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Objective
To expand my 3D animation skills within a comfortable environment and assist developers in creating a fun 
gaming experience.

Education
2006   School of Communication Arts  Raleigh, NC 
  Associate Degree in Digital Animation

Skills
- adept at pose-to-pose and straight ahead animation
- production of animations that focus on character acting and communication with the audience
- fine tuning the character animation sequences with the graph editor and dope sheet
- looping animations for seamless repetition
- capturing and cleaning of mocap data

Hardware
IBM compatible PCs, Motion Analysis Eagle-4 MoCap System

Software
Windows XP OS, MS Office, Autodesk Maya 7, 3DS Max 8, Adobe Photoshop CS, Adobe After Effects, 
Adobe Dreamweaver, Motion Analysis EVaRT

Awards
Fall 2006  School of Communication Arts Gallery Award 
  - Animated Exercise  “Tumble” - Modeler, Animator

Summer 2006 School of Communication Arts Gallery Award 
  - Animated Short “Concept” - Director, Modeler, Texture Artist, Animator, Post Production

Spring 2006  School of Communication Arts Gallery Award 
  - Animated Short “Granny’s Walker” - Director, Modeler, Post Production

Work Experience
Icarus Studios, Cary, NC
April 2007 - April 2010
Animator

‘Fallen Earth’ (MMORPG) (www.fallenearth.com). 
Job responsibilities: Creating animations for various characters and creatures. Capturing and cleaning 
mocap files as well as integrating them into the pipeline for further editing, such as looping and tweaking 
by hand. Managing and exporting files to server for in-game testing.

‘Dexter: The Game’ (iPhone)
Job responsibilities: Creating animations for various characters. Capturing and cleaning mocap files for 
both in-game use as well as cutscenes.


