
Daniel Giron 
 
Shot Breakdown list - 2020 Matte Painting and Environments Showreel 

The Predator (2018) - Atomic Fiction  

Software: Photoshop, Maya, Terragen 
 
Summary: I was tasked with creating earth 
for a sequence of opening shots. I started 
with a simple CG render from lighting dept. I 
then used a large overscan matte painting 
in photoshop, and created some rendered 
planetary clouds in terragen, then created a 
pre-comp and projection setup in nuke. 

 
 
The First (2018) - Atomic Fiction 
 
Software: Photoshop 
 
Summary: Created a large overscan matte 
painting from a simple cg render of 
launchsite and surrounding environment. 
Used NASA and google images for high 
altitude reference. 
 

 
 

 
The First (2018) - Atomic Fiction 
 
Software: Terragen, Photoshop 
 
Summary: Created planet mars environment 
for landing sequence. Created the planet in 
terragen with craters and canyons, final 
matte in photoshop with images from NASA. 
 
 

 
 

 
 

https://www.imdb.com/year/2018/?ref_=tt_ov_inf


 
Westworld (2019) 
 
Software: Photoshop, Nuke 
 
Summary: Futuristic city set extension, 
using a mix of high resolution 
photo-manipulation and CG elements. 
Created projection pre-comp in nuke for 
compositing team.  
 
Westworld (2019) 
 
Software: Photoshop, Nuke 
 
Summary: Same as above. 
 
 
 
 
 
 
Army Base - Personal Project (2020) 
 
Software: Maya, V-Ray, Photoshop, Nuke 
 
Summary: Personal project to enrich 
technical skills. Created a fully CG army 
base environment with layout, textures, 
animation, crowds, lighting. Some paint 
overs in photoshop, compositing in nuke 
with projections. 

 
 
Gotham (2015) 
 
Software: Photoshop 
 
Summary: Created most of the street and 
building matte paintings. Add street 
elements and textures to the road and 
painted over a basic texture of the buildings 
with photos and grime.  
 



Pirates of the Caribbean: Dead Men 
Tell No Tales (2017) 

Software: Maya, Photoshop, Nuke 
 
Summary: Created matte paintings of 
the rooftops, missing decks, added 
props, extended the background town, 
and added a jungle mountain. I used on 
set Lidar scans to reference the position 
of the buildings to build geometry for 
projection mapping in nuke 

 

Pirates of the Caribbean: Dead Men 
Tell No Tales (2017) 
For this escape shot, I did layout and 
scene assembly for the palm trees, 
using scatter tools in maya. I created 
ground textures of beach sand, adding 
details such as debris and wet areas. 
And a jungle mountain matte painting in 
the background.  
 
 
 
Star Trek Beyond (2016) 
 
Software: Maya, Mari, Katana, V-Ray 
 
Summary: I developed the torpedo arm 
in this shot. After the model was 
complete, I used Maya, UV Layout, and 
Mari. I also did some look development 
in Katana/Vray to check textures.  
 

 
 
Star Trek Beyond (2016) 
 
Software: Maya, Mari, Katana, V-Ray 
Summary: Textured the airlock door in 
Mari, layering various metallic textures 
and grunge.  

https://www.imdb.com/year/2017/?ref_=tt_ov_inf
https://www.imdb.com/year/2017/?ref_=tt_ov_inf


 
Agent X (2015) 
 
Software: Photoshop 
 
Summary: Created a matte painting of 
paris, using images of the Louvre and 
eiffel tower and street elements. Also 
used for other shots in the sequence. 
 
 
 

 
 
Agent X (2015) 
 
Software: Photoshop 
 
Summary: Set extension matte painting 
of a paris back street. Used google 
earth to find suitable alley. Used day to 
night conversion techniques.  


