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THE WALKABLE PICTURE
3D Stereoscopic movie, Virtual reality


The Walkable picture’ is a stereoscopic 3D movie done 
for headmounted displays and tested at the ‘Institute 
for Computer Graphics and Vision’. The project also 
included a virtual reality application and a theoretical 
background about observing ‘artworks‘.


The resolution of the rendered images is 400 x 400 and 
effects the image quality in the demo-reel = format for 
Head-Mounted Displays
(HMD’s)


MY TASKS


Type: Stereoscopic 3D movie
Client: Self
Used VR-Engine: ‘Studierstube‘
VR-Programer: PhD. Bernhard Reitinger
Oil Painting: Dimitrious Sakellariou


Used software:
Parallaxplayer: for testing the stereoscopic rendered images
Alias Wavefront Maya: for modeling, animation (3D)
Adobe Photoshop: for texture painting
Adobe Premiere: for editing
Adobe After Effects: for compositing


2WEISTEIN – COMPUTER GAME
Developer: Brainmonster Studios, Distributor: CDV


MY TASKS


IN-GAME ANIMATIONS


Responsible for the animations of the main and support-
ing characters including skinning, rigging, cutscenes and 
game-trailer animations and lip-synching. Worked closely 
with the lead progamer in supervising co-animators for 
technical troubleshooting during game engine testing 
phase.


Besides character animation my work also included:
• Finding a character setup which worked with Max, 
Maya and the game-engine ‘Unity’
• Converting all finished animations to the FBX format
• Overseeing my team members animations and repair-
ing technical problems if nescessary


• Developed idea, concept and story
• Designed characters
• Polygon character modeling and landscape modeling
• Shading, texture mapping and painting
• Lighting
• Character setup
• Character animation including lip-synching
• Stereoscopic rendering
• Editing and compositing







2WEISTEIN – FIGHT SCENE
Developer: Brainmonster Studios, Distributor: CDV


MY TASKS


• Character rigging, weights painting, character setup
• Cycle animations (walk, jump, run, climb, swim, etc.)
• Lip-synching for Bernard, Celestine and the character 
Godron


MAIN CHARACTERS
‘Bernard’ and ‘Celestine’


The supporting characters are unplayable game characters, whose
animations are applied automatically inside of the game-engine and
therefore had to be loopable.
Limitations for the character animation was the alignment of their
feet which had to be fixed to the same spot for every animation. Also
the start-frame and end-frame had to be the same to make sure the 
animation-morphing in the engine was as smooth as possible.


SUPPORTING CHARACTERS
‘Godron’, ‘2weistein’, ‘Peasant Boy’, ‘Ronger Pirate’


• Character animation
• Staging
• Lighting, rendering and camera animation
• Compositing


CUTSCENES AND TRAILER ANIMATIONS


Type: Computer Game for Mac and PC
Client: Brainmonster Studios
Lead 3D Character Animation: Ines Baumgartner


Used software:
Autodesk Motion Builder: for character animation
Autodesk Maya: for testing animations
Adobe After Effects: compositing, editing


Type: Computer Game for Mac and PC
Client: Brainmonster Studios
Lead 3D Character Animation: Ines Baumgartner


Bernard and Celestine are the 2 main playable characters.







iBUBBLE SNAP
iPhone Application / Developer: Digital Munch


MY TASKS


RED BULL MOBILE
Red Bull Creative


MY TASKS


• Design of iBubbleSnap logo, cover and bottle
• Illustrations for game instructions
• Storyboarding the game play for the programmers
• Modeling of all 3D assets (bottle, dipper)
• Texturing and shading of all 3D assets
• Animating of soap drops dropping into the bottle
• Animating of soap being flicked from the dipper 


Type: iPhone Application
Client: Digital Munch
Producer: Lin Tam
Graphic Design: Ines Baumgartner
3D Animation and Production: Ines Baumgartner
Lead Programmer: Thomas Billingsley


Briefing: Digital Munch wanted to design an iPhone application, where 
you are able to blow different sized bubbles. Their goal was to make 
the application as realistic as possible, within the technical limits of the 
device and game engine. 


My responisbilities: Lead designer and responsible for 3D modeling, 
texturing and rendering, particle animation (water), storyboarding for 
program site map and the illustrations for game instructions.


Used software:
Alias Wavefront Maya: for modeling, animation (3D)
Real Flow: for Particle Animation


• Creating particle paths within Maya, which matched the 
provided 2D line graphic
• Particle Animation
• Camera Animation
• Rendering
• Adding some effects and color correction
• Adding and animating the Red Bull Mobile logo
• Converting the animation into a gif animation


Type: Mobile phone animation
Client: Red Bull Creative
Art Director: Nathalie Perkins
3D Particle Animation: Ines Baumgartner


Used software:
Alias Wavefront Maya: for particle animation (3D)
Adobe After Effects: for compositing and editing


Briefing: Red Bull Creative needed an animation for their newly 
launched mobile phone. Used as start-up and shut-down animation. 


Requirements: Animation of the provided 2D line graphic of the bull, 
so the lines flow-in from the background and start forming the bull. The 
outline of the bull should be as visible and obvious as possible.







LITTLE ROBOT IN COFFEE TO FORGET
Live-Action combined with 3D Animation 


MY TASKS


• Modeling robot and sugar cubes
• Character animation
• Texture map for the robot, shading
• Camera tracking
• Compositing of sugar cubes, shadow and robot


Type: Short
Producer and Director: Michael Waltl
3D modeling: Kathrin Roessler
3D Animation / Texturing / 3D Tracking: Ines Baumgartner


MEDICAL ANIMATION ‘SCHETTERLINGSKINDER’
Documentary


• Storyboarding
• Nurbs modeling and 3D designing
• 3D Animation
• Texturing/shading and lighting
• Rendering
• Editing 


MY TASKS


Type: Documentary
Client: Peter Werlberger
Director: Peter Werlberger
3D Animation and Production: Ines Baumgartner
Screened on Bayern Alpha (German TV Channel)


Briefing: Creating animations for a documentary, describing the pro-
cess of protein production within a cell. Another animation that shows 
the replacement parts of genes. 


Used software:
Alias Wavefront Maya, Adobe Premiere


Used software:
Alias Wavefront Maya, Adobe Premiere, 2d3 Boujou,
Adobe After Effects


Briefing: Animation of the robot







SONY STREAMMAN
Flash Animation for Sony NetServices 


MY TASKS


• 2D Flash animation and storyboarding
• Selecting music and sound editing
• Finalizing the Flash application using Action Script


Type: Presentation for Launching StreamMan in Finland
Client: Sony NetServices
Art Direction: Sony NetServices
2D Flash Animation: Ines Baumgartner
Flash Programing: Ines Baumgartner


Briefing: Creation of Flash animation
Used at a press conference for launching Sony’s StreamMan in 
Finland as well as for promotion on the internet.
My requirements for the animation was to use Flash for the animation. 


Used software:
Alias Wavefront Maya, Adobe Premiere, 2d3 Boujou,
Adobe After Effects
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