


Replaced backround hills with matte painting.
Re created blasts and smoke passes with various
live elements. 2d tracking along with some roto. 

Full CG backround replacement. Created digi matte
painting with multiple smoke, blasts, flashes and hits.
Incorporated cg ships. 2d tracking including hand
tracking some parts.

Animated, textured, lit and renderd out cg arm and 
helmet. Comped passes into shot.

Added more explosions, 2d tracking and some minor
roto of the guys runing in front of the added blasts.
Added some smoke as well to the background.
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Removed blue ribbon from the other soldiers in 
this series of shots. 

Smoke enhancement to BG, MG and FG.
Some roto and soft keying techniques to create
separation in Z space.

Added more explosions and dirt hits. Used moKey
to track shot. 

Intergrated multipass renders of CG plane. Made
lighting adjustments and handled render passes 
for this shot as well as a few other in this sequece. 

Added more explosions and smoke. Created clean 
plate to remove bg hill structures. Used moKey to 
track shot. Minor roto to add in fg guys.
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