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Availability: Available Now


Objective

I am a hard working 3D artist who is passionate about games and 3D modelling. I can work well on my own and as part of a team. I am Looking to work on 360, PS3 or movie Projects which will push me and allow for creativity and personal development.

Professional Experience

Gameloft Montreal – Environment artist – October 2008 – October 2010

Blitz Games - 3D Artist - May 2005 to July 2008
Acclaim Studios Manchester - 3D Artist - May 2002 to August 2004

Software Creations - 2D/3D Artist - April 2000 to April 2002

· 2010 – James Vs Reality – indie film

(Creature artist I helped out on this movie in my spare time creating the creature for it. I was responsible for the modelling, sculpting, texturing and vray materials on this creature)

· 2010 – Modern combat 2 Black Pegasus – iphone, ipad

(Environment artist working on the oilrig and assault on the Embassy levels creating level meshes, props, collision and lighting)

· 2009 – Skater nation - iphone

(Environment artist building various assets and levels as well as working with the programmers to set up the art pipeline for this project)

· 2008 –Tak and the Guardians of gross – Wii, PS2


(Environment artist – Building environments and props based on concept art, 
Texturing assets within the art style, Lighting environments, collision creation 
and tagging)

· 2007 - Karaoke Revolution American Idol Encore –XBOX360, PS3, Wii


(Clothing Artist – modelling clothing in Maya, creating textures, normal maps 
and specular maps, sculpting high res assets in Zbrush3, Mesh optimising and 
skinning)

· 2007 - SpongeBob SquarePants Atlantis SquarePantis – PS2, Wii


(Environment and Character artist – Creating environments and characters 
based on concept art in Maya, texturing within art style, mesh optimising, 
lighting, collision building and tagging, modelling and texturing the front end 
map)

· 2006 - Karaoke Revolution American Idol - PS2  


(Environment and Prop artist – Optimising level geometry, modelling and 
texturing trophies in 3ds max, amending, optimising character hair to work 
with clothing)

· 2006 -Sponge Bob Square Pants Creature from the Krusty Krab -Wii, GC, PS2


(Environment artist –  Building environments based on concepts, texturing 
levels within the art style, creating props for the levels,  lighting levels, 
optimising meshes, building collision meshes)

· 2005 - Reservoir Dogs  – XBOX, PC, PS2

(Environment artist – Building levels and assets for the driving missions, texturing assets, placing meshes within the world editor, collision building and tagging and lighting)

· 2005 - Pacman world 3  – XBOX, PC, PS2, PSP, GC

(Environment artist – Modelling environments and props based on concept art, texturing assets from pre existing texture sets, Mesh optimisation, Collision building, level optimisation for PSP, Texture optimisation for PSP)

· 2003 - Made Man – XBOX, PC, PS2

(Vehicle and weapon artist – Modelling all weapons and vehicles for the game in 3ds max, prop creation for environments, Creating textures for assets, creating assets for cutscenes, lighting cinematic scenes)

Software

3ds max, 

Maya, 

Photoshop, 

Zbrush,

Mudbox, 

UDK
Further Education

B/Tec National Diploma in Multimedia

Oldham College – 1997 to 1999

References

Available on request

