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INDUSTRIAL DESIGN

Great concept images are wonderful tools — necessary for inspiration and setting the visual bar.
However, there is no substitute for deep Industrial Design when it comes to making things real.
Artists go by many titles — | am, first and foremost, an Industrial Designer
One of my strengths is the ability to take a concept and make it producible.

This document is a vertical slice through my portfolio.

It's How | Think.
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Gameplay - Understanding the core mechanics of a game drives and informs the art
Disney Interactive product were created to explore the use of film assets from the movie
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Kitchen Work

Nuts and bolts development is kitchen work and it’s critical to deep industrial deign. Cooking
up the final product with great ingredients, hard work and an excellent recipe — baked just

right.
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Thumbnails
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Little drawings — lots of detail — fun to create. , .
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These thumbs were created for FASA's

Virtual Geographic League- the fictional

construct founded by Tesla and AG Bell.
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Roughs

Roughs help work out the visual story I'm trying to tell. These two, created for a Virtual
Disney World invaded by aliens -never made it past the pencil stage. | had sorf.}ta :f'n nn tha

cartoon characters from my friend Matt Bates
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Story Boards...useful for telling stories. Here are some samples using marker (TUT) and Photoshop (IBH) for rendering
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Story

Every image tells a story. These sketches for Intergalactic Bounty Hunter were created to
explore the main narrative layers of the game levels. The extensive side notes also articulate

functional and engineering concepts using existing and projected possible technology. All of

this is motivated by the need to move beyond superficial aesthetic into deep industrial design.
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Industrial Design

| approach everything | work on as if it were an actual product,
vehicle or building/environment with realistic and exacting
engineering requirements. The “thing” has to “work” -
mechanically, aesthetically and intellectually.
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Architecture — Large Scale Structures

Before studying Industrial Design | studied civil engineering courses in preparation to be an architect.
Buildings fascinate me.
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Deep Industrial Design

...starts with a core understanding of how things work, their materials and construction.

Understanding these 3 basic components also informs how things look when they are destroyed.

These concepts for a game featuring Harry Houdini propose supernatural machines powered by raw

ectoplasm essence — captured from the living and the dead. Visualizing the product in context is

critical to its success as an element in the environment. The models for the Séance Machine were

created by a 3D artist using sketches like the one on the right as a guide.
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As the Oculus opens, an Deep Industrial DGSlgn
ancient KANOKA disk inscribed
with the symbol of each metru

is revealed ...helps visualize the pieces and

parts, construction and so forth.
Exploded views are great tools for

describing engineering.

The Questing Oculus in Bionicle:

Legends of Metru Nui was a

concept that required a complex
animation. The exploded view
helped the animators to be able to

The entire . Questing disk rotates B 8 _. animate its function correctly.
to thesnext metru position. Note i !
that the oewTus remains level,

e

<k e — .
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Modularity
Using repetitive elements to helps define a consistent visual language. These sketches

for a MMORPG developed by FASA (now owned by Microsoft) were created to define
the aesthetic language for two of the factions in the game.
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CG/3D

| have an enduring and long love of 3D and use it
extensively in my work. Using 3D tools creates the
opportunity to go beyond the limitations of 2D
sketches and reveals the changes needed to
achieve the desired functional and aesthetic
results. These images from my work as production
designer, art director and CG supervisor for the
Bionicle direct to video features show the

translation from sketch to digital image.
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Bio-mechanical

Combining organic and mechanical elements is intriguing and fun. These
concepts for the Martian walkers in HG Wells War of the Worlds — are well

described in Wells own words. | simply tried to stay true to his description.
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Lighting

| think about lighting all the time | am working. These production paintings for Bionicle set the lighting
direction for the final shots in the film — they were also cut up into layers and used as establishing shots.

AFTERNDON IN THE GREAT ARCHIVE
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Texture

Grit, wear and tear, using microscopic scans of bones to create holes etc. — texture development is a fantastic way to bring concepts to life...real life. And reduce the CG-ness of CG.
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Paint-overs Screenshot paint-overs work well for refining the execution of color, lighting and texture.
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Production Paintings
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Random Concepts
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36m/2600cm/118°

12mf1200em /39" em

30m/3000cm /98"

512 Pixels/3 meters

30mf3000cm /98"

170.667 Pixels/meter
1.7 Pixelsfcm

TEXEL Density mi 1 m|
Small Build Pad 30x30

100cm =1m
1000m =1 km
1 km = 100,000 cm

TIBERIUM GDI UNITS SCALE

LARGE Build Pad 60x90m (Drop Zone Configuration)
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Battletech
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