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Computer Animation: All visual elements were created by me. Some designs created by
me, other designs created by the story department of 3dh Entertainment. Approved by the
Director of the production pipeline at 3dh Entertainment.

Software

Autodesk Maya, Pixologic ZBrush, and Skymatter Mudbox

Elements

3d Modeling, Rigging/Set-up, Art Design, and Conceptualization

Character 1: Hyper-Real Multiped

e Designed and conceptualized face and body. Props referenced from Weta Digital.
e Modeed al surfaces with polygons and Nurbsin Autodesk Maya.
e Digital Sculpting in Pixologic ZBrush.

Character 2: Hyper-Real Hard-Surface Biped

e Designed and conceptualized body and mechanics for a professional
Production.

e Modeled al surfaces with polygons and Nurbsin Autodesk Mayafor a
Professional production.

e Developed and applied biped and mechanica animation rig for a professiona
production.

e Modeled facial blendshape library for a professiona production.

Character 3: Hyper-Real Biped

e Designed and conceptualized body. Clothing and props referenced from
photographic material.

e Modeled al surfaces with polygons and Nurbs in Autodesk Maya.

e Digital Sculpting in Skymatter Mudbox and Pixologic ZBrush.
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Character 4: Stylized Hard-Surface/M echanica

e Modeled al surfaces with polygonsin Autodesk Maya for a professional
production.

Character 5: Stylized Organic Biped

e Modeled al surfaces with polygonsin Autodesk Maya for a professional
production.

Character 6: Stylized Hard-Surface Biped

e Modeled al surfaces with polygonsin Autodesk Maya for a professional
production.

Character 7: Stylized Organic Multiped

e Modeled al surfaces with polygonsin Autodesk Maya for a professional
production.

Character 8: Stylized Winged Multiped

e Modeled al surfaces with polygonsin Autodesk Maya for a professional
production.

Prop: Hard-Surface M achine/M echanical

e Designed and conceptualized mechanics in a professional
Production.

e Modeed al surfaces with polygons and Nurbs in Autodesk Mayain a
Professiona production.

e Developed and applied animation rig for a professional production.

Environment: Organic and Hard-Surface Elements

e Modeled al surfaces with polygonsin Autodesk Maya for a professional
production.




