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Jessica Riewe 
Reel Breakdown 

I Lighting and Shading: Death Dealer 

Shading and Lighting: Spring 07 
 Compositing and 2D Effects: Spring 07 
 Software Used: Alias Maya 7.0, Pixar's Renderman 12/Slim, Corel Painter X, Apple  

Shake 4.0, Apple Final Cut 5.0 
 Shading , Lighting,  Compositing,  and 2D Effects by Jessica Riewe 
 Concept Art by FrankFrazetta 
 Modeling by Don Bui 
 
II Lighting and Shading: Styracosaurus 

Modeling: Fall 05 
 Shading and Lighting: Spring 06 
 Animation and Compositing: Fall 06 
 Software Used: Alias Maya 7.0, Pixar's Renderman 12/Slim, Photoshop CS2, Apple  

Shake 4.0, Apple Final Cut 5.0 
 Modeling, Shading, Lighting, Animation, and Compositing by Jessica Riewe 

Rigging by Seth Freeman 
 

III Scripting and Modeling Research: A Virtual Sculpture 

     Based Morphable Face Model 

 Master's Thesis Research: 2006 
 Software Used: Matlab, Alias Maya 7.0, Ambrosia Snapz Pro X, Apple Shake 4.0,  

Apple Final Cut 5.0 
Exemplar virtual three-dimensional sculptures collected from sixteen artists are 
used to develop a multi-dimensional space to describe facial shape, which is then 
used as a mechanism for modeling new faces.  This is accomplished through 
identifying and varying derived principal components of the multi-dimensional 
space.  The relationships between these principal components and their effects on 
new faces are explored through the creation of new virtual faces using a 
graphical user interface.  These new virtual face sculptures are then modified by 



facial feature, gender, and expression using a feature-based transformation 
interface based on difference vectors.  Finally, animations are created to 
illustrate the results of these approaches.  Facial mesh transformations based on 
principal components does not give direct predictable control for modifying 
specific facial features.  However, it does provide interesting design choices for 
artists, and general patterns of the data variance were obtained.  The feature-
based transformations were successful in further modifying created faces. 
Research, Scripting for GUI Interfaces, Modeling and Animation, Shading, and 
Demonstration by Jessica Riewe 
 

IV Physically Based Simulation: Real-time Physically Based Particle System 

 Coding and OpenGL Rendering: Fall 06 
 Programming and Rendering in C++ and OpenGL by Jessica Riewe 
 
V Physically Based Simulation: Real-time Physically Based Flocking System 

 Coding and OpenGL Rendering: Fall 06 
 Programming and Rendering in C++ and OpenGL by Jessica Riewe 
 
 
  

 

 
  


