Reel breakdown

(first shot of the "Dragon’s Hunters” part)

(first shot of the "The True Story of Pussn
Boots” part)

(first shot of the "Preferably Blue” part)

(forst shot of the "Bolides” part)

(first shot of the "Exit Exit” part)

01 - “Dragon’s Hunters” - October 2007 to January 2008 - MacGuff Line - feature
animation movie.

For all the shots, I did : lighting (characters and sets), and rendering.

Softwares : linux and owner softwares for the lighting, the rendering and the assets
manager.

02 - "The True Story of Pussn Boots” - January 2008 to November 2008 - Studso
Delacave - feature animation movie.

For all the shots, I did : lighting (characters and sets), rendering (with all the common
passes like Beauty pass, Shadow and Ambient pass, Occlusion pass, Zdepth pass,
Normal pass, Motion Vector pass, Masks passes, ... ), and compositing.

Plus, on the third shot, I did : sets modeling.

Softwares : Maya for the modeling, owner softwares for the lighting, the rendering and

the assets manager, Fusion for the compositing.

03 - Watercolour - January 2007 - personal painting.

04 - "Preferably Blue” - May 2009 to October 2009 - Yukfoo - short animation movie.
For all the shots, I did : lighting and lights setup (characters and sets), rendering (with
all the common passes), compositing and color grading.

Softwares : Maya for the lighting, Mental Ray the rendering, Nuke for the compositing.

05 - "Bolides” - September 2006 to June 2007 - Supinfocom - final student project -
directed by Frangois-Xavier Bologna, Théophile Bondoux, Charmette Lyonel, and
Vincent Le Ster.

We wrote, directed, and edited the movie alltogether.

Then, for all the shots, 1 did : Alphonse’s character design (the taller one), characters
modeling, color script, set modeling, texturing, shading, lighting and lights setup
(characters and sets), and rendering (with all the common passes).

Softwares : 3DSMax for the 3D part, MentalRay for the rendering, Adobe Photoshop
and Lllustrator for the 2D part, Adobe Premiere for the edit.

06 - "Exit Exit" - November 2008 to September 2009 (work in progress) - personal
project.

For all the shots, I did : everything, except character animation (>> original idea,
script, color script, design, direction, production, layout, modeling, texturing, rigging,
dynamics, hair and fur, shading, lighting, rendering, compositing, editing, and sound).
Softwares : Maya for all the 3D part (except for the unwraping that I did with Modo),
Modo, Photoshop and Illustrator for the textures, Mental Ray for the rendering, Nuke
for the compositing, Final Cut Pro for the edit.



