


"Ahsoka”
Jedi Ship Ramp

The opportunity to design the next Jedi's spaceship?! Yes, please!

This was a fun project: a practical build in which the ramp/stairs needed to raise and
lower as if by hydraulics. Elements needed to pivot, slide, and interlock as the ramp
went through its movement. The final design was a detailed balance of both
sourceable materials and custom fabrications.

Once | completed the model, we created a proof-of-design animation to show that not
only would the rig work, but look impressive while doing it.

Following the inter-departmental pipeline protocol -- one that | personally organized
and updated -- the model was on to the Virtual Art Department who would model the
surrounding ship hull to be composited around my practical build. Meanwhile, | drafted
up the detailed construction drawings to be used by the construction department and
third-party vendors to build each of the dimensional and custom elements.









"Ahsoka"
Detention Center

I've helped design a number of Detention Center Hallways for the Star Wars
franchise, but this is my favorite. Plus, | was actually able to nab some fantastic
photos of the finished set from the Art Dlrector, so into the portfolio it went!

Construction followed this inch for inch, which is always a boon when your set
doesn't need to go through revisions at all during the build process.

My favorite part is the cell, itself. The door has such great character, and the
lighting and tone work really well inside the space.
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Part way through construction Finished set (unfortunately don't have an angle of other side)












II9_1_1II
Call Center

White model renders are a standard tool | use to express the volume and layout of a
space to the show's production designer, cinematographer, and other department
heads. In addition, | would create rendered iterations of details such as desk and

monitor configurations for this permanent set of the original Ryan Murphy production.

After receiving general feedback and specific redlines, | would iterate additional
options for layout, lighting, crew and equipment access, and any other manner of
aesthetics and logistics. When all was finalized, | would draft a set of detailed drawings
for the construction department and any third-party vendors. During construction, |
would keep communication with vendors, and walk the stage to discuss specific
elements with the foremen, and answer any questions regarding the build.









"Unbelievable”
Police Department

This large stage build was based on an existing police department, with specific
architectural elements, including glulam beams and stone walls. In order to
recreate the walls, | took detailed on-site photos to be ingested by our fantastic
graphic artis. | was then able to use the files to create bump,
displacement/height, and roughness texture maps for the materials in my renders.

A sheet of perspective model shots always helps convey the space to not only the
art director and production designer for finalization, but the construction
department when it came to building the massive set. Details conveyed to the
third-party window fabricator that all interior storefront glass were to be set on
gimbles to help keep light flares away from camera while shooting.















Client Renders

Every client has particular needs for their project, and each necessitates
custom deliverables. When it comes to renders, that means having the ability to
work in varying styles that convey the intent of a specific service or product.

Character and tone shape the story of any image. So whether it's a purposely
bare kitchen meant to convey the unemcumbered volume of a remodel; a
perfectly placed geodesic dome housing a community play area; or the rebuild
of a beloved classic (with a few customizations for a Joe Pytka IBM spot
concept), | begin, iterate, and finish every design driven by the mantra of these
essential elements.
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