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Shot List for George Krauter's Demo Reel

Shot 1: Old Boot

The boot was modeled from life in Lightwave Modeler using polygons/sub-ds.

The UV spaces were set up in both Lightwave Modeler, Maxxon BodyPaint 2.0 and Maya. The UV texture maps were painted by hand from life in BodyPaint 2.0. The turntable render was done using the FPrime renderer. 

15,885 Sub-D patches.

Shot 2: Old Tools

The tools were modeled in Lightwave Modeler using Poly/Sub-D techniques with exception of the column which was modeled only with polygons. The woodwork and pliers were UV mapped in Maya and BodyPaint. The Vice was UV mapped pre-bodypaint entirely with Lightwave Modeler's built-in UV tools and photoshop.

The render was done with FPrime.

The Vice consits of 1,599 Sub-D patches and 5,064 polygons

Shot 3: The Rook

The Rook is a wooden vehicle that floats freely in a zero-g environment. It was modeled only using polygonal techniques and was UV mapped in both BodyPaint and Lightwave Modeler. All of the UV maps were painted by hand in BodyPaint. The render was done with FPrime.

257,521 polygons.

Shot 4: Early Earth

The Earth is shown as it may have looked in its early history--covered with craters. Both the Earth and the ringed moon are hand painted camera maps projected from separate cameras onto spheres. The asteroid was rigged with a particle emitter to simulate the effects of burning in the atmosphere. Several passes were rendered to make animated alphas that allowed for certain layers to composited so that they behave like shock waves, fire etc. The conical debris created by the asteroid impacting the earth was created with morph targets and procedurals set up to use world space (as opposed to object space) to create the effect of trailing debris.

Shot 5: Rook and City

The Rook is the same model as seen in shot 3. The city behind it was modeled entirely with polygonal techniques and UVs were set up in Lightwave and BodyPaint. All of the buildings were cloned using a variety of techniques that achieved a sort of "UV instancing" that allowed one UV map to cover hundreds of clones, thus reducing production time. 

1,680,916 polygons.

Shot 6: Early Earth Breakdown

This is a deconstruction of shot 4 that was achieved by turning each rendered layer pass into a 3d layer whose position was animated along the z-axis in After Effects. Some layers whose frame number or in point differs from the others may seem  to vanish during this sequence.

Shot 7: Early Earth Matte Painting

A high resolution camera map was needed for this shot, so a 2000 pixel wide image of a sphere using a crust shader in its bump attribute was rendered. This crude render was hand painted in PhotoShop to add variety to

the craters and canyons. The completed image was camera mapped onto a sphere in the scene in shot 4.

Shot 8: Boot Close Up

A very close render of the boot in shot 1. Rendered with FPrime.

Shot 9: Boot 3d Wipe

The boot from shot 1 was rendered with a gray surface for one pass and a wire frame for another. Each pass is revealed by an animated alpha that was made by projecting an image onto the model in its luminance attribute and animating the its postion. The separately rendered passes were used ti reveal the separately rendered passes in After Effects.

Shot 10: City Close Up

Close up render of shot 5.

Shot 11: City on Ice

The city was modeled with Lightwave Modeler and the ice was modeled with Maya. The city and the ice were textured with hand painted camera maps that were projected onto the geometry with multiple cameras. The specular highlights and atmospheric effects were rendered in Electric Image Universe. All other layers were rendered with Lightwave's built in renderer. All the layers were composited together in After Effects.

Shot 12: Asteroids

The asteroids were modeled with Amorphium Pro and textured with layered shaders in Electric Image Universe. All of the animation was set up in Lightwave and rendered in Electric Image Universe. The effect of the asteroids breaking apart was achieved by using boolean operations on the asteroids to create the broken fragments. The fragments breaking motion was animated by hand.

Shot 13: Coelacanth

Modeled in Lightwave with Sub-Ds. UVs were set up in Lightwave Modeler with the built in UV tools. All maps were hand painted in PhotoShop. Rendered with FPrime.

2,020 Sub-D patches.

Shot 14: Eurypterid

Modeled in Lightwave. This is the only work in progress on this reel; the UVs will be set up in BodyPaint and displacements will be made with ZBrush. Rendered with FPrime. 

6,415 Sub-D patches.

Shot 15: Yankee Shadow

Modeled in Lightwave. UVs were set up in Lightwave and BodyPaint. All textures were painted in BodyPaint. Rendered with FPrime.

Shot 16: Logo

Modeled and animated in Lightwave. Rendered with Electric Image Universe. Lighting effects were rendered with animated maps in Electric Image that were composited together in After Effects.

Additional information: All shots on this reel were modeled, lit, animated and rendered entirely by George Krauter. After Effects was used in every shot to varying degrees. The final reel was edited in Final Cut Express.

