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	Objective



	To use my knowledge and experience in animation to deliver high-quality and believable animations and performances to make whatever project I am on more eye-popping and stand out from the crowd.  To assist in sharing what knowledge and tricks I’ve learned with others to push the bar constantly and in the end, create amazing animation that brings life to a project.
Qualifications
· Passion for gaming industry and desire to see it constantly evolve and develop.
· Strong ability to view and critique other animations based on the 12 principles on a frame by frame basis.
· Solid knowledge of 3D Studio Max, Autodesk Maya, and Adobe Photoshop.
· Familiar with many aspects of game production, development bottlenecks, and practical solutions to 3d issues.
Work History
6/11 – Now
Petroglyph Games


Role: Animator on “End of Nations” MMORTS
Under the direction of Art Director tasked with completed all unit animation for the game, as well as various background, event, and interface animations as well as technical setup on various elements. As the only Animator on the team, worked with Art Directors to establish visual animation styles, as well as communicating with Technical Support staff to improve animation pipeline and workflow. Worked with programming and design staff to ensure properly implementation of assets and helped solidify the animation pipeline as well as coming up with programmatic solutions to animation issues.
1/09 – 6/11
Zenimax Online Studios


Role: Animator on Unannounced MMO Project
Under the direction of Art Director and Lead Animator, created high-polish animation assets with quick deadlines for in-game usage based on designer requests. Reviewed and provided feedback to other animators on a daily basis. 
6/07 – 9/08
NCSoft


Role: Artist on “Dungeon Runners”
Assisted Lead Artist in asset implementation from Studio Max into game allowing him to focus more on management of the project rather then bug fixing. Tasked with completing fixes on external contractor work ranging from Rig and Skin modification, Reviewed and provided feedback on contractor animation and biped rigging to ensure quality and style as it fits into the existing creatures. Created art assets (models, textures, and animations) for design staff allowing for more robust quests. Painted color variations of existing creature templates for new types of creatures. Concepted and took to completion (including rigging and animating) Snowman summon.

10/03 – 6/04
Ano1Games


Role: Animator on “Larry & Fingers” (Unpublished title)

Responsible for all in-game animation assets for main character as well as various props and secondary characters. Created and rigged secondary character and objects. Assisted Lead Designer in creation of art pipeline and priority task lists as they related to animation. Help to discover work-around solutions to Gamebryo middleware game engine limitations. 
Education
Animation Mentor –

Major: Advanced Character Animation

Attended: July 06’ – Dec 07’
Art Institute of Los Angeles –

Major: Game Art & Design \ Media Arts & Animation

Attended: Sept 02’ – June 06’
References available upon request.



	


