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Phone: 918.352.2953
Whitemoon Dreams, Inc. - Los Angeles, CA     July 2009 - November 2011
WhiteMoon Dreams is an independent  start-up developer located in downtown LA.  Currently working on a video game adaptation of the table top strategy game WARMACHINE.

· Developed production pipelines for all art disciplines

· Managed a small team of artists (scheduling and art direction)

· Modeling and texturing of environments.
· Worked as a consultant;  teaching artists and team leads in China (Shenzhen and Shanghai) western development practices and helped to develop/streamline their production pipelines
THQ/Volition - Champaign, IL     
November 2007 - May 2009
At THQ/Volition I worked on the Red Faction: Guerilla (RFG) title as well as pre-production work for Red Faction: Armageddon (RFA). 

· Worked with technical artists to develop shader libraries for use on environment assets/terrain  (RFG and RFA)
· Managed a small team of artists to rebuild the entire game's terrain (scheduling and training)
· Worked closely with programmers to improve proprietary tools and engine
· Re-designed the production pipeline to streamline creation of art and iteration processes for environments.
· Modeling and texturing of environments and trained artist to use new tools and technology
Liquid Entertainment - Pasadena, CA     March 2006 - November 2007
· Developed production pipelines for level builders and environment artists

· Trained the studio in the use of Unreal Engine  toolset

· Taught junior artists and designers how to build/design levels

· Managed a small team of artists to develop environments for current generation consoles

Red Storm Entertainment Morrisville, NC
Worked on the Tom Clancy Ghost Recon games and Rainbow Six: Lockdown(PS2).

· Modeled and textured game environments and assets (XBox, XBOX3, PS2) 

· Animated environment "WOW" moments for Rainbow Six: Lockdown(PS2).

· Modeled and textured nearly all the buildings for Ghost Recon: Advanced Warfighter's Multiplayer. (XBOX360)

· Worked with a very small team to pump out Ghost Recon 2.5: Summit Strike in a 6 month development cycle. (XBox)
2003 - 2006
2015 Inc Tulsa, OK
Worked on Men of Valor: Vietnam (XBox)

· Modeled and textured environment assets

· Trained new artists in Unreal Engine and mentored interns

2002 - 2003
