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Big Huge Games

· Principle Outdoor Environment Artist, 2011-2012


Unannounced Role Playing Game
· Worked on a small team to establish target visuals for an unannounced next generation consol title.
· Collaborated closely with rendering programming on a number of toolsets to improve visual fidelity in the engine. 
· Created and outline to streamline existing content creation pipelines.
· Principle Outdoor Environment Artist, 2011

Kingdoms of Amalur: Reckoning, The Teeth of Naros


Kingdoms of Amalur: Reckoning, The Legend of Dead Kel
· Developed and executed the target visual prototype space for Gallows End and Teeth of Naros tilesets.
· Worked with world building designers to establish and maintain visual fidelity through out development of the expansion titles.

· Streamlined content creation pipelines to allow for quicker creation of biomes.

· Principle Outdoor Environment Artist, 2009-2011


Kingdoms of Amalur: Reckoning

· Primary responsibilities included conceptualization and execution of Reckoning's five outdoor zones.

· Worked closely with programming to develop the toolset to create both the open world of reckoning and the establishment of a working pipeline for art creation for the entire art team.
· Worked closely with world building designers to establish and maintain visual fidelity through out the development of Reckoning.

· Managed and maintained cross studio relations between the environment artist of Big Huge Games and 38 Studios.
· Many additional responsibilities included the mentoring of younger entry level artists, building individual and team talent, teaching artistic techniques and procedures, and promoting personal and artistic growth among fellow artists.
· Concept / Environment Artist, 2002-2009

Unannounced Role Playing Game

Rise of Nations: Rise of Legends


Rise of Nations

· Acted as a senior artist on two unreleased open world RPG titles.
· Work included creation of environmental assets, art pipelines, concept generation, and crafting and evolving many of the visual prototype spaces that eventually established the look of Reckoning.

Other Work

· 3D Character and Environment Teacher, 2010-2011


Maryland Institute College of Art, Baltimore MD

· Part-time faculty of the MICA animation department.
· Courses covered 3D character creation, rigging, and animation, along with 3D environment asset creating and scene assembly.
· Primary UI Artist, 2011

Frog Checkers, Code Critical LLC, Baldwin MD

· Worked to create UI and environment for small Iphone/Ipad app.



Education

· Maryland Institute College of Art, Baltimore Maryland, 2004

· Bachelors degree in Fine Arts

Skills

· Adobe Photoshop, Illustrator, Aftereffects, Flash, Premier, Sony Vegas, 3D Studio Max, Zbrush, Painter, Microsoft Office Suite, Crazy bump, Quark, SpeedTree, Illustration, Web and Catalog Design, Farming
