JOSH LANGE

UNREAL CINEMATIC ARTIST ¢ VISUALIZATION SUPERVISOR ¢ AI FILMMAKER
Greater Seattle Area + JoshLange3D@gmail.com ¢ (760) 855-6626 + JoshLange.com - LinkedIn

Award-winning Unreal Visualization Supervisor with 18+ years in previs, postvis, virtual production and cinematics for tentpole
films, episodic series, and AAA games. Unreal Engine 5.8 cinematics (Sequencer, MetaHumans, control rigs, virtual production)
combined with hands-on experience building Al-assisted filmmaking pipelines. Proven track record leading and mentoring artist
teams of 12+ and translating director’s visions into fast, high-fidelity previs and postvis for major studios and companies.

CORE SKILLS

Unreal Engine Cinematics: Sequencer, MetaHuman, Control Rig, virtual production, on-set supervision, real-time lighting &
camera work

Previs / Postvis / Techvis / Pitchvis: shot design, cameras, blocking, layout, final animation, motion capture shoot direction

Al Filmmaking: ComfyUl Cloud pipelines, combining beauty and clay Unreal renders with Qwen Image Edit and Photoshop for
generative retexturing and refinement to make style keyframes. Kling 3.0 Omni Edit for combining clay renders and style
keyframes

Supervision & Leadership: client-facing, HOD collaboration, team builds of 12+, remote department management, pipeline &
workflow development, mentoring, Confluence documentation, thousands of shots over 60 sequences

Pipeline & Tools: Unreal, Maya, After Effects, Nuke, Premiere, PFTrack, Perforce, ShotGrid/Ftrack, Photoshop, Resolve, Xsens
Al FILMMAKING & R&D

Unreal + Generative Al Look-Dev Pipeline — CGPro, Independent Project May 2026 — Present
+ Built a hybrid Unreal Engine / generative-Al pipeline that retextures clay-render frames exported from Unreal using the
ComfyUl Cloud platform's Nano Banana/Qwen Image Edit and Photoshop to make style keyframes for Kling 3.0 Omni Edit
nodes for final render videos.
+ Applied vegetation, rock, and environment reference imagery over Unreal geometry with Nano Banana/Qwen Image
Edit/Photoshop to make style keyframes to accelerate photoreal look development.

+ Created photoreal asset model sheets using Nano Banana and Photoshop to create 3D meshes in MeshyAl and Blender for
Unreal.

PROFESSIONAL EXPERIENCE

Realtime Postvis Supervisor — Torchlight Visualization — remote Sept 2024 — May 2025
In-house visualization studio for Sony Pictures Entertainment
+ Took over postvis supervision for Creative Director at a two-year-old studio, delivering 843 shots across 33 sequences over
7.5 months on a high-profile, high-budget, and high-pressure tentpole.

+ Directly-managed 16 Artists and Compositors — shot design, direction, and creative approvals — on a real-time Unreal Engine
postvis pipeline. PFTrack camera tracking; Unreal animation/lighting with Nuke and After Effects finishing.

+ Partnered with the Unreal Asset Supervisor and Asset Builders; built documentation and workflow best practices
(Confluence) for a studio with no existing postvis pipeline, improving turnaround and cross-team consistency.

+ Recognized by Creative Director, studio leadership and the client's VFX Supervisor for handling workload beyond original
scope with consistency and grace under pressure.

Visualization Supervisor — MPC Visualization — Culver City, CA (remote since 2020) May 20719 - Sept 2024
VFX studio known for Oscar-winning films The Lion King & 1917
+ Promoted to Supervisor and Animation Lead after flve months; requested by name by clients for strong direction-taking,
effectiveness, and communication.

+ Oversaw shot creation with cross-discipline teams (previs, postvis, layout, animation, VAD, compositing, pipeline, Unreal
devs, VR) based on Director notes — character blocking, camera positioning, VFX compositing, and performance capture.

+ Produced and tracked 800+ visualization shots across 40+ sequences on six productions for Sony, Disney, Netflix, and
Universal.

+ Jordan Peele's Nope: Visualization Supervisor of a 25-person previs/postvis team delivering 615+ shots across 12
sequences in one year; VES Virtual Cinematography award submission.

+ On-set Unreal virtual production supervision for IMAX and Alexa camera tracking tests; advanced the UE workflow across
multiple projects, building TD tooling and documenting best practices.

+ Layout and animation for final-pixel VR theme park ride with haptics.


https://www.joshlange.com
https://www.linkedin.com/in/joshlange3d/

Layout Supervisor / Senior Visualization Artist — Pixomondo — Los Angeles, CA Mar 2018 — Mar 2019
VFX studio known for the Emmy-winning Game of Thrones

+ The Orville, Season 2: promoted to establish a layout workflow bridging previs and final VFX (Nuke); led and mentored a
nine-person team producing 600+ shots across eight episodes; final animation on space-battle sequences.

Senior Visualization Artist — The Third Floor, Inc. — Los Angeles, CA Jul 2077 — Feb 2018 & Sept 2070 — Mar 2013
Visualization studio known for the Marvel and Star Wars franchises

+ Designed character performances for action and fight sequences on Marvel's Endgame, Infinity War, and Aquaman; delivered
under tight, high-profile deadlines.

+ Previs Artist on The Avengers: shot design from storyboards/scripts, creature/prop/vehicle animation, and motion capture.

Previs Supervisor / Previs Lead — Proof, Inc. — Los Angeles, CA Jun 2013 — May 2017
Visualization studio known for the Fast & Furious films
+ Promoted to lead national ad campaigns for Target and Honda, including a 15-minute musical spot.
« Fate of the Furious: led a 12-person team to previs five car-chase action sequences.

Senior Animator — Rockstar Games — San Diego, CA Apr 2005 — Sept 2010
* Red Dead Redemption (Game of the Year): collaborated with the cinematics team, designers, and programmers on animation,
FX, and ambient world beats; keyframe and mocap gameplay animation.

* Midnight Club: Los Angeles: Lead Cutscene Animator for cinematics, cutscenes, and steering gameplay.

AWARDS & RECOGNITION

+ Featured in Before + Afters VFX magazine for Visualization Supervisor work on Nope.
+ Project Emmy award win (Outstanding Television Movie) — Anim Lead on Chip 'n Dale: Rescue Rangers
+ Project VES and Annie award wins — Despicable Me: Minion Mayhem 3D theme park ride

EDUCATION & TRAINING

Epic Games Unreal Engine Fellowships — remote 2027 & 2023
+ Virtual Production ('21): produced the Unreal 4 short film Hike; Vcam training; Xsens mocap.
+ Animation ('23): keyframed MetaHuman and custom characters for a shot built entirely in Unreal 5.

Vancouver Film School — 3D Animation and VFX
Evergreen State College — Screenwriting, Chinese Cinema, Theater
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