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Lighting - Scene / Level - Cine Camera - Sequencer - Look Development
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PROFILE

UE5 Real-time Scene & Lighting Artist

BEWAR, IR TFEREITICEE, FFEERM UES SeplstifizR. IMRITYE. Cine Camera 5
Sequencer ITH., {FERE= Scene Staging. SR&IHEHEL. Lighting Look
Development, Camera Movement, Narrative Reveal, Lighting Contribution Breakdown
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Unreal Engine 5 - Lumen / Baked Lighting - Cine Camera - Sequencer - Premiere Pro - Photoshop

CET-4 - RJFGISEETIR / SRS, BEEMTIFDEESD
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CASE 005 CASE 003 CASE 004
American Bank Presidential Office Historic Saloon
Scene / Multi-State / Camera / Sequence Baked Narrative Lighting / Reveal Lighting Breakdown / Camera Continuity
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CASE 005 - AMERICAN BANK

Day / Pre-Storm / Night

3 LIGHTING STATES - SCENE STAGING - LOOK DEVELOPMENT
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PRE-STORM NIGHT

BERARSAYLCERILREER Bank +FH&0. FERRERTARE, LBBRRE. imim@E iR AI s T R RAAT. CEINEEREIAIT. =M Practical, FETSET.,

fER— Bank +=FE&OE =3 Lighting States; Wit A#. ZEil, BIT. MRS Practical NEHAER, A= MNEFIEINRED. TEEFIEMNERE.

ENVIRONMENT: Assetsville Town - Fab / MY WORK: LIGHTING - SCENE STAGING - CINE CAMERA - SEQUENCER 03/12



CASE 005 - SCENE STAGING / CAMERA

Scene Staging / Camera / Sequence
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DAY - CHARACTERS / INTERSECTION NIGHT - VEHICLES / POLICE LIGHT

SEQUENCE FRAME / 01 SEQUENCE FRAME / 02 SEQUENCE FRAME / 03 SEQUENCE FRAME / 04

Day i&idal. . BERAYHECHENLZS|A Bank; Night BEEHNE. FTSZITEIEMGRANEERME. Cine Camera, HIAZ5 Camera Movement HAAIRE; Sequence FITFIRIEMAE. MHTESIEaIFIZSTIEE.
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CASE 005 - VISUAL DEVELOPMENT

Reference — Visual Decision
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DAY PRE-STORM NIGHT

LIGHTING REF - (#X4F/5) LIGHTING REF - i§#X (£F) (HEAVY RAIN) LIGHTING REF - (HFEZEEIH)

STAGING REF - (=) ({Rfa5t)

PR RS VMERE, AMIMAD. . ERETFIROCER. BuEERAR, REXSIBARE. minESIRAISENRT, FEE RENEEREMANT. =R Practical, ZE\TS5ENT, SEHEIREZAE,

IERERSZ A,

SEWHEIZS| Lighting, Scene Staging, Composition SIRZEER, MARREERTHIAE.
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CASE 005 - PROCESS / STATE ORGANIZATION

Rejected Direction — Rebuild
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REJECTED DAY

REJECTED NIGHT REJECTED FOG

$—RHERAE Shot L&k Day / Night / Fog, EAFITERREMANNE. REXVRARE, EHEE Bank S+FK0O, EM=ERE.
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CASE 005 / PROCESS

FINAL DIRECTION

STATE ORGANIZATION

SHARED ENVIRONMENT
PERSISTENT LEVEL

DAY PRE-STORM NIGHT

HFIRRERTE Persistent Level; REEBITHSEEA=DBIBA=A
Sublevels, AFMEXF L. =FERSHT Look Development
5xtbEas, &2 Runtime TOD / Weather System,
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CASE 003 - PRESIDENTIAL OFFICE

Baked Narrative Lighting

AUTHORITY — PROCEDURE — REVEAL
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PIPELINE: UE5 BAKED LIGHTING / ENVIRONMENT: The Provisional Capital Memorial Hall - Busan Film Commission / LIGHTING BY §:=E 07 /12



CASE 003 - NARRATIVE REVEAL

Authority — Procedure — Reveal
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BLACKOUT HERO / ENVIRONMENT ONLY HERO / FINAL
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CORRIDOR / SUPPORT ONLY CORRIDOR / FINAL DETAIL / BEFORE DETAIL / REVEAL

TERERSR AR HIILETE,; BB, EE-HF]IEE’J“*%@&E%,J%E SE=£% Reveal, Sequencer EHI&ZREINHISE, Contribution Breakdown
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CASE 004 - HISTORIC SALOON

Golden-hour Environment Lighting

HARD EXTERIOR KEY - CONTROLLED SHADOW - WARM TIMBER RESPONSE

ENVIRONMENT: Saloon Interior - Quixel Megascans - Fab / LIGHTING BY #5=E 09/12



CASE 004 - CAMERA CONTINUITY

Camera Continuity / ~11s Sequence
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CASE 004 / CONTINUITY
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CASE 004 - LIGHTING CONTRIBUTIONS

Environment / Support / Final
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WIDE / ENVIRONMENT ONLY

CASE 004 / CONTRIBUTION BREAKDOWN

WIDE / SUPPORT ONLY
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CONTACT

FhaEe

UE5 Real-time Scene & Lighting Artist

Shanghai - Open to UE5 Scene / Real-time Content / Lighting Roles

www.czarlighting.com czar020425@gmail.com 155 1593 3517
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mailto:czar020425@gmail.com
tel:+8615515933517

