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Resume

▪ Education
▪ 2022 – 2026 | M.Sc. Computer Science – Technical University of Munich
▪ 2018 – 2022 | B.Sc. Computer Science – Technical University of Munich

▪ Professional Life
▪ 2024 – Now | Full Stack Developer - CreatiF Center/University of 

   Television and Film Munich (HFF München)
▪ 2021 – 2024 | CTO – Mycros
▪ 2023 – 2024 | Teaching Assistant - Technical University of Munich
▪ 2021 – 2022 | Director of IT – Studenten im Olympiazentrum e.V. 
▪ 2020 – 2021 | Full Stack Developer - Usersmagic
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Film Production meets 
LLMs
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Improvement of Effects in Films
• Practical Effects (since the beginning of filming)
• Optical Effects and chroma keying/green-screen technology (1960s – 1970s)
• Computer Generated Imagery (1990s)
• Integration of 3D CGI elements with combination of green-screens (2000s – 2010s)
• Virtual Production (2020s)
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Virtual Production

• A production technique 
involving an LED-Wall and a 
Game Engine

• In camera visual effects (icvfx)
• Adding effects at pre-

production instead of post-
production

Virtual Production Set at CreatiF Center/HFF



Virtual Production
• Relatively new concept 
• No well defined best practices
• How to approach from idea to the film concept
• How to approach from scenes in the script to the assets in the 

game engine



Solution
MOVIE SCRIPT EVALUATOR
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Movie Script Evaluator

LLM

• Reads the film 
screenplay

• Extracts VP relevant 
items

• Compares it with the 
existing assets

• The scenes in the 
screenplay are built 
with a game engine

• Provides the existing 
assets

• Maintains and 
manages the assets in 
the project

• Intermediate layer 
between the game 
engine and the LLM

• Provides a GUI for the 
user

• Movie-Script-Evaluator 
is a module inside of 
Pix-e

Game Engine Pix-e



Software Architecture



Screenplay Upload

Overview of an Empty Project Inside of Pix-e/Movie Script Evaluator



Analysis of Screenplay

Screenplay Analysis Overview Inside of Pix-e/Movie Script Evaluator



Recommendations of LLM

Display of the Recommended Assets by Movie Script Evaluator



Analysis of Missing Items

Output of Missing Items Analysis



Experiments
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▪ LLMs:
▪ GPT-4.1
▪ Gemini 3 Flash
▪ Llama 3.1
▪ DeepSeek-R1
▪ Gemma3:4b
▪ Gemma3:12b
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Evaluation of the Tool

▪ Screenplays:
▪ Tokyo At Night (2026)
▪ September 5
▪ The Seed of the Sacred 

Fig

Technical Evaluation – Comparing the tool among different screenplays and LLMs
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Methodology, Ground-Truth 
Annotation
▪Well-defined process in classical film production

▪ Reading the script and tagging elements to create a 
shooting plan

▪ LLMs tagged the screenplays specifically for 
virtual productions needs

▪ To be able to have comparability, those items 
are tagged manually, then it is compared with 
the outputs of the LLMs
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Screenplay Analysis

Percentage of successfully detected items per LLM
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Screenplay Analysis

Confusion matrix components (TP, FP, FN) and derived precision, revall and F1-Score for each 
evaluated LLM regarding screenplay analysis
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Screenplay Analysis

Comparison of relevant items generation based on LLM and film screenplay
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EVALUATING SCREENPLAY 
ELEMENTS WITH THE ASSETS
▪ The models try to find corresponding Unreal 

Engine assets for the screenplay elements
▪ There are few elements in the screenplay and we 

have a huge asset data library
▪ The system gives a recommendation list of the 

existing assets and also indicates which of the 
elements in the script do not exist in the asset 
library
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Evaluation of the Assets

▪Only 3 models were able to produce results:
▪ GPT 4.1
▪ Gemma3 12B
▪ Gemini 3 Flash
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Evaluation of the Assets
(Found Assets)

Comparison of recommendation list generation based on LLM and Unreal Engine project



Feedback of the 
Professionals

Off the record…
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I asked to the VFX professionals 
working at the Film University
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I asked to the VFX professionals 
working at the Film University
▪ It is a useful tool
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I asked to the VFX professionals 
working at the Film University
▪ It is a useful tool
▪With that, we can save time on film projects
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I asked to the VFX professionals 
working at the Film University
▪ It is a useful tool
▪With that, we can save time on film projects
▪However, it needs some advancements…
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Future Work

▪Visual Analysis and Automated Asset Tagging 
leveraging

▪Auto-visualization and scene creation inside of 
the Unreal Engine

▪ Integration to the Existing Asset Libraries
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Thank you!



www.creatifcenter.com

@hff_creatif

@HFF CreatiF Center

LETS KEEP IN TOUCH

c.bilgin@hff-muc.de
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