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JOB TITLE:

Director of Art and Animation Technology
WORK EXPERIENCE: 
(Dates of Employment) 

 (Name of Company)                          (Location)

Director of Art and Animation Technology

Oct 10 – MAY 12


Janus Research


Evans, Ga
Optimization and visual improvements to real time content including: Optimization data to increase rendering performance by an 88% gain. Construction of an automated Lip Sync pipeline that can produce skeleton animation files at a rate of about 100 per hour. Teaching proper performance techniques to the Art Staff, while at the same time dramatically increasing Art Quality to near photorealistic levels using latest state of the Art Shading technology. Working with Engineering and programming for character Artificial Intelligence, specifically Path Navigation, and weighted fluctuating character actions/goals similar to human brain patterns. Development of an automated export pipeline and creation of numerous assets. Development of Enhanced Reality system and data ( for actual live video overlaid with artificially real components ) Increasing fellow artists level of expertise through training exercises, tutorials and discussion.

Engineer, Art Director

Nov 09 – Oct 10


Self Employed


Los Angeles, Ca

I created my own game engine with an advanced skeletal animation system. The system supports unlimited animation blends, data streaming and lightmapping. I alos created tools and exporters for my engine.

Director of Art Technology

Feb 09 – Nov 09


THq




Los ANgeles, Ca

Conducted research and implementation of four major systems for an undisclosed fighting game published by THQ. The first is a system that intelligently blends between animations based upon a “set” of goals. This is a bit different than aim blending or state blending in that varying target position during melee combat is accounted for. Using a global illumination formula to represent the “values” for possible targets and blending between the closest of those values worked really well. The second system I researched and developed was a muscle system, very similar to Maya Muscle but the in game result was based on “samples” and interpolated given approximation to said samples. In this way, the muscle helper transform data was only required for it’s skinning info and for the transform states of the samples. That means that those helpers were not required to be exported per frame as with the major bones.  The third system was a powered rag doll system, for which I handled data setup and wrote a custom Collada Exporter for that data as Collada’s support for physics is weak at best. And the last system I devised was a plan to handle the deformation of impact without affecting a skeleton or ragdoll system. Basically wrapping the area of impact with an FFD deformer and applying the deformation to a mesh after it’s physics and animation had been taken into account.

Lead technical Artist

Aug 08 – Feb 09


Planet Moon, microsoft
San Fra.n, Ca

Upon arriving I was given the task of revamping the unreal animation pipeline. I made several alterations and upgrades to the exporter process. This is the first C+ coding I’ve done in a while, took about a month of brushing up, but resulting in a very successful upgrade to the Unreal Engine pipeline. I altered routines for their exporter to be able to specifically flag which nodes qualify for export, in addition I added FULL maxscript support for managing the compile and export process.Once that was done, I created an intelligent system for marking skeletons that specified and asset tracking file used by any and all files using a particular skeleton. What did that do? It allows a skeleton to be in multiple files, multiple skeleton in one scene, even mulitple bipeds in the same scene with the same name, track each animation…its frames, and which maxfile the animation was stored in. The artist only had to click an “add” button and type in the name of the animation one time. Then, by invoking the interaface, the user is presented with a multi list box by which the user could select any number of entries and press the export button. My work handled everything from that point…loading compiled binary anim files, appending, updating, export file path and name handling…

Lead Technical Artist

Feb 07 – Aug 08


Spacetime, NCsoft

Austin, TX

Worked with a lot of the former Star Wars Galaxies developers on an MMO with a unique space flight / ground combat MMO engine. Handled all technical art tasks. Helped design and develop parts of the art and animation system and pipeline with the art leads and programmers. Exported and implemented all animation assets into the game. Handled re-exportation and updates of all assets. Animated most of the ships and some primary passes for characters. Created many custom proprietary tools for artists as well as assisted them with any and all technical problems for source assets.

Lead Technical Artist

Nov06 – Feb07


Wolfpack/Ubisoft

Austin, TX

Work with Unreal Engine 3, handled all technical art tasks, developed new methods for creating tillable normal maps , all the shader work, developing tools for other animators, rigging characters and some animation. Created and documented all Art Dept production processes. All Max work here.

Director of Art and Animation Technology

mar 02 – Nov 06


Ritual Entertainment
Dallas, TX

Began here as a lead animator but very quickly assumed the role of director. Game engine enhancment, export pipeline creation and performance enhancment. Game system design, character design, character modeling, documentation and instruction of all technology used by company.

Lead Animator

feb00 – mar 02


Sony




San Diego, Ca

Lead a team of 9 animators to produce Everquest Shadows of Luclin and Planetside.
LEAD ANIMATOR
1998-2000

Battlecruiser3000AD/Derek Smart

Did contract work for Derek Smart, this also included modeling and textures.
Art Director

1995-1998
 Odyssey Software
Software used during this period:

Deluxe Animator

Autodesk 3D Studio

Photoshop

Titles worked on:

Mad Dog Macree II

Ractor

Rodney Dangerfield’s Comedy Saver

This was a transitory period of my career. During my migration from the Amiga to the PC I decided to focus on techniques for developing skills at creating content for the PC.

1985-1995
Commodore Amiga, Motorola 68000, 16 bit era

Lead Programmer, Odyssey Software

Art Director, Digitech

Lead Programmer, Independent Development

Software used during this period:

Genpak Assembler

Deluxe Paint

Modelor 3D

Videoscape 3D

Titles worked on:

Dino Wars

Space War

Fastcar Auto Racing

Gunfight

Getting to work on the Amiga was a real dream as compared to working with monocolor lores sprites on the Atari. Some advanced programming techniques I developed included: force feeding the horizontal comparator to expand the limitation of sprites from 16 pixels wide to the entire width of the screen ( 320 pixels wide ) and using the hardware to create a new DOS to increase storage on a floppy disk by 30% All the programming I did during this period was in Assembly language and writing to the computers chipset directly. I also hacked an early copy of Deluxe Paint (1) to add animation capabilities to it long before Deluxe Paint II came out with that feature
1979-1985
Atari 800, Motorola 6502, 8 bit era

Lead Programmer, Independent Development

Software used during this period:

Atari Macro Assembler

Atari Basic

Koala Pad Painter

Titles worked on:

Hero Combat

Dragon Battle

This is when I began pursuing my dream of creating games. Learning to create software, especially the use of assembly language without documentation is not for the faint of heart. Of interesting note is that all computers still use address registers, index registers, data registers and a stack pointer…even today. Towards the end of this period I ran a basic programming class for seniors and kids. 

EDUCATION:  
High School Diploma
CERTIFICATIONS:
none
SKILLS & ACTIVITIES:
3ds Max

15 years experience

I have given talks for Autodesk/Discreet. 
My knowledge of creating animation with Max is second to none. 
I have created many scripted tools over the years, from exporters to batch file processing, from tracking particles to batch retargeting FBX animation to and from bipeds. I have been using Max every day since 1997 and I have been a member of Autodesk’s/Discreet’s/Kintex’ internal development program since R3. Expert Maxscript skills with above average C++ API experience
Maya

6 years experience
I work very efficiently with Maya. I have developed a bi-directional pipeline for sharing models and animation between Maya and Max. Expert MEL skills
Unity 2-3.5
4 years of experience

Cry Engine 3
1 year of experience

Unreal Engine 3
6 years of experience
Photoshop
16 years of experience

ZBrush

3 years of experience
Visual Studio
C++ programming skills
I am currently making a game engine for use with the PC. My target spec is Intels UMD 910 chipset (or better) to maximize sales and audience. I have completed the exporters for level geometry, skeletal animation and UI. The animation system took about 3 weeks to do including the exporter. It can blend between any number of inputs. Note: my system uses base offsets not a base frame. The engine itself is loading all the data I export and running it at a decent speed even without any major optimizations. I prefer using more “C” than C++ but can use C++ with it’s class approach to objects. My engine is designed to use data streaming on the fly. I provide about .04 ms per 1/60th of a second for that streaming…and currently can load into at least one 1024 texture per 1/60th of a second…this allows zero load time gameplay. I am using a bastardized visibility solution, it is a manually defined smart space partition that keeps track of where all entities are, handles portal/frustrum culling and inverted convex hull collision. The lighting solution is pretty much all precalculated, note: I am treating character and level lighting separately. I believe level designers don’t focus enough on character lighting and that character artists in general do not  participate or make recommendations for their assets lighting.

  Credited Titles:



MMA tech research ( NDA )
Kung Fu Factory/THQ



A Natal Test Project ( NDA )
Planet Moon/Microsoft


Blackstar



Spacetime Studios



Stargate Worlds


Wolfpack/Cheyenne Mountain


Kingdoms of Might and Magic
Ubisoft/Wolfpack



Sin Episodes


Ritual/Valve



25 to Life


Ritual/Eidos/Crystal Dynamics



Quake 4 Expansion

Ritual/iD/Activision



Legacy of Kain (6)

Ritual/Eidos/Crystal Dynamics



Legacy of Kain (5)

Ritual/Eidos/Crystal Dynamics



Tomb Raider Legend

Ritual/Eidos/Crystal Dynamics



Sin 2



Ritual/iD



Black Hawk Down

Ritual/Novalogic



Counter Strike Condition Zero
Ritual/Valve/Microsoft



Lord Of The Rings

Ritual/Electronic Arts



Star Trek Elite Force 2

Ritual/Activision



Everquest Shadows of Luclin
SONY



Planetside


SONY



Battlecruiser 3000


Battlecruiser3000AD/Derek Smart

