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REEL BREAKDOWN





( Except for a few cyberscan and stock models, I generated all of the material on my reel.  This includes modeling, rendering, texturing and lighting, character setup, dynamic simulations and compositing.  The 3d software programs used were various versions of Maya and invigorator along with Maya’s native renderer.  (The Global Illumination, final gathering and HDRI capabilities of Mental-ray proved to be too time consuming to be used on most production pieces.)  Texturing was achieved in a variety of ways including hand-painted Photoshop, and painter textures, manipulated photographic images, 3d painted surfaces using DeepPaint and procedurally based algorithms such as fractals and volumetric shaders.  Lighting was achieved through a combination of point, spot and area lights.  Key lights, multiple fills, bounce lights and backlights were all implemented.  All shadows were created using either blurred depth maps or texture-mapped spotlights.   Reflection mapping was used on most shiny surfaces to eliminate or reduce the need for ray tracing.    After effects was the main software package used for any compositing.  Most of the pieces on my reel are fairly self-explanatory so I will only go into detail on some of the snippets I feel require some extra information other than what I have already provided above.  If required however, I can provide full details on any of the pieces you see on my reel. 











Piece number 4:  Miami Dolphins Jumbo-tron Animation  -  Due to project time constraints, the dolphin model used was a stock model without any character rigging or texture mapping.  Other than that, everything else is mine.  The caustics were generated with water footage processed in After Effects and applied as a spotlight gobo with volumetric fog.    I performed UV mapping, rigging, created the textures for the dolphin, modeled the fish and environment and keyframed the animation using clusters and spline Ik solvers.  Items were set into different render layers and composite with different effects and photographic textures to produce the ocean-like atmosphere.





Piece number 9:  Night-time tree house environment  -  This piece made use of traditional lighting made more dynamic by the application of spotlight gobos duplicating leaf and branch shadows.  I found that the only way to project accurate shadows from gobo maps was to make sure that that depth of field was simulated in the map itself.  This was done by duplicating the cast shadow layers in Photoshop, slightly blurring and fading each one behind the other to achieve the effect of shadows cast from multiple distances.  The map was then flattened and then applied to the spotlight in the 3d scene giving the illusion of true shadow casting.  I have found that even simple scenes benefit greatly from the addition of shadows with simulated depth-of field.





Piece number 17:  MIB (Men in Black) aliens in ride car -  These models were polygonal scans of foam cast maquettes.  I performed polygon reduction and set up character rigs lighting and animation for 3 of the six characters.  I also performed several pre-visualization animations to check audience head position while riding the attraction.  (Pre-viz not included on reel.)      


 


       





