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CAREER OBJECTIVE

A POSITION IN INFORMAT/ON TECHNOLOGY ANDP/OR THE THREE DIMENS/IONAL COMPUTER GRAPHICS INDUSTRY PERTAINING
TO SOFTWARE ENGINEERING AND DEVELOPMENT THAT UT/ILIZES MY DIVERSE EDUCAT/ION AND WORK EXPER/ENCE.

EDUCAT/ION

« ART INSTITUTE OF CALIFORNIA-LOS ANGELES (JUL 2004 - JUN 2008)
BACHELORS DEGREE
O MAaJOR: MEDIA ARTS & ANIMATION

- UNIVERSITY OF M/SSOURI CAUG 1999 — May 20042
BACHELORS DEGREE
O MAJOR: COMPUTER SCIENCE

SOFTWARE SK/LLS

« COMPUTERS: TBM PC-COMPAT/IBLE, UNIX SERVERS AND WORKST ATIONS, APPLE MACINTOSH

« OPERATING SYSTemMS (OS): UNIX, LiNnux, MacOS, Winoows, MS-DOS

« PROGRAMMING LANGUAGES: CLAM.PD LINuX, APACHE, MySQL, MSSQL, PHP, MEL SCRIPTING

« WEB MANAGEMENT: APACHE, APACHE-SSL, ORACLE, DREAMWEAVER

« GRAPHICS: PHOTOSHOP, TLLUSTRATOR, PREMIERE PRO, ACROBAT, AFTER EFFECTS, ENCORE, VECTOR WORKS, SHAKE, EVART, May 4,
30 Srupvro Max

MODELING & TEXTURING SKILLS

KNOWLEDGE IN Maya, 30 Stupro Max

« EXPERIENCED IN EDITING AND MODIFYING MESHES WITH NURBS, POLYGONS, AND SUBDIV'S THAT INCLUDE NORMAL AND
PROJECTION MAPPING, EXTRUDING, LOFTING, SMOOT HING; ORGANIC AND /NORGAN/IC MODELING.

« EXPERTISE IN INTERIOR AND EXTERIOR HARD SURFACE MODELING, PARTICULARLY ARCHITECTURAL.

« TEXTURING SKILLS ARE SUPERB, KNOWLEDGE IN MATTE PAINTING, AND THREE DIMENS/ONAL TEXTURING THAT CONS/ST OF
MULTIPLE PASS MAPS CDIFFUSE, SPECULAR, NORMAL, BUMP).

ANIMATING & RIGGING SK/LLS

KNOWLEDGEABLE IN SOFTWARE PACKAGES SUCH AS Maya, 3P Stupro Max

o SKILLS INCLUDE ANIMATING SHORT PERFORMANCE PIECES THAT SHOW EMOT/ION, CHARACTER AND PERSONALITY;
SECONDARY ANIMATION, WALK CYCLES, LIP SYNCHING, BLEND SHAPES, DEFORMATIONS

« VERSED IN SKELETON CREAT/ION THAT INCLUDES SKINNING, RIGGING IK/FK, DOPE SHEET, TRAX EDITOR, SPACING,
TIMING AND ALL OTHER GENERAL EDITORS

« EXPERIENCED IN ANIMATING DUAL CHARACTERS S/MULT ANEOUSLY

MOT/ON CAPTURE SK/LLS

EXPERIENCED IN MOT/ON ANALYS/S SYSTEMS. RESPONS/B/LITIES INCLUDED
« ACTING, SETUP, MARKER TRACKING, IMPORTING, EXPORTING MARKERS, CLEANING, ATTACHING MOT/ON MARKERS TO
SKELETON ALL USING CALCIUM AND EV ART SOFTWARE.
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PRODLDUCT/ION EXPER/IENCE

- G2FIT LLC

LONG BEACH, CALIFORNIA CAPR 2070 - ocr 20102

COMPUTER GRAPHICS ANIMATOR FOR A PHYSCIAL FITNESS COMPANY.

O ANIMATED THREE DIMENSIONAL SCENES THAT WAS LATER PRODUCED AS A DVD FOR NAT/IONAL D/STR/BUT/ON.
O STORYBOARDED AND DES/IGNED ANIMAT/ON BASED ON /NSTRUCTIONAL V/IDEOS.

O REFERENCED v ARIOUS ACTORS TEACHING YOGA AND OTHER PHYSICAL AND FLEXIBLE TECHNIQUES.

O MODELED, TEXTURED, AND ADDED LIGHTING EVERY SCENE/POSE TO SET THE STAGING AND MOOD.

O RENDERED ENTIRE PRODUCTION WITH MENTAL RAY AND SOFTWARE RENPERING.

O USED MAYA FOR ALL PRODUCTION COMPONENTS CPRE, PRODUCTION, POST ).

O CHOSE AFTER EFFECTS TO BUILD THE SEQUENCE IN THE PROJECT FOR FINAL POST PRODUCT/ON.

O CLIENT AND CUSTOMERS WERE EXTREMELY SATISFIED WITH PRODUCT. WORK WAS HIGHLY RECOMENDED.

. HISTORY CHANNEL CWHITNEY DIGITAL PRODUCTION TEAMD

Bursank, CaLIFORNIA COcTr 2008 - Pec 20082

AN INDEPENDENT CONTRACTOR THROUGH WHITNEY DIGITAL PRODUCTIONS.

O MODELED ARCHITECTURE FOR B/BLICAL STRUCTURES USING MayA.

O RESEARCHED MATERIAL AND INCORPORATED REFERENCE FOOTAGE INTO THREE-DIMENS/ONAL MODELS.
O Laio our UV MAPS AND TEXTURED ALL MESHES.

O COLLABORATED WITH OTHER MEMBERS OF PRODUCTION TEAM TO ENSURE REALISM AND AUTHENTICITY.

. REp GranT Stupros CPRODUCTION ANIMATION TEAMD

Sanra Monrca, CALIFORNIA CSEP 2007 — Jan 20080

MEMBER OF JANITORS THROUGH TIME; A 3P ANIMATED PILOT FOR RED GIANT STUDIOS

O MODELED AND ANIMATED CHARACTERS IN MAY A; CREATED BLEND SHAPES FOR FAC/AL ANIMAT/ON.

O WORKED WITH TEAM TO ENSURE THAT THE PIPELINE FLOWED FLUIDLY; MODIFIED REFERENCED MOPELS TO UPDATE THE PILOT.
RESEARCHED HISTORICAL ASPECTS OF THE PILOT THAT INCLUDED OBJECTS, ATTIRE, SCENERY, ARTIFACTS, TOPOGRAPHY AND TOOLS
THAT WERE PERTINENT TO THE ANIMATED P/LOT.

O MODELED SURROUNDING ENVIRONMENTS WITH POLYGONS AND NURBS.

. GAME W/1zARDS (GAMING PRODUCTION TEAMD

Sanra Mownrca, CaLIFORNIA CSEpP 2007 - Pec 20072

MEMBER OF GAME W1ZARDS. EXPERIENCE IN VARIOUS ASPECTS OF THREE-DIMENS/ONAL GRAPHICS.

O DES/GNED TWO VIDEO GAMES MYTHOS AND T HUNDERFLASH.

O WORKED WITH TECHNOLOG/CAL DEPARTMENT ON GAME ENGINES. USED VALVE® SOFTWARE GAME ENG/NE FOR HALF-LIFE 2:
DEATHMATCH AND DAy OF DEFEAT™: SOURCE AS THE FOUNDATION FOR THE SOURCE ENGINE.

O ENSURED THE FLUIDITY OF GAME PLAY AND THAT PLAYER'S ASSUMED VARIOUS MILITARY ROLES BASED ON HISTORICAL AND
TACT/CAL OPERAT/IONS.

O COMPILED CODE WITH MICROSOFT V' ISUAL C#+,

O CONFERRED WITH OTHER TEAM MEMBERS TO CONFIGURE THEIR NEEDS INTO THE GAME ENGINE; ADDED, DELETED, AND ADJUSTED
ATTRIBUTES TO ALL OBJECTS PERTINENT TO GAME DEVELOPMENT.

O OVERSAW THE COMPILATION AND FUNCTIONALITY OF THE COPE AS DEVELOPMENT PROGRESSED; DEBUGGED AND FIXED SCRIPTING
ERRORS IN MICROSOFT VISUAL C++,

O NETWORKED WITH OTHER MEMBERS OF THE STEAM COMMUNITY FOR DIAGNOST/C PURPOSES.

- RED GraNT STupI10s CPRE-FPRODUCTION ANIMATION T EAM)D
Sanra Monrca, CALIFORNIA CJTUL 2006 - SEp 20070
MEMBER OF KING OF INK PILOT; A 3D ANIMATED PILOT FOR RED GIANT STUD/OS.
O ANIMATED SCENES THAT INCLUDED LOCOMOT/ON, LIP-SYNCHING, FACIAL ANIMAT/ON, CAMERA TECHNIQUES IN Maya
O ANIMATED FK/IK STYLE RIGS.
O MODELED AND LAID ouTr UV MAPS FOR POLYGONAL OBJECTS THAT WERE IMPORTED [N EACH SCENE THROUGHOUT THE PRODUCT/ON. .
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