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 666 3rd Avenue, San Francisco, CA 94118
415 341 4852. 
Objective 
To work as an artist in a challenging environment where I can solve both creative and technical problems.
Skills 
3ds Max / Maya: Creating high and low poly models, normal map generation, and lighting (Mental Ray and VRay), Unreal 3.0, Zbrush. Rigging (organic, mechanical and cloth).
Photoshop: Creating high/low-resolution tiling textures for large surfaces and texturing for general meshes along with normal map generation.
Scripting/Programming:  MEL script, Unreal Script, LUA.
Experience 
Lighting Artist
Sony Computer Entertainment America (December 2011 – March 2012)
· Resistance: Burning Skies: Worked as a lighting artist on a first person shooter for the PS Vita.

-Responsible for lighting all multiplayer environments along with performance evaluation and profiling work

-Used proprietary tools and proprietary Sony tech to light environments via baked / dynamic passes.

-Working with the Lead Lighting Artist and Art Director to ensure environments meet aesthetic standards.
3D Artist
GameLoft Montreal (April 2010 – September 2011) 
· Asphalt: Ignition: Worked as an environment artist on a next-gen project using the Unreal Engine.  
Tasks also included:

-Assisting the lead artist in establishing work flows for creating and placing architecture in-game

-Set dressing and lighting overhauls for promotional renders

-Re-working existing textures and lighting for environments that don't meet visual standards.

-Assisting the design and art team with familiarizing themselves with Unreal. 

-Mentoring junior artists on production & art techniques
· Asphalt 6 (iPhone 4): Created full environments / textures and lighting. Assisted in improving other environments that needed visual upgrades.
 Other tasks included:
  
-Created color keys for tracks for artists to follow when lighting

-Optimizing tracks and creating proper LODs for heavy meshes

-Landscape sculpting in 3ds Max for background scenery.
· GT Racing: Motor Academy (iPhone 3G/4): Created an additional track for the free to play version of this title.
Associate Environment Artist
Underground Development (Activision Blizzard) (November 2008 –April 2010) 
· Band Hero III (360/PS3): Environment / Lighting Artist on a canceled project. 
Other tasks included:

-Working with the art director to help establish a new art style 
-Working with animators and lead tech artist on setting up new gameplay elements for the game, creating templates for animators and future artists to follow 
-Creating rigs in Maya for miscellaneous organic objects (foliage, trees) and setting up a cloth along with creating scripts for use in a proprietary engine.
· Guitar Hero: Van Halen (360/PS3/Wii/PS2): Worked on environments, UI and assisted in scripting work. 
Other tasks also included:

-Porting over scripts from the 360/PS3 to the Wii and PS2 and reworking UI art when necessary.

-Setting up rigs and associated scripts for drumsets and setting up / tweaking hair and cloth for characters.
-Reworked existing and created new textures for characters and clothing.

-Creating new Van Halen specific drum kits and optimized existing shaders to fit into tight memory budgets.
Production Artist Intern
Mindfuse Inc. (November 2007 – February 2008)
· Gatheryn (Wii/PC): Texture artist for a casual MMO. 
Tasks included:

-Terrain sculpting for a fantasy MMO environment

-General set dressing and lighting for interiors.
Independent Contractor 
GameSpy Industries (December 2001 – December 2004)
· Worked with a small team maintaining part of the backend system and monitoring our chat systems.
· Created various scripts (proprietary language) that would run in the background automated repetitive tasks 
Education
B.S. in Game Art and Design 
GPA 3.5 (Honors List)
Art Institute of California - San Francisco (2005-2008)
