Showreel Breakdown – Martin Blunden

Hydro Thermal Vents – For Draining the Ocean. - National Geographic

Required to track studio footage with actor and physical props, then build replicas of the vents for foreground and background replacement. Footage was tracked in pfTrack, needing corrections for barrel distortion and lots of manual cajoling. Camera was then hand animated past the crane move to go up over the landscape. Vents were modelled in Zbursh and textured in photoshop, rendered with mental ray.

Cessna Shots – For Draining the Ocean

Cessna was modelled, textured, lit and rendered in maya, landscape was made in terragen

Cave Shot – Peoples Millions

Was required to re-create a flooded cave system. Base mesh made in maya from lidar scan data, this was then taken into Zbrush for detailing and texturing. Lit and rendered in Mental Ray. The cardboard cut-out person was replaced with footage in a later version.

Shark Shot – Hammer Head Highway

The shark model was adapted from an old library archive, it required re-topologising, uv'ing and texturing. The coral reef base meshes were made in maya and detailed in zbrush matching specific photo references for types of growth and patterns. Lit and rendered with mental ray.

Cosmic Zoom – Britain From Above – BBC1

One of three cosmic zooms from helicopter footage of Andrew Marr up to a global view of the UK. Numerous problems had to be overcome with this shot due to the motion of the helicopter and the takeover point of the CG. The footage was tracked in boujou then the camera move extended and smoothed in maya, the main building was placed on a card to carry on the parallaxing as was the trains movement.

Neurons – Music Instinct

Required the modelling of a dense Neuron field in Maya with an electron microscope look. A still is included of this showing much greater detail.

Floor Replacement – Dino Autopsy

Footage was tracked in boujou and an accurate floor replacement made from the resulting point cloud. This was then textured and lit to match the background plate to allow a realflow simulation to be comped over the top. Rendered with renderman for maya.

Ocean Ranger

Texturing and lighting oil rig model, rendering multiple layers for comp.

