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As a quality driven Character Animator, Artist, and Team Leader, I've shipped over a dozen titles across every major platform this millennium. With a passion for gaming and bringing art to life, I'm searching for a new workplace to put my animation skills and design sense to the test. 

Key Attributes and Technical Skills
	· Art Team Management
	· 3DS Max
	· After Effects

	· Character Design
	· Motion Builder
	· Unity

	· Controls & Play Balance
	· Maya
	· Unreal

	· Quick Learner of Custom Tools
	· Photoshop
	· PerForce


Professional Experience and Accomplishments
   Animator (2016)
      The Odd Genglemen (www.theoddgentlemen.com) 

· Animation, layout, and camera work on chapters 3, 4, 5, and the Epilogue for King's Quest.

· Unreal importation, editing, triggers, and general wizardry for simple, complex, and epic scenes and character interactions. 

   Contract Animator (May 2016)
      SuperGenius (http://supergeniusstudio.com/) 

· Primary character and prop animation for chapter completion movies.

· Background character shots for stage introduction movies.

   Senior Animator (2012-2015)
      KIXEYE (www.kixeye.com) 

· First Senior Animator brought on to TOME: Immortal Arena 

· Responsible for complete or partial animation of 20+ Guardians. Twice.

· Worked closely with tech art and design to create and implement unique and interesting move sets for each guardian, gradually growing the engine with each iteration. 

· Pushed through asset organization structures to simplify work flow and allow more “life” for character randomization in engine. 

· Cleaned up character skinning to better fit extreme poses. 

   Character Art & Animation Lead (2007-2010)
   Systems Designer (2009)
   General Purpose Artist & Animator (2004-2006)
      Pipeworks Software (www.pipeworks.com)

· Responsible for up to six artists and animators and overseeing the creation, implementation, and consistency of all in game characters and animated objects.

· Managed Character Art team for Night at the Museum: Battle for the Smithsonian.

· Animated and iterated 90% of primary character for Night at the Museum.

· Integrated motion capture and key frame animation smoothly for four complete playable characters in Deadliest Warrior: The Video Game.

· Worked closely with Design Lead to produce and balance twenty six playable monsters for Godzilla: Unleashed.

· Designed and rigged about 20 of those monster skeletons.

· Personally animated four monsters and worked carefully with publisher and licenser guidelines on multiple versions of the titular Godzilla characters. 

· Mission design and implementation for GeoStorm, military simulation.

· Level Designer and Artist for both Prince of Persia: Revelations and Prince of Persia: Rival Swords released on the PSP.

· Prototype and additional monster animation for Rampage: Total Destruction.

· Feedback, assistance, or sole responsibility for creating over a dozen widely varied game design documents and prototypes for previously released titles and prototypes. 

   General Purpose Artist & Design (2011-current)
      Sunstone Games (http://sunstone.co)

· Provide art content and design feedback on launch title Sunstones, released in January 2012 for iOS and Android devices. 

  General Purpose Artist, Animator, & Design (2010-current)
      Squishy Pixels (http://www.squishypixels.com)

· Provided design, concept, art, and helped create pipeline for animation in upcoming titles.

· Created concept and in-game art as well as design work for unreleased project. 

· Additional art provided for puzzle game Onaji.

   Character Artist and Animator (2002-2003)
   Moral Productions (now out of business)

· Produced more than seven minutes of pre-rendered animation for the original video release of Agents of the Spirit. 

· Designed skeletal structure for and rigged unique character types including unusual insects and an anthropomorphic bunch of grapes. 

Educational Bacground and Training
· 3D Art and Animation
DigiPen Institute of Technology, Redmond, WA

· Computer Science

University of Arizona, Sierra Vista, AZ
