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Objectives: � To work as a 3D artist, and allow for my passion to 
show through in my work. 

� (Long term) To create characters that are believable 
and evoke emotion (both aesthetically and through 
narrative)  

 

Skills:  
 

 Art: 
� Dedicated 2D and 3D artist, specialising in the creation 

of 3D models for video games. 
� Sound knowledge of 3D modelling, texturing, rigging 

and animating. 
� Able to easily adapt to new pipelines and programs. 
� High attention to detail. 
� Ability to work autonomously while remaining consistent 

and keeping within style guidelines. 
� Dedication to understanding anatomy to create 

believable characters. 
 

 Other: 
� Able to communicate in verbal, visual and written forms. 
� Reliable and responsible. 

 

 Software: 
� Maya: Since 2008 
� 3D Studio Max: Since 2010 
� Mudbox: Since 2009 
� Zbrush: Since 2011 
� Photoshop: >8 Years 
� Topogun: Since 2010 

 

Prior 
Experience: 

 
 

 Zero One Animation: 
Position Held:  
3D artist (Contracted as a freelancer multiple times) 
2010-Present 
Duties included: 

� Creation of Low, Medium and High polygon Models. 
� Working within a production pipeline. 
� Adhering to deadlines while remaining within project 

scope and art guidelines. 
� Texturing using hand painting techniques in Photoshop 

as well as polypainting within Zbrush. 
� Re-topologising High poly models and scans to create 

Medium and Low poly models. 
� Hi-resolution sculpting in Zbrush. 



 Various Freelance Art 
� Character head modelled and textured for short film 

‘Natural 20’ 
� Detailed replicas of game objects created to be 3D 

printed 

Dungeon Crawl: 
Position Held:  
Store Operator 
12/03/2010 - Present 
Duties included: 

� All store operations between open and close. 
� Cash handling and banking 
� Opening and closing store 

 

Achievements: � Lead Artist on ‘Pillager’ game project. 
� Won ‘Best Graphics’ prize at GCAP with the game 

‘Pillager’. 
� Sony Interactive Technology Scholarship finalist – 2008 
� Work completed at AIE has been used in advertising 

material. 
 

Extra 
Curricular: 

� IGDA Melbourne Committee Member from 2010 to 
present. 

� GCAP volunteer in 2011. 
� Volunteered to help at AIE with open day and 

information night in 2009 as a student voice. 
 

Education: Advanced Diploma of Professional Video Game Development 
(Art Major) 
Academy of Interactive Entertainment (AIE) 
2008-2009 

� Focused on 3D modelling, texturing, rigging and 
animation. 

� Further developed my skills in modelling and texturing 
with a character art focus. 

� Undertook role as lead artist in the creation of the video 
game ‘Pillager’ (2009) 

 
Visualarium’s Anatomy 2R2 

� A course devoted to understanding the muscles of the 
human body both in form and function 

 
Mudbox Workshop (Foundations and Advanced)  
2009 

� Expanded sculpting and high resolution texture painting 
skillset. 

 

Interests: 
 

� Art. Both 2D and 3D. Both creation of my own, and 
observing others work. 

� Movies, especially those with unique concepts or styles. 
� Video games (especially those with interesting 

storylines or unique gameplay ideas).  
� Hiking 
� Socialising. 
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