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[bookmark: _rzljwqyvcdct]Summary 
I’m a veteran in the games industry with over 20 titles shipped from handheld and mobile to pc and console. I specialize in FX but I also have a background in animation. I am self-motivated and dedicated to research and training to achieve original, high quality, eye-catching visuals.
[bookmark: _emox075djbq0]Work Experience 
[bookmark: _jjg1jckk5bw3]Zynga, Take-Two Interactive - San Diego, CA
February 2017 - July 2026
Senior VFX Artist

While at Zynga I worked on several mobile live service games. Titles included
Wizard of Oz Magic Match, Wonka's World of Candy, Harry Potter: Puzzles & Spells as well as some unreleased projects.
My responsibilities included the following:
· Creating and implementing fx assets as well as 3D/2D art and animation, for in game rack pieces
· Model, UV, Rig, Animate Assets in Maya/Blender.
· Setting up animation state machines and triggers through mecanim
· Setting up fbx, textures, and sprite properties in Unity
· Creating fx and animation sequences for UI elements, and cutscenes
· Coordinating with animators, UI/UX, tech artists, and engineers on setup and implementation of fx/animations
· Coordinating with tech artists and engineers creating tools and scripts when needed
· Worked with outsource teams setting up and implementing their art and animation assets.
[bookmark: _5iodg73jg06h]Treyarch, Activision - Santa Monica, CA
January 2015 – Nov 2016
Senior FX Artist
 
Call of Duty: Black Ops III
· Responsible for creating and implementing FX.
· Collaborated with design and directors using FX to enhance scripted sequences and cutscenes.
· Experience working with PBR pipeline.
· Optimized FX for 60 fps while still maintaining high visual fidelity.
 
[bookmark: _u8j8grj86pzv]Carbine Studios, NCSOFT - Aliso Viejo, CA
March 2013 - October 2014
Senior FX Artist
 
Wildstar
· Responsible for prototyping, creating and implementing FX for characters, props, and equipment.
· Collaborated with designers and animators in the creation of abilities for mobs and bosses.
· Worked with the cinematic team to produce FX for in game cutscenes and marketing videos.
· Performed regular quality reviews of re-purposed ability FX assets. 
[bookmark: _sdfhskw2nzg6]Tencent Boston (Stomp Games) - Concord, MA
February 2010 -  November 2012
FX Artist
 
Unreleased (MMO for Chinese Market) 
· Responsible for prototyping, creating, and implementing FX.
· Character Abilities
· Equipment
· Environment FX (ambient, props, destructible objects, weather)
· Established the FX texture and reference library used as a basis for projects at the studio.
· Worked closely with the art director on establishing a style guide.

Robot Rising (3D Sci-Fi Browser Based ARPG)
· Used innovative methods to produce a large number of high quality fx without particle emitters on an extremely tight budget with limited resources.
· Trained our animation team on creating FX in Unity.
· Facilitated meetings between FX/animation team members and product owners.
· Worked closely with tech artists and engineers to create tools and shaders.
· Provided animation support when needed.
[bookmark: _hfgue98sci3c]Vicarious Visions (Blizzard Albany), Activision - Albany, NY
2001 - 2010
Animator/ Lead Animator / FX Artist
 
During my time at Vicarious Visions I worked on over 20 titles. Below are some project highlights.

Marvel Ultimate Alliance 2 (XBox360 / PS3) 
· Successfully transitioned into the role of an FX artist based on the needs of the project.
·  Focused on producing environment and cutscene FX, then later character FX for DLC.
· Worked with a team of 4 other artists and served as point man. I managed tasks and worked closely with the lead artist and art director.
 
Spiderman 3 (Nintendo DS)
· Produced animations for an innovative touch screen based combat system.
· I created max scripts that saved our animators several weeks of time in creating cutscenes. 
 
Crash Nitro Kart
· Produced pre-rendered cutscenes.
· Up-resed game models, set up materials for characters and vehicles.
· Rigged and animated characters and vehicles.
· Worked on cameras, lighting, and editing.
[bookmark: _55d42x4y9iqy]Mildred Elley – Latham, NY
6/2008 - 10/2008
Instructor
 
Classes Taught
· Principles of Animation
· Taught the fundamentals of traditional hand drawn animation.
· Developed cost-effective methods of producing and capturing animations without sacrificing the quality or content of the course material. 
· 3D Character Rigging and Animation
· Taught the basics of 3d character rigging and the fundamentals of animation.
· Was able to defuse a serious licensing issue mid course by adapting the Maya based course to 3ds max.
[bookmark: _7ppudkt8qucw]Skills
· Experienced in all aspects of vfx creation. 
· Experienced in authoring shaders through node based editors.
· Experienced in skinning, rigging, and animation.
· Basic skills in modeling, texturing, and uv setup.
· Experience with 3d procedural modeling techniques.
· Strong traditional art skills.
[bookmark: _ji4s6tx2nquk]Software Experience
· Unity
· Maya
· Blender       
· 3ds max
· Substance 3D Designer
· Adobe Photoshop
· Adobe After Effects
[bookmark: _pxfvh6l3ioki]Education
Art Institute of Pittsburgh, Pittsburgh, PA
1998-2000 Associates Degree in Specialized
Technology- Major Computer Animation
