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Video Copilot live on Tour

~Hey what's up, Andrew Kramer
here with another very exiting
tutorial” — you have heard this, if
you are somewhere in the sphere
of VFX, especially within the Ado-
be and After Effects ecosystem.
This intro has been around for

15 years — and it took 15 years for
Andrew Kramer to finally make it
to London, Paris, Barcelona and
Berlin. And we took the chance
to meet him on the last and big-
gest event at the Estrel Congress
Center in Berlin — which was sold

out, just like the rest of the tour.
by Nils Calles

n January 6th, 2005, Andrew Kramer
O posted his first tutorial about Basic
Sky Replacement. Since then he has
recorded many great tutorials about VFX and
motion design in After Effects. The current
one is number 169 about Crossfire Particle
FX. As his tutorials are showing useful tricks
and workflows and have a self-deprecating
humor, they became very popular.
After a while he started to develop pre-
sets, scripts and plug-ins. With his Element
3D plug-in, realtime GPU rendering of 3D

objects in After Effects became possible.
That caught the attention of J. J. Abrams,
and in 2013 Andrew was the main title de-
signer for “Star Trek: Into Darkness” and in
2015 he worked on some VFX for “Star Wars:
The Force Awakens”.

Video Copilot LIVE?!

The idea was born when Andrew met with
Maxime Hacquard from the Motion De-
signers Community in LA to talk about a
presentation in London. Andrew decided
that, if he would come to Europe, he want-
ed to do more shows, and organized four
events. Every show was a little bit different
and even the thousands of visitors did not
really know what to expect.

The first presentation in Berlin was Moritz
Schwind from Entagma talking about Houdi-
ni. Then came several motion graphics art-
ists, showing some of their work. Andrew of
course performed some live tutorials about
creating the motion graphics for the shows
and other exciting stuff. After his presenta-
tion of the new secret plug-in (more on that
in the next issue) there were some prizes to
win and an after party. In the end it was all
about community and working together in
the motion graphics and VFX industry.

DP: We heard that you are in Europe for
the first time?

Andrew Kramer: | love it and | hope | can
come back and spend some more time in
each of the cities. You know, in Paris we had
3 couple of days in between the shows and
| have just seen a lot of cool things that I'd
like to do. And of course some really great
restaurants | have got to hit!




After the show
Andrew spent
3 hours taking
photos and
talking to his
visitors in front
of the stage.

DP: So, when we are looking towards the
near future: What do you think will After
Effects be in 2025?

Andrew Kramer: That's not that far in the
future. | think After Effects will continue to
sort of grow around its community. Maybe

more towards realtime content, maybe some
more 3D-stuff. | know that the thing that
really drives After Effects is the sort of com-
munity. Therefore I’'m sure there’s going to
be more amazing tools and scripts and con-
tent and hopefully it will just make its way
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into a faster and more robust package.

DP: And is Element 3D developing further
alongside AE, or do you plan something
new?

Andrew Kramer: We are working on the
next version of Element 3D (version 3) and
it's got a lot of major changes. | think we
have been able to do some really innovative
things, which will hopefully change the way
that you use Element 3D. Maybe | could give
you one little hint as to what that is: The new
version has a node editor and a timeline, so
maybe that will give you a little bit of 3 sense
of where we are going.

DP: That sounds great. So, Google Earth
Studio could have a bridge into Element
3D with its huge system of coordinates?
Andrew Kramer: I'm not sure if you can
import the entire earth into Element 3D, but
we will work on it. | think the solution would
probably be some kind of data set manage-
ment loading and unloading to be able to
get it to work. | guess my feeling is that if
they continue to develop their product and
make it easier to work with in After Effects
or another camera system, there are some
interesting opportunities. Obviously you
know that we did a tutorial (a3 long time
ago) called ,Earth Zoom" and it was more
of a 2D effect and I'm sure it would look
great even in 3D.

DP: What’s your take on Cinema 4D and
its Houdini Engine as a bridge into After
Effects?

Andrew Kramer: So, this year I've been div-
ing into Cinema 4D in a big way. We have
been working on a new project for a big



production company
and we are doing an
animated, very elab-
orate title sequence
animation wusing
Cinema 4D with
Redshift and Oc-
tane. I've been div-
ing in deep, but the
cool thing is that
even some of our
tools have been
critical to marrying
those two concepts.
While we’ve been
comping in AE, some
hero shots of certain
3D models are actu-
ally rendered in Ele-
ment 3D and sent to
the C4D renderer when it’s extracted - using
Cineware for camera and lights. So for us,
it's been really cool to see where Element
3D fits into the pipeline with Cinema 4D,
because you can do

On Location: Nils Calles
and Andrew Kramer

may know that this
has always been a
big challenge for
me. I've been forc-
ing myself to under-
stand what exactly
happens throughout
the week, so that |
can better get all the
things done.

DP: You are also
an editor?

Andrew Kramer:
I've been wusing
Premiere Pro for a
lot of our projects.
And one thing that
| sort of inadver-
tently stumbled into
is pancake editing. That means you stack
timelines on top of timelines and they work
like realtime bins, so you can scrub through
each of the timelines and your screen will
switch to that time-

so much more, with
S0 many possibilities
for ray-tracers and
all the other great
renders. So to get
to that quality, we
definitely wanted to
jump into C4D, but in order to finish the work
and make it look good, we used Element 3D
for a lot of small details and post-processing
3D effects.

DP: Do you have any tools that you use
that the community might not know?
Andrew: | think one thing is to invest in a
really good time management system. We
use Asana (asana.com) for goal manage-
ment and it's nice to have a schedule of
things you want to accomplish. Some of you

»The only way to learn is go out

and do something.«

line. It's easier to
find takes, experi-
ment with edits and
not feel like you
have to constantly
switch back and
forth between proj-
ects. We've been having a lot of fun with
Premiere, and of course it's great, because
we can then take those shots and just jump
over to After Effects to do some visual ef-
fects like blending together two different
takes or just creating a better timed perfor-
mance. So | think doing a little bit of VFX
makes Premiere an even more robust tool.

Andrew Kramer

DP: If you look at all the people you've
been meeting on this tour - as well as
the comments on the Video Copilot
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The secret new plug-in

What Andrew did not talk about in the interview:
he presented a sneak preview of Nebula 3D, a
plug-in to create nebulas, atmospheres, clouds,
fog, smoke and other volumetric stuff. And all
that almost in realtime, based on GPU rendering
like in Element 3D, which it also interacts with. It
is possible to load in VDB sequences and to work
with lights, shadows and masks. We currently
are seeing them putting the finishing touches
on the new plug-in, so watch out for an interview
with Fabian Buckreus and programmer Thomas
Obermaier in the next issue!

tutorials: What would you recommend as
a balanced tutorial diet? And which tuto-
rials are you watching yourself?
Andrew Kramer: | think if you are into creat-
ing video or motion design, the only real way
to learn is to go out and create something.
So, having an understanding of the tools is
helpful to see what’s even possible, and a
tutorial can show you that. This isn’t difficult.
It's really @ matter of finding that balance
between what’s possible and what your
limitations are with your own skillset - mak-
ing sure that it doesn’t get in the way of what
you want to create. And the only real way to
learn that is to get out there and make stuff.
And of course check out videocopilot.
net, and if you want some really great tutori-
als, check out postproduction-tutorials.net
(laughs). >ei

Nils Calles runs a media agency, where he
produces trailers, motion graphics, image-
films, 360°-content and tutorials. For over
20 years he has been working worldwide for
productions, tradeshows and TV stations

as producer, editor and compositing artist
in OB-vans and on showfloors. He also runs
postproduction-tutorials.net, a website
with curated tutorials, where you can find
videos from Video Copilot Live.
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