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Overview

7+ years of video game industry experience
Modeling and UVW Mapping in 3DStudio Max

Working knowledge of Maya 2008
Expert knowledge of Adobe Photoshop
High level of proficiency modeling and texturing in ZBrush
Specialized in terrain creation and organic modeling
Experience using both licensed and proprietary tool sets
Worked very closely with art directors to establish pipelines and visual style

Volition Inc. - THQ



Artist Level 2

Nov. 2007 – May 2009

Unannounced Title (Xbox 360, PS3)
Trained environment artists in Z Brush

Responsible for writing documentation on tools, pipelines, and naming conventions.

Work closely with art directors and project leads to establish look and quality bar of terrain environments

Model and texture high quality, high resolution assets for terrain environments

Red Faction Guerrilla  (Xbox 360, PS3)
Established level building pipeline.  

Modeled and textured assets for terrain geometry, using Z Brush 3DStudio Max and proprietary tools.

Worked closely with the art director to establish the look and quality bar of terrain environments

Worked closely with the programming and tech art staff to re-vamp the tools and shaders.
Liquid Entertainment, Pasadena, CA


Senior Artist 

Jan. 2006 – Nov. 2007

Rise of the Argonauts  (Xbox 360, PS3, Windows)
Modeled and textured full environments from concept art and design documentation.

Responsible for training members of the staff in the Unreal Development Environment

Responsible for training new people to the industry (interns).
Red Storm Entertainment, Raleigh, NC

2D/3D Environment Artist

Nov. 2003 – Jan. 2006  

Ghost Recon 3: Advanced War Fighter (Xbox360)
Responsible for the creation of architectural elements and asset support for level builders

Modeled, textured, normal-mapped, and final detail/polish of architectural elements

Created realistic 3D environments with creative use of textures, normal-maps and geometry
Ghost Recon 2: Summit Strike (Xbox)
Modeled and textured environments and implemented destruction sequences of structures in the game  

Prototyped the level, built the level for scripting purposes and provided the final detail pass on the map  

Completed final detail,  bug fixing and optimization pass on multiple maps and levels 
Rainbow 6: Lockdown (PS2)
Responsible for creation of cinematic events in the game using Reactor and 3D Studio Max 

Assisted in the scheduling and management of assets and staff  for the project

Fixed bugs and optimized animations and assets for the project
Ghost Recon 2: Final Assault (Xbox)
Completed construction of game levels including the blue-printing, prototyping, and final detail pass 

2015 Inc., Tulsa, OK







 
2D/3D Environmental Artist

 May 2002 – Sept. 2003

Men of Valor: Vietnam (Xbox)
Responsible for the detail pass on a large portion of the game

Worked with programming staff to develop the Unreal Editor tool set to cater to the needs of the team

