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www.ericblondin.com
Game Studio Experience -
DEC 09 – SEP 10            TONY HAWK: SHRED - Wii - Buzz Monkey/Robomodo/Activision – Lead Character Artist 

· Lead a team of 3 Character Artists, created look and feel of characters with Art Director, created, organized and managed character art assets, mentored junior character artists, lead weekly character critiques, wrote extensive tool-chain documentation, designed tool chain with lead programmers, communicated with 3rd party companies and Art Manager. 

SEP 09 – MAR 11            UNANNOUNCED TITLE – PC/PS3 - Buzz Monkey – Lead Character Artist 

· Created look and feel for all characters with Art Director, created all characters, created all in-game rigs via MEL automated rigging system that I wrote, created all in-game animations, designed internal character tool chain with lead programmers for the Infernal Engine.  
OCT 08 – SEP 09
          TONY HAWK: RIDE – Wii - Buzz Monkey/Robomodo/Activision – Lead Character Artist 

· Lead a team of 5 Character Artists, Created look and feel of characters with Art Director, created, organized and managed character art assets, mentored junior character artists, lead weekly character critiques, wrote extensive tool-chain documentation, designed tool chain with programmers, communicated with 3rd party companies with art manager.  Worked extensively with animation programmers to get Nintendo Mii's in-game. 

DEC 07 – NOV 08
          TOMB RAIDER: UNDERWORLD - PSP – Wii - B.M. /C.D./Eidos – Lead Char. Artist 

· Lead a team of 4 Character Artists, Created look and feel of characters with Art Director, created multiple characters from scratch off of concepts/360 models, mentored junior artists, wrote extensive tool-chain documentation, improved tool chain with programmers, worked closely with programmers and designers on character bone and animation optimizations. 

APR 07 – NOV 07
          UNANNOUNCED TITLE – PS3 - Buzz Monkey – Lead Artist

· Lead a team of 4 Artists, Vastly Improved tool chain with programmers of the Granny Engine, provided art and support for artists and programmers, created various characters and developed look and feel with lead designers, managed and lead art team.

APR 07 – NOV 07
          UNANNOUNCED TITLE – Wii - Buzz Monkey – Lead Character Artist and Lead Char. Rigger
· Lead a team of 3 Character Artists, Created look and feel of characters with Art Director, created numerous in game characters, mentored junior artists, lead weekly character critiques, designed tool chain with lead programmers, set up rigging guidelines for junior riggers, created automated rigging scripts via MEL that cut character rigging time down from two days to ten minutes. 
JAN 07 – AUG 07
          TOMB RAIDER: ANNIVERSARY - 360 - Buzz Monkey/Crystal Dynamics/Eidos – Lead Artist 

· Lead a team of 6 Artists, Lead a small team of artists that ported the Wii version of TRAE to the 360, mentored junior artists, wrote tool-chain documentation, helped improved tool chain and helped optimized performance (specifically lighting) with programmers.

NOV 06 – JAN 07
          TOMB RAIDER: ANNIVERSARY – Wii/PS2/PSP – B.M. /C.D./Eidos – Environment Artist 

· Created and optimized props and environment pieces for multiple platforms.  
JAN 06 – NOV 06
          NFL STREET 3 – PS2/PSP – Buzz Monkey/Electronic Arts – Lead Artist 
· Lead a team of 10 Artists, Developed artist tool chain with programmers for multiple platforms, wrote extensive tool chain documentation for multiple platforms, worked closely with EA artists on tool chain issues. Created and managed various character assets. 

MAY 05 – DEC 05
          SYPHON FILTER: DARK MIRROR FMV’s – PS2/PSP – Buzz Monkey/SCEA – Lead Char. Artist 
· Up-rezed and polished cinematic character models that were delivered from Sony. Skinned and rigged all character models including facial rigs for facial mo-cap by Image Metrics, organized and managed all character assets, set up render farm with back burner, managed render farm, composed renders, cleaned up mo-cap in character studio, cleaned up facial mo-cap, set up basic character lighting, set up basic camera shots, participated in daily reviews, created environments & props.

APR 05 – MAY 05
          TOMB RAIDER: LEGEND – PSP – Buzz Monkey/Crystal Dynamics/Eidos – Env. Artist 
· Created and optimized props and environment pieces. 

SEP 04 – APR 05
          UNANNOUNCED TITLE – PS2 - Buzz Monkey – Lead Character Rigger
· Developed Character look and feel with Lead Character artist and Art Director, created and revised rigs with input from Lead Animator and Lead Programmer, Rigged over 100 characters, wrote extensive character pipeline documentation, wrote basic MEL scripts to automate character exporting, develop in Maya character generator to speed up character variation creation. Learned a crap ton!

Other Relative Experience -
JUL 08 - Present           Software Beta Tester for Topogun - Topogun 

APR 07 – Present         Software Beta Tester for Zbrush 2.5 - 4.0 - Pixologic 

NOV 06

         Character creation for games lecture - Art Institute of Portland 
JUN 03 - OCT 03            Instructors and Teaching Assistant - DigiPen Institute of Technology 
Skills -
Adept  at leading character teams though completion on AAA game titles. Highly skilled problem solver.  Extremely eager to work with programmers and designers to improve tool chain issues. High resolution and low resolution character modeling, rigging, unwrapping, texturing, and retopologizing. Basic Max and MEL scripting knowledge.   Displacement, ambient occlusion and normal map creation. 

Software – 
Maya - 8 years

3DS Max - 11 years

Softimage XSI - 3 years
Zbrush - 8 years

Mudbox - 4 years

Photoshop - 9 years

Premiere - 8 years

Topogun - 4 years

After Effects - 8 years

Perforce - 7 years 



Crazy Bump – 5 years




X-Normal – 4 years

Education -

SEP 02 - APR 04           AAA 3D Computer Animation - DigiPen Institute of Technology 
