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INTRODUCTION

DISCOVER HOW THE DESIGN INDUSTRY IS GEARING UP FOR 2017

A

T THE start of 2017
Creative Bloq surveyed
the opinions of 147
creatives, working across a
number of design disciplines,
in a diverse range of roles—
from the likes of creative
directors, right up to CEOs.
We wanted to gain an insight
into the challenges that
designers face from a tech
perspective, and provide an
overview of what the next 12
months might bring.
In this 11-page report we
bring you the results of this
survey, but also speak to
leading figures within the
design industry about their
tech challenges, and how they
are overcoming them. Also,
we reveal the new technology
that’s making its way into the
UK’s leading agencies.

RADEON PRO
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barriers on page 11
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41

PER CENT
are using VR/AR
as part of their
business strategy

VR HAS
IMPACT

HOW NEW TECH IS BOOSTING BUSINESS

I

N OUR interviews we found
that 41% of respondents were
already implementing Virtual or
Augmented Reality as part of their
business strategy, with a further
53% planning to do so over the
next 18 months.
And these numbers are
especially interesting when viewed
alongside the findings of last year’s
Future Workforce Study, which found
that 69% of the millennial workforce

OR AREA SQ, a company that
specialises in office design and
refurbishment, VR has enabled
them to introduce a new dimension of
customer service, and showcase its work
in a way that could never have been
imagined just a few years ago.
“VR has had a huge effect on how we
work,” explains Dan Callegari, London
Design Director at Area Sq. “From the
early stages, all the way through a project.

opportunity for the company to embrace
innovation.
“We can engage with a client at a really
early stage, and really get them involved
at the concept stage of a project to create
an iterative process,” says Callegari. “We
can take VR to our audience, right from
an empty shell, all the way through the
concept stage, on to development, and
then finishing with the final pitch and
presentation. It’s a phenomenal tool for us.”
VR is a natural extension of Area Sq’s
current client offering. It works with
various levels of VR, depending on the
project it’s involved with. Sometimes
it might involves mobile VR,
presenting a static 360 degree
environment, and other times it
may be delivered via Unreal Engine,
which is a real-time games engine,
where they can actually move
around their space. But the tech
can never overshadow the creative
process.

We pride ourselves at Area Sq on driving
the way forward in design, and one of
our pillars is innovation. So VR fits in
perfectly.”
According to Callegari, what’s important
for Area Sq is that they “always be
challenging what’s now, what’s new, and
what’s next”. And VR was a fantastic

“It’s important for us to have
VR-ready machines,” explains
Gary Hunt, Head of Visualisation, Area Sq.
“This way, we can just pick up a piece of
equipment as a creative; we don’t want to be
thinking about what’s inside the machine,
or how it runs, we want to be able to plug
the VR accessories in, and go with it!”

VR HAS TRANSFORMED
AREA SQ ACCORDING TO
DAN CALLEGARI

F
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VR & AR

expected to be working in a smart office
within the next five years. Furthermore,
63% of millennials and 55% of those
over 35 indicated a preference to having
better technology at work, such as VR
and IoT, to low-tech perks such as ping
pong and a juice bar.
However you look at it, VR is far from
being a fad for many business and
employees, with companies such as Area
Sq gaining a competitive advantage by
implementing VR technologies.

“We pride ourselves at
Area Sq on driving the
way forward in design”
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SHOOTING
IN ULTRA HD
BIG INTERVIEW

FILM-MAKER PAUL WYATT ON BEING 4 AND 8K READY

A

S MONITOR and TV resolutions
continue to increase, the creative
sectors are having to constantly
evaluate their workflow and output
quality. In our interviews for the Future
of Technology white paper, we found that
8k photography and video was already
part of the business strategy for 40%
of respondents, with 51% planning to
implement it over the next 18 months.
However, with these increasing resolutions,
more strain is put on both your GPU and CPU as

What do you see
being the big tech
advancements in video
production in the next
12-18 months?
A couple of years ago 4k at a decent bitrate, and
in multiple framerates, was something out of the
grasp of most professionals—let alone consumers.
It involved having to
pay a premium for an
external recorder,
and having to

software has to cope with large projects, and
the increasing size of monitors—and multimonitor set-ups—puts more pressure on
display cards.
In this extended interview, we speak
to Paul Wyatt, a self producing
filmmaker, editor and director
who produces short films, TV
documentaries and promotional
films, about the challenges he
faces when dealing with high
resolution video.

jump through hoops trying to get a
non-linear editor to play nice with it.
But now cameras such as the Panasonic
Lumix DMC-GH5 and the fixed lens APS-C
sensor LUMIX DMC-FZ2500 are really raising
the bar when it comes to being able to
capture in-camera 4k, with no recording
time limits. That’s incredibly liberating
for a filmmaker or videographer,
because it means you carry less kit
around with you, but you’re not
compromising on the quality
of the material. We’re also
seeing the arrival of a 10
bit 4:2:2 colour space in the
latest cameras. This gives your
footage more colour information
to play with, so you can apply
heavy colour grading or perhaps
boost midtones of an underlit shot in
post. (8 bit 4:2:0 can fall apart a bit in
post, when heavy grades are applied to it.)

40

PER CENT
say 8k video or
photography is part of
their strategy

And does this bring any
challenges for you?
The big challenges of all these advances in camera
tech is developing a workflow which can deal

4
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I need, with the focus and exposure
support tools, without having to have
a raft of add-ons. I got tired of seeing
these “Frankencameras”, which were DSLRs
built up on ridiculously big rigs, with miles of
cables, monitors and external recorders sticking
out of them. There’s less need for that now, which
makes it a liberating time to be a self-producing
director and filmmaker. Creatively you can do more.
It’s that simple.
with the extra processing power for high resolutions.
Fortunately, non-linear editors like Adobe Premiere
Pro work with 4k natively. They can even produce
lower res proxy clips of your footage, if your system
doesn’t have quite enough horsepower to work on
full 4k clips on the timeline.

How has your
production work
changed over the
last few years, from
a tech and creative
perspective?
The tech has liberated creative thought. It also let’s
you do more with less budget. I still love working
with a crew and using the bigger more expensive
cameras (like the Sony FS7 or a Canon c400) but
all that gear can be intimidating for an interview
subject. It’s also generally more expensive and time
consuming to set up. The smaller, lighter mirrorless
cameras let me do more as a filmmaker, and help me
make the most of a limited budget. I can use a Sony
A7s ii, RX10 iii or a
Panasonic GH4 and
know I’m getting
the 4k resolution
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What challenges do
increasing video
resolutions pose
for you, and how
do you plan to
tackle them?
This year there’s been a real
demand to deliver work in 4k, so
upgrading my system has been a must
to handle video of that size running at
up to 250mbps.
Depending on your non-linear editing
system, some handle 4k better than others. If
I’m doing an assembly edit, perhaps
on a laptop, I’ll use a proxy
workflow in Premiere Pro. This
lets you create lower res files
to work with, which take
less processing power.
Then if I take that onto
my Dell Workstation
I can swap the clips
out to the higher res
versions.
It’s important to keep
an eye on future proofing
your work. I’m still asked
to deliver work at 1080p,
even though it’s been captured
in 4k. Typically this footage
is down scaled onto a 1080p
timeline, and then output. The future
proofing benefit here, though, is being able to open
that project up at a later date and drop that 1080p
timeline into 4k timeline, and scale it up to 4k.
Premiere and Final Cut make this very easy to do.
When it comes to capturing 4k footage on
the camera, focus assist tools are vital. I had a
film shown at Picturehouse Central in London’s
Piccadilly on a 40 foot screen, which can be a

68

PER CENT
say less than half of
their work is currently
produced in 8k
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being pushy. I opted for the Dell Precision Tower
7000 series, with an upgrade to the memory and the
UltraSharp 27” Monitor. It’s an investment, but one
I’m sure with a few tweaks will last just as long as
the previous setup did.

scary experience for any filmmaker, as flaws in the
image will be exposed for 300 people to see. At
4k resolution you’re thankful for focussing assist
tools, such as peaking on 4k cameras, or “punch in”
controls, which allow you to zoom into an image on
the viewfinder. In the future, with the uptake of 4K
TVs, it will give home audiences a greater level of
scrutiny.

What’s your current tech
set up?
I worked for years in creative studios, where video
was always considered secondary, the edit kit we
used was always lagging, with video stuttering and
rendering very slowly. When I started making my
own films, I wanted to be creative without all those
compromises, so I bought a Dell XPS 8300 system.
It seemed turbo charged at the time (Intel® Core™
i7-2600 Processor with 1TB Serial ATA), with a Dell
28-inch Full HD monitor. It lasted me a good five
years of making HD films, with a few upgrades. I
even made a half-hour TV quality documentary with
that set up. However, with the need to produce films
in higher resolutions, and at higher bitrates, I’ve
gone back to Dell for an update, because I like how
you can customise your order. They were helpful
in advising what I would need for 4k work, without

ABOUT PAUL WYATT
Paul Wyatt (www.paulwyatt.co.uk) is a self
producing filmmaker, editor and director who
produces short films, television documentaries
and promotional films.
You can view a film about Paul Wyatt’s work
at https://vimeo.com/162887004
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From a tech and creative
perspective, what
excites you most
about the next 12
months?
Back in 1960s short filmmakers
and documentary producers
celebrated the arrival of
the lightweight,16mm
film camera. It freed
them up to tell
stories on film, which
weren’t compromised
or limited to having to
lug around a huge film
camera setup. With the new
mirrorless cameras, stabilized
camera bodies, and 4k internal
recording I feel we’re in
a similar age of when it
comes to storytelling
in video, whilst
maintaining high
quality images.

51

PER CENT

say they will implement 8k
photography or video in
next 18 months
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70

SINGLE
SURFACE

2017 WILL SEE INTERFACES DOMINATE

PER CENT
plan to implement
single surface
interfaces in the next
18 months

A NEW
CANVAS
ARKET-LEADING, commercial
design and build business,
Area Sq, bases its business
around four pillars: innovation, design,
excellence of delivery, and relationships.
“These merge together to provide the
backbone of our business,” explains Sion
Davis, Managing Director at Area Sq.

“We think surface interfaces are the
next big thing,” explains Andrea WilliamsWedberg, Creative Director at Area Sq. “In
terms of collaborating with clients, showing
them something new, a product like the
Dell Canvas is so very easy to use. And to
have that bigger screen combined with
something that’s more tactile is great. You
can easily move images around via touch,
you and zoom in to your Cad models, and
you can get a team around to view the files
you’re working on at any given moment.”
Thanks to the nature of Area Sq’s
business, it often invites clients
into its office, to get a feel for
how they work. Clients are
shown around the offices, and
invited to walk the floor.
“They love standing over our
technical guys on AutoCAD, or

Supporting this commitment to
innovation is key, and reviewing how
emerging technology can provide Area Sq
with a competitive edge is a vital part of the
company’s DNA.

the 3D visualisers when they
are building up their models in
Max,” says Williams-Wedberg.
“We definitely think these
devices are the future.”

SURFACE INTERFACES ARE
‘THE NEXT BIG THING’ TO
EXCITE DESIGNERS

M
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O

VER TIME surface-based
interfaces have made
their way from mobiles, to
tablets, to hybrid devices, and
we are now at a point where
large format devices are viable
tools for creative professionals,
across a myriad of disciplines.
Undoubtedly, most studios will
already use tablet devices to better
showcase their work. But with the likes

of Adobe, Autodesk, and AVID creating
versions of their apps for use via surface
interfaces, creative content isn’t just
being viewed on these devices, it’s being
made with them.
In our technology report, there
was an eagerness to start using this
new technology, with 70% of those
questioned looking to include single
surface interface devices in their business
workflow within the next 18 months.

“We definitely
think these devices
are the future”
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“We are already
experimenting in really
interesting workflows”

A

Q&A

FUTURE
OF VFX

WE SPEAK TO MPC’S
DAMIEN FAGNOU
ABOUT RENDERING, VR
AND WHERE HE SEES
TECH GOING IN 2017

8

S TECHNOLOGIES such
as VR and increasing
resolutions put more strain
on your workflow, there is a constant
battle taking place between tech
adoption and pragmatism.
A majority of 63% of our respondents
in the Future of Technology 2017
Report claimed that GPU rendering
played a part in their current business
strategy, and 80% of those people
revealed that it had cut their render
times by more than 50%.
Finding that sweet spot between
price and performance is vital, and
in this Q&A we speak exclusively to
Damien Fagnou, Chief Technology
Officer at MPC Film.
MPC (Moving Picture Company) is
one of the world’s leading VFX studios,
having worked on movies from the
Harry Potter series to The Revenant
and The Jungle Book.
Fagnou and MPC use a mix of
hardware technologies, including

What are the key tech challenges
you face in the next 12 months?

many Dell Workstations and Precision
notebooks, to create their Oscarwinning effects. And in this Q&A we
discuss the tech challenges faced by
this global leader in the VFX industry.

Do you need to make changes to be
able to work more with VR?

Managing our increasing storage and
render needs is certainly one of the
complex tasks for very big studio like
us. So we continue to invest heavily
in rendering optimisation workflow
and our pipeline, to stay ahead of the
curve (via tech like Universal Scene
Description and VR).

What part, if any, do you see VR
playing in your VFX work in the
coming year?
We are already experimenting in
really interesting workflows, where
VR provides an interesting platform
for review of sets, and even in the
authoring of environments. This,
coupled with the increasing demand to
build a full VR interactive experience,
that complements the universe of the
film that we’re creating with a given
studio.

There is still a lot of things to solve
when looking at using VR for VFX
workflow. First the game engine
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63

PER CENT
say GPU rendering
is now part of their
business strategy

technology, although improved in the
past few years, is still not able to really
cope with the VFX assets. Also, most
VFX are done on Linux and both games
engines and VR headsets lack the full
support we need to integrate them
directly into our pipeline.
We are investing into many
different workflows, as well as
research to help improve this,
and we’re confident that in the
next 12 month the situation will
already be better.

What challenges do increasing
video resolutions pose for you in
your production work, and how do
you go about solving them?
Increased resolution does affect the
amount of details we need to put into
our models or textures, but generally
we have found good solutions for those
challenges over the years. The biggest
challenge of large resolution frames
is really in final rendering. All of the
VFX industry is now doing path tracing
(https://en.wikipedia.org/wiki/Path_
tracing), where the cost of a render
increases almost linearly with the
number of pixels—so 4k is 4x as much
as 2k in term of rendering time. As I’ve
mentioned, this leads to needing to be
very efficient in the rendering process,
both in term of workflow, but also raw
speed. We are also working with our
partner Technicolor’s research team on
de-noising and upscaling algorithms,
which are custom tailored to VFX
workflow.

Which department faces the
biggest tech challenges?
All the departments, really. Animation
need more characters on screen with
more detail, FX always want to run
bigger simulation, lighting want faster
render with more details etc. VFX is

still very much about creativity and
art, but everyone of those departments
want the technology to free them from
as many constraints as possible.

From a tech perspective, what
excites you most about the next
year or two?
Various technologies that have existed
for a while are now reaching a level
of maturation, which is going to
transform the way we work in VFX.
Of course, the Cloud being one of
the main ones. Now, we don’t just
have more computer or server capacity
available on demand, but the more
distributed and transient workflow it
enables will have big transformational
impact on our industry. Elsewhere,
technology like Deep Learning is
starting to redefine how we think about
solving problems in general.

What were the main challenges in
The Jungle Book, and how have
things changed in the last 15 years?
For The Jungle Book we had to create
many fully photo-real environments
that had incredible complexity and
richness, which had to be delivered
over the entire film, over 80 minutes of
VFX, and the world was populated with
100s of photo-real animals acting and
behaving completely naturally. This
would have been completely impossible
back in 2001. During those 15 years the
computing and storage available to us
has increased dramatically, enabling
us to fully ray trace those simulated
environments, creating billions of
polygons and curves. The Software
that run on those drastically improved
infrastructures has also evolved
incredibly, and is being delivered by
the broader VFX research community,
in-house dev teams, and VFX Software
vendors Like Pixar or Autodesk.

ABOUT DAMIEN FAGNOU
Damien Fagnou is chief technology officer at MPC
Film, which has been developing visual effects for both
television and movies since 1974.
You can view more of MPC’s work here:
www.moving-picture.com/film/
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ADVERTISING
15.6%

WE SURVEYED 147 PROFESSIONAL CREATIVES

ANIMATION
9.5%

1-50 83.7%

OTHER 52.4%

CHIEF MARKETING
OFFICER 9.5%

WHAT’S
THE SIZE OF
YOUR BUSINESS?

PRESIDENT 3.4%

CREATIVE
26.5%

63.9%

63.3%

53.1%

40.1%

51.7%

60.5%

DIGITAL MEDIA
12.2%
FASHION
6.8%
FILM
6.8%
JOURNALISM 2.7%

VR & AR

SURFACE 8K PHOTO/
INTERFACE
VIDEO

INVESTING IN NEW
TECHNOLOGIES
25.2%
COST-EFFECTIVENESS
OF SOFTWARE/
HARDWARE
PRODUCTS
27.2%
OTHER
2.7%
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70.1%

72.8%

WHAT’S
THE BIGGEST
TECH CHALLENGE
FACING YOUR
STAFF?

53.1%

Which tech do you plan
to implement in the next
18 months?

40.8%

Which tech do you
use as part of your
business strategy?

10
2.7 00+
%

HEAD OF IT/IT
MANAGER 12.9%

TECH USAGE

CYBER SECURITY
16.3%

B2B
13.6%
00
-10
50 3.6%
1

WHAT’S
YOUR JOB
TITLE?

CHIEF EXECUTIVE
OFFICER 21.8%

BROADBAND/WI-FI
CONNECTION/ SPEED 28.6%

DRONES

GPU
RENDERING

PRINT 2.7%
PUBLISHING 3.4%

78.2%

MOSTLY USE ADOBE

CREATIVE CLOUD

WHAT INDUSTRY SECTOR DO YOU WORK IN?

THE FACTS
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BREAKING
BARRIERS
AMD IS TRANSFORMING
ENTERTAINMENT WITH
ITS SSG AND WX CARDS

HE R ESU LTS of this year’s
Future of Technology Report
highlighted the everincreasing need for GPU, and with
its new Radeon Pro range, AMD is
further reinforcing its commitment
to set a new benchmark for the
creative industries.
“We announced a partnership with
AMD and Radeon technologies in
order to optimise Nuke for OpenCL,
so that our users, our community,
can work with AMD’s new product,”
explains Alex Mahon, CEO at The
Foundry. “What we saw in AMD was
an incredible commitment to the
entertainment industry. We saw a
partner that was willing to invest in the
community, and who was about raising
the creative bar for success.”
With its Radeon Pro range AMD
is providing a suite of cards that

Architect at RTG (Radeon Technologies
Group). “We have taken terabytes of
memory, and attached it to the GPU.
And with our SSG technology, you can
do 8k video editing in real-time, so if
you look at the framerate it’s able to
run at 90 frames-per-second, and at 45
gbps, straight out of the Radeon Pro
SSG.”
VR and high-resolution (4 and 8k)
video editing are driving this demand
for improved GPU, across multiple
industries. And the high-water mark
across each of these verticals is the
ability to edit in real-time.
“Grading 4k stereo VR material is
pretty demanding stuff. And when
you start throwing on multiple layers,
and doing compositing, and all that
other kind of work, it just bogs down
the system,” explains Lucas Wilson,
VR Producer Jaunt VR. “But as soon

addresses the full spectrum of creative
needs, from its WX Series workstation
GPUs, right up to its solid-state SSG
technology.
“The purpose of the WX series is to
create the most affordable workstation
for professional VR content creation,”
says Raja Koduri, Senior VP and Chief

as we started using the Radeon Pro, it
became a real-time tool, and things got
back to real-time again.”
Without exception, every visual
effects company and pre-vis house is
experimenting with VR. And at every
point it requires GPU.
“Game engines have become more
powerful, and more prevalent across
a number of verticals, and—in fact—
there’s an argument to say that we
shouldn’t even call them game engines
anymore, but simply engines,” says
Roy Taylor, VP of Content and
Alliances at AMD. “And whether you’re
an artist, a film-maker, or a gamemaker, we want you to be able to get
hold of the tools that can help you to
create and tell your story.”

ABOUT RADEON PRO SSG
The GPU is designed to handle enormous amounts of data. However, at the
system level, large data sets are not instantaneously available to the GPU.
The Radeon™ Pro SSG (Solid State Graphics) solution strives to move one
step closer to providing instantaneous access to these large data sets – as
explained in the article Breaking the Memory Barrier with Radeon™ Pro SSG
(http://radeon.com/en-us/radeon-pro-ssg/).
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