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PROFILE













During the course of my career, I have reached the position of Art Director within a relatively short period of time. My talent, teamwork and leadership have shaped eleven popular iPhone titles. With my extensive work and freelance experience, moving onto a higher profile project would be a natural and seamless transition.

SKILLS & ABILITIES











Personal Attributes

· Strong artistic eye and attention to detail

· Passion for games and their development

· Excellent team worker/leader

· Organised, dedicated, self motivated and always hits a deadline

· Quick and eager to learn new things and further develop skills

· Outstanding verbal and written communication skills

Software

Adobe Photoshop, Mudbox, Maya, 3D Studio MAX, Google SketchUp, UnrealEd, Unity, Box 2D, Microsoft Office Suite, Windows OS, Mac OS

EXPERIENCE












Art Director - IUGO Mobile Entertainment (February 2006 -Present)

IUGO is a premier developer of video games for the iPhone and other mobile platforms.

· Developing and maintaining an artistic vision for several high profile iPhone and mobile games 

· Creating a variety of 2D assets including concept art, textures for 3D models, sprites, animations, storyboards and promotional materials

· Managing a team of artists, developing asset lists and assisting in creating schedules and tracking

· Creating levels and assisting in designing gameplay mechanics, characters and story

· Shipped titles include Toy Bot Diaries Trilogy (iPhone, 2008), Daisy Mae's Alien Buffet (iPhone, 2010), Spy Bot Chronicles (iPhone, 2009), Freeballin' (iPhone, 2009), Implode! (iPhone, 2009), A.D.D. (iPhone, 2009), Cliffed (iPhone, 2009), Toy Bot Mini Missions (iPhone, 2009), Shaky Summit (iPhone, 2008), Tiger Woods PGA Tour 2007 (Mobile, 2006), and Boom Blox (Mobile, 2007)

Personal & Freelance

Concept Artist – Walt Disney Studios Motion Pictures

Unreleased Mickey Mouse Short (2008)

· Reimagined a variety of classic Disney characters, as well as created original vehicles and environments

My personal artwork has appeared in magazines such as Geek, SFX and Bizarre, as well

as on blogs such as StarWars.com, Ain't It Cool News, and Boing Boing.  My art also appears in the book Star Wars:  The Complete Vader published by Random House.

Lead Artist - Headz Gamez International (June 2004 – May 2005)

Headz Gamez produced a series of board games.

· Responsible for creating concept art for all of the games’ characters

· Illustrated art assets for the boards, cards, packaging and marketing materials

· Created model sheets for sculptors to create player pieces

Clockwork Cannons (2003-2004)

A Total Conversion for Unreal Tournament 2003 

Awarded prizes in the NVidia Make Something Unreal Contest categories: Best Non-FPS Mod, Best Voice Pack or Audio Modification, Best Vehicle

· Created a variety of 2D and 3D art assets, including textures, particle emitters, interface art and environmental meshes

· Assisted in the design of gameplay mechanics, units and levels

EDUCATION












· ConceptArt.org/Massive Black Artist's Workshops in:

· 2005 - San Francisco

· 2006 - Montreal

· 2006 - San Francisco

· 2008 - Seattle

· 2008 - Wellington, New Zealand

· Art Institute of Vancouver – Burnaby: Diploma for Game Art & Design (2004)
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