Show Reel Shot Breakdown

Polar Express:

Senior Character Animator

Animated over 35 shots on show (one of shows leading producing animators)

Shots not yet release for portfolio, these taken from 1st trailer

Boy on Bed

Animated boy and aircraft, aircraft animation assisted by David Shaub)

Where?

Animated Boy and Conductor

Tamanana:

Animation Supervisor

Supervised entire animation pipeline, including all prepro, layout, mocap, setup, integration, animation, char fx, and shot TDs.

Godzilla:

Senior Character Animator

Animation Lead on Tunnel Shots and Cable Team

Character Setup Lead

Some shots used existing cycled walks and runs adapted for individual shot

Mental Ray Pipeline Development for Day Shots (later switched to Renderman)

(Note: sequence quality of transfer poor due to mixed format changes 24 FPS to 30 NTSC to 25 PAL)

Godzilla Breaks Through on Wall St.

Animation with Zack Hubber, Z-depth render

Foot Falls

Character animation

Lighting Mental Ray pipeline creation

Mental Ray skin rain shader

First sequence of finals in show

Madison Statue Sequence

Character animation

Godzilla Ducks from Rocket Attack

Character animation,

Godzilla Flips Tank

Character animation

Baby Zillas

Character animation

Godzilla in Tunnel Sequence

Character animation; lead on entire sequence

(contributing animators in sequence: Andy Jones head leaves and Matt Hackett claw shot)

Brooklyn Bridge

Cable animation lead for entire sequence

Sequence shows off envelope and character setup strengths

Final Fantasy

Senior Character Animator 

PNC Sequence Animation Lead

Crowd Software Specification Lead

Aki finds 5th Spirit in Plant

Aki character animator (MOCAP reference)

Aki Puts down container

Aki character animator with lip sync (MOCAP reference)

Promo shot used in many press and marketing materials

Climber and Climber Reaches Top

All background character animation, not the climber (Key Framed)

Reverse Angle on Climber

All background character animation, not the climber (Key Framed)

Ropes Deployed

Secondary character animation, primary animation done by others then handed off to me (MOCAP and keyframed reference)

Rope animation and interaction (Key Framed)

Rope Grab

Secondary character animation primary animation done by others then handed off to me (MOCAP and keyframed reference)

Rope animation and interaction (Key Framed)

Team Extracted on Ropes

Secondary character animation (MOCAP and keyframed reference)

Rope animation and interaction (Key Framed)

Scanning Room Sequence

Responsible for all Gray character and HoloGrays animation until he recovers (All Keyframed)

Panic Sequence

Animation Sequence Lead

Animated all phantoms (Key Framed), people (MOCAP Reference) 

and ships (Keyframed and dynamic simulation) in sequence except transport pilot and the phantom that kills him

Dynamic simulation used on part of ships impact to rooftop (Andy Jones Assist)

First use and implementation of Square’s Crowd tools 

Dream Sequence 

Phantom animation 

Completed all crowd shots in sequence except one (approx. 10 shots). 

Used keyframed phantom libraries from myself and Mike Kitchen

Did not animate Aki or Gray in this sequence

The Biggest Step

Visual Effects Supervisor

Supervised team of 50 Artists

MIPCOM Trailer Sequence October 2001

Opener

Digital birds over matte painting

Digital snake and lizard over 35mm backplates

Character Fight

Character animation mix of Keyframe and Mocap

Maya animation, fur and rendering pipeline, Shake compositing

Extensive use of Maya Paint Effects for terrain interaction

In house developed z-depth compositor with motion blur

Ice Planet

CG Supervisor

Co-VFX Producer (Sacha Bertram, Rebbeca Meyer)

Co-VFX Supervisor (John Schlag, mostly behind camera and pre-production, left project in early post)

Supervised team of 20 artists completing over 350 shots in 8 months

Developed in house asset tracking and shot database

Work from Polar Express, From Russia with Love and Superman Returns not yet released by client.

