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Feature Film FX Reel - 2009


Shot Breakdown
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Explosive particle effects to match in-camera practical effects





Environmental dust using sprites and volume shaded particles


AVP: Requiem
Nuclear blast effects done with Maya Fluids, volume shaders, and particles





Hospital destruction also includes Paint FX instances and procedural shattering


Shooter

CG smoke added to practical chopper using Maya particle cloud


FF2: Rise of the
Invisible Girl's force field effect using deforming geometry and custom shader


Silver Surfer


X-Men 2

Storm's tornado





CG darts, dust, and debris





Ash breath effect using Maya Fluids and particles





CG sparks


AVP: Requiem
CG smoke trails, impact dust and debris using particles and custom volume shader


Jumper

Bubbles and underwater jump effect using particles and Maya fluids


FF2


Particle enhancement for the water and mist fluid simulations





Comet trails and Johnny Blaze flame trails using particles and instanced soft bodies





Desert impact done with Maya particle cloud
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Particle effects for rhino interaction





Dust using procedural sprite system I developed


Narnia

Part of larger team creating and animating massive agents


The Seeker:

CG bird rig developed and shaded by me


Dark is Rising
Fast instancing system setup of large quantities and flocking





Flying birds turn dissolve into water


Venom

Snake rigging with multiple types of motion (slither, coil, striking)





Interactive water effects using particles and Maya Fluids and Realflow


The Fog

Living fog effects completed in Maya using Maya Fluids and some particles


Aeon Flux

Smoke, gas, and explosive effects using Maya particles





Wall destruction done with rigid body simulations (as base) and instanced particles


Helen Of Troy
I was supervisor on all CG boat sequence





Developed sail rig system, paddle rowing system, wake system





Lighting and shading of boats and CG water

