight « HEXSE > camTie < DN > Calculate Camera Settings

B3 Auto-Calculate Focal Len B Auto-Calculate Cam Height £3 Auto-Calculate Tilt E3 Show Object Height Labels

The Image Calibration Application
There are step-by-step instructions how to use this dialog in the upper left-hand corner but the concept

is very simple. You have four categories of objecs: Actors, Plants/Trees , Cars and Buildings and if
you click any of them, it will switch to another object in that category with a different height.
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For example, the actors category initially starts witha6 6 / 1 . 8 @iack himand it switches to a
new actor, thistmea5d6 / 1. 52

’ lick : that
woman. Click her and it then switches E=xeon R R
toa3. 506 / 1.07 girl. |
You care about this because you are . ' -
going to use these objects to define the ' 1AL

scale of the picture, and depending on
the scene that the image represents, (6 o 1.83m ! ) m m
different one s will make better reference
objects.

So,choose the object that most appropriate from t
foreground. Position and scale the reference object so that it looks as natural as possible given the
chosen Image Plde.

B Repeat the process with an image in
First reference object. S .
| scaled and positioned : P the background. Generally speaking

{ to callibrate the Image

Plate foreground. : [ second reference object. ] & [NE€ more separation you can give
“ i { Scaled and positioned : .
Seealllis e them, the better, but sometimes the
| Plate back d. . .
| [ags- e nackgo reference objects i
lend themselves well to that, such as in

the field with trees to the | eft.

Scaling and positioning reference objects with the Image Calibration Application

NOTE FrameForge is going to calculate tl
camera settings from your reference objec
based on the assumption thdiottoms of both
objectsare on the same planein this case is the
fieldv e} ]8[* A EC Ju%}ES vs §

Jvis Z A Sz - e %0}+]8]
anything higher than the ground plane. See t
image on the next page more details.
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