Christopher Livesey   
         Shot Breakdown       

chris@kaiten3d.com

Project: The Pirates: In an Adventure with Scientists!
Company: Aardman Features Ltd.
Role: Senior CG Modeller
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A01:

Modelling/Texturing of Cliffs and Rocks behind Ship, plants and numerous buildings.
Responsible for the layout of Island. Modelled Island land geometry, positioned trees, plants and buildings.
Directed other artists working on environment elements to ensure a cohesive final result.
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A02:

Modelling and Sculpting of Rocks. This example is a digital double of an on set model. Modelled in Maya, sculpted in MudBox.
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A03:

Modelling, Sculpting and Texturing: Cliff Model. Part of Island set for full screen shot. Plants and jungle vines modelled and positioned on the cliff. This asset had to work for a number of shots from varying angles.

A04:
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Modelling/Texturing: Airship Asset. Digital Double of physical model.

A05:
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Modelling/Texturing: Airship digital Double. 

Technical modelling: Assisted with the main Battle Ship Model by cleaning and optimising the Hull geometry in order for it to be an efficient and usable asset.
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A06:

Modelling/Texturing: Airship Digital Double. Took on set measurements and texture reference. Modelled clean and optimised geo in Maya, textured in MudBox and PhotoShop.
Project: F4U-1A Corsair
Personal Project

Modelling/Texturing/Rendering
B01:
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High Resolution modelling exercise. Incorporating all visible parts of the air-craft from engine parts to detailed cockpit. Fully optimised geometry comprising of subdivided quad polygons.
Project: WarDevil (Videogame/Film Hybrid)

Company: Digi-Guys Ltd.
Role: Hard Surface Modeller 

C01:
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Modelling. Plasma Tower Asset. Modelled highly detailed and optimised panel sections. Worked with team members to ensure a cohesive final model.
C02:
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Environment Modelling. Modelled individual hi-res tiles environment assets with other members of the team. Created clean optimised hi-res assets that could be used for baking down to game assets. Final baked and surfaced assets seen in this shot. 
C03:
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Modelling: Gun Ship Asset. Modelled underside of vehicle and gun turret. 
C04:
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Modelling. Gun turret from previous vehicle. Modelled and optimised geometry. Created test animation for proof of concept. 

C05:
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Modelling: Fuel Tanks Asset. Modelled clean and optimised geometry. Created variations of tanks and positions to be reused around the environment. 
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C06:


Modelling: Landing Platform Environment. Modelled fuel tank assets and sections of the platform as part of the Hard Surface Team.
