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	objective

	
	To continue to make fun and interesting games while furthering my artistic and technical abilities

	Experience
Senior Character Artist,  February 2013 – February 2014

Cloudparty, Inc, Fremont, California
· Put together a variety of low cost hairstyles for our avatars

· Constructed a large variety of clothing and gear for our avatar system 

· Built a custom rig for facial animation as well as setting up and adjusting morph targets

· Created  a variety of material sets for our voxel building tool
· Assisted in building props and worlds to help populate our universe
Freelance Artist,  January 2010 – current

Fremont, California
· Used Zbrush to create hard surface and organic high poly props, buildings and characters which I baked down to normal maps for in-game use

· Utilizing Unity 3D, imported and set up self-created  props, characters, animation events, shaders and special effects for mobile platforms

· Built and set up a vehicle system with full damage and parts customization for mobile platforms

· Created clean, game-ready low poly models and UV sets for characters and environments

· Used Photoshop to create diffuse, specular, emissive and normal map textures for character use in a variety of styles

Character Artist, October 2004, November 2009

Pandemic Studios, Los Angeles, California

· Used a variety of tools to achieve a photo realistic look to the characters that populated Paris

· Excellent ownership of game assets including fixing a large number of bugs related to the character process

· Helped with our swapping and tinting system to maximize variety in the game

· Used Zbrush to make high poly assets which were later baked down to normal and ambient occlusion maps

· Aided lead artist with outsource management and setup

· Skinned character models to aid animators

· Worked on a variety of setups for our in-game cinematic engine

3D Artist, June 2001, April 2003

Realm Interactive LLC, Mesa, Arizona

· Produced low polygon characters and creatures for use in real-time settings 

· Helped to develop props and layouts for use in real-time 3D environments

· Level design and troubleshooting ranging from making sure tilesets worked properly to building complete levels

· UVW unwrapped the majority of my models to help out team texture artists

· Closely followed concepts of various artists including comic book artist Joe “MAD!” Madureira

· Used in-house tools to export media into game-specific formats and specifications

· Technical support consisting of building and maintaining various computer systems

Hardware/Software Editor, May 1999 to present

Tweak3D On-line magazine, Bakersfield, California

· Wrote articles analyzing various hardware and software products

· Participated in technical support group via email

· Wrote guides on improving software performance for various computer configurations

· Assisted in design and construction of several web page components including graphics



	education
Bachelor of Computer Digital Animation and Multi-Media, August 2000

University of Advancing Computer Technology, Phoenix, Arizona


	Skills


· Expert knowledge of most major 3d packages including 3D Studio Max, XSI and Maya.

· Self starter who can troubleshoot his own bugs and problems

· Rigging, skinning and animation systems knowledge

· Extensive Zbrush work including using Zbrush as a texturing tool

· Technically minded allowing me to easily learn new pipelines and architectures. 

· Expert knowledge of Photoshop

· Extensive knowledge of Unity 3D and most of its systems from particle animation to shader authoring.

· UDK experience including shader editing and creation

· Mobile experience across various platforms
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