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Showreel Shot Breakdown





Turning the Pages


Client:  British Library


This is an amalgam of several different books re-created for the British Library.  All work in this shot is my own, apart from initial photography of the book pages.   These projects take an average of 6 working days





Ford Focus comp


Client:  Ford


All work in this shot is my own.   The animation and composition itself I did in about 4 hours, and rendered in FPrime using Monte Carlo radiosity the day before SIGGRAPH.





Sanxion


Client:  C64Audio.com


All work in this shot is my own.   This project took approximately 7 working days, including modelling, texturing, lighting, particle and volumetric work, minimal character rigging and various effects such as animating the HUD graphics in After Effects.  All shots were rendered in FPrime.





"Control" store visualisation


Client:  Smart Circle Retail


All work in this shot is my own, except for the mural on one wall which was supplied by the client.  Rendered using Monte Carlo GI in FPrime.   Job duration was 10 working days.





Fish


All work in this shot is my own.   I did this as a test for using G2 and Sasquatch elements and to play with a different type of character.   I spent about 4 days on this clip.





Bacteria


Client:  BBC Television


All work in this shot is my own.  The shot was in LightWave, with the "microscope lens" overlay added in AfterEffects.  This was just a 1-day shot, but features as I think it's quite effective.





White Knight II / VSS Enterprise


Client:  Microsoft/Virgin Galactic.


All 3D work in this shot is my own.   Background elements were taken from the Internet, Google Earth and from NASA archives to place the vehicle over Heathrow Airport.   Job duration was six days.   





World Cup Stadium


Client:  Spada Development


All work in this shot is my own.  The crowd elements were animated in After Effects, and the pitch is made grassy with Sasquatch.   Job duration was 10 days for 6 minutes of final renders.    


