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ENVIRONMENT MODELER

DIGIPEN INSTITUTE OF TECHNOLOGY

BFA PRODUCTION ANIMANTION ~ GRADUATING SENIOR

KEY STRENGTHS

Passionate About Game Making – Highly Motivated – Solutions Oriented – Grasp

Concepts Quickly – Punctual – Thorough – Maintain Company Production Standards 

· Solid 3D and 2D conceptualization skills; able to translate concepts into 3D models.

· Experienced with environmental modeling utilizing 3D Studio Max, Maya and Mudbox.

· 2D (drawing, digital painting, texturing); texturing low polygon models for real-time production.

· Strong drafting abilities; bring environments to life with a grasp of scale, placing props and lighting.

· Good communicator, work well in a team of artists, programmers and designers.

· Able to teach, be taught, work within deadlines, adhere to technical constraints/limitations.  

· Willing to re-factor existing work, receptive to critique.

SUCKER PUNCH PRODUCTIONS

PARKOUR / MISSIONS ASSISTANT

OCTOBER 2008 TO PRESENT

· Game:  inFAMOUS.  First two weeks worked on climbing and parkour systems, then jumped into the creation of navigation meshes.  In January gained additional responsibilities assisting Level and Mission Designers on game play flow.  Part of a three-man crew that authors the parkour and pathing for the game.  Receive in-house and Sony bug reports, clear list daily.  Communicate with Co-Founder/Producer, Mission Designers, Environment Lead and Programmers on a case-by-case basis.  Contribute an understanding of game play and environment modeling.  Average 35 to 40 hours a week while finishing full-time college education.  Managed special assignment to breakdown in-game assets for commercial advertising.
DIGIPEN INSTITUTE OF TECHNOLOGY

GRADUATING MAY 2009

DEAN’S LIST 2007 / 2008

· Senior Year. Lead Environment Artist, Team Infinigon.  Project 3D Game TAD STUDBODY stylized art form, third party fighting game play style reminiscent of the Teenage Mutant Ninja Turtles.  Team of eight (3 artists and 5 programmers).  Solely responsible for design development and level layout.  Creating 7 levels, all props, modeling, texturing and unwrapping.  Work with Tools Engineer to create a level editor based off of the Maya software platform.  Constructing a modular-type environment where levels are stitched together for different game play. Interact with peers and art director to ensure consistent look and feel.

· Junior Year.  Project 3D Game CHECKOUT takes place in a supermarket (4 artists and 1 programmer).   Singularly responsible for environment design, conceptualization and populating the supermarket with assets.   Created over 200 low poly assets and corresponding low-resolution texture maps.  Worked with programmer to ensure engine stability with asset instancing.  

iD TECH CAMPS

NEW YORK – SUMMER 2008

· Instructor. Taught the basics of 3D Environment Modeling using Maya.  Created 2D action-packed video games with Multimedia Developer 2.  Taught advanced classes in color theory, composition and design for web-based platforms using Flash, Photoshop and Dreamweaver.  Ran gaming tournaments.  
