Shora Farahani

555 Taylor St., Apt #203,

San Francisco, CA 94102

(415) 244-3459

http://www.shoraspot.com
Industry Experience:
2010 – 3D Visualization Artist

Shatara Architecture, San Francisco/CA/USA

Architectural visualization, Building/ Landscape/Interiors
2010 – Director / Creator
Parallel Lines – Runaway 

A short film I made for Philips TV - Parallel Lines competition based on the original idea I had around a provided script from scratch all the way through every stage of production (storyboard /previz /modeling /texturing /animation /motion-capture shoot /effects /compositing /editing /sound design)

2006-2009 – Director / Creator
Iceshed Short film (http://www.imdb.com/title/tt1523306/ )
Creating a 13-minute full-CG short film based on my own script from scratch all the way through every stage of production (storyboard /previz /modeling /texturing /animation /motion-capture shoot /effects /compositing /editing /sound design)

2008 – Sequence supervisor/ Technical director

Cinematico inc., San Francisco/CA/USA

*Monster vs. Aliens (Game Cinematic – 5 sequences)

Technical director working on hair/cloth/lighting/effects/rendering

*Xavier: Renegade Angel (TV show - 9 episodes)

Sequence supervisor, working with all the team responsible for animation and making sure all the shots on each episode get delivered on the deadline as per client’s request

2007-2010 – Modeler/Texture artist (freelance)

Clickboom animation, Miami Beach/FL/USA

Creating 3D representation of landmark building form the entire planet earth based on the references provided

2005 - Technical Director/ Generalist
Marvel Art Animation Studios, Tehran/Iran

Creating a 3 minute short film through every aspect of visual production based upon the provided storyboards
2004 – 2005 - 3D Environment Artist

Peymayesh Mohit Shahr Consulting Engineers, Tehran/Iran

Architectural visualization, Building/ Landscape modeling, 2D texture painter, Lighting/ Camera director,

Rendering administrator

2003 - 3D Modeler, 2D Texture Artist

Sami-Rayan Pardaz Games Co., Tehran/Iran

Hard surface and environment low-polygon modeling for a game engine

Education:

2006 -2009 - MFA of 3D Animation and Visual Effects

Academy of Arts University, San Francisco/CA/USA

2004 -2006 - MS of Multimedia Systems in IT

Amir Kabir Polytechnic University, Tehran/Iran

2000 -2004 - BS of Computer Software Engineering

National University of Iran (Shahid Beheshti University), Tehran/Iran
Software:
3ds max (FumeFx, Afterburn, CAT, Biped), Maya, Houdini

Mental Ray, Brazil r/s, V-Ray, final-Render, 
Fusion, Photoshop, Premiere, Final Cut

Boujou, ZBrush, Realflow, Endorphin

C++, DirectX

Motion Capture experience:

Phasespace, Movimento (facial rig/capture)

