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I have been in the games industry for 16 years now.  In that time I have had experience in everything from standard day-to-day asset creation to managing large art teams on everything from small prototypes to an ambitious open world game (This is Vegas).  As an Art Director I have directed a wide diversity of projects that required everything from simple tone videos to Vertical Slice type demos and prototypes and have greatly ranged in style and target audience, including projects for XBOX 360, PS3, PC, and Kinect.  In the last 16 years I have helped various companies put ten titles on the shelf and have had schedules that ranged from six months to over three years.  This diversity of content and project scope has given me a broad perspective and allows me to be effective with both short-term deadlines and long-term plans.  

Currently I am an Art Director for Airtight games.  Fresh off Dark Void where I served as the Lead Environment \ Lighting Lead I took on the role as an AD and have gained a boarder perspective on game development pipelines, management, and inter disciplinary and external communication.  I am working heavily with the concept team as well as all other art teams to push my creative limits while trying to meet the goals and vision laid out by the publisher on an unannounced AAA title.

My job roles are very dynamic and ever changing.  Some days I need to give reassurance that someone’s quality is meeting the mark and some days I have to step in when it is not.  Some days I plan our team’s entire schedule and some days I push beyond it.  Some days I direct how things need to be done while other days I let others make those choices for themselves.  Most days I have to be the voice to make tough decisions, and I make those decisions out of a commitment to improvement. I love being a lead; I get to work with and to support amazing artists.  I get to help them grow and I get to congratulate them when they do.  

I feel that my diverse experience has taught me how to handle most situations and that my passion for games has guided me toward making decisions for the betterment of them.  The combination of my experience and my passion keeps me excited about making games and is the foundation of my skills and leadership.
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Accumulated Experience (unique experience listed with specific job):

· Worked with internal teams and external publishers to establish visual direction that match the story, the design, and the visual goals of our projects.

· Responsible for the day to day and long term management of teams as large as 18 artists which included environment, lighting, and tech artists and have been comprised of individuals and teams at all levels of experience.

· Managed outsourcing efforts between multiple outsourcing companies

· Responsible for schedule creation, enforcement, and management for very diverse projects

· As ENV Lead I have supported the art director by directing my team to accomplish the established projects visual and quality goals within our performance and time budgets.

· Worked with Design to help establish game play standards and enforced their needs and requirements

· Created and maintaining the pipelines of responsibility and workflows between multiple departments

· Created, documented, and enforced performance and visual guidelines for assets and levels.

· Created and documented modular construction methodologies for challenges of various sizes and complexities.

· Responsible for hiring members for my team as well as other disciplines…  conversely I have Responsible for employee reviews and disciplinary measures when needed

· Taken on extra duties when needed such as Studio Art Operations Management, Art Team Morale Events, Studio Enhancement

· 5 years of experience using the Unreal 3 engine

· 10 years of experience using proprietary graphics engines

September 2008 – Current:

Airtight Games (http://www.airtightgames.com/) 

· Art Director

· Unannounced Project
· Lead Environment Artist
· Dark Void (http://www.darkvoidgame.com/)
May 2005- September 2008:

Surreal Software (http://www.surreal.com/) 

· Lead Environment Artist

· This is Vegas
· An ambitious open world game that took place in a conceptualized version of Las Vegas and was being created using modified Unreal 3 technology.

· I also drove the creation of the final world map used to layout the world; it’s locations, driving experience, and game flow.  Usually a task given to designers, I was asked to take this on as it was a large roadblock for my team and needed momentum.

· Given multiple presentations throughout Midway and have participated in think tanks and pipeline discussions that have impacted all Midway Studios.

· Worked recruiting events such as GDC and local college events.

· I was given Midway's "Over the Top" Award

· Award given out to peer nominated employees that perform beyond expectation
· I have 9 recommendations for this position on Linkedin.

May 1995 – May 2005:

Image Space Incorporated (ISI)  (http://www.imagespaceinc.com/) 

· Art Director

· Traveled domestically and internationally to instruct and support ISI customers leasing their technologies.

· Lead Artist

· 3D Artist

· Art Intern

· I have 3 recommendations for this position on Linkedin.

Released Titles:

Dark Void (XBOX 360, PS3, PC) – released Jan 2010

rfactor  (http://www.rfactor.net/ )

NASCAR Thunder 2004

NASCAR Thunder 2003

F1 99-02

F1 2002

F1 2001

F1 2000 CS

F1 2000

Sports Car GT

Software:

Maya

Max

Photoshop

Unreal 3

Xnormals

Snagit! (Best little program ever!)

Excel

MS Project

Visio
Education:

Bowling Green State University
BFA Computer Art (4.5 year program)

Minor in Painting

GPA 3.8






