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- Photoshop - Maya - Premiere - After Effects - Illustrator - 3DS Max -

- Unreal Tournament Level Editor - Flash - Zbrush - Promotion - Unity - 

- Audacity - Final Cut Pro - Cinema 4D - Unity 3D - Dreamweaver -

- Sculptris - Encore - 3D Modeling and Texturing - Normal Mapping -

- Character Rigging - 2D Animation - 3D Animation - Blender - Mixcraft -
 


Sr. Graphic Media Specialist - Concept Solutions      2007 - Present
Duties & Accomplishments 
- Built ADS-B 3D animated movie  
- Modeled and textured assets using Maya and Photoshop

- Sculpted and animated character assets using Maya

- Edited together video using Adobe Premiere

- Recorded and edited temporary audio using Audacity 
- Created Concept Solutions corporate video 
- Edited together stock images and video using Adobe Premiere
- Created additional footage using Flash, Maya, and Photoshop 
- Administrator of the JPDO government website
- Created widget for site header using Flash Actionscript
- Managed code written in ASP
- Made occasional edits to the cascading style sheet ( CSS ) document

- Interfaced with site SQL database, making occasional queries 
- Posted articles and made site changes in HTML 

- Worked with in-house archival content management system ( CMS )

- Made occasional edits to archival Javascript pages  

- Trained two other web developers on the maintenance of the jpdo.gov site 
- Breathed life into dry, complicated charts and Technical Graphics
- Used Photoshop and Illustrator to create graphics for printed documents 

- Collaborated with area experts to create information-dense imagery 
- Produced document covers 
- Created illustrative graphics for printed documents with Photoshop and Illustrator 
- Modeled 3D graphic assets for video presentation currently displayed in



Smithsonian Air and Space Museum 

Animator/Artist - Handheld Games



2005 - 2007
Duties & Accomplishments
- Created pixel Art and Animation on commercial Disney, Marvel, Pixar, and



Nickelodeon video games using Promotion 
- Worked in a lead capacity on Vmigo Spiderman and Mi Digidiary projects


- Officially credited on the games listed below:

 
Nintendo DS: 

That’s So Raven: Psychic on the Scene (Disney)

                            

Power Rangers: Super Legends (Disney)

Nintendo GBA:       
Phil of the Future (Disney)

Vmigo:                    
Spiderman (Marvel)

Jakks Plug N Play:  
Spiderman 3 (Marvel)

                         

Marvel Heroes (Marvel)

                          

Disney Princesses 2 (Disney)

                          

Dora’s World Adventure (Nickelodeon)

                             
Disney Pixar Classics (Pixar/Disney)
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Additional Projects – Independent
Duties & Accomplishments 
- Pixel Guy’s Quest video game
- Created all character animations using Promotion
- Built all game environment art assets using Promotion
- Composed musical score and sound effects using Mixcraft and Audacity
- Programmed all dynamic elements using Actionscript 2.0
- Coded basic physics for acceleration and gravity

- Constructed 36 levels and compiled the game with Flash CS 3 

- Game featured on Kongregate, Game2p, Newgrounds, 
  Acidcow,   Flashgamevault, Gameotoria, and many other websites
- Threads of Reality video game (still in construction)

- Created character animations and environment art assets using Flash
- Composed musical score and sound effects using Mixcraft and Audacity
- Programmed all dynamic elements using Actionscript 2.0

- Entered in the 2010 IGF and 2010 Indiecade game competitions
- Administrator of dansilber.com and interstellartortoise.com websites
- Created each site using the Wordpress and mySQL
- Made adjustments to aesthetics with HTML or PHP and Photoshop
- Moderate architecture and content 
- Dynamically generated music loop program
- Wrote code to layer and randomize music loops using Actionscript

- Composed music and looped sections to be used by the program 
- Platformaruga video game prototype
- Entered in the 2011 Indiecade game competition
- Integrated polarization button that changes character state and interaction type
- Coded basic physics for acceleration and gravity 
- Monster Run video game prototype
- Coded dynamic audio panning and volume control based on character position

- Incorporated automatic fading of character shadow 
- Created Art and Animation
- Programmed basic physics for acceleration and gravity 
- Mysterium video game prototype (excellent proof of concept)

- Integrated 3D graphic into 2D development environment using Maya and Flash

North Dakota State University, 


Fargo, ND                        2011

Masters level courses: Software Development Processes

                                       Software Project Planning and Estimation   

AI Center for Digital Imaging and Sound, 
    
Burnaby, BC        2003 - 2005

Game Art and Animation Masters Certificate
The Art Academy of Cincinnati, 


Cincinnati, OH    1997 - 1999

BFA awarded with concentration in painting

George Washington University, 

             Washington DC  1995 - 1997

BFA Candidate  

- Sound Engineering - Musical Composition - Web Development -

- Programming - HTML - Actionscript - SQL - mySQL - CSS -
- Project Management - CSS -  I'm generally a nifty guy -
- I Build Animations/Websites/Applications/Games from Start to Finish -
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