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STATEMENT 

I ’m a  technica l  ar t is t  spec ia l iz ing  in  characters ,  robot ics ,  themed enter tainm ent des ign,  and VR/AR pre -

v isua l izat ion.  I ’m an  expert  at  bu i ld ing d ig ita l  twins and accurate  pre-v is  env ironments ,  and I  have  a  

strong background in the research,  des ign,  and development of  transformative and immers ive products  

and exper iences.   

 

EXPERIENCE 

A D V A N C E D  D E V E L O P M E N T  S T U D I O / R & D  I M A G I N E E R     2 0 1 5 - P r e s e n t  

W a l t  D i s n e y  I m a g i n e e r i n g  R e s e a r c h  a n d  D e v e l o p m e n t ,  I n c .   G l e n d a l e ,  C A  

  

Since 2017 I ’ve spearheaded the  v ir tua l  pre -v isua l izat ion ,  an imation,  and creat ive des ign effor ts  on 

Project  K iwi,  an ongoing  R&D project  to develop a 1 meter  ta l l ,  f ree -walk ing bipedal  robot who can 

move and act  l i ke a  l iv ing Disney character .  I  serve as  the main conduit  between the creat ive and 

engineer ing disc ip l ines on  a team of  15 -20 people .  Th is  is  a  hands -on ro le w here in addi t ion to 

prov id ing creat ive leadersh ip,  I  deve lop Maya an imat ion  p lug ins ,  author  and mainta in interact ive  show 

pre-v is  scenar ios  in  the Unity  game eng ine ,  author  and test  an imat ions ,  run  mot ion  capture sess ions,  

create  and va l idate motion  datasets ,  create  game-ready and h i -resolut ion 3 -D pr intab le models ,  bu i ld  

mechanica l ly  accurate  inverse -k inematics  an imat ion  r igs ,  and interface  da i ly  with the controls  software 

engineer ing team.   

  C o - I n v e n t o r  o n  U S  P a t e n t  # 4 2 1 7 4 2 .  “ L e g g e d  H i g h - D e x t e r i t y  S e l f - B a l a n c i n g  C a p a b l e  R o b o t  

A c t o r ”  I s s u e d  N o v e m b e r  2 6 ,  2 0 2 0  

  P r o j e c t  f e a t u r e d  i n  N e w  Y o r k  T i m e s  a r t i c l e ,  “ A r e  Y o u  R e a d y  f o r  S e n t i e n t  D i s n e y  R o b o t s ? ”  

A u g u s t  1 9 ,  2 0 2 1  

 

V I S U A L  E F F E C T S  D E S I G N E R  

W a l t  D i s n e y  I m a g i n e e r i n g  C r e a t i v e  S h o w  S t u d i o ,  G l e n d a l e ,  C A  2 0 1 7  –  2 0 1 9  

U s i n g  b l e e d i n g - e d g e  p r o p r i e t a r y  s o f t w a r e  t o o l s ,  I  a u t h o r e d  a n d  t e s t e d  p r o o f - o f - c o n c e p t  r i d e  

v e h i c l e  p a t h  a n i m a t i o n s  f o r  n e w  t r a c k l e s s  a n d  f r e e - r a n g i n g  s y s t e m s .  T h e s e  w e r e  s t u d i e s  t o  

d e t e r m i n e  w h a t  m o v e m e n t s  w e r e  f e a s i b l e  a n d  f u n  o n  t h e  n e w  r i d e  v e h i c l e  t e c h n o l o g y .  I  

p r o t o t y p e d  e x p e r i e n c e s  f o r :  

  Star  Wars R ise of  the  Resis tance  

  Mickey and Minnie ’s  Runaway  Ra i lway  
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  Lu ig i ’ s  Rol l i ck in ’  Roadsters  

 

C R E A T I V E  T E C H N O L O G Y  D E S I G N E R  

W a l t  D i s n e y  I m a g i n e e r i n g  C r e a t i v e  T e c h n o l o g y  G r o u p ,  G l e n d a l e ,  C A  2 0 1 1  –  2 0 1 7  

I  spec ia l ized  in bu i ld ing t ime accurate VR pre -v isua l izat ions of  theme park  r ides whi le  they were be ing 

designed,  in  order  to create and f ine -tune projected media,  aud io,  l ight ing cues,  and an imatronic 

character  performances .    

  Vir tua l  pre -v isual izat ion,  camera an imat ion,  and specia l  e f fects  choreography for  P irates of  the  

Car ibbean:  Batt le  for  the Sunken Treasure (Shanghai  D isney Resort ) .  

  Dig ita l  scu lpt ,  r igg ing ,  v i r tua l  pre -v is ,  and f ie ld adjustments for  the Wardrobe an imatronic character  

in  Enchanted Ta les  with Be l le  (Walt  Disney Wor ld) .  

  Dig ita l  manufactur ing  sculpt  of  r ide veh ic le  she l l s  for  Buzz  L ightyear  P lanet Rescue and Jetpacks 

(Shanghai  Disney Resor t )  

  Show an imatic ,  VFX  t iming/b lock ing ,  and veh ic le  an imation pre -v is  for  Myst ic  Manor  (Hong Kong  

Disney land,  opened May  2013) .  

E N V I R O N M E N T  A R T I S T  

H i g h  I m p a c t  G a m e s  a n d  B i o n i c  G a m e s ,  L o s  A n g e l e s  2 0 0 7  –  2 0 0 9  

Des ign and m odel l ing  of  immersive game env ironments  

E N V I R O N M E N T  A R T I S T  

S e v e n  S t u d i o s ,  L o s  A n g e l e s  2 0 0 6  –  2 0 0 7  

C H A R A C T E R  A R T I S T  

E l e c t r o n i c  A r t s ,  R e d w o o d  C i t y ,  C A  2 0 0 3  –  2 0 0 5  

 

EDUCATION 

MASTER OF ENTERTAINMENT TECHNOLOGY |  Carnegie Mel lon Univers i ty  2003  

BACHELOR OF FINE ARTS  |  Tuf ts  Univers i ty   2001  

BACHELOR OF ARCHITECTURE DEGREE COURSEWORK |  Corne l l  Un ivers i ty   1 9 9 5  –  1 9 9 8  

 

SOFTWARE SKILLS 

  Motionbui lder ,  So l idworks,  Af ter  Ef fects .  Exper t  Maya genera l i s t .   

  Scr ipt ing in MEL ,  Python,  Java ,  C++  

  Unity  game eng ine ,  behavior  trees  

  Character  r igging  and an imat ion  for  robots  and mechanica l  systems  

  3D asset management  


