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	Summary 

	I entered into the games industry with the desire to create aesthetically impressive and entertaining worlds. After close to six years working in the industry I’m still motivated to try and achieve this goal with any project I have the opportunity to work on. 
During my time in the industry I have had the opportunity to be involved with level design on various projects, which has given me a greater understanding of how art and design can work together to deliver a better and more immersive playing experience.


	Specialties

	Extensive experience with: 3DS Max, Maya, Softimage XSI, Photoshop

Working knowledge of: Zbrush, Unreal Editor, CrazyBump


	Work Experience


01/2010 – Present  Senior Environment Artist

	Codemasters Guildford Studio, Guildford, UK

GRID 2 – XBOX 360, PS3, PC, currently in development
Modelling and texturing of generic buildings based upon photographic reference.

Bodycount – XBOX 360, PS3, published Sep 02, 2011
Working with Level Designers to take various levels from the white box stage through to final art. This involved working from concept artwork and liaising with the Art Director. Modelling and texturing duties included the creation of terrain, buildings, and both static and dynamic objects. 
During the polish phase I was individually responsible for overseeing two stages. This encompassed the creation of player collision and PVS zones, as well as material balancing and any final art tweaks requested by the Art Director. 
Other duties on the project included providing briefing and documentation for outsourcers, and providing feedback on outsourced work.


	09/2009 – 12/2009  Environment Artist 

	Bizarre Creations Ltd, Liverpool, UK

James Bond 007: Blood Stone – XBOX 360, PS3, PC, published Nov 05, 2010
Created props and cover objects for the Monaco Gardens, Casino, and Burma levels. 
Other duties included scenery creation for the Athens boat chase prologue, and designing and building the initial white box for the Burmese Prison level. 



	01/2008 – 09/2009  Environment Artist / Track Designer

	Bizarre Creations Ltd, Liverpool, UK

Blur – XBOX 360, PS3, PC, published May 28, 2010
Responsible for the research, design, and creation of gameplay mesh based on several real world locations. My role involved working closely with the Art Director and Lead Artists to oversee the creation of final environment art whilst maintaining the unique gameplay characteristics of each track. 
I was also responsible for AI placement, collision placement, and dynamic object placement.
During pre-production I was heavily involved with prototyping new city block modelling and texturing methods, as well as producing documentation for other artists, track designers, and outsourcers. 
Other duties included heading up and taking part in reference trips. 
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	01/2007 – 01/2008  Environment Artist

	Bizarre Creations Ltd, Liverpool, UK

Project Gotham Racing 4 – XBOX 360, published Oct 12, 2007
Working primarily on the Shanghai track, I was responsible for all aspects of city block creation including modelling, texturing, lighting, and creation of animated textures.
My role also involved clean up and correction of outsourced work, and object LOD creation.


	01/2006 – 01/2007  CG Artist

	Gameworld Seven Ltd, Wales, UK

Juiced 2 – XBOX 360, PS3, PC, PS2, PSP, DS, published Sep 24, 2007
My work involved creating buildings for various locations complete with specular, bump, and normal maps. I was later tasked with overseeing the work of other employees to ensure it was up to standard before being submitted to Juice Games.  
I was also responsible for the creation of documentation detailing best methods of poly and texture reduction/editing to create assets for the PS2, PSP, and DS versions of the game. This documentation was used both in house and circulated to other outsourcers by Juice Games.
I also created various car body kit modifications for the game.

TT Superbikes Real Road Racing Championship - PS2, published Jul 04, 2008
Responsible for creating track side buildings and 2 stage LOD models.


	Educational Background


06/2000 – 06/2003  BA Hons, Computer Animation 

	University of Teesside, Middlesbrough, UK


	Interests and Achievements


	Despite working in the games industry I am still an avid gamer in my spare time; which motivates me to keep producing work to the highest standard that I can.

Outside of video games I have a keen interest in the martial arts. I hold a black belt in Taekwondo and have travelled to Korea to train. I have also competed and won medals at a national level. Additionally I train in Brazilian Jiu-Jitsu and teach a Mixed Martial Arts (MMA) class once a week.





