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Tech​nol​ogy has evolved to the point where 3D vol​u​met​ric hu ​man be​ings can be pro​‐
jected onto city streets and made as big as sky​scrapers. Ash Thorpe de ​vel​oped the orig ​i​nal
ideas for the ‘solo​grams’, and in post-pro​duc​tion the art de​part​ment at MPC used movie
shots to fur​ther the con​cepts for what amounted to 60 dif​fer​ent ads lit by the sur​round​ing
en​vi​ron​ment.

“I got in touch with Day ​ton Tay ​lor at Dig ​i​tal Air, who de​signs bul​let-time cam ​era rigs,
and asked him if we could cre​ate a dome of video cam ​eras to cap​ture the ac ​tor’s move​ment
and run an​i​mated pho​togram​me​try on a frame by frame ba​sis,” re​veals Ghost in the Shell
vis​ual ef​fects su​per​vi​sor, Guil​laume Rocheron. “The chal ​lenge is that you can’t just use a
Canon 7D or a DSLR be​cause if a cam​era is a quar​ter of a frame off, you can’t re​con​struct
the 3D model. We did a few months of R&D and worked out a per​fectly syn​chro​nised sys​‐
tem that had 80 cam ​eras at 2.5K, which cre​ated 24 cy ​ber scans a sec​ond to pro ​duce a mov​‐
ing model with baked in tex​tures. We pro ​cessed the ‘vox​e​la​tion’ to recre​ate vol ​u​met​ric
footage of our ac​tors that was then used to make the ad​ver​tis​ing,” says Guil​laume.

HOW GI​ANT ADS WORKED AS A NEW FORM OF HOLOGRAM IN GHOST IN
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