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First Step
Making the footage
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First Step
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Taking reference
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Finding reference




~ What to do

The moodf

]illﬂ
K%

i

i
=
#
.

il

i
i d



What to do

Time and technigues

Mental Ray rendering only for
complex objects and effects

Atomkraft rendering for other objects

Extensive use of Matte Paintings
and Lamera projections

Alessio Bertotti
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Techniques focus

Lamera mapping /
Texture projection

projection

Alessio Bertotti
http://alessiobertottiit

Flexibility

no render times
comp and 3d artist
realistic result

quick solution



Techniques focus

Lamera mapping /
Texture projection
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Preparation

Rebuild the scene
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Preparation
Matte Paintings
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Preparation
Matte Paintings
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Matte Paintings
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Preparation
Matte Paintings
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LG buildings
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Foreground

Texturing
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Finalizinc
S Atomkraft renders A
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Finalizinc

Adding little details s
choppers / debris [
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Shooter scene
[Lharacter model




Shooter scene
NLamera projection
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Shooter scene
Bullet FX




Shooter scene
Finalizing the shot
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Alessio Bertotti

Conclusion
Juality / Time
with these technigues

High level of detail in short render times
High end game cinematic overall quality
Perfect for small and quick productions [advertising/intro]
Possibility to work with 30 artist and compaositors

Lhance to change the camera movement and angolation of complex shots



Conclusion
Breakdown

-
- -
. o .
- '_‘ —
y
———
— - o
v



2K

g O®® A






Thanks to:

Stella Morelli for the photos,
Filippo Robino for the«FX,
Escape Studios for the material.

Thank youl!
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