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INDUSTRY PROJECT

 Digital and live-action 
fi lmmaking is about 
to become even more 

indistinguishable with the 
help of the creative minds of 
Oscar-nominated VFX veteran 
Joe Farrell and technical 
wizard Dogan Köslü, who ran a 
videogame-developer company 
called Treyarch (that was acquired 
by Activision in 2001); the duo 
have established Tangerine 
Apps and recently produced 800 

post-viz shots for The 
Jungle Book directed 
by Jon Favreau.  
 “Traditional fi lmmakers 

have had to stand outside and 
look through the small window 
of a computer screen in order 
to be able to make fi lmmaking 
decisions,” says Joe, who has 
worked on such projects as The 
Wolf of Wall Street and Hereafter. 

“When you’re standing on a real 
set those fi lmmakers are walking 
around the location choosing 
cameras, and deciding where 
breakout walls go and where the 
talent and actors move around the 
live-action environment. The VR 
fi lm tool that we’re developing 

involves wearing a headset, 
whereby you place yourself inside 
the virtual set. What that opens 
up is a huge opportunity for even 
non-visual effects fi lms to be able 
to make amazing decisions that 
could cost save millions of dollars 
in production expense, because 

you can utilise a virtual reality 
scenario way before you start 
making decisions on the real set.”

Photogrammetry has become a 
staple of visual effects, especially 
when digitally reconstructing 
diffi cult-to-reach locations. “We 
found on Google Images about 
35 photographs of the entrance 
of the LA Coliseum, and with 
photogrammetry and some skilled 
artistry, completely reconstructed 
the Coliseum in its basic form,” 
explains Joe. “We then put the 
VR headset on and it’s as if you’re 
standing there. You can make 
judgement calls about how big 
where you are is, and where the 
camera placement is going to be.”

Film tools such as a 35mm 
camera with a 70mm or 80mm 
lens were also developed, that 
you can hold in your hand in the 
virtual world. “You can walk 
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around like a tech scout and look 
through your lens framing the 
shot,” Joe continues.

Virtual intuition 
“You bring up a menu system on 
your left controller and that can 
revolve through a whole variety 
of scenarios,” Joe explains. “What 
we are working on is an entire 
menu devoted just to the grip 
department or set construction or 
lighting or camera. So when you 
go to camera you can load up a 
real-life dolly system with a real 
ALEXA camera body and then add 
specifi c lenses that are matched to 
real-life lenses. You’re restricted 
by real-world fi lmmaking tools, 
which cause you to make better 
decisions in the virtual world too.”

“You can also combine motion-
control suits that don’t require 
all the light-sensing cameras,” 
explains Joe. “We have two 

by placing them in the actual 
location and provide the tools 
that they’ve been using for 20 to 
30 years, they’ll make intuitive 
decisions. You could have the 
talent in mocap suits or on a 
green-screen stage and be 
holding a physical camera 

wearing a headset, seeing and 
fi lming them in the virtual 
environment. You’re basically 
making a fi lm, like you would 
traditionally, but it’s accessible to 
people who don’t normally have 
access to it.” 

FYI
 Find out more about the studio:   
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 A person could look down and see 
themselves as King Louie and they 
would be 20 feet off the ground 

volumes set up so one person is 
wearing a motion-capture suit and 
a headset; they can look down at 
themselves and see the character 
they’re playing. For instance, a 
person could look down and see 
themselves as King Louie and they 
would be 20 feet off the ground 
because scale is irrelevant in the 
virtual world. Then the user in the 
other volume can be looking up at 
King Louie played by the motion-
capture person, and the two of 
them can see and interact with 
each other in real-time. Baby steps 
have been made that will allow 
other fi lms to be done in a more 
intuitive way.”      

“Filmmakers are often scared 
off by visual effects technology 
because there’s this void between 
the people who do that and the 
people who make the fi lm,” 
observes Joe. “If we could allow 
them to make those decisions 
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 Animal magic 
comes to VR 

   Try out the 
Jungle Book VR 
experience for 

yourself, it can be 
viewed online or 
downloaded to a 
HTC Vive headset.  

 www.bit.ly/
jungle-book-vr 

JUNGLE 
TO JUNGLE

The aim of VR experiences like those being 
created by Tangerine Apps is to ultimately create 
a VR set for the entire crew to walk around, 
making decisions in a virtual space before any 
fi lming begins, which will save time and money. 
Free from costly overheads, directors and VFX 
artists will be able to experiment.

“If someone wanted to work with us we 
would set up a team that would generate assets 
and work with location people. Then we’d create 
sets which the fi lmmakers could go inside of and 

make the decisions that they need to make,” 
says Joe Farrell. “The Jungle Book required 300 
to 400 people for prep and production so we 
would be part of that puzzle. We would bring 
our technology along and allow access and 
decision-making for the whole thing. For a little 
fi lm [such as a horror fi lm requiring a single 
location] you would pay for a month of three 
artists of our team devising what is needed. 
You would then be able to pre-viz the entire 
fi lm by yourself.”

 VIRTUAL SET DESIGN  
 Making on-set decisions in a virtual space 

Tangerine 
Apps created 
promotional 
footage that 
enabled viewers to 
virtually encounter 
a dangerous and 
cunning creature

“We utilised our in-house virtual 
reality fi lm tools to take publicity 
stills of Kaa like a real photo 
shoot,” explains Joe Farrell

“This scene is the Mission in Carmel. We used 
photogrammetry to rebuild the courtyard so we could test 
our fi lm tools using a real location,” says Joe Farrell
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