Stephen Lee Winters
3549 Cedar Run Road Apt 404
Abilene, TX 79606
404-697-2352 (Cell)
swinproductions@gmail.com

Shot Breakdown

24 Hour Lighting Challenge (2008):
Modeled, textured and lit bottle in twenty-four hours. Modeling
was done using Maya. Texturing and lighting was done using
Houdini and my passes were composited in Shake.

Bathroom (2008):

In this project, lighting and texturing were applied to a mode' ‘ '
in Maya to match a photo plate. The models were rendered | i
passes using Renderman, then composited in Shake. *

Materials(2008):

In this project, all forms of materials were used to see how they
respond to light differently. | produced the shaders and lit all the
models using Maya and Renderman.

Egg Soft Lighting (2008):

| modeled, textured and lit a still life in Maya with the help of
custom Renderman shaders to create soft lighting. An occlusio
pass was rendered and then composited in Photoshop.

Treehouse (2007):

| modeled, textured, and lit a storybook landscape using Maya. |
applied depth of field in post using After Effects to enhance the
whimsical feel of this piece.

Time of Day (2007):

In this project, a still life was modeled, textured, and lit in Maya
to emulate specific times of day. A separate occlusion pass was
rendered and composited in Photoshop.

Quercus Venenum (2008): Group Project.

| was responsible for lighting and texturing all 3D elements in
Maya. For the shading, | developed and implemented custom
Renderman shaders. Finally, | composited passes including 2D
animation and background art using After Effects.



