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WHO WE ARE

We understand our clients and the industry we work
In and believe in the importance of building long term
relationships and adding real value to our clients' team.
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WHO WE ARE

Our Studio is a dedicated team of artists, designers,
illustrators and producers. Together, we’re proud to
collaborate with architects and property developers
around the world, bringing their ideas to life in 3D.
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As a collective committed solely to
visualising buildings and spaces, we're
true industry specialists - we understand
the technical nuances, project processes
and journey touchpoints required to
transform an architect’s vision into
something commercially viable.

Since switching on our PCs in 2009,
we’ve become an essential part of
each client’s design process. We've
helped to gain planning permission,
earn funding, win tenders and market
developments. Success that’'s meant
as much to us as them.

Because, while we love creating stunning
designs in the digital realm, we love
seeing them in the real world even more.
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WHO WE ARE

Our Studio can produce a wide variety of 3D and
Interactive assets to target all areas of the market.

Image
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Interior & Exterior Marketing CGl
AVR & Planning CGl
Axonometric 3D Plans
Rendered 3D Sections
Rendered Masterplans

Virtual Reality Tours for online and mobile
Virtual Reality Tours for marketing suites
360 Degree Stereo Panoramas

360 Degree Panoramic Video

Interactive VR

Multi Platform Solutions

UNREAL

Film & Animation
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Apps & Interactive

Interior & Exterior Marketing Animations
Corporate Launches

Masterplan Animations

Concepts

Sun Path Study

Social Media animation

Animated stills / cinemagraphs

Live location shoots and corporate films / interviews
Storyboarding

Greenscreen shoots

Drone footage with tracking and compositing

Marketing Launch Apps
Standalone VR Apps
Multi Platform Solutions
Web-progressive apps
iOS apps



KEY INFORMATION

Your project

Your OS project will have a dedicated Account Manager and Production Director
overseeing your project through all our key stages of production to ensure your
project is delivered to a high standard, on time and on budget.

Your project will also include the following key people:

Creative Director for internal sign-off of drafts at each key stage
Lead 3D Artist
Supporting 3D Artist

Our Studio involves our clients at every stage of the process, only progressing
to the next stage on sign-off of precedent stages. We think the process of image
and animation creation should be an enjoyable one for both client and 3D Artist.

Key stages of Production

Scope of works and associated costs / schedule.

Organising design information, talking to architects and interior designers, cleaning
drawings and preparing supplied 3D Models.

Preparing moodboards for interiors, sourcing 3D assets, storyboard concepts, view
composition, inspiration for lighting.

Stills and animation - 3D modelling and texturing interior spaces, building modelling
and landscape. Includes 3 key stages when drafts will be issued for client feedback:
White card view options for view selection prior to developing the 3D Model

First textured draft for feedback on lighting, furniture, textures.

Second textured draft with people placed in scene - final, minimal comments that
do not require design or model changes.

For animation includes animatic creation, motion design and animation. Sourcing
sound, music and/or v/o.

For stills, animation and VR

Once the project is complete we ensure the client is happy with what has been
delivered. Delivery is usually made via electronic file transfer in the usable file sizes
for marketing and planning purposes specified at the start of the project.



KEY INFORMATION

Our Studio USPs

Each Director brings with them over 18 years experience in their key sector which is in turn
shared on projects:

Sam Crothers, Managing Director - Marketing & Branding

Nick Harrison, Creative Director - Planning & Verified Views

Our artists are experienced in key and complimentary skills across 3D modelling, exterior
and interior cgi, interior design, animation and photography.

We are a relatively large team for a visualisation studio which means we can keep everything
in-house having better control over quality and delivery. We can take on large projects and
resource quick turnaround projects more easily than smaller studios / freelancers.

Our Studio is in its 15th year of business and takes pride in the relationships it has built with
clients, architects, suppliers and collaborators. This makes for a smoother process from
start to finish on a project.

Our years working in Architectural Visualisation, we have honed in on our processes,
understood how and what are more efficient and enjoyable ways of working balancing both
technical and creative output. We have also built up an extensive 3D asset library over our
15 years of production. We are always open to improvement and welcome feedback from
clients.

These are two values that are important to us as a studio and enable us to always look

at innovative solutions to our client's challenges. Whether it's using a VR Headset, a web
progressive app or testing UNREAL technology, we always strive to find the right solution to
add value and ROL.



ACCURATE VISUAL
REPRESENTATION (AVR)
METHODOLOGY
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INTRODUCTION

This document outlines Our Studio's process for verified imagery. It describes the process from
commission through to completion of wireline, massing and fully rendered views.
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In drafting this methodology, guidance has been taken from relevant sections of the Landscape
Institute Technical Guidance Note 06/19 - Visual Representation of Development Proposals.
Where appropriate we have also taken guidance from the London Plan 2011 Implementation
Framework (March 2012) London View Management Framework Supplementary planning Guid-
ance: Appendix C: Accurate Visual Representations.
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Prior to commencement, the series of views are chosen by the project team. This would usually
be completed with the assistance of a townscape planning specialist - Our Studio would recom-
mend that this is undertaken, especially if the views are intended to form part of an Environment
Impact Assessment Report.
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The disciplines employed are of the highest possible levels of accuracy and
photo-realism which are achievable with today’s standards of architectural photography and
computer-generated models.
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The process is divided into a number of stages, once the viewpoints have been chosen. These
are summarised as follows:
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Stage 1 - Commissioning of photography

Stage 2 - Commissioning of Survey

Stage 3 - 3D Modelling of scheme

Stage 4 - Integration of photography and survey data to form the alignment
Stage 5 - Adding scheme and rendering

Stage 6 - Completion of final image
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AVR LEVELS
RELATING
TOTYPE4
VISUALISATION

LEVEL O - Location and size of proposal
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LEVEL 2 - As level 1 + description of architectural form LEVEL 3 - As level 2 + use of materials
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STAGE 1

After consultation with the Local Authorities, the chosen views are typically scoped out in the
form of draft photographs and marked on an Ordanance Survey (OS) map. Our Studio will then
brief the professional photographer on each viewpoint.

At each of the chosen viewpoints, a photograph of the actual view is taken recording its position
on the ground (by photography as well as inserting a survey pin into the ground). This assists the
survey team with identifying the camera position and measuring co-ordinates.

The Photography is taken using a full frame digital camera placed vertically above the chosen
point at a standard height of 1.6m. This is typically achieved using a plumbline vertically beneath
the centre of the lens.

Our photographer uses a lens with a known field-of-view (FOV) and sets the camera on a levelled
tripod. High quality lenses are used to ensure minimum distortion. Within each study or series of
images, the photographer will aim to use a consistent lens. This is typically a 24mm perspective
control lens for a local view which equates to 73.7 degrees angle of view. However, for mid-dis-
tant views a 50mm lens may typically be used.

The Photographer notes the time and date of each shot (which is always captured in the EXIF
metadata) - this enables any lighting conditions to be replicated later on in the process.

Our photographers use a range of full frame architectural cameras with the following high-reso-
lution, digital lenses:

24mm, 28mm, 35mm, 50mm

Using perspective control shift may be required in Townscape views.
The digital chip dimensions are 36mm x 24mm.
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Camera location map

Final photo
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STAGE 2
SURVEY

For each agreed photo viewpoint location an instructional document is released to the survey
subcontractor. The surveyor is instructed (by means of a marked up photograph) to record a
range of reference points that would enable a very high degree of accuracy.

These points should be centred on the location of the candidate scheme, and be varied through-
out the depth of the view - ie near, mid-distant and far points. The points can then be measured
by the survey team and will be recorded in terms of their Easting, Northing and height in relation
to Ordanance Survey (OS datum)

The survey team also replicate the position of the camera in order to survey points on the horizon
of the photograph. These can be used later in the process to remove any rotational errors in the
photo.

Survey Equipment Required
¢ Global Positioning System (GPS)
 Total Station (with good reflectorless EDM range)

Survey points

Field Survey Methodology

e Camera Locations - To establish the position of a viewpoint, the surveyor sets up a GPS on it
and records enough points to ensure a high level of accuracy.

e Reference points - The surveyor sets up two temporary stations (TBMs) within view of each ref-
erence point and establishes their location using the GPS. Once these co-ordinates have been
established, the surveyor sets up a Total Station on the TBMs and takes 3 reflectorless survey
shots to the reference point in question.

Note: Where GPS positioning is not possible near to the required survey point - due to poor
signal, for instance - the surveyor set up his TBMs at the nearest position possible and traversed
traditionally to a position where he could survey the point.

Data Processing & Delivery

GPS data is processed through to acquire the surveyed points in the form of a delimited text file
containing OSGB36 co-ordinates. Plus a 3D point cloud and camera position that can be import-
ed into our 3D software.
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STAGE 3

27

Within 3DSMax software, the scheme is either modelled from drawings supplied as dwgs by the
architects or a detailed model will be supplied by the architect usually in the form of a Revit
model. The model can be constructed in a number of ways dependent on the type of image
being produced. The requirement is often for initial views, to study the form of the scheme and
its impact on the surrounding environment - here, a block model is usually appropriate to allow
all parties to assess the scheme.
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From here a detailed model is often commissioned to progress to fully rendered certified
imagery.

DWG elevations and plans are imported to enable accurate modelling.
The model is setup in the 3D Virtual environment in relation to OS plan so that it can be

integrated with the survey information.

Orthographic view of detailed model
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STAGE 4

The first three stages are now brought together to create the alignment, within the 3D software.

Firstly, the photography is brought into the 3D software, in the form of a background so that the
surveyed information can be aligned to it ie camera-matching. A couple of stages are completed
to accomplish this.

1. The photo is brought into ' Adobe Photoshop' editing software. Any rotational inaccuracies
from the photo are removed. This is completed by using the surveyed horizon information and
rotating the image accordingly.

2. Any 'shift' applied by the photographer using the perspective control lens needs to be ad-
dressed. Vertical shiftis applied to allow the photographer to photograph tall buildings whilst
keeping the camera level, and hence the verticals of the image vertical. It has the effect of 'shift-
ing' the horizon off the centre of the image. To use the photography within the 3D software, the
horizon has to be returned to the centre of the image - this is done by adding a blank area to the
top or bottom.

Secondly, the survey data is brought into the 3D software. Returned to Our Studio as a database
document, the Easting, Northing and height co-ordinates that can be imported so that they form
points in 3-dimensional space. The virtual camera is also located, using the OS data reference
returned to Our Studio.

Lastly, the camera is adjusted so that the surveyed points line up with the background photogra-
phy. The field-of-view (FOV) is entered according to the lens the photographer used and the lo-
cation of the camera's 'target’ is adjusted in the X and Y plane (ie not vertically) so that the points
align with the features surveyed.

3D software viewport showing background photography aligned with survey data points.
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STAGE 5

Upon completion of the camera alignment the 3D model (as described in stage 3) is brought into
the 3D virtual environment in relation to OS datum.

Lighting is then setup in the 3D virtual environment to match the sunlight conditions at the time
the source photograph was taken.

In order to assist a more qualitative assessment of the proposals, the output image needs to be
a photo-realistic reflection of what the proposed scheme would look like once constructed. The
process of transforming the wireframe 3D scheme model into one that can be used to create a
photo-realistic image is called texturing.

Prior to rendering, Our Studio requires details from the architect regarding the proposed materi-
als (e.g. type of glass, steel, aluminium etc.) to be utilised. This information is used to produce the

appearance and qualities in the image that most closely relates to the real materials to be used.

The 3D model is then rendered in the 3D software at the same resolution as the photograph.
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3d software showing top view of model aligned with OS plan including camera location and sun-

light setup.
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3d software showing view from camera with photo background and model in position.




ARCHITECT

CLIENT

GREAT NORTHERN
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CLIENT ARCHITECT
TRILOGY PROPERTY SIMPSON HAUGH & PARTNERS

GREAT NORTHERN
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ARCHITECT

CLIENT

ONE PORT STREET.

A

A1 B 1 B |

1 W | B R
Ll W B
L1 W | 8 |
R e . e
L 1 W1 W
R .
L1 W1 B e

L1 WL B ]
R W e R
R W R AT

(™ A
WA ——wm .

amm T Wl

- W ..

A A S R S VRS
e = F = 8= §F }

Q OUR STUDIO



CLIENT ARCHITECT
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CLIENT ARCHITECT

HOLIDAY INN, NORTH ACTON
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ARCHITECT

CLIENT

MEDLOCK STREET
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CLIENT ARCHITECT
TOWER EIGHT SIMPSON HAUGH & PARTNERS

CHARLES STREET
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CLIENT ARCHITECT
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NORTHSPRING
SUITE 5D

70 SPRING GARDENS
MANCHESTER
M2 2BQ
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Email hello@ourstudioltd.com

Founder & Managing Director
1111111111111111
7777777777777777
sam.crothers@ourstudioltd.com
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