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	- Industry Experience -

	Location:
	Budcat Creations
	November '07 – January '11

	Position:
	Lead Environment Artist

	Projects:
	Prototyping Lab - “Ghosts n' Stuff” for XBLA

Worked in a group to design a game from scratch and rapidly prototype it in unity. Initial pass had placeholder art, but developing a unique style and concept art became a focus in later stages. Work was halted on this project when the studio closed.

Currently Unreleased

“Top Shot Arcade” for the Wii

Responsible for laying out one half of all the environments of the game in 3d Studio Max, as well as managing the team of artists creating assets for said levels. Held accountable for overall quality of the final levels, as well as bugs and issues with most of the environments.

March 2011

	Position:
	Environment & Prop Artist

	
	“Band Hero” for the PS2 - November 2009

“Guitar Hero 5” for the PS2 - September 2009

“Guitar Hero: Metallica” for the PS2 and Wii - March 2009

“Guitar Hero: World Tour” for the PS2 - October 2008

“Guitar Hero: Aerosmith” for the PS2 - June 2008

Poly reduction from next gen assets to fit on the PS2 while retaining details and quality. Worked entirely on Create an Instrument, organizing assets to fit on the PS2.

“Our House: Party” for the Wii

Designed and created prop assets to fit a lower poly budget for the Wii. Mostly tools used in mini games.

September 2009 

	Skills:
	· 3D Studio Max

· Mudbox

· Photoshop

· Texture painting

· High & Low-poly modeling

· Unreal

· Unity
	· Level design and layout

· World building

· Perforce

· Organizing assets

· SCRUM process

· Optimizing assets

	Education:
	The Art Institute of California – San Diego. 2004 to 2007

 Bachelor of Science in Game Art & Design 


