
S h o t  4 :  W o r m
This was part of a collaborative project where dust and debris was 
needed for added e�ect. A custom vex shader was used to create the dust.

Responsiblities: Dust/Mound Deformation/Debris
Sofware Used: Houdini 9.5, Shake

S h o t  3 :  C r o w d
This was another shot done at Side E�ects. A particle system was using to drive 
the velocity of the characters while motion capture data, in conjunction with
Houdini’s auto rig, was used to drive the animation. CHOPs was also used to o�set
the characters so that they didn’t look uniform when running.  The dust was created
a using sprites and the default dust pu� material.

Responsiblities: Everything
Sofware Used: Houdini 10

S h o t  1 :  T o w e r

This is a collaborative project that involved many people. I was brought
in as one of the people to make the fur in this project. A custom fur tool 
was created to give the fur artists the �exiblity to customize length and 
angle by using paint SOP’s. 

Responsiblities: Everything except for the model
Sofware Used: Houdini 9.5, Shake, Maya 2009

S h o t  2 :  E p p i e
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A collaborative shot project at Side E�ects in which my primary focus was
using fracturing tools, debris, dust, compositing, and lighting e�ects for the 
�reball that was to be added in. The tower is cut and fractured dynamically
at the time of impact and a metaball force is used to force the pieces outward. 

Responsibilities: Fracturing, debris, dust, compositing, and lighting
Sotware Used: Houdini 10


