Shot Breakdown

Runtime 2:10 minutes
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Bolt: Chase Scene (multiple shots)

Title: Lighting/Compositing Artist

Description: Character and set lights were adjusted for better coverage and
shadowing; point based indirect bounce and occlusion; reflection rig setup for scooter
and biker-ninjas; characters and backgrounds were broken down into their component
AOV'’s for multi-pass compositing; shadow contamination, lens flares and VFX
elements were added in the composite.

Software Used: Maya, Renderman, Shake

Bolt: RV Park Scene

Title: Lighting/Compositing Artist

Description: Character and set lights were adjusted for better coverage and
shadowing; point based indirect bounce and occlusion; characters and backgrounds
were broken down into their component AOV’s for multi-pass compositing.

Software Used: Maya, Renderman, Shake

Bolt: Mobile Home Scene

Title: Lighting/Compositing Artist

Description: Mittens and set lights were adjusted for better coverage and shadowing;
Bolt lit from scratch; point based indirect bounce and occlusion; characters and
backgrounds were broken down into their component AOV'’s for multi-pass
compositing; glows and edge wrap added in the composite.

Software Used: Maya, Renderman, Shake

Bolt: Agent and Penny Scene

Title: Lighting/Compositing Artist

Description: Character and set lights were adjusted for better coverage and
shadowing; special shadow rig set up for Penny’s hair; rib boxes added to control
video screens self-illumination; point based indirect bounce and occlusion; characters
and backgrounds were broken down into their component AOV'’s for multi-pass
compositing.

Software Used: Maya, Renderman, Shake

Bolt: Sidewalk Scene

Title: Lighting/Compositing Artist

Description: Character and set lights were adjusted for better coverage and
shadowing; rib boxes added to control wall shader and Mittens fur sheen; point based
indirect bounce and occlusion; characters and backgrounds were broken down into
their component AOV’s for multi-pass compositing; shadow contamination, added in
the composite.

Software Used: Maya, Renderman, Shake

Bolt: Island Base Scene (2 shots shown)

Title: Lighting/Compositing Artist

Description: Character and set lights were adjusted for better coverage and
shadowing; rib boxes added to control catwalk shader; elevator rendered in floating
point for greater control in the composite; reflection rig setup for catwalk, elevator, and
henchmen; point based indirect bounce and occlusion; characters and backgrounds
were broken down into their component AOV’s for multi-pass compositing; reflections
dialed, and glows added in the composite.

Software Used: Maya, Renderman, Shake



Monster House: Neighborhood Scene (multiple shots)

Title: Lighting/Compositing Artist

Description: Global lllumination lighting; fills, rims, and bounce lights added for
characters and backgrounds; AOV's rendered for multi-pass compositing; glows, lens
flares, rack focus, and atmosphere added in the composite.

Software Used: Maya, Arnold, Bonsai (Sony Proprietary)

Monster House: Construction Site Scene

Title: Lighting/Compositing Artist

Description: Global lllumination lighting; fills, rims and bounce added for characters
and backgrounds; shades adjusted in the render; AOV'’s rendered for multi-pass
compositing; glows, rack focus, and atmosphere added in the composite.

Software Used: Maya, Arnold, Bonsai (Sony Proprietary)

Happy Feet: Elephant Seal Scene

Title: Lighting/Compositing Artist

Description: Character and set lights were adjusted for better coverage and
shadowing; rib boxes added to control feather and seal skin shaders; point based
indirect bounce and occlusion; characters and backgrounds, were broken down into
their component AOV’s for multi-pass compositing; depth, atmosphere, and VFX
elements were integrated in the composite.

Software Used: Maya, Renderman, Digital Fusion

Happy Feet: Serenade Scene

Title: Lighting/Compositing Artist

Description: Character and set lights were adjusted for better coverage and
shadowing; rib boxes added to control feather shaders; point based indirect bounce
and occlusion; characters and backgrounds were broken down into their component
AOV’s for multi-pass compositing; depth, atmosphere, and VFX elements were
integrated; character coloration controlled vector mattes, in the composite.

Software Used: Maya, Renderman, Digital Fusion

Space Chimps: Multiple Key shots shown

Title: Lead Lighter

Description: Built character and lighting rigs for sequence; rib boxes added to control
character and object shaders; built reflection rig; point based indirect bounce and
occlusion; depth, glows, and VFX elements were integrated, in the composite.
Software Used: Maya, Renderman, Shake

Barnyard the Movie: Ben’s Death Scene (multiple shots shown)

Title: Sequence Lighter

Description: Built character and lighting rigs for sequence; overrides added to control
character and object shaders; atmosphere, glows, and VFX elements were integrated,;
storm clouds and lighting animation added in the composite.

Software Used: Softimage XSI, Mental Ray, Digital Fusion
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