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	RESUME
 



	

	Resume Headline: Experienced 3D Games Environment artist. 


	EXPERIENCE:

	

	
	

	11/2008 - present
	Senior Environment Artist - Free Radical Design Ltd

	
	Project - Prototype Development

	
	Project Roles – Level Design, Environment, Props, and vehicle art, Texture creation, Effects and Lighting



	10/2006 - 11/2008
	Environment Artist - Free Radical Design Ltd

	
	Project - Unannounced NextGen Lucas Arts Title

	
	Project Roles – Level Design, Environment, Props, and vehicle art, Texture creation, Effects and Lighting

	
	

	5/2006 - 6/2006
	3D Training Author/Technical Director – Bradford of University 

	
	Project – Fundamentals of Maya Module 

Project Roles – Create a series of tutorials for new students at the university. To give them a foundation in the fundamentals of using Maya.

	
	

	EDUCATION:


	5/2006
	Computer Animation and Special Effects 
	University of Bradford

	
	Bachelor of Science Honours Degree
Achieved First Degree with Honours 


	OBJECTIVE:

	

	PREVIOUS EXPERIENCE:
	My main goal is to learn as much as I can to improve my skills, and also to help others from my experience. Ultimately I always strive and push myself to be the best at everything I do, without forgetting why I love 3D game development in the first place. 
I have been currently working at Free Radical Design for 2 years. I started as a graduate and have steadily moved up the ladder to become a respected member of the team. In my two years I have gained a massive amount of experience. Learning how game rendering works on per platform level, working inside an existing art pipeline. Working to budget, on time and always to a very high standard.
Initially I was posted to help artists working on existing levels, creating extra assets for them. Where I excelled at creating models and textures with a range of surface detail and material effects, ranging from trees to metal corridors.
Before long I was given the chance to create an entire level from scratch, starting off working with the design team to layout the level. Moving on to building the geometry and texture the level myself. It was no easy task, as it had a large number of large structures that spanned across a few miles of gameplay area. I had to create stylised architecture and organic surfaces which allowed me to really broaden my skill set. One of the most difficult aspects of the level was that the player could fly up to and around everything, which made producing work much more challenging as I had to make everything work from all angles.
While working in the Free Radical pipeline, I managed to develop a massive improvement in the way the art team converted main SKU assets to the Wii.

The existing pipeline took over 30min to bake a levels vertex lighting, I found this way too unproductive to make small iterations quickly. I managed to develop a much faster system using Turtle instead of Maya’s existing vertex baking system. We found that an average room would have taken about 5 minutes to bake using the original system, but my method only took 10 seconds. This dramatically improved Wii conversation times, and improved the quality of the art at the same time.



	SKILLS:

	

	
	Skill Name
	Skill Level
	Last Used/Experience

	
	Maya
	Professional 
	Currently used/6 years

	
	I am very experienced using Maya, my level of proficiency allows me to create work quickly, cleanly and always to a high standard. I have used Maya from the time I started university and have used it throughout my career to create a wide range of game elements, from full environments to vehicles, weapons, and small props.


	
	Photoshop
	Professional
	Currently used/9 years

	
	I’ve been using Photoshop for almost a decade now. I first used Photoshop as a graphic design application. My primary use for it now is to create game textures for models. Ranging from stylised cartoon work, to realistic grimy metal textures. I also enjoy creating realistic specular textures that work especially well in next gen games.



	
	ZBrush 3
	Advanced
	Currently used/4 years

	
	I have used ZBrush inside my game art pipeline for 2 years, mainly for adding extra level of detail to objects that may have worn edges, or more organic objects.



	
	Turtle – Maya Plug-in
	Advanced
	Currently used /2 years

	
	When creating next gen models my preferred way of sampling my normal maps and high poly ambient occlusion images is to use turtle, it’s the fastest and most efficient way of doing this process. I have also used it in the past to create baked lighting effects, for next gen light maps, and Vertex Backing for the Wii.


	
	Asset Management 
	Advanced
	Currently used /2 years

	
	At Free Radical Design I became very familiar with using perforce, and kept my work directories clean and tidy.



	
	Lightwave3D
	Intermediate
	2 Years ago /3 years

	
	My first proper 3D application, I’ve haven’t used it in some time but would be able to pick it back up very quickly.



	
	Endorphin
	Intermediate
	2 Years ago /1 years

	
	Realflow3
	Intermediate
	2 Years ago /2 years

	
	Other
	
	

	
	I am experienced with MSOffice, Flash, Web Development and Computer Hardware.


	REFERENCES:

	

	
	Reference Name:
	Karl Hilton

	
	Reference Company:
	Free Radical Design

	
	Reference Title:
	Art Director

	
	Phone:
	0115 9490808

	
	Email:
	khilton@frd.co.uk

	
	
	

	
	Reference Name:
	Nathan Dearsley

	
	Reference Company:
	Free Radical Design

	
	Reference Title:
	Lead Artist

	
	Phone:
	0115 9490808

	
	Email:
	ndearsley@frd.co.uk 


	
	Reference Name:
	Rob Steptoe

	
	Reference Company:
	Free Radical Design

	
	Reference Title:
	Lead Artist

	
	Phone:
	07792759019

	
	Email:
	rsteptoe@frd.co.uk 
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