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Demo Shot List

Clip 1: Mummy 3: Tomb of the Dragon Emperor

Work: Used an existing Motionbuilder to Maya pipeline for integration of motion     capture per direction of the visual fx supervisors. Edited and assembled motion capture moves in Motionbuilder for principle shots. Performed key frame animation where necessary. Staged shots with final moves for aesthetics and shot composition. 

 Clip 2: Satellite, NGTV launch trailer 


Work: Animated the Bill O’reily bobble head. Modeling supervisor for the 
modeling\texturing of the bobble head. 


Lower Third animation: Graphic switch for nationally aired spot on NBC's Extra


Work: Re-rig of arms for fk\ik switching, skinning of Costume, animation of 
shoaling rooster.

Clip 3: Lightning for exploding text

Work: Animated Lightning by key framing with several lightning passes using Mayas lightning effect.

Clip 4: Hill climb, Flag stab for NGTV launch trailer 


Work: character Animation, animation pipelined from Motion Builder to Maya. 
Skeleton creation and skinning. Pony tail dynamics as well as cloth dynamics for 
the flag using syflex.


Lower Third animation: Graphic switch for nationally aired spot on NBC's Extra


Work: Animation of Beaver, skinning of costume,  


(Did not do fireball or smoke effect)

Clip 5: Giraffe


Work: Animation with muscle jiggle and Skinning. (Rig is an early version of 
advanced skeleton biped retooled for Quad)

Clip 6: Conan Red Nails


Work: Animated both characters and horse according to x sheets and layout 
package.

Clip 7: Priest The Game, Tokyo Pop ip, Art institute project in the Unreal engine


Work: Animated and blended key framed cycles for the main character. Coat 
cloth animation is hand keyed using bones. Integrated character into the Unreal 
2k4 engine. I was the animation lead on this project organizing and executing a 
tight animation pipeline that utilized key frame animation for the main character 
and motion capture for the numerous zombie monsters.

Clip 8: Gun, Neversoft 


Work: Assisted with setup of motion capture equipment, logged motion capture 
shoots for select takes of body and facial capture. Cleaned up motion data of 
body, facial, and prop data for 1-5 person takes.

Clip 9: Tony Hawks American Wasteland, Neversoft 


Work: Assisted with setup of motion capture equipment, logged motion capture 
shoots for select takes for facial capture. Cleaned up motion data for facial 
captures.

Clip 10: Personal project action figure comes to life. 


Work: Performed and tracked motion capture of multiple moves and Blended 
them in motionbuilder. Imported final animation into Maya and hand tracked the 
camera to match live plates. Composited the project in Shake.

Clip 11: Personal project Talking Dog. 


Work: Shot and edited video footage. Modeled, textured, and lit the dogs lower 
jaw in Maya. Hand tracked the camera and composited in Shake.

Clip 12: Intro clip for NGTV spot Alvin and the Chipmunks. NBC's Extra

Work: Animated rooster character. Modeled and textured DJ booth and headphones, Re-rig of Roosters arms for animation, 

Clip 13: Game On Mutha Fucka,Intro NGTV (Microsoft XBOX 360 collaboration)

Work: Animated NGTV logo ship, modeled and textured Halo 3 logo for "Featuring Halo 3" tag(Did not do explosion). Character animation, skinning, and prop rigging for end title. 

This is from a larger piece where I was a key person in designing the aesthetic content for this peice. storyboards and animatic. Additional Character animation, cloth, and ponytail dynamics. Directed animation, modeling, dynamics and other aesthetics for quality and continuity.

Clip 14: Mummy3  

Work: Edited and assembled motion capture moves in Motionbuilder . Helped create and worked in an Endorphin to Motionbuilder pipeline for dynamic biped simulation for creature and plane impacts. Some severed parts were hand keyed. (Main creature was created by other artists at Rhythm n Hues)

Notes: With the exception of those noted no models were created by myself. While at NGTV I also was the 3d lead and directed numerous pieces of animation, dynamics, and look of other content as well as implementing a lot of my own ideas and concepts into projects. I am familiar with and used light Mel scripting in the daily workflow as well as mel scripting a small but effective render software. I was also in charge of the rendering and delegating of final renders. 



