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Lux Machina helps craft immer-
sive in-camera VFX environ-
ments for a variety of projects, 
so you don’t need to use tradi-
tional green screen compositing 
techniques
PHOTO CREDIT: JOHN WILSON / LUCASFILM
© 2018 LUCASFILM LTD. ALL RIGHTS RESERVED. 
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Lux Machina

Film and TV productions are turning to display and playback technologies over 

traditional green screen compositing to create realistic environments.

Zoe Mutter takes a behind-the-scenes look at the techniques Lux Machina is 
employing that are transforming the entertainment industry.

MOVIE MASTERS 
OF ILLUSION 

Multiple applications

Solo: A Star Wars 
Story Star Wars: Rise of Skywalker

Top Gun: Maverick Solo: A Star 
Wars Story

The Irishman

“Movies are extremely 
complex creations requir-
ing many parties to come 

together across the globe. 
Having accurate visual ref-

erence throughout the entire 
process is important for tell-
ing a well-crafted narrative.”

Philip Galler
Lux Machina

February 2020 115

A



P
R
O
JEC

TS
 /

and playback on set. By utilising game engines, 
camera tracking technologies, lighting integration 
and dynamic lighting to relight virtual worlds in 

-

playing an open world video game and just going 

Ever-changing shoot environments
The process begins with discussions with the 
production team during the design phase to better 

the design.

guarantee they have all the prep paperwork, 

technologies is completed by working closely with 
the various production teams. Shooting then begins 

Lux Machina

“The goal is always to help 
tell better stories, to have a 
direct connection to the art, 
and to provide more flexible 

tool kits to productions.”
Philip Galler
CTO/Co-CEO,
Lux Machina

At computer graphics conference SIGGRAPH, Epic Games partnered with Lux Machina to demonstrate 

Shooting sees Lux Machina work hand in hand with the cinematographer, visual effects team and director 
to line up and manipulate the content for each shot and every set

Utilising game engines, camera tracking technologies, lighting integration and dynamic lighting to relight 
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Lux Machina

following a period of testing and rehearsal.
“This sees us work hand in hand with the 

cinematographer, visual effects team and director 
to line up and manipulate the content for each shot 
and every set. We make sure the programmer has 

demands of the ever-changing shoot environment,” 
says Galler. 

“This might mean having interactive elements 

randomly triggered, or it might mean building 

creative narrative decisions and hopefully give the 

getting in their way.”
 

High expectations
When crafting immersive and realistic environ-

platforms including disguise d3 media servers, 
Unreal Engine, Notch and Touch Designer. On the 
hardware side, ROE LED and Panasonic projectors 
are the team’s products of choice.

“We like to think that each tool is best suited to a 

the platform,” adds Galler. 

individual applications. Whether it is the beautiful 
and dynamic particle systems created using Notch, 
the super large canvas management and playback 
handled by disguise or the realtime world building 
carried out in Unreal, these platforms have proven 
time and time again to be the tools our clients 

most from them.”
Another effective creative storytelling tool which 

past is automated lighting. “We are often responsi-

automated lighting creatives usually want to have 
more granular control than we can typically offer 
with video-based solutions,” says Galler.

“However, we will sometimes do a data merge, 
where we send colour information from videos to 
moving lights and the rest of the information - such 
as position, intensity and gobo - will be sent from 
the lighting console and merged with our colour 

data.”

A new focus on tools and content
The advent and renaissance of realtime rendering 
has already impacted on the entertainment sector 
as a whole and will increasingly continue to do so, 
according to Galler. He believes the effect on the 
wider AV market is most noticeable in the speed of 
content creation and iterating of creative using 
tools, such as Notch.

“The unknown future demand for AR and XR 
technologies in live production will be a dominant 
force in driving the need for realtime techniques 

market,” he says. 
“In the near future owning an LED stage will be 

commonplace and productions will consider 
shooting on LED the new normal. 

“When that happens, there will be a newfound 
focus on tools and content, and an entire ecosys-
tem of service and service providers centred 
around using in-camera VFX. This might sound 
far-fetched, but I believe this will be the reality in 

“In the near future owning 
an LED stage will be com-

monplace and productions 
will consider shooting on 

LED the new normal. When 
that happens, there will be a 
newfound focus on tools and 

content.”
Philip Galler
Lux Machina

Recent projects completed using techniques the 
team at Lux Machina developed include Solo:A Star 
Wars Story, Star Wars: Rise of Skywalker, Martin 

The Irishman and upcoming 
 Top Gun: Maverick
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Contacts
www.luxmc.com

www.disguise.one

www.notch.one

www.unrealengine.com

roevisual.com

www.panasonic.com




