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Camera Shot Recommendation for Virtual Film Set
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Virtual Cinematography, Virtual Reality, Intelligent Camera
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Select the actors' body part and a camera

J

Compute the distance between the actors
and the camera, apply work [7]

Match the shots database of
"Back 1o the Future"
Match the shots database of
other movies

No

Recommend the results to the user

Recommend the results 1o the user

Rank the possible shot by shot type,
show the results 1o the user
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+ Suggestion

Event:
George and Marty are talking

Recommend shot type:
MCU on Marty and George
+ + -
Marty  George Goldie
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