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Objective 

My objective is to continue my career in the video game industry either as a Level Designer / World Builder or as a Technical Artist. I am looking for a full-time in-house position at an established company in the United States or Canada. I hope to find a position in a collaborative and friendly environment at a company I can truly invest myself in.

Personal Experience (10 years)

Valve Corporation 





        
    February 2010 – July 2011

Level Designer / World Builder: Custom Left 4 Dead 2 map

· Created popular custom survival/scavenge map using Valve's Hammer World Editor

· Scripted complex level logic using Source's I/O system to enhance level gameplay

· Created custom content (a model and animated texture) to reinforce the map's theme

· Five months of map refinement and bug fixing based on user feedback and playtesting

· Increased map's optimization and performance through culling and other techniques

· Advertised and promoted map through multiple sources via the web

Art Institute of Portland







    
    2007

Level Designer / World Builder: Full Game MOD

· Used Valve's Hammer World Editor to help create a Source Game MOD with classmates

· Assisted in pre-production such as game design work, story development, and concept art

· Lead world building production with the assistance of one other world builder

· Lead asset integration work and assisted with prop modeling and texturing

· Scripted gameplay events using Source's I/O system

Art Institute of Portland







    2006 – 2007

Technical Artist: Character Model and Rig: “Chip”

· Created a comedic larger-than-life character model and rig

· Made Chip available for download to the general public via the web

· Chip was chosen as one of the few character rigs to be animated at SIGGRAPH 2007's FJORG! animation competition

Art Institute of Portland







    
    2006

Level Designer / World Builder: Unreal 2004 Multiplayer Map

· Created an Unreal multiplayer map using the Unreal 2004 game engine and world builder

Level Designer / World Builder: Delta Force 2    




    2001 - 2003

· Made over fifty multiplayer maps for both the full and demo versions of the game

· Created and hosted a website for the DF2 community to download my maps from

Professional Experience (4 years)

HERENOW Creative





          October 2011 – Present

Digital Artist: Freelance (ongoing)

· Texturing Nike apparel to help pre-visualize Nike store interiors in Cinema 4D

· Quality Assurance and source art management/organization

Liquid Development 





        March 2011 – May 2011

Lead Artist: Carnival Island (Magic Pixel Games)

· Skinned cartoony bipedal and quadrapedal animals for animation purposes

Liquid Development 





 February 2011 – March 2011

Lead Artist: Mafia Wars 2 (Zynga)

· Modeled and textured low-poly buildings

Liquid Development






August 2010 – February 2011

Lead Artist: Rosetta Stone Ltd.

· Processed assets (models and textures) from the artist to there final scenes in 3ds Max

· Quality Assurance and source art management/organization

· Modeled hard-surface props

Liquid Development







June 2010 – July 2010

Lead Artist: Dragon Age II (BioWare)

· Made some armor and low-poly hard-surface assets using next-gen techniques

Liquid Development





     
     January 2010 – April 2010

Lead Artist: Tron Evolution (Propoganda Games)

· I worked on the racing highways of Tron and Spiritualist City: creating and propagating the proper geometry through the modular blockout assets. I then imported the models and collision meshes in to their Unreal Package and playtested them for quality assurance

· Modeled environmental objects from their provided blockout models

· Additional Unreal asset integration for environmental objects and props

Liquid Development





     
      August 2009 – April 2010

Unreal Integration: Kinect Adventures (Microsoft Game Studios)

· Asset quality assurance and source art management/organization

· Unreal asset integration (props, foliage, terrain, pirate ships, a ski lodge, etc.)

· Level work such as placing fx, setting cull distances, and creating custom lightmap UVs

· Level optimization: reduced draw calls and increased fps, fixed level streaming issues

· Playtesting and bug fixing (Unreal III troubleshooting), Unreal III material/shader work

· Worked with the Microsoft Game Studios team at their studio doing Unreal III work

Liquid Development




       
        October 2007 – December 2008

Unreal Integration: Damnation (Blue Omega Entertainment)

· I did work such as Unreal asset integration, Unreal III material/shader creation, collision creation, environmental modeling and texturing, playtesting, and bug fixing

· Collaborated directly with the Art Production Manager at Liquid Development to create and integrate hundreds of the props seen within the game. Fixed source art when necessary

· Using Unreal III's Kismet and Level Editor I scripted and debuged the friendly NPC pathing and combat through two of Damnation’s five Acts (levels)

Skills

· Asset integration (Unreal III and Source), lightmaps, LOD creation, collision mesh creation

· Collaborative development with a team of artists and developers in-house

· Level design / world building and optimization (Unreal III and Source)

· Hard-surface modeling and texturing using next-gen techniques

· Quality assurance and source art management/organization

· Collaborative development using source control

· Aesthetic critique and feedback for artists

· Unreal III material creation

· Unreal III Kismet scripting

· Playtesting and bug fixing

· Rigging and skinning

Platform Experience (professional)

PC


(Mafia Wars 2, Dragon Age II, Damnation)

Mobile


(Mafia Wars 2)

Xbox 360

(Dragon Age II, Tron: Evolution, Damnation)

Xbox Kinect

(Kinect Adventures)

PlayStation 3

(Dragon Age II, Tron: Evolution, Damnation)

PlayStation Move
(Carnival Island)

Software Knowledge

Proficient with 

Experienced with

Autodesk Maya 

Adobe Illustrator

Autodesk 3ds Max

Autodesk Mudbox

Adobe Photoshop

ZBrush

Unreal III Editor

Softimage XSI

Hammer World Editor
CINEMA 4D

Perforce

Subversion

MS Excel

References 

References are available on request or via Linkedin.com

