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SUMMARY
Talented and enthusiastic Lighting/LookDev/Compositing Artist with over 20 years of high level experience in VFX. Strong leader and 
mentor to fellow team members. Able to take direction and quickly iterate in high stress environments.

PROFESSIONAL EXPERIENCE
11/2024- Present Rouge Mocap (Marina Del Rey, CA)

Sr. Unreal Lighting Artist
• Create optimized lighting setups for environments, characters, and cinematics within Unreal Engine.

• Implemented high-quality lighting that aligns with the artistic direction of the games. 
• Troubleshoot and resolve lighting-related technical Issues, ensuring optimal performance.
• Create Niagara FX and reworked materials when needed.

8/2023- 1/2025 Tipping Point Solutions Inc. (Highlands Ranch, CO)
Sr. Unreal Cinematic Artist

• Took 1 paragraph description with provided level map and setup multi-shot cinematics.

• Worked from A to Z, camera setups (lenses, placement, duration of shots), Metahumans  with mocap data,  cleaned up any assets (modeling and 
textures/materials), created real-time interactive Niagara FX simulations, including fire, explosions, and interactive gunfire. 

• Setting up env and character lighting  rigs using Lumen.

• Used  Sequencer to trigger Niagara events , replace materials, extend mocap data, and more for realistic visuals and interactive scenarios 

1/2022- 7/2023 Imagendary Studios Inc. (Irvine, CA)
Sr. Lighting Artist

• Developed lighting looks for various  shots. Setup environment lighting rigs.
• R&D and trouble shooting lighting techniques and procedures for Unreal pipeline. Setup ACES color lighting workflow.

7/2014 – 1/2022 Blizzard Entertainment Inc. (Irvine, CA)
Sr. Lighting Artist II/Lead Lighter Projects

• Delivered multiple projects as lead lighter. Responsibilities included maintaining sequence standards, helping other artists develop 
their shots, and setting up show light rigs, and trouble shooting any problems with other departments.

3/2001 - 7/2014 Sony Pictures Imageworks (Culver City, CA)
(multiple tenures)   Sr. Technical Director, Lighting & Compositing, Look Development
• Delivered Academy Award winning visual effects for Spiderman 2.
• Other projects nominated for an Academy award include: Spiderman; Chronicles of Narnia: The Lion. the Witch and the Wardrobe; 

Superman Returns; Monster House; Surf's Up & Alice in Wonderland.

7/2012 - 10/2012 Walt Disney Feature Animation (Burbank, CA)
(& 3/2010 – 9/2011) Lighting Artist
• Completed several shots, while developing setups for both lighting sequence and using fx elements.
• Built shots in a comprehensive manner to allow for easy migration to stereo 3d pipeline. 

5/2008 - 12/2008 LLP Digital (Los Angeles, CA)
Look Development Supervisor/3D Generalist

• Responsible for lighting and asset creation (design / model / texture) on all full cg shots.

12/2007 - 4/2008 Cafe F/X (Santa Monica, CA)
Lead Artist/3D Generalist

• Delivered shots on an accelerated schedule.  Developed multiple assets for sequence.

9/2002 - 12/2002 Digital Domain (Venice, CA)
Digital Artist/3D Generalist

• Held responsibilities  from animatic to final render & compositing on commercial work.
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8/2000 - 12/2000 Dreamworks SKG (Glendale, CA)
Digital Artist/3D Generalist

• Entered project late, yet still integrated into existing pipeline and delivered several effects shots on an accelerated schedule.

6/1998 - 7/2000 Station X Studios LLC (Santa Monica, CA)
VFX Supervisor, Sr. Digital Artist/3D Generalist

• Supervised and delivered several car commercials for various clients on time and on budget.
• Helped create pipeline for workflow and methodology.  From concept, to 3d scanning, to front end and back end.

9/1997 - 5/1998 IXL-Los Angeles, Inc. (Westwood, CA)
Sr. Digital Artist/3D Generalist

• On set vfx supervision for green screen projects.
• Seamlessly composited live elements with CG virtual sets.

SKILLS & SOFTWARE
• Katana, Unreal Engine 5, Nuke, Renderman, Arnold, Photoshop, Maya, Substance Painter, Davinci Resolve


