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Summer Of Unreal Engine 2022
INCAS Training und Projekte GmbH
Epic Authorized training center

Krefeld Germany [ online ]

The main idea was to present a 15-sec-
ond tracking lateral shot with no cuts
and minimal changes to the camera
angles, focusing on a character and a
creatively designed environment.

My take was an action sequence during
a Civil War of Al technologies.
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Panoptice Virtual Environments
Erasmus bridge Sculptures

Panoptice

Delft, The Netherlands

As part of a new development initiative
for Panoptice's VR division, there was a
necessity to create completely photore-
alistic lighting conditions for the "Virtual
Environments" application.

The Real-time CGl is generated by the
Lumen system in Unreal Engine, operat-
ing entirely in real-time graphics and
blending with the 360° footage shot by
Panoptice in the real world. The original
footage depicts a 360° view beneath the
renowned Erasmus bridge. The 3D
props were modeled and textured using
3D Studio Max.

The integration of real-time elements
with the illumination provided by the
pictures is seamlessly executed, result-
ing in lifelike images.
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Panoptice Virtual Environments
Main Room

Panoptice

Delft, The Netherlands

As part of a new development initiative
for Panoptice's VR division, there was a
need to create completely photorealistic
lighting conditions for the 'Virtual
Environments' application.

Virtual Environments' (VE) are entirely
generated in real-time, allowing users to
interact with 3D objects and experience
immersion.

The artistic concept was to create a
real-time CGIl room with interactive
elements. The 3D props were modeled
and textured using 3D Studio Max.
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Panoptice Virtual Environments
Main Title VR seletion

Panoptice

Delft, The Netherlands

As part of a new development for Pan-
optice's VR division, there was a need to
create completely photorealistic lighting
conditions for the 'Virtual Environments'
application.

Virtual Environments' (VE) are entirely
generated in real-time, enabling users
to interact with 3D objects and immerse
themselves. The 3D props were mod-
eled and textured using 3D Studio Max.

The artistic concept aimed to create a
natural environment where users can

interact, providing a welcoming atmo-
sphere before entering the main room.
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Warm Appartment

CGIl Room

Art3dStudio

The Hague, The Netherlands

For an architectural visualization and
virtual production test, a CGl environ-
ment was created.

The scene depicts a small studio on a
warm afternoon, illustrating concepts of
light and space during a spring after-
noon.

The main topology and texturing were
created in 3ds Max, including all props. It
was rendered in Vray and post-pro-
duced in After Effects.
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Warm Appartment

CGIl Room

Art3dStudio

The Hague, The Netherlands

CGl Environment for an architectural
visualization and eventually used in

virtual production test.

The room presented a small studio on a
warm afternoon to show the concept
over light and space in a small and
warm afternnon of spring.
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The main topology and texturing was
made in 3dstudio max as all the props.
Rendered in Vray and post produced in
after effects.
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Lashing Spanner
Product Shot
Lashing Logistics
New Zealand

Product shots for Lashing Logistics of
their new spanner.

The prototype built by the company was
actually used and tested in the field,
prompting the need for a product shot
session and a video showcasing the
tool's features for their website.

The concept was to present the tool as a
high-end object rather than simply
hardware used in ports, with refined
materials and without scratches, aiming
to give consumers a more elegant

impression.

Modeled in Solidworks and transferred
to 3ds Max, rendered in Vray, and
post-produced in After Effects.
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The Invisible son
Product Shot
Tey.amsterdam

The Hague, The Netherlands

"Product shots for a new book written
by Tey EI-Rjula.

The book's campaign started presales
without an actual printed book, so the
company needed product shots featur-
ing an actual printed copy.

The concept was to create simple
images that conveyed the impression of
having books in stock and ready for sale.

Modeled in 3ds Max, rendered in Vray,
and post-produced in Photoshop.

As a kid, he always asked himself,
“Why am | bore with a Syrian
nationality? Why did | fail In paoing
to the US with my mom7 Is there 3
curse following me?”

It took 30 years to connect the dols
of the experiences he went through
while growing up away from his
home country and family

He discovered his purpose in the
most unexpected places on earih,
and during the lowest points in his
life. Not in a bar or a prison, but as
an  Asylum  Seeker In a Dutch
Refugee Camp in the Netherlands

His story relates directly to 290 million children
like him, and indirectly it is related to you

_Ihl: invisible son will show you the besi
invesiment you could ever make i stir you
Invesl ] I € il e and stir your
thoughts in @ way thai w b

il lead you to discove
QUE tad ) discover
and live your purpose,

This s not a well-crafted star
. g cO siory 1o Impress, i1 is a
story told as it was lived 1o inspire =

How? Pick me up, take me with you, and read me

TEY EL-RJULA &

* Syrian Refuges =

* Award-winning Tech ey
Entrepreneyr » e

* M€ in Digital Currencias “
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CARLOS DAvVID
PEREZ ROMERO

LANGUAGES

Spanish - Native
English - Fluent
ltalian - Fluent
French - Basic

ACADEMIC
BACKGROUND

o 'l;};

2008-2009

AREAS OF
EXPERTISE

3D modeling and CCl
Phorealistic render
Realtime graphics
3d Animation

VR /AR

Virtual Production

Audio Visual Production
Post production

Motion graphics

Live Stream

IA CGenerated images
IA model training

Master Graphic Design

Florence Design Academy

Florence ltaly

X

1999-2004

Bachelor Degree in
Compiuer Science

Instituto Tecnologico
Superior de Xalapa
Xalapa Mexico

Web Design
UX/UX Design
Web Develepment
Graphic Design
Photography
Branding

Hosting tools

SOFTWARE

Autodesk 3D Studio Max
Chaos Group Vray
Unreal Engine

Quixel MegaScans

Stable Difusion V1.5
Midjourney

Adobe Photoshop
Adobe After Effects
Adobe Firefly
Adobe lllustrator
Adobe Premier
Adobe Lightroom

Wordpress
Elementor
OBS suite for streaming

CONTACT

hola@art3dstudio.com
tel: 0031 061 840 1616
The Hague

The Netherlands




