Tim Borrelli

timmyland@aol.com
c: 217.390.3521

Web Page: http://www.timmyland.com/demoreel.html
LinkedIn: http://www.linkedin.com/in/timborrelli
In-Game Demo Reel Shot List
In-Game Demo Reel available here:

http://www.timmyland.com/public_html/TimBorrelli_InGameReel.mov (23MB)

0:03 – 0:15

Slide to cover, and vault over cover. Direction was to “animate how I felt a Locust Grunt would perform the move.” I felt he would be a lot heavier, and not be very light-footed when climbing over the wall. I kept it within a reasonable time so it would work in-game. All hand-keyed, done with a Maya rig I received from Epic that I converted to Max so I could work on it at home.
0:15 – 0:21

Run cycle. Direction was to “animate how I felt a Locust Grunt would run.” All hand-keyed, done with a Maya rig I received from Epic that I converted to Max so I could work on it at home.

0:21 – 0:35

One-person 3-move combo. I directed the motion capture for these moves, and stitched them all together to create this one combo. After stitching, I re-timed the motion and cleaned it up.

0:35 – 0:53

Two-person interaction. I directed the motion capture for this move, re-timed the motion and cleaned it up.

0:54 –1:20

Hand-keyed strongman event animations. These were based on video reference of me and strongmen seen on ESPN (not me, the strongmen!). This is a combination of the 2 things I love the most (not including my family.)
1:20 – 1:38
Hand-keyed idle animation from a cancelled game. Based on video reference that my then-art director and I shot to nail down the style.

1:38 – 1:45

Hand-keyed ledge grab animation from a cancelled game. Based on video reference that my then-art director and I shot to nail down the style.

