Ian Brenneman :: Warframe Production Reel Breakdown
ian@treefish.net - treefish.net (FX Reels) - linkedin.com/in/ian-brenneman

Shot 1 - Waterfall Cave

o Created waterfalls, splashes, and wakes (meshes + particle systems)
o Authored waterfall shader

¢ Set up butterfly animation and pathing (models not by artist)

Shot 2 - “Ship” Crashing into Tower
e Placed and scripted explosions, fire, and post-processing
e Character and debris animations by animator

Shot 3 - “Glass Maker” Boss Fight (Part I)
o Created projectile casts, impact effects, and crystal mesh remnants

Shot 4 - Space Splash
e Set up splash effects (meshes + particle systems)

Shot 5 - Spacecraft
o Created thruster glows, trails, and disabling burst effects
e Handled all scripting and timing

Shot 6 — Space Station Laser Shot
e Created all effects: laser visuals, screen displays, skybox impact
¢ Built meshes, flares, particle systems; scripted precise timing

Shot 7 - Water Gun Fight
o Built effects for sprinklers and water gun projectiles
e Included hidden inner-tube as easter egg

Shot 8 - Centipede Enemy Attack
e Created attack mesh and particle systems

Shot 9 - “Glass Maker” Boss Fight (Part Il)
o Created cast effect
e Built crystal reforming animation in Houdini; rigged in Maya

Shot 10 — Sky Worm Energy Burst & Beam
o Created all skybox-based effects (particles, meshes, post-processing)
e Worm animation by animator

Shot 11 - Water Temple
e Created water elements and emissive pyramid visuals
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