LECTURER ....

VEX - ANIMATION - XBOX - PLAYSTATION

BRENT J. ZORICH MA BSID
GLOBALLY PUBLISHED = LEAD RIGBER = ENTREPRENELIR

BRENTZORICH.COM
BRENTEBRENTZORICH.COM
LINKEDIN.COM/IN/BRENTZORICH

AUTHOR OF BZP PRO ‘SMART SKINNER ANIMATION SOFTWARE
COMPLETES B0 HOURS OF COMPLEX ‘LM’ LEVEL RIGGING IN 10 MIN
250 UNIVERSITY PARTNERSHIPS ON B CONTINENTS

FEATURED IN THREE WORLDWIDE MAGAZINES

SI]F[WJ&HE ON DISC TWIJ PAGE FEATURE | COVER FEATURE

‘J!Hﬂ
sl =

-Presented to George Lucas  Steven Spielberg
-ILM Weekly Creature RE D Project
-Best Practices Committes

-Skywalker Ranch Alum

-Executive Trainee

Htly[alter

iF THE FALLEBD

BT

-r—.-l'rn:.J_.;l- I i\_lz_'A) !
\VIV/AN 1\_. ¥7JHEAD COACH

e T

NCAA "
rooteaLL = LTS &

e ]

Republic of China

STARWARS

FonCE FoRrcE

UNLEASHED

£ BZP PRO
N LUTODESK

-Co-Founder & CED
-Siggraph & GOC Booths
-Negotiations with

FORTUME 100s About
Acquisition of LLC

B.E .
STARWARS

MADDEN

(5A)

TIGERWOODS
PGATOURR

-« V)
A adidas

Reabok T
SONY

PICTURES
Rigging Prototyping

Gensler

ARCHITECTURE FIRM ARCHITECTURE FIRM
RANKED #2 RANKED #1
WORLOWIDE WORLDWIDE

Iz \:Vl'\-'“ )R KS

AR AT RO

OUTREACH FI!I]ERI&H




VIDEO GAMES AND VFX:

MY WORK




SALARIES BASED ON GLASSDOOR.COM

See more Walt Disney Company Salaries : i e
! See more Activision Salaries

Senior Technical Director
p alary in $ (USD

Technical Director

BLANACK O

| cn*tg ‘ TV

E

ANIMATION STUDIOS

Base (1
$192,753
SN Anonymized Range

ACTIVElon

Additional Compensation Base (3

$194,606

Senior Technical Director (Character Animation) in

Executive Producer

Base (3

:1538'}’.6"34 $205,989




SKELETAL STRUCTURES AND CONTROLS

ORI © ¢ 8 6 G o6 i Ee v e
P Brent ). Zorich's Biography and Titles
¥ A) core skeleton creation
This tool allows you to make one rig per scene.
Only DELETE nodes and skeletal joints by using the buttons on this GUI.
: 1) Create Scale Node.
——

Do not rename any joints.

Scale overall proportion of skeleton by scaling -scaleThisNodeForSkeleton- in outliner.
Position joints with the unlocked channels only- do not unlock anributes.
THE SKETCH SKELETON ONLY HAS ITS ON BICEP AND HAMSTRING FLEXING
The final skeleton being animated with will have no limits.

3a) Mirror sides if so desired (symmetry left to right)...

3b) Mirror sides if so desired (symmetry right to left)...

4) Create Final Skeleton.

Do not make any adjustments to joint orients.
Do not rename any joints.
Do not delete any joints.

* B) leaf joint creation

E | 5) Create Leaf Joints.
l 5a) Mirror Left PECS and LATS if so desired (symmetry left to right)...

Do not delete any joints.
Do not rename any joints.
Translate RED Locators to determine proper Pec and Lat location.

| 6) Finalize Leaf Joints.

i » €) skinning and deletion of unwanted joints
" ¥ D) creation of control rig

i 9) Control Rig Creation
Make rig cartoony (optional}
¥ E) facial control rig
P F) RIG GRAPHIC USER INTERFACE

MARVEL STUDIOS

ROIANS
A

120.00

Brent ). Zorich AutoRig 2014

Mowe Taal: Salart an ahiart to move.

SONY PICTURES RIGGING PROTOTYPING

endering PaintEffects Toon Muscle Fluids Fur nHair nCloth Custom

200.00

XGen EZP_PRO TURTLE

Channel Box [ Layer Editor

Channels Edit Object Show

Display  Render  Anim
Layers Options Help

-

ENE P4

R 7| batistaModelW_Rig:facial_GUI_layer
. batistaModelW_Rig:cartoonyLayer

batistaModelW_Rig:arm_leg_twistC

batistaModelW_Rig:tranlateControll

batistaModelW_Rig:tranlateRotateC

[l batistaModelW_Rig:rotateController

batistaModelW_Rig:controlRigSkele

[ batistaModelW_Rig:driverSkeletonL

#| batistaModelW_Rig:deformationSke

batistaModelW_Rig:batistalayer




MY COMPANY.
9

BZP» PRO

Animation Software

- 80 HOURS OF RIGGING LABORIN 15
MINUTES

- ENGAGED TO REV 1 VENTURES

~- MENTORED BY HARVARD BUSINESS
ANGELS CHICAGO

- THROUGH PARTNERSHIP STRATEGY
250 SCHOOLS ON 6 CONTINENTS
RECEIVED PRODUCT

- COVER OF WORLDWIDE MAGAZINE

~- UNDER ACQUISITION REVIEW 3 TIMES

£\ AUTODESK

2. Create skeletal proportions

3. Push button to reference in “smartSkinner”
- lines up automatically to skeleton

7. Push button to create ILM level Control Rig
- push other button to make cartoony £\, AUTODESK

£\ AUTODESK

£\ AUTODESK




A J I D J I

DUE TO THESE e eeaemenmn o IRLDWIDE MAGAZNE
STRATEGIES | HAVE BEEN DArtis IArtst B
FEATURED IN THREE i -~ iy
WORLDWIDE MAGAZINES S MAYA,

AND WORKED AT THREE = oomen | - L e

SEPARATE COMPANIES
RANKED NUMBER 1 IN
THREE SEPARATE
INDUSTRIES WORLDWIDE.

GEHS'EI" ... 1 in Architecture

i Thisisa solid |
| solution, which does |
| successfully speed
| up the character
| setup process

(gﬁ,ARTS ) .. #lin Video Games

... 1l in Entertainment




= DON’T MAKE AN ART PIECE, MAKE lT v History Bookmarks People Window Help
VISUAL COMMUNICATION (NOTHING

FAN‘ Y) BRENT J. ZORICH MA BSID EMAIL GLOBALLY PUBLISHED - LEAD RIGGER - ENTREPRENEUR XBOX « PLAYSTATION » NINTENDO = VFX = ANIMATION

‘STAR. 250 UNIVERSITY PARTNERSHIPS BOBAFETT  JABBA THE HUTT 3WORLDWIDE MAGAZINES FEATURES SMART SKINNER RIGGINC

wA“ MY BOOTHS AT GDC AND SIGGRAPH NBA 2K SMART SKINNER SOFTWARE METRICS BZP PRO VC INV-ACQ

- BOBA FETT SMART SKINNER SIZZLE REELS MADDEN NFL LUCASFILM BEST PRACTICES COMMITTEE MODULAR RIGGING
e

- MAJOR HIT POINTS ON HOME PAGE, f e
DON’T MAKE THE CLIENT SEARCH FOR %,\ .

lNFORMATlON. START AT THE TOP 'COFOUNDED A LLC WHERE 250 UNIVERSITIES ON 6 CONTINENTS HAVE MY RIGGING TECHNOLOGY =zz:  THAT IS GREATER THAN FACEBOOK'S NUMBER PRE "SERIES A" INVESTMENT
AND SCROLL DOWN COFOUNDED A LLG LEADING TO FORTUNE 100 ACQUISITION NEGOTIATIONS (ONE OF THE THREE SILICON VALLEY COMPANIES WORTH OVER 120 BILLION)

DEMO REEL: APPROX 4 MINUTES

~-MOST PEOPLE WHEN BROWSING WILL
NOT SPEND MORE THAN 2 MINUTES ON TN TR 2L L aerar e gy wvers S WU S

~-Maddan NFL

'_:.\.-' 2K, DreamWorks'Ouireach, BZP-Autodesk, Sony pro="fi== ~ NGAA Football
A SITE wl fOLype; entrprnr v 4 -NBAZK

~ NFL Tour
from brent zorich - Star Wars The Forcs Unlesshed

- Tiger Woods PGA
- Superman Retums

- USE GOOGLE ANALYTICS TO SEE AT EMfa. @ RS, o

- Transformers Revengs of the Fallen

WHICH PAGES ARE GETTING THE MOST ili - P o et

2:00 - 3:42 :2: BZP SOFTWARES MODULAR RIGS

HITS AND ADJUST ACCORDINGLY )\ . FOUE e

- Mation Capturs Infegration
- Modulsr Proof of Concept: Hamy Potter 3

FEATURED IN THREE WORLDWIDE MAGAZINES -2 cecme o
y

. - Lucasfim Exec Training
& i vimeo - BZP PRO > FAGEBOOK: school penatration
- BZP PRO buoths st GDC & Siggraph
3:85 - 4:04 1= ARCHITECTURE
rET——
- The Belfing Holsl




BRENT J. ZORICH wa gsio

-1 PAGE FOR EVERY 10
YEARS

Eluhally Pukl\shed Rigging Entrepreneur hrent@hr‘entznr‘lnh com  www.brentzarich.com

PRE “SERIES A" INVESTMENT. WO PAGE FEATURE SOFTWARE ON OISt COVER FEATURE

BZP PROLLC (AUTODESK AUTH DEV) CO-FOUNDER CHIEF EXECUTIVE OFFICER 2011-Current

SMART SKINNER BIPED/ DLADRUPED SOFTWARE (ot ffutodesk sftore that utomtes 1 s hurocte il covstrction o 0 i)
- N O M o R E T H AN 2 P AG E s SONY PICTURES ENTERTAINMENT ASYMMETRICAL RIGGING PROTOTYPING (SmartStnner Biped used oncharacte o David Bautista rom “Buardians of the Gakaxy VL 2 For roofof cancept)
SONY PICTURES ENTERTAINMENT SYMMETRICAL RIGEING PROTOTYPING (¥ia r company, Vitruvian Entertainment: 240 hours of ILM level rigging completed in 70 minutes)

SMART SKINNER VERSION 2: MODULAR RIGGING AND MOCAP TECHNODLOGY {puthar of Autodesk software that automates modular technology for tails, wings. tentacles, foes)
' “PING PONG RABBIT" prototypa igersation- lim by Dszar Huskaad Wik Johesae, oo dirctor T Bestes's Eorpes Brdk)
EVE l z ° *  Key Achievement: Co-developed marketing strategy licensing Smart Skinners to over 250 Universities on B continents in less than 3 months with penetration faster than FACEBODK.

* Gaeow Tectures to stcens bodies that result salesof T Smart Skinner due tothe design presentation and software “ease of se.”

= Liensed Smart Skinners to severel key cliens after proving rigging saperinity aganst xisting technology:ane of which was Oead Panic Sacios that worked an 205 Dscar winning fim “INTERSTELLAR' by Christopher olan
ax wel s GIMA VFX whase chentele inchude DISHEY, WTV, and WINTENDIL

LI g presentation material, secured Seed | from alum of both HARYARD and YALE that put the LLE in a position to make the cover of warldwide magaine:

* Cowatetheptch wden uuhamrluu\zmnlmHn Tech Columbusy Revl Ventures and assisted the BTP PRI booths t SIGBRAPH 2013 and BOE 2014

= Hfer co-pitching The Chicago Harvard B here they
Due to Fortune \[I‘N!rgarhh[quv\mmr\:r!n sigec a Horvard Investment Barker. mz-,u LDHAN St BPFRO L

= U sE BU LLE I Po l N I s AN D = Dueto leaderstip abiity. spearheade Furtune 100 acquisiton presentation to three muti ilion dallar potentil buyers. ane of which worth over 100 bilon dollars with both detafed visusland aueible material
B E C O N C l s E MASTERS OF ARTS ACCAD AT THE OHID STATE UNIVERSITY 2001-06, 2001

LUCASFILM, LTD. ‘SENIDR TECHNICAL ARTIST ((

" which

IRICH M BSID Globally Published Rigging Entrepreneur  brent@brentzorichcom  www.brentzorich.com

INTERACTIVE) CHARACTER TECHNICAL DIRECTOR 2008

(shaukder deformation tweaking. chaerle:
{character techaical canstruction research and development- tested on data of Shaguille 'Neal)

“NBA ZK8"

IRATE EXECUTIVE TRAINEE - BEST PRACTICES STEERING CONMITEE) - Z008-2009

“STAR WARS THE FORCE UNLEASHED ULTIMATE SITH EDITION™ lead character 1 PARTICIPANT

oical constructon and submitted concept artwort)

“INDIANA JONES AND THE STAFF OF KINGS™ (character technical construct tion R 6 0)- A Steven Spi g Proj
T 66 99 STAR WARS THE CLONE WARS: SEASON TWO" (el crracton s on i shon st id g
- H E s o WH AT c L AU s E “TRANSFORMERS REVENGE OF THE FALLEN" {shtaprovl e t wesly st Light 5 ogi Eretre RE D mestigs) S (THE DISCOVERY CHANNEL) CHARACTER TECHNICAL DIRECTOR, ANIMATOR COMPOSITOR 20032005
"STAR WARS THE FORCE UNLEASHED I it ickf',stred st fe menagmen, chroce i sorsctionresarch e deepre)
HARRY PUTTER AND THE HALF BLODD PRINCE" (st rep o o apovedbythe hadof LN Sigper) {nagiog, wimating and camoostiog ofpoorel dnasaurs st eied “WolkigWith Dcsaues Poce)

= Key Achievement: Promoted, salary increased, and relocated from Singapore to San Francisco after only five months.

* It by he Diector of Animetion echnalogy. former C10af Peter Jacksan's WETA Diitl. to o an the Steering Committee seting“Best Practices" for LurasArts. Lucashlm Aimation and Idustral Light  Megic
= Invitedto the prestigaus Skywalker Ranch on numerous accasions to obtain extensive reseanch that was incorporated no charsctes Bab Fettand Jsbbathe

= Crasted aconvarged fim Ahsoka T working in the Unreal Engin thatwas approved diecty by Me. Gearge Lucas in Sngapore

* Converge Dscar Nominated and Emmy Awand wining Star Wars P rigging assets such as General Grievoe, The Emperor, Commander Cod, Jango Fett, Ahsoka Tan, it Fist, Jar Jar Binks,Lord Vader, and Anakin Sywalkor, ary increased during employment

IRE FIRM RANKED #1 WORLOWIDE) INTERIOR ARCHITECT: ADIDAS, VOLKSWAGEN, LINCOLN MERCURY. GTE. SOLOMDN SMITH BARNEY  1959-2001

= garethpalmer.co 4

intocompany bench marked asses. e school at ACCAD et The Oio Stote Unversty by  prtner in the firm.

. ed U and Development meeting at ndustris Light § Wagc ster demanstratig technicel ity to LM Department Supervisar. B 2o o i taiing on IndustriolDesign, Retaland Brand

* MdmittedntaLucasfim Ieadership qulties for the team, ity lawn between Atata and Chaiote stutis to handie m ring.

* ThePresidentof LucasAris psitively reviewe my exscative roposal etiled OFensive Atack Strategy about attacking Lucas i opgositon thraugh employee training, echical direction,and aesthetc, and pased i ontothe vt et o o s and s i o e 0 el
Board of Directes

= Do o the characters completd with nder my lead techniceldieectivn Utimate B, s che

Harry Potter Resume - Garethpaimer.co

traing pllL 3

Harry Potter Resume

s the cover of Star Wars The Force Unlached, s vey prestigious honer
» Documented and estracted ey assets of LM's igging software. Block Part . to do gualty assurance ogainst Autadesk Waya for mut diisianal usage

View Samples View Templates Free Resume
View Formatting Tools View Builder

JFIRM RANKED #2 WORLDWIDE) POST GRADUATE INTERN: THE REPUBLIC OF CHINA 19381399

Résumé

BRENT J. ZORICH bed Rigging Entreprone bentSbrentzorichcom K EA SPORTS (ELECTRONIC ARTS) ASSOCIATE TECHNICAL ARTIST (LEAD RIGSER ON CENTRAL FOOTBALL) 2005, 2007-2008 (Master Level of experience). Motion Builder, MEL. Python, Photoshop, ZEND (ILM's software). After Effects, Final Cut, VRML P
=8l Builder im. HTML G+~ HIK customization and automation for Motion Capture
s “MADDEN NFL 08" “NCAA FODTBALL 08" {shaulder pad research and development. foatball player skinning)
“EA SPORTS MMA™ “TIGER WODDS PGA 0" (pratatype g davelment)

“NFLTOUR" “NFL HEAD COACH 08" in charge of character technical canstruction for all characters in fitle)
“MADDEN NFL 03" “NCAA FOOTBALL 03" in charge of character techmiral construction for all characters in title)
“SUPERMAN RETURNS™ (charagter technical co

BIP PROLE (O

‘St sovan L QuoRSTO TR

B e
1118556 18 6 TORLSY

DESK AUTHDEY) omen  owoomem

ruetion of dragon villsin character and modeling of Lex [uthar's wardrobe)

= BSID: Bachelor of Science Industrial Design at The Ohio State University: 1988 - Senior Thesis Client: NIKE - Product Invention and CED Pitch: REEBOK

. Key Achievement: S-\.rym:remd sfter only three months. = MA: Masters of Arts at the ced Computing Center for the Arts and Design (ACCAD) at The Ohia State University: 2011
. bal meeti ting on rigging with EA SPORTS' “Global (FIFA.NHL Fight Night.includee).
g Mlnh o hiadw Central Foatball about EA SPORTS wurer; with NIKE ta collaborate on biomechanics and mation capture after requested how toimprove the team.

Redesigned the foothall propartions that used the stufi custom quaterninn nodz and was implemented onal fontball e qoing forward.

= Undergraduate Industrial Design Department Chairpersan's Recigient Schalarship for being The Ohio State Design Student Body President
® nitiated as a member of Sigma Alpha Epsilan Fraternity
® Selected to be included in several “Who's Who" annual boo 1 top talent in the United States of America

RS 0F ARTS JccioA e DR ST pRYISTY

LD SRR TIOMCH ST o AT e 5T TS G o)
SRS TR NSO STHITOY

o oD A e COFOUNDED AND CED'D A LLC THAT HAS BEEN FEATURED IN THREE WORLDWIDE MAGAZINES: COVER STORY

o eraer
T s T T SO

TS T RO e T = 30 ARTIST MAGAZINE ISSUE 10: “Brent Zorich Worldwide Industry Insider at Lucasfiim
& e — ot e b Po—— = 30 ARTIST MAGAZINE ISSUE B8: *Worldwide Industry Product R or BZP PRO"; Software Disc Included in Magazine
o= iy st « 3D ARTIST MABAZINE ISSUE 7: “Cover Stary of Worldwide Meg PRO’: Software Disc Included in Magszine

- My resume hﬂs bEE" USEd ds d tEmpIﬂtB COFOUNDED AND CEC'D A LLE THAT HAS GUEST LECTURED AT DVER FORTY UNIVERSITIES: THE TOPIC WAS CHARACTER TECHNIGAL CONSTRUCTION
s TR el i o hy a prufEssiu"al l:l]lTII]EIly SCHODLS LECTURED INCLUDE USC. SAN JOSE STATE, SHERIDAN, NEW MEXICO STATE UNIVERSITY, DEPAUL. UNC CHAPEL HILL AND CCAD

et Sy e e oy v e

COFDUNDED AND CEO'D A LLC THAT HAD BOOTH REPRESENTATION AT THE TWO BIGGEST CONFERENCES IN ENTERTAINMENT: SIGGRAPH '3 - GOC ‘4

brent 1. 20rich

View Samples View Templates [ Free Resume ‘
View Formatting Tools View Builder




-SEC

SIMPLE - ELEGANT - CONCISE

- USE EMAIL, NOT CELL.
SET AN APPOINTMENT
VIA EMAIL THEN TALK

~- CONFERENCES:
“DUMPING A

CONFERENCE BAG
WITH 200 CARDS,
THEY WILL NOT
REMEMBER YOU”:
CREDENTIALS ON
BACK OF CARD

-~ ADD LINKEDIN

~-USE A THICKER MATTE
CARD

VEX - ANIMATIDON - XBOX - PLAYSTATION

BRENT J. ZORICH MA BSID
GLOBALLY PUBLISHED = LEAD RIGGER = ENTREPRENELR

BRENTZORICH.COM
BRENTEBRENTZORICH.COM
LINKEDIN.COM/IN/BRENTZORICH

AUTHOR OF BIP PRO "SMART SKINNER' ANIMATION SOFTWARE
COMPLETES B0 HOURS OF COMPLEX ‘ILM’ LEVEL RIGGING IN 10 MIN
250 UNIVERSITY PARTNERSHIPS ON B CONTINENTS

FEATURED IN THREE WORLDWIDE MAGAZINES

TWO PAGE FEATURE | COVER FEATURE

pifON® = BZP PRO
. Y AUTODESK

-Presented to George Lucas  Steven Spielberg  -Co-Founder & CED

=ILM Weekly Creature R & D Project -Siggraph & GOC Booths
-Best Practices Committee -Negotiations with
-Skywalker Ranch Alum FORTUNE 100s About
-Executive Trainee Acquisition of LLC

STARWARS

fatlyPolter -FOREE, FigE

UNLERSHED

‘ORMERS manpENT

(&) ()
ji'?ﬂHEﬂ.ﬂ COACH TIGERWOODS

PGATOURE

i Ll iy

NCAR - - ks
rootea. 2 B » g7 ==

S e

Republic of China Rigging Protatyping
Gensler

ARCHITECTUREFIRM ~ ARCHITECTUREFIRM yyreradmvAosescs
RANKED #2 RANKED #1 oS

WORLDWIDE WORLDWIDE OUTREACH PROGRAM




YOUR PORTFOLIO PDF:

] s ( : BRENT J. ZORICH ma BSID Globally Published Rigging Entrepreneur brent@brentzorich.com

www.brentzorich.com

KEY PORTFOLID PIECES INSPIRING THE DESIGN OF SMART SKINNER

SIMPLE - ELEGANT - CONCISE

= Rigging research and development.

*  Characters done include, Boba Fett, main playable on cover of the title Ultimate Evil,
Jabba the Hutt, wampa, rebel scaut, sandpeaple, AT AT, snowspeeder.

= Prototype rigs created to show better deformations.

= Film game convergence between LucasArts and ILM.

= Us AN /- LSS s + Usef LM oftware END- lookingto improve storageaptimizatio ard e rdering
= Steering committee discussions with Director of Animation Technology on standards.

- CONSISTANT LAYOUT
DESIGN

& mafiadoc.co

ol - MAFIADOC COM

4 Create An Account

My portfolio has been used as a
template by a professional company

BOBA FETT




CHANGING LAYOUTS IN THE SAME PORTFOLIO: DIFFERENT SECTIONS

BRENT J. 20RICH wa sio Blobally Published Rigging Entrepreneur brentEbrentzorichcom www brentzorich.com

BRENT J. ZORICH MA BSID Globally Published Rigging Entrepreneur brent@brentzorich.com www.brentzorich.com

KEY PORTFDLID PECES INSPRING THE DESIGN F SHART SKMNER

COFOUNDED A LLC WHERE 250 UINIVERSITIES ON 6 CONTINENTS HAVE MY RIGGING TECHNOLOGY. THAT IS GREATER THAN FACEBOOK'S LINIVERSITY NUMBER PRE “SERIES A" INVESTMENT.

3dartistonlne.com/fles

'MODO 401+ MAYA 305 MAX + LIGHTWAVE * VUE + CINEMA 4D + POSER

Artist

Practicalinspiraton for the 30 community

% ANIMATE ASSETS
FIGWMBVES SGB %IWLE\IETTO 8DISCS

Practicalnspiatin for the 3D c

& CREATE ZBRUSH
8 FARINT7STEPS

HE ART O

SURFACE SHADERS

Discover the techniques to make textures shine

GETTHE
RIGHT SOFTWARE

30 ok

p i M
J A @ Aobisk JUGASELL Gensler \Q
SPORTS o Best Practices Cammittee ARCHITECTURE FIRM ARCHITECTURE FIRM

Do
Co-Founder & CED Skywalker Ranch Alum RANKED #1 RANKED #2
Siggraph & GOC Booths Executive Trainee 'WORLDWIDE WORLDWIDE OUTREACH PROGRAM
. BZP PRO
SONY PICTURES SYMMETRICAL RIGGING PROTOTYPING
240 HOURS OF RIGGING COMPLETED IN 70 MINUTES WITH BZP PRO SOFTWARE -
| 0
BZP PRO AT DREAMWORKS
THE SMART SKINNER-
L
Y 4 77\\ -=-
y

BZP PRO




~ OUT OF SCHOOL 1 MINUTE

- BEST WORK FIRST

- FOR PROFESSIONALS NO
MORE THAN 4 MINUTES

~-THEY'LL WATCH FIRST 20
SECONDS, IF LIKE WHAT
THEY SEE THEY'LL KEEP
WATCHING

- COMPARE YOUR WORK TO
PROFESSIONAL WORK
ALWAYS

& Brent J. Zorich Reel Feb '18- Lucasfilm, EA SPORTS, = (©
:E'\ 2K, DreamWorks'Outreach, BZP-Autodesk, Sony pro- r‘hﬂ-;

Il fOLYPE; entrprnr

P

from brent zorich

SURFACE SHADERS

Dhastsrenr i e hewgpans ke s Secteres shis

FEATURED IN THREE WORLDWIDE MAGAZINES
y B

w3 vimeo




As | SAID IN A WORLDWIDE MAGAZINE:

LET PROFESSIONAL STUDIOS SET YOUR STANDARD

MODO 401« MAYA * 3DS MAX * LIGHTWAVE * VUE * CINEMA 4D = POSER

SDArt

Practical inspiration for the 3D community

MASTER THE ART O

8 SURFACE SHADERS

Discover the techniques to make textures shine

Brent'Zorich

Character technical director,
Li film

ucas:

Each issue, 3D Artist finds out how the top people in

the 3D industry got their jobs and what you need to

know to get a foot in the door

_About
the insider

Job Character technical
director/lead rigger

Education Master's of Fine Art
at ACCAD at The Ohio State
University

Company website

www lucasfilm.com

Personal website

www brentzorich.com
Biography Prior to immersing
myself in the animation
industry, | had worked for the
top two architectural firms in
the world. | pride myself on
trying to be on a team that does.
the best work, no matter what
project. | push technology as far
as | can on whatever team | am
affiliated with

can claim to have worked on bestselling EA

games titles one year and hung out at
Skywalker Ranch with Lucasfilm the next, but
Brent Zorich is a man who can. Zorich was part ofa
steering committee meeting for Lucasfilm on film/
game convergence. In addition, he was lead rigger on
The Force Unleashed: Ultimate Sith Edition. On this
title, he was working in the LucasArts division,
looking at pipeline and storage optimisation and
lead rigging on such characters as Jabba the Hutt and
Boba Fett. Zorich was also dealing with convergence
onalldivisions from Lucasfilm to LucasArts,
Lucasfilm Animation, Industrial Light & Magicand
Lucasfilm Animation Singapore.

T here are few people in the 3D industry who

3D Artist: What did this role of working on
convergence mean in practice?

Brent Zorich: As a part of the senior staff,  wrote
proposals to help set the direction for Lucasfilm Ltd
asa company. In Singapore, not only was I part of
research and development prior to my promotion
and relocation to the home office in San Francisco, |

2008-9 Star Wars: The Force Unleashed, 2007 Tiger Woods PGA Tour 09
Ultimate Sith Edition 2007 Madden NFL 08
2008-9 Indiana Jones and the Staff of Kings 2007 NCAA Football 08

2008 Star Wars: The Clone Wars

2007 College Hoops 2K8

2008 EA Sports MMA 2007 NBA 2K8
2007-8 NFL Tour 2006 College Hoops 2K7

2007-8 NFL Head Coach 09
2007-8 NCAA Football 09

2005 Superman Retuns: The Videogame
2003-5 The Mystery Dinosaur for The

2007-8 Madden NFL 09 Discovery Channel

also worked on colour correction and compositing for
Star Wars: The Clone Wars.

3DA: How did you get this job?

BZ:1applied online and was hired after Lucasfilm
Animation Singapore saw the great work I did on EA
Sports’ football franchise.

3DA: What kind of course did you do at university, or
training did you do?

BZ: At ACCAD at the Ohio State University, 1 did
extensive research on the following topics: VRML;
procedural animation; Pixar’s RenderMan; motion
capture. I also researched Wayfinding in real-time
simulation (the subject analysed and improved upon
was the game Spider-Man The Movie).

First of all, the Wayfinding tool was created out of
VRML and theories worked on with an eminent
scholar.lalso studied the enhancement of realism in
computer animation through the incorporation of
biomechanics and fatigue (the subject analysed was
Shrek). Next, Ilooked at rigging of prehistoric animals
with my project-based thesis Mystery Dinosaur work.
Finally, I looked at creatures evolving based on the
ecosystem around them. Classes were also taken in
digital still-life lighting and theatre lighting.

3DA: For today’s generation of students, what is the
kind of educational grounding they should be looking
to undertake to get a first job as a character animator,
or is the entry level a less specific role?

BZ: This is the way that I do it. | have a television next
to my monitor. I watch Harry Potter and the Prisoner of
Azkaban (the Buckbeak scene). If lam embarrassed
to look at what is on my monitor then I'm not done,
plainand simple. lam my own toughest criticand I
have zero tolerance.

3DA: In your role as associate technical artist or lead
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BZ: 1 needed a complete understanding of physiology
of humans built for strength and speed. Because |
was an athletic trainer who trained football players,
it came to me naturally. I know how a football player
flexes, I know how they run and sprintand I know
how they get prepared for collision. Often, because I
have a football player’s body, I would go into the
washroom at EA where there was a mirror, take off
my shirt and flex both my traps and my arms to see
the proper deformation. This is how I got into
character and what made it so easy is that the
character I was getting into was myself!

3DA: Is there much of a culture or professional working
practice difference between working for someone like
EAand a company like Lucasfilm?
BZ: You are who your team is. Lucasfilm, as a
company, is a natural fit for me. We both have zero
tolerance when it comes to the quality of our work.
We push the absolute limitation of
o technology in every way, shape
o e Y ) and form. Because we
are notonyearly titles,
we have the ability to
push backa launch
date to guarantee that
we are doing our best
to break new ground.

3DA: What software
B packages and tools
have you used for
rigging and animation?
BZ:1use Maya, the
proprietary software to Industrial Light & Magic, and
After Effects and HyperCam for documentation.

3DA: Do you think there is a shortage of skilled digital  «
artists doing animation and did you find it difficult
getting into the industry?
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BZ: Y0

internship inastudio. Do not rush'to get outo
school; stay in and develop your craft. Finally, do the
Buckbeak test as I mentioned above.

3DA: What are the key skills required to work as a
character animator or character rigger?

BZ: Observation, patience and the goal to push
technology. Everything you do, imagine you have to
present it to George Lucas. Then you will work harder
and will expect the absolute best from yourself and
your team.

3DA: If there was one feature missing from current
software apps that you would like to see implemented
to help with any aspect of CG animation, what would
it be?

BZ:1saw a demo from a company where you can
actually draw arcs of motion ona Wacom tablet and
the object will have an animation path.

3DA: Professionally, what's the most satisfying project
you've worked on and why?

BZ: Seeing my name at the end credits of Star Wars:
The Force Unleashed, Ultimate Sith Edition makes me
incredibly proud. I'saw the first Star Wars film when I
was three in1977. It motivated my whole career. To
see my name in a Star Wars product gave me a sense
of satisfaction.

3DA: What would be your dream project to work on?
BZ: One that continues to push film/game
convergence on every level. The ultimate goal for me
would be to have an engine that supports a
controlled character and the user cannot distinguish
between real-time and render.

3DArtist @ 10!
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-SALARY FOR TITLE ON GLASS DOOR /7 40 HOUR WEEK/ 52 WEEKS IN YEAR + (.25 SALARY)
-$188K /7 40 HOUR WEEK/ 52 WEEKS IN A YEAR = $90 PER HOUR

-$90 PER HOUR + (.25 X $90 PER HOUR- FOR FREELANCE) = $110.00 PER HOUR
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