
Socom: Fireteam Bravo 2
Sony Computer Entertainment America , Cinematic Solutions Group
Lighting and rendering, as well as breaking scene elements apart into various layers.  Passes rendered include beauty, motion 
vector, ambient occlusion and normal passes. Wrote custom tools to simplify rendering the additional passes.
Maya, mental ray

Killzone: Liberation (PSP)
Sony Computer Entertainment America , Cinematic Solutions Group
Responsible for lighting and rendering all shock troopers except the flag-waver and the trooper in the tank. Also responsible for 
rendering holdouts, beauty, ambient occlusion and motion vector passes. Rendered matte painting layers.
Maya, mental ray

Lair (Playstation 3 Trailer for E3)
Sony Computer Entertainment America , Cinematic Solutions Group
Lighting and rendering, as well as breaking scene elements apart into various layers.  Passes rendered include beauty, motion 
vector, ambient occlusion and normal passes.
Maya, mental ray

Lair (Playstation 3)
Sony Computer Entertainment America , Cinematic Solutions Group
Lighting and rendering. Designed and implemented pipeline tools to automate breaking out layers and scene elements such as 
holdout mattes for materials, ambient occlusion, motion vector passes, character passes, foreground and background layers.
Maya, mental ray, MEL, Java, Temerity Pipeline
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