BRIANBAILEY
3D Environment artist

brian*dot*bailey*at*divehammer*dot*com http://www.divehammer.com/portfolio

Skills

· Level Editors:  Unreal Editor 2.0, 

· Modeling:  Maya, 3ds Max, ZBrush 
· Traditional rendering skills with focus on concept development

· Texturing: Photoshop, Crazy Bump

· Scripting: MEL, Windows Scripting
· Project Software Proficiencies: Microsoft Office, Perforce, various proprietary tools
Professional Experience

Edge of Reality, Austin TX

May 2007 – May 2008

Environment Artist – The Incredible Hulk
· Created game assets from reference photos, modeling and texturing high and low polygonal versions for integration into multiple SKUs
· Created various Level-of-Detail models
· Set up and integrated assets into game environment, modified environment for optimization and aesthetic balance
· Reworked select game assets returned from outsourcing

· Data compilation for asset and production management 
· Troubleshot and resolved issues with environment art assets in the game engine

Experience

AllianceBernstein, San Antonio TX
April 2006 – May 2007

Helpdesk Analyst II
· Troubleshot and resolved hardware, software and network issues in a call center environment

· Website support for external customers

· Second level support and mentor for first tier analysts

· Supported remote Virtual Private Networking clients with troubleshooting and maintenance

Time Warner Cable, San Antonio TX
February 2006 – April 2006 

Tech Support Rep

· Troubleshot and resolved Cable, High Speed Data and Digital Phone service issues in a call center environment

· Provided customers account and product information

Education

Westwood College

Bachelor of Science in Game Art and Design, October 2009

Austin Community College

Continuing Education courses in Video Game Design
Academic Experience

· Intro to Game Development

· Game Analysis and Playability

· Introduction to Drawing and Concept

· Image Editing for Games

· Introduction to Animation

· Digital Illustration

· Life Drawing for Animation

· 3D Modeling and Animation

· Advanced Drawing and Perspective for Game Development

· Color Theory

· Game Design Process

· Character Development and Design

· 3D Modeling for Games
· Level Design I and II
· Intro to C++
Certifications
A+ Certified Service Technician
