Red Letter Day
Project
Alfred Hitchcock adaptation

Client

ENG 361 – Film Direction (Alfred Hitchcock) with

Dr. Mary Krenitsky Perrone

Date

Spring 2007

Technical Skills
Cinematography
Project Description

Though I didn’t direct most of the cinematography of this film, I did work on the “bedroom scene” where Albert receives a phone call early in the morning, as well as a shot of an e-mail being composed and sent out.
Issues Encountered

The room needed to be pitch black, and I wanted the only light in the room to look like it was coming from the alarm clock and from the television. For the e-mail, I needed to actually send an e-mail from a fictional character about a fictional item to a number of people named “Rhonda”.
Solutions

A bright flashlight was placed on top of the items that were supposed to be emitting light. Though the flashlight emitted a relatively blue light and the alarm clock was amber, I knew that the film would be converted to black and white before it was finished; therefore, the color differences were of no concern. When it came time to do the e-mail, I put addresses in like “rhondaw@university.edu”. Not knowing if the e-mails I entered were real, I put a disclaimer at the bottom of the letter that was something to the effect of, “If you get this e-mail ignore it.” I got no responses, so I assume that nobody got it.
Skills

Lighting.
Software
Adobe After Effects 5.5 (for color processing, used throughout the film and not just for this scene).
An e-mail is composed by one of the characters, witnessed by the audience.
This is how the footage looked originally, before conversion to black and white.
After processing, this is the final frame.
The flashlight on top of the alarm clock allowed adequate lighting for the character to be seen during some of his dialogue. (“Seven in the morning…?”)
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name, Ifirot, I apolagizs, and hope you have a nice evening,

Sincerely, >>§
=-Albert Nosfer|
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Red Letter Day Stills

Joyous Guard
Project
Swashbuckling movie

Client

Key Pixel Gathering of Filmers

Date

Fall 2007

Technical Skills
Cinematography
Project Description

Laszlo Kovacs wrote this Errol Flynn-style fencing movie, but as he was going to be in it, I was asked to work on the camera and direct them.

Issues Encountered

I needed to keep the action in frame on what was usually a handheld camera and furthermore to keep it steady. One of the actors fell and hurt himself during filming, and we needed to film a way to fit it in. One of the swords broke during fighting. For the introductory scene, a note needed to be composed by candlelight.
Solutions

The Canon GL1 was large enough that I could hold it steady so long as I wouldn’t be moving too much. I often used the tripod as an impromptu steadicam, sometimes bracing it against my waist and for one shot, which I wanted to be a long uninterrupted take, it was fully extended and placed on my shoulder; the weight of the legs extending four feet from my back counteracted the weight of the camera and allowed it to stay steady. When the camera was not attached to the tripod, I kept my arms braced against my sides. When the actor hurt himself, we filmed a shot of him being “hit” by his opponent’s sword, justifying the bloodied nose. When the sword broke, we filmed a cutaway of the fragment hitting a wall. For the intro scene, a massive amount of candles in the room surprisingly gave off enough light for the camera to pick up, without the need for external lighting sources to throw off the mood that the candles created.
Skills

Steady hands, awareness (to keep from hitting anybody with the tripod and to keep steady footing on unsteady ground).

Software
N/A
Near the end of the long, continuous shot, the two characters, soon to be fighting, are separated by a wall.

The tripod, extended behind me to help steady the camera as I moved backwards for the above shot.
The fragment of the sword hits the wall.

The introductory scene, lit by candles.
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Joyous Guard Stills

Darth Moby
Hunt for the White Sith

Project
Moby-Dick adaptation

Client
FRC 102 – Nature and Culture with Professor Aronoff

Date

Spring 2005

Technical Skills
2d Effects
Project Description

The task was to create an adaptation of Herman Melville’s novel Moby-Dick. I and a group of my classmates decided that a film adaptation bridging Moby-Dick into the Star Wars universe would be appropriate.

Issues Encountered

As Star Wars is a science fiction universe, there are a number of visual cues that must be matched to get a good feel for it. First and foremost are the visual effects. First and foremost of these are the lightsabers. Another key effect is blaster fire.
Solutions

Lightsabers are the first thing that I learned to do in After Effects; a single tutorial from this enabled me to learn my way around the software. Therefore, lightsabers were no problem; props were filmed with a wooden dowel and the effect was then painted over the dowel in post-production. Blaster fire took more research into the effect, with extensive use of the Beam effect in After Effects. Despite my relative unfamiliarity with the effect, it was still easier to execute than the lightsabers.
Skills

On-set visual effects lead, rotoscoping, masking, motion tracking, and patience.
Software
Adobe After Effects 5.5.

Blasters done with the Beam effect in After Effects and blurred. Here, a blaster shot is deflected by Darth Moby as he disappears over a ridge.
The emitter of the lightsaber that I used was irregularly shaped, and so required extra tracing while creating the lightsaber blade (for this shot, from scratch with no wooden dowel inserted).
Lightsaber work includes having to track the blade as it “fans”, or blurs, while in motion.
These contact flares are two-dimensional images comped in at the point of impact to help sell the impact.
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Darth Moby Stills 

UCF

Toronto Cybercide

Project
Tracer design

Client

Key Pixel Gathering of Filmers

Date

Summer 2006

Technical Skills
2d Effects

Project Description

In order to distinguish the gunfire for the two UCF Marshals in the film, it was decided that all shots fired would resemble tracer rounds.

Issues Encountered

The tracers had to be created from scratch; we were unable to find stock footage for them as we were able to find for mostly everything else.

Solutions

I worked closely with the head producer of the film, Laszlo Kovacs, on the tracer design. We based our tracers off of the BMW Films short film, Ambush, part of The Hire series. After taking a few still frames, I went into After Effects and created a still image with multiple applications of the Beam effect. When it came time to apply the tracer into footage, the composition of the tracer round was animated as a 2D layer in 3D space. Beginning and end frames were created, and middle frames often had to be adjusted. The effect never lasts for more then three or four frames, which both implies great speed (though in fact the shots move slower than others in the film for the reason of showing motion for the tracer) and helps to prevent the effect from getting put under great scrutiny.
Skills

Observation of source footage for the re-creation, layer animation.

Software
QuickTime, Adobe After Effects 5.5.

A still frame from Ambush. This, and a few others, were studied in order to create the effect ourselves.
The tracer that we constructed using the Beam effect.
The tracer was combined with a regular muzzle flash (see the section in Technical Skills: Compositioning) for the completed shot.

For almost every shot, the tracer had to be animated as a three-dimensional layer. This allowed it to move both towards and away from the camera. As it was a 2D layer, the effect would fall apart if the angle was too severe.
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UCF Stills 

I Vs. Me
Project
Personal film

Client

Press Enter Productions

Date

November 2004

Technical Skills
Compositioning
Project Description

Feeling down in the dumps, I decided to provide a creative outlet for my feelings and my own inner dialogue. I had recently seen another short film called Mirror, Mirror by Aaron Moorhead that used the idea of someone talking to himself in a mirror, and decided to use that medium.
Issues Encountered

I needed to have a convincing argument with my reflection. The bathroom used was very small.

Solutions

The camera was locked off on a tripod. I then acted out both parts of the argument. I had to plan with cinematography carefully, to ensure that both characters could be seen when it was needed, and conscious of framing during my acting, as I had nobody behind the camera while I was filming. The camera moved a lot with each shot to maximize the small amount of space I had. I then took the footage and laid the “real” footage over the “reflection” footage, and proceeded to rotoscope outlines. I did not shoot background plates, which further complicated things. As it was my first project with the camera, I did not lock exposure, focus, or white balance, which made things difficult; I therefore had to manually color correct some shots so that the two halves of the frame matched. One shot, I did not film a reaction on the “real” side, and had to slow down footage of me looking at the script to have the “reflection” looking at something.
Skills

Producer, writer, actor, compositioning, editor, rotoscoping, color correction, and patience.

Software
Adobe After Effects 5.5.

Because of limited space, I was forced to use very creative angles to show “both” people at once. This was framed with a 4:3 aspect ratio in mind; the camera was new enough that I hadn’t yet explored 16:9 widescreen.
A number of blurred masks were employed to get the correct amount of blurring for movement. Even then, I had to cheat at times when the “two” people overlapped.
In this shot, I neglected to film a reaction from the “real world” side. To make up for it, I slowed down the footage of me looking at the script, preparing to deliver the “mirror world” lines. Throughout the film, straight lines such as the mirror in this shot made masking the two portions of the shot off much easier.
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I vs. Me Stills 

Muzzle Flashes

Project
Various

Client

Various

Date

Various

Technical Skills
Compositioning
Project Description

Many of the films that I work on involve gunplay, and therefore need muzzle flashes when the guns are fired.

Issues Encountered

Though muzzle flashes don’t happen with every shot in real life, they are needed to sell the effect of a gun firing in film.

Solutions

Over the years, I have downloaded numerous pieces of stock footage and still images to use for muzzle flashes. The flashes are then screened onto the footage (sometimes with the “Add” transfer mode, but usually “Screen”). Depending on the image, I may have to perform an additional color key to get rid of the darker background; this is needed if the footage is grainy, as it helps to get rid of the obvious matte box around the effect. The flash then has to be attached to the muzzle of the gun and pointed in the right direction, as well as being the correct size.
Skills

Compositioning, motion tracking (for machine gun fire).
Software
Adobe After Effects 5.5/CS3.
The muzzle flash I use most often is from Detonation Films, a stock footage website. Each clip – side, front, and ¾ - has about three different flashes that I alternate with. Here, both guns are using Muzzle Flash Side.

Because of the vast amount of guns in UCF, I decided to download another set of muzzle flashes to help distinguish the gun of Zia, Farkash’s bodyguard.

Many two dimensional effects would show reflections in real life. Though I didn’t intend for this shot to have the do so, it was noticed during post-production that it was missing. This is fortunate, because the normal effect is washed out against the sky.

A second muzzle flash, entitled Smoky, is added to the normal Front muzzle flash to give it some extra visual kick. I have been told that one of the sparks looks like an ejected shell casing.
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Muzzle Flash Stills 

Control
Project
Car chase

Film workshop

Client

TheForce.net FanFilm Forum Filmmaking Workshop III

Date

2007

Problem Solving
Project Description

The workshop focused on creating a film with a pre-determined set of dialogue. I decided to create a car chase originally based on BWM Films’ The Hire.
Issues Encountered

We had no BMW, making Control an ill-fitting homage to The Hire. When we set out to film on December 31, 2006, one of the cars crashed before filming.  The second attempt required a different cast, and I needed to direct from in front of the camera. We did not have a third car to film exteriors from. We needed to simulate fast speeds safely, both visually and aurally.
Solutions

We dropped The Hire from the name, though added a quick homage scene at the end. This scene in turned needed to appear as though it was filmed at nighttime, even though it was filmed during the day; I observed, followed, then further embellished on online tutorial for day-for-night conversion. Exteriors were filmed from one car looking at the other, then vice-versa. The camera was filming at 15 frames per second to allow it to be realistically sped up, while the video game Project Gotham Racing 2 on the Xbox was used to record engine sounds that were appropriate to a car chase.
Skills

Writer, team leader, director, effects artist, director of photography, editor, actor.
Software
Adobe After Effects 5.5/CS3 (I upgraded in the middle of post-production), Project Gotham Racing 2, Goldwave.
By introducing the characters with title screens – Dealer, Assassin, and Driver – I was able to set up a general plotline without using dialogue, as the only dialogue was supposed to be that which was written for the workshop.

The camera was filming at 15 fps, allowing it to be sped up to double speed afterwards. This resulted in more motion blur and a more convincing illusion of speed.

On the road, many things were filmed that weren’t scripted that made it into the final movie. Passing a biker numerous times gave way to him showing up in the film; likewise, this van was moving slower than we were, and prevents Assassin’s car from coming up alongside Driver’s.

The end shot was creating using a tutorial from Video Copilot that I then expanded upon based on my own finding of how headlights interact with the road. In addition to headlights, taillights on traffic moving in the other direction also had to be added and motion tracked.
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Control Stills 

UCF

Toronto Cybercide

Project
Marshal gun effects

Client

Key Pixel Gathering of Filmers

Date

Summer 2006

Problem Solving
Project Description

Numerous things needed to be done to the Marshal guns in order to distinguish them, and therefore highlight how special and deadly they are as compared to other guns used in the film.

Issues Encountered

The props were functionally similar to others used. All distinguishing features had to be added in post production.

Solutions

For the visual end, see the section in “Technical Skills: 2D Effects” for the tracers that were added to the guns. From a sound design point of view, unique sounds had to be chosen for the guns. The first sound heard when a Colt Miranda Advance pistol is fired in the film is actually the sound from an automated turret in the game F.E.A.R.. Shortly after this, to accompany the tracer moving across the screen, the “flyby” sound of bullets from the same game were added and mixed in stereo to reflect the shot’s position on (or off) screen. These not only added sound to the moving tracer shot, but combined with the turret sound (as they happen nigh-instantaneously) they provided a very distinctive report that was unique for the guns. The final touch, likely unnoticed by all viewers, is that no sounds for dropped shell casings were added, as they were for all of the other guns, implying caseless ammunition – something that is currently unviable and helped to place the Marshal guns as a futuristic sidearm.
Skills

Finding sounds, stereo mixing.
Software
Adobe After Effects 5.5.

In addition to sound work (the scene pictured here is completely silent), the distinctive appearance of the gun itself also helps to distinguish the Colt Miranda Advance from other guns in the film.

This shot, which only visually appears on screen for one frame, has audio accompaniment that starts a few frames ahead of time to the right and traverses towards screen left, where the sound of it impacting something meaty is then heard in the left speaker.
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UCF Stills 

UCF

Flesh Plurality

Project
Choose-your-own-adventure story

Client

COM 340 – Writing for New Media with Mona DeVestel

Key Pixel Gathering of Filmers

Date

Spring 2006

Adaptation
Project Description

The task was to create a hypertext story, with at least twelve nodes that all lead to each other in some fashion. I decided to create a choose-your-own-adventure story un the UCF universe.

Issues Encountered

Organization quickly became the toughest problem. I had to ensure that all changes – such as choosing a weapon – were persistent through each play-through. I had to make sure that what I was writing fit into the UCF universe well and didn’t create any conflicts. I took it upon myself to tie this in closely with UCF: Toronto Cybercide.
Solutions

I diagrammed a tree, marking each turning point. The result is an average of twelve pages seen by the reader for each time through, with a total of 49 pages in the expanding tree. Many pages are similar, with minor differences depending on things like whether the player is carrying a certain weapon or other character’s opinions of the player. To help keep things from getting too far out of control, I made branches converge again in some spots. I spoke at length with Laszlo Kovacs, who created UCF, about keeping continuity, and asked him numerous questions. I used some lines near the beginning of the movie to create a premise for the story, with other references in the story as well. Laszlo coded the webpage that the story appears on currently – it is hosted on the film’s webpage.
Skills

Writing, researching, organizing.
Software
Microsoft Word 2003.
UCF: Flesh Plurality is a web-based choose-your-own-adventure story.

In this particular spot, the player can choose to hear more about a character about to be introduced, or skip that part at no consequence and continue to an encounter. Whether or not the player takes Vice Squad into the club with them could affect gameplay, depending on earlier choices.

In addition to the writing, I also chose various still photos, both behind the scenes production photos and stills from the Toronto Cybercide movie, that would be used on the pages.

[image: image30.png]We make our way down into the building. "We should take a couple prisoners.” | say, "but not at our own expense.”

"Copy.” says Whip. She pokes open a door and glances around. She twitches her head to the side, and Lash moves in front of her, getting
the next door, at the end of the hallway in a T intersection. She listens, then looks at Whip and nods towards it. She waves her gun at the
one good hinge and grins. | can imagine that Whip is only doing the same. Whip backs up, then starts running at the door. | watch with
interest as Lash shoots the hinge a moment before Whip reaches the door the latter leaps feet-first and lands, surfing on the door,
crouched low and firing into the room. After a moment, we follow her in. There are two bodies, and she shoves a new clip into her gun
"Clear,” she says. | tag the bodies for the cleanup crew to catch later on and we keep going

Resistance is scattered and disorganized. It seems that the speaker on the roof was, indeed, their leader. We clear out the top two floors
without even a slight probler. (1's funiny when a guy tries to jurnp out of a closed window on the second floor.) Even the first flaor goes fairly
easly. The most we suffer are sorme spent ammunition, and Whip got grazed by a couple rounds. But now... now, we'te at a set of double
doors at the end of a hallway on the first flaor. There are small plastic windows that we stay away from. Lash crouch-walks over to it and
listens, then shakes her head. She fishes a small device from one of her pockets. The rest of us hang back, sient, as she shoves a smal
fiber under the door. Finally, she pulls it back and comes back to us

"There are about forty people holed up in there. Newvous looking, but | don't want to get filed with nervous lead. I's a cafeteria. They're
covering both this door and the one from the kitchen. They probably made some sort of a general fallback cormand as soon as we popped
what's-his-face on the roof "

"Those are the only places of entry?" | ask her.

"Yeah, and I'm pretty sure we'l just be going straight in. They won't fal forthinking we're chefs or anything.”

"What about distraction? | can go to one of the doors, call attention to it, and you guys can come in behind therm "
"Good idea,” Sue says. "Straight entry would be suicide- not my idea of fun."
Lash looks at me, then back down the hall to the doors. "What door do you want to take, Detective Johnson?”

To call attention towsids the main door so the ladies can get in through the kitchen, click here

To call sttention to the kitchen, ailowing Sue and Vice Squad to come i the main entrance, click here
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[image: image31.png]With our weapons on us, we head down to Vice Squad's office. | reach the door and knock. "Came in,” comes the female voice from
inside.

1 open the door. | hadn't recognized Vice Squad by name before, but now that | saw them here, | certainly recogrized their faces. One
was about twenty three years old. She was sitting at the desk, boredly typing away. The other couldn't have been  day older than
eighteen. She was dangerous laoking, sitting on the comer of the desk, playing with a knife in that way that only a slightly psychotic
wornan can, running her finger along the edge of the blade and spinning it by its tip.

Granted, my wornan is about ten times more dangerous. Uh, by that, | mean Sue. Who's not "y woman” per se. I'm maried, and we've
adopted a kid, and my horme life is fine, 5o in that respect, Sue's not "my wornan”, but... augh. You know what | mean

The one at the computer looks up. "Ah,” she says. "A Heckler and Koch MP7. Good choice.” The one with the knife also looks up
Evidentially, they wouldn't have expected detecives to be packing this much heat. "We're partial to the GI6C, ourselves.”

"A bit big for more covert ops, but for something a bit more straight on, the G3Bes are good weapons,” | acknowledge. "How much were
you told about the mission?"

"The target and who we'd be working with. | have to say, Detective Johnson, that | never pegged you s someone to cary that kind of
armarment "

"Ah. It seems I'm at  disadvantage here, ladies,” | say coolly. "You know our names, but we don't know yours.”
The one with the kife speaks up. "She's Therwhip. Call her "Whig', it amuses her.”
"The one with the sharp things is Lashelle, "Lash'," pipes in Whip.

I srmile. For a couple of overly aggressive wornen who look ready to rip your heart out and eat it at any given moment, they are actually
quite amicable. | quess the trick is all i the first impression. For once, | silently thank Sue's impulse to get the gear first

"Well." Sue says. She also knows the value of putting a good face forward; whether she lies the Vice ladies or not, | can't tell but shes
doing a good job pretending. "We all have a job to do. Shall we get to it?"

"What, you alieady have a lead?" Lash sizes us up again
"No,” Sue replies, "but we wil after talking to Cash. "

The Vice ladies look at each other and nod appreciatively. “Impressive, knowing the head of Crimson Wolf” says Whip. "Can't say | was
expecting that "

"We thrive on the unexpected,” | say. "And strongly steeped tea. You ready to go?"
"Go on ahead,” Lash says, sticking the knife in her pocket, "We'll get our gear and meet you outside.”
"We'll be waiting,” | say. "The red CRV."

"We know,” says Whip as she slides past us. For some reason, that makes me slightly uneasy. | shake my head, follow the ladies out
of the offce, close the door, and head out to the car.

To hear more sbout Farkash, click here
Continue to Red Wolf with Vice Squad

Orto keep them outside while you go sione with Sue
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It was looking to be another boring day at the office. | had walked in
the door of the Toronto PD, took the elevator to the detective unit,
hung up my coat, set up Breezy, and started sifting through
paperwork. Some of my previous pattners passed through

My narme is James "Jazz" Joinson. When | was first starting, fresh
out of the acadery, I'd worked with & number of people. My father
was a key person in helping get Toronto back on its feet after the
Sphere War brought the Over/Sphere crashing down in 2076, It was
expected that Id follow in his footsteps. Instead, | was relegated to
& desk job, very rarely going out on assignments of any worth. Ah,
those were the days.

Who am | kidding? They certainly were not the days. But then |
was paired up with Ngarni Tsui more commonly referred to as
"Sue” With the combination of my cautious intelligence with her
reckless aggressiveness (okay, that was more negative to her than
1 was hoping), we quickly became the most effcient team on the
force.

Ah, here she is now. Half an hour late- just in time to tell her how it
wast? just another day at the office.

2006 Key Pixel Gathering of Filmers
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Flesh Plurality Stills 

Red Letter Day
Project
Alfred Hitchcock adaptation

Client

ENG 361 – Film Direction (Alfred Hitchcock) with

Dr. Mary Krenitsky Perrone

Date

Spring 2007

Adaptation
Project Description

A classmate and I decided to create a film that was an homage to Alfred Hitchcock. We started with the MacGuffin/McGuffin’s visual gag in UCF: Toronto Cybercide and created the film around it. We got the go-ahead to produce it in lieu of our final research paper.
Issues Encountered

The film needed to have as many Hitchcock themes in it as possible while still being an original work.
Solutions

We first came up with a very general plot outline, starting with one conversation, justifying the conversation, then creating the plot from there. We researched Hitchcockian ideas and names from his life that made it into the film. We shot in black and white, both as a creative change for us and an homage to some of his earlier films. There were numerous stairways implemented, in a nod to Hitchcock’s cinematography. A scene was filmed in a single take, similar to Rope, while we had a shot of reading an e-mail on a computer screen – a shot that has garnered much praise as, “What Hitchcock would do if he were making films today.” Music was a simple piano score composed by Adam Pilbeam, hearkening back to the earlier days of film. In the end, the film, about a series of murders on campus related to a letter that a student gets in his mail accidentally, was a success, though some parts fell apart towards the end because of time constraints.
Skills

Writing, researching.

Software
Microsoft Word 2003.
Albert pauses in front of the camera and leans back slightly, in reference to the opening of Alfred Hitchcock Presents. The other main character’s name is Fredrick – when their logical nicknames are put together, they form one of the more subtle references in the film.

Alfred Hitchcock employed staircases extensively. Here, the center beam separates inside from outside – uncertainty from safety.

The McGuffin’s visual gag started in UCF: Toronto Cybercide and helped to inspire this film. The logo itself, designed by Justin Monk, also has visual motifs of the McDonald’s arches. Are you enjoyin’ it?

The idea of credits scrolling over the (blank) contents of the letter at the center of the film belonged to my partner, Craig. I networked with other filmmakers and got someone else to work on making this idea a reality. It is similar in application to the opening credits of North by Northwest.
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Red Letter Day Stills 

Darth Moby
Hunt for the White Sith

Project
Moby-Dick adaptation

Client

FRC 102 – Nature and Culture with Professor Aronoff

Date

Spring 2005

Adaptation
Project Description

The task was to create an adaptation of Herman Melville’s novel Moby-Dick. I and a group of my classmates decided that a film adaptation bridging Moby-Dick into the Star Wars universe would be appropriate.

Issues Encountered

The general plotline of Moby-Dick had to be compressed into a film that could reasonably be created within a semester, allowing time for post-production work. It also was adapted into the Star Wars universe.

Solutions

Turning Moby Dick, the white whale, into Darth Moby, the white Sith, was an obvious pun. From there, Ahab as a Sith hunter and his crew as, well, his crew, was also obvious. The characters of Starbuck and Stubb were brought to life; their deaths in the film reflected the loss of various rowboats in the novel. The Pequod was transformed into a ship similar to Star Wars’ Millennium Falcon, and was filmed with a playset (with “Pequod” written on the side of it in the Aurabesh script) against greenscreen that was then compositioned into the film. Ahab went from having a peg leg to having a lightsaber in lieu of a hand. New monologues were written for Stubb on the subject of death, for Ahab on the subject of the loss of humanity, and Ishmael commenting on Ahab’s leadership and humanity. To make the common room of one scene appear like a ship in hyperspace, the windows were replaced with an animation of hyperspace that was created by a third party that I then added into the scene myself.
Skills

Writer, director, effects lead.
Software
Microsoft Word, Adobe After Effects 5.5.

The white Sith claims the life of Starbuck. His sudden appearance from behind the wall mirrors Moby Dick’s surprise attacks.

The use of a physical model was preferred over the use of a low-quality computer generated model, as it would lend more character to the film. It was also a simpler route.

Ahab’s lightsaber hand, in place of a peg leg. As the professor pointed out, Ahab’s use of a lightsaber for a hand could mirror how the original Ahab’s peg leg was made of whale bone.

The hyperspace animation, created by somebody else, then compositioned into the windows by me, lends an otherworldly feel to the shot than normal windows with horizontal blinds would.
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Darth Moby Stills 

Haarman Manual
Project
Chainsaw manual
Client

COM 495 – Senior Practicum
Peter Haarman Inc. [fictional]
Synergy Communications

Date

Fall 2007
Team Projects
Project Description

A team comprised of American students at SUNY Institute of Technology and German students at Fachhochschule Hannover needed to create a sample manual for a chainsaw by a fictional company.
Issues Encountered

International relations were tough, though not as bad as they could have been. Nobody knew anything about chainsaws. The two professors often did not communicate well, either with each other or with their students, leaving the teams unnecessarily confused.
Solutions

A large number of methods were employed to remain in contact with each other, usually a video chat over Skype, where hand gestures could accompany the language; though the Germans had seven years of background with the English language, it was their first time working with people who spoke it natively. We based our manual off of another manual by the real Dolmar company, and re-wrote much of the text to fit the requirements for the course, including making sure that the manual will protect Haarman from legal troubles. When an assignment came up at the last minute due to professor confusion, we were able to use previous documents to compile the new one that was required.
Skills

Communication, writing, leadership.
Software
Skype, AOL Instant Messenger, ICQ, Zoho Writer, Adobe After Effects CS3.
The Haarman manual was constructed by taking a manual by a real-life company and modifying it. We re-wrote all of the section, and re-used many of the images from the original manual. We decided on an 8” by 8” format for uniqueness. Also, this is the format of the Factory Times, which a couple of the SUNYIT students working on this project were a part of.
A big focus of the project was ensuring that adequate warnings and safety measures were in place to avoid liability on the part of the company.

We decided against extensive use of color; in fact, the entire manual was monochrome, so emphasis was achieved through text and line weight and size. Entire parts were re-written for ease of comprehension.
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Kickback:

Kickback occurs when the upper quadrant of the bar
nose contacts a solid object in the wood or is pinched
(Figure 11). The reaction of the cutting force of the chain
causes a rotational force of the chainsaw in the direction
opposite to the chain movement, mainly in the plane of
the bar. This may fling the bar in an uncontrolled arc
towards the operator.

This reaction can ocour in a fraction of a second and
under some circumstances, cause the guide bar and
chain to strike the operator with enough force to cause
severe or fatal injury. It may also occur during limbing. It
also occurs when the nose of the guide bar is pinched
unexpectedly, unintentionally contacts solid material
in the wood (Figure 12) or is incorrectly used to begin
a plunge or boring cut. The greater the force of the
kickback reaction, the more difficult it becomes for the
operator to control the saw.

Many factors influence the occurrence and force of the
kickback reaction

® The type of bar and saw chain used

® The speed of contact at which the cutter
contacts the object. Kickback force increase with
the rate of impact

B The contact angle between the nose of the bar
and the foreign object (Figure 11). Kickback is
most pronounced in the upper quadrant of the bar
nose.

® Improper lowering of the depth gauges.

A WARNING

A dull, improperly sharpened chain may increase
the risk of kickback. Always cut with a properly
sharpened chain.

Figure 11

Figure 12 e
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[image: image42.png]OWNER'’S AND SAFETY MANUAL

HAARMAN GASOLINE CHAINSAW MODELS
PS-6400, PS-7300 AND PS-7900

You must read and understand this manual before using this product. Always follow all warnings and
safety precautions. Failure to do so can cause serious injury!

The engine exhaust from this product contains chemicals known to the State of California to cause
cancet, birth defects, or other reproductive harm.

SAVE THIS MANUAL
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Read instructions

Warning

Wear protective helmet,
ear and eye protection

Wear protective gloves

Wear protective footwear

No smoking

No open fire

Stop engine

Forbidden

On/Off (/0) switch

Fuel and oil mixture

Beware of kickback

Chain brake

Engine - Manual start

Working in summer / winter

Carburetor adjustment

Chain oil fill/oil pump

Saw chain oil adjustment
screw

First aid

Recycle



Haarman Pages

UCF

Toronto Cybercide

Project
Original science-fiction movie
Client

Key Pixel Gathering of Filmers

Date

Summer 2006

Team Projects
Project Description

UCF: Toronto Cybercide was written by Laszlo Kovacs, but the production was the first true team effort from Key Pixel. We had previously worked on iSpy, but that was a disorganized affair where people pitched in now and then; UCF got everyone involved from the get-go.
Issues Encountered

Key Pixel’s biggest problem is that everyone lives far apart from each other. At the time, members lived in Sherrill and Buffalo, New York and in St. Catharine’s and Ottawa, Ontario. Furthermore, a personal problem came up between the main producer and another member of the team.

Solutions

Pre-production

All members of Key Pixel are constantly in touch with each other over MSN Messenger. E-mail also helped the transfer of materials in the pre-production stage. A face to face meeting the December before production started helped to get costume ideas for the characters and to know ahead of time what weapons would work for which characters, as well as hammer out ideas in the script. I helped with the personal problem before production by talking to one of the people involved and helping to make sure that his professional pride would win out over his personal pride; from there, I was able to help resolve the issues enough that they were able to work together productively.

Production
During production, we met in St. Catharine’s for filming, where our impromptu studio was as well as what we had found during December in location scouting. Laszlo directed with the camera, while I worked more on directing the actors (with the exception of action scenes). I was also the B-unit director.
Continued…

Post-production
Laszlo and I both completed an Alpha stage edit; Laszlo then took feedback from the crew and created a Beta edit, which he gave to me in person in April. I then worked on effects. Smaller clips were exchanged by FTP. A Gamma edit was completed for an August team meetup with most of the effects in place; the Delta, and final, edit was released in October.
Skills

Script revising, directing, cinematography, acting, editing, digital effects lead.
Software
Adobe After Effects 5.5.

The December meeting was useful from a preproduction standpoint. In addition to discussing the screenplay, we did various costume and prop tests. Here, we decided that Bryan would be better suited without facial hair for the part of Marshal Pax, and that Marshals should go with something sleeker than the revolver.
UCF was the last film shot in the “studio” – a vacated office area across the hall from Justin’s apartment. When he moved, we lost access to it, and have since been on the lookout for another versatile interior space.

Here, Sylvia and I act in front of the camera held by Laszlo, with the boom microphone (duct taped to a lightsaber prop dowel) held by Justin Monk, as Jessica Sayer looks on as script supervisor. Depending on who has to be in front of the camera, Key Pixel members can wear many hats, from camera operator to microphone operator to assistant director.
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UCF Stills
Biography
Title

Freelance and independent film producer

Affiliations

Press Enter Productions

Key Pixel Gathering of Filmers

Birth Date

May 7th, 1986

Andrew Hookway
Self Description

I am an independent film producer who would like to work in the film and video industry. I have a lot of experience and skills that can be adapted to many production environments.

Background
I started working with aspects of film production in 2002 on a Star Wars fanfilm after seeing Star Wars: Episode II: Attack of the Clones. In 2004, I got a camera for myself so that I could work on my own projects, and in 2005 Key Pixel was formed with Justin Monk, Bryan Patrick Stoyle, and Laszlo Kovacs. Key Pixel’s dynamic is such that everyone becomes something of a jack of all trades, though certain individuals are better at some things than others; for instance, Bryan is a professional actor while I do very detailed effects work.
Future
It is difficult to look into the future to see where I will be. I would like to see Key Pixel take off as an independent film company. Every film is increasingly better than the last, and we are currently working on gaining funding for future projects. I want to keep Key Pixel on this path between freelance jobs.
Skills

See the previous twenty-seven pages. Pretty much anything.
Contact
http://www.press-enter.net

boter@live.com

(315)289-5030

Andrew Hookway

