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Heavy Iron Studios/THQ, Los Angeles, CA 




            2008 - Present
Art Director                                                                                            
· Responsibilities include:

· Create, develop and maintain the artistic vision for the game based on Dreamworks’ concepts.
· Interface with Dreamworks to ensure cohesiveness of art style.  

· Communicate the visual design and development of the project to all departments.
· Create and maintain art documents including: Style Guide, Level Sheets, and Character Sheets.
· Coordinate and manage the activities of the art team with the lead artist to ensure timely completion and delivery of tasks.
· Review competitive products.
· Directing and creating pitch demos.
Spark Unlimited, Sherman Oaks, CA                                                                            2006 - 2008
Project Director and Lead Environment Artist                                                                                            
· Responsibilities included:

· The planning, production, and delivery of projects.

· Supervising and managing of all leads and directors of project.

· Working closely with all departments to ensure highest possible quality of entire game.

· Creating and maintaining the goals for production through Scrum.

· Creating and maintaining schedules.

· Providing artistic and technical direction for leads and environment team.

· Ensuring all art assets are of high quality and finished on time.

· Creating, maintaining and ensuring education of the art production pipeline.

· Conducting the annual reviews of artists, and providing improvement plans when necessary.

· Evaluation and approval of all level designs.
· Monitoring and assigning of bugs in the QA database.
Legendary, The Box (Xbox360, PS3, PC)

· Aiding the completion of project.  Responsible for lighting of all pre-rendered cutscenes.

Turning Point, Fall of Liberty (Xbox360, PS3, PC)

· Successfully lead team to complete project challenged with short schedule, small budget and team.

· Worked hands-on extensively in the production of levels.

Heavy Iron Studios/THQ, Los Angeles, CA 




            1999 - 2006
Lead Artist

Ratatouille (Xbox360, PS3) (Departed before completion of project)

· Lead a team of 15 artists.

· Worked extensively with artists on Next Gen technology to identify software/hardware needs and the amount of extra time needed to create the assets.

· Set up art pipeline to accommodate Next Gen technology.

Incredibles, Rise of the Underminer (PS2, Xbox, Gamecube)

· Lead 11 artists during the 6 months of production.

· Shipped on time with good reviews.

Spongebob Squarepants the Movie, The Game (PS2, Xbox, Gamecube)

· Lead 4 artists during the 6 months of production.

· Art directed several levels.
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· Created an entire level and assets for several other levels.

· Shipped on time with good reviews.
· Over 1 million units sold.
Spongebob Squarepants, Battle for Bikini Bottom (PS2, Xbox, Gamecube)
· Lead 8 artists during the 8 months of production.

· Created an entire level and assets for several other levels.

· Shipped on time with good reviews.
· Over 1 million units sold.

CG Artist

Scooby Doo, Night of 100 Frights (PS2, Xbox, Gamecube)

Evil Dead, Hail to the King  (PS1, Dreamcast, PC, Mac)

Rainmaker Studios, Burbank, CA 





                           1999
Texture Artist                                                                             

Bounty Hunter 2000 (Unpublished)

Freelance    






                                                                      1999 
Storyboard Artist

Angels, Baby (Short film)

Thomas Guide (TV Commercial)

Set Dresser

Chevrolet Minivan (TV Commercial)
Doritos, The Library (TV Commercial)
Walt Disney Pictures, Burbank, CA 





                    1997 - 1998
Art Department Assistant

Inspector Gadget

Touchstone Pictures, Burbank, CA 






      1996 - 1997
Art Department Assistant

Armageddon

Relevant Software













· Unreal 3

· Maya - Modeling, Lighting, and Texturing.

· Adobe Photoshop

· Microsoft Project

Summary of Qualifications












· 10 years of industry experience, 6 years as Lead Artist, 2 years as Project Director, 6 months as Art Director. 

· Excellent and proven leadership skills

· Very experienced digital artist.

· Dependable and works well in production environment. 

· Solid foundation in traditional artistic fundamentals.  

· Excellent communication skills and works well leading teams.  

· Continues to push for excellence in both my own work and in the direction I give to my team.
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