


Project Pixelranger

This was the portfolio site that
earned me a job at 2Advanced Studios. The
‘Genesis Project’area was my first attempt at
doing an ‘experience’site. | imported photos I'd
taken into Photoshop, fabricated new lighting
situations and added tons of elements that
weren't originally there.l also created a 3D
sound engine, which rotated sounds around
the user as they navigated the environments. |
wanted to create a window into another world.

Project VAST website

The amazing music of the band
VAST inspired me to create a site for them
with a unique mood that was informational
and experiential. | created several
photographic scenes as backdrops for each
section. | then took what I'd learned from the
Genesis Project and infused life into each
background, forming several unique and
immersive environments. Interactive content,
a Uland music were then laid on top of them.
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Project Nintendo: Metroid
Prime Pinball

I designed this experience around
the concept of the site being playable,
interactive and responsive, like the game
itself. While exploring the content, the user is
able to launch up to five Metroid pinballs into
the interface. Periodically pinballs become
locked and the user can relaunch theminto
the Ul. Each pinball has a unique sound object
that rotates and pans the audio around the
user, heightening the overall experience.

Project O’Neill Clothing

O’Neill requested that their site
contained no pre-loaders, no typical
rectangular buttons, and a completely unique
design and animation style for every page.
Running with the directive to “think different”
and be “randon”, | animated this project with
elements that include a moose jumping out of
a helicopter,dancing surfers,and a boat
pulling a wakeboarder over content. There
were also ants walking around the interface,
and a video player displayed by a pair of
hands that reached out, grabbed the player
and shoved it at you.
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Project Adobe Max

2008

Project EA: From Russia
With Love

| designed and animated the entire
in-game Ul for this project, which was very
challenging because of the memory, video and
colour limitations of the Flash game SDK and
of consoles at the time. Everything was kept
very simple, but through dynamically
generated animations and the use of game
stats data, as well as looping background
videos from the original movie, | created an
immersive interface that was always in motion.

Project Motorola PEBL

The concept behind this site was to
use the colourful new Motorola PEBL mobile
phone to paintand bring a jungle environment
to life. The scene starts in black-and-white;
clicking and dragging the PEBL mouse paints
colour back into the picture, and slowly
reveals several audio layers, bringing
elements such as flowers, shells, plants,
fireflies, fish and waterfalls to life. Users can
then capture part of the revealed background,
send the image to their phone as wallpaper,
and download the revealed audio as aringtone.

2Advanced, Big Spaceship and Blitz
joined forces with Adobe to create a special
interactive and print campaign to promote
their MAX conference. We brainstormed and
created characters and an interactive
storyline for the jungle scene, where the main
character, Max the Explorer, had a creative
idea that he couldn't achieve by himself. The
user helps Max explore the environment,
enlisting the help of the Photoshop cave-
painters, Flash builder-chimps and Flex airbots
to help him achieve his creative vision.

Project Rapp Collins
orldwide: Future Garden

The Rapp Collins Future Garden
was the antithesis of your average corporate
website. The user explores and scrolls up and
down thevine, revealing a colourful garden
made up of technology. A helpful
hummingbird follows you around and even
taps on your monitor when provoked.
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