Anthony Brunoe
www.anthonybrunoe.com
asbrunoe@gmail.com
Development Experience
FEB 11 - MAY 11
Social City - Facebook
Buzz Monkey/Playdom



Environment and Prop Art
· Created a variety of buildings and props from concept art.  Consisted of creating assets in 3D programs, and rendering them out as tiles for game use.
OCT 10 - FEB 11
Tomb Raider: Trilogy - PS3
Buzz Monkey/Crystal Dynamics/Eidos/Square Enix




UI Art
· Recreated HD UI elements in Photoshop from scratch for PS3 Blu-ray re-release of Tomb Raider: Legend and Tomb Raider: Anniversary.
JAN 10 - SEP 10
Tony Hawk: Shred – Wii
Buzz Monkey/Robomodo/Activision



Environment Art

· Created polished levels from basic gameplay design mesh (modeling, UV unwrap, texture creation, and lighting).  Ported existing PS3 environment art assets to the Wii.  This consisted of taking high res environments and cleaning up geometry, lighting, as well as recreating, and creating original assets for the Wii platform.

NOV 08 – SEP 09
Tony Hawk: Ride – Wii
Buzz Monkey/Robomodo/Activision




Environment Art




Character Art

· Ported existing PS3 environment art assets to the Wii.  This consisted of taking high res environments and cleaning up geometry, lighting, as well as recreating, and creating original assets for the Wii platform.  Assisted character art team in polish and labeling of gear for customizable characters.
DEC 07 – NOV 08
Tomb Raider: Underworld – Wii/PS2
Buzz Monkey/Crystal Dynamics/Eidos




Environment Art

· Ported existing PS3 environment art assets to the Wii and PS2.  This consisted of taking high res environments and cleaning up geometry, lighting, and occasionally recreating, and creating original assets for the Wii platform.
NOV 06 – AUG 07
Tomb Raider: Anniversary – PS2/Xbox 360
Buzz Monkey/Crystal Dynamics/Eidos




Environment Art
· Created polished levels from basic gameplay design mesh (modeling, UV unwrap, texture creation, and lighting).  Worked with a small team of artists and programmers to port assets from the PS2, to the XBox 360.
MAR 06 – NOV 06
NFL Street 3 – PS2/PSP
Buzz Monkey/Electronic Arts



Character Art

· Designed created textures for character gear and clothing based off of existing meshes.
APR 05 – MAR 06
Syphon Filter: Dark Mirror – PSP
Sony Computer Entertainment



Environment Polish Artist




In-Game Cinematics
· Assisted the environment art team with lighting, major geometry changes, and creating new level assets when needed.  Used in-house tools to create in-game cinematic scenes, placing characters, calling up animations, camera placement and scene composition.

Skills

Professional Experience:

· Modeling, unwrapping UVs, creating textures, and lighting for environments based off of designer gameplay ideas and meshes.  Using various 3D software, drawing and painting software, file management software, as well as learning and using in-house tools to create completed environments with teams of artists, programmers, and game designers.
· Assisting character art teams with the design and creation of clothing and clothing textures.

Moderate and Educational Experience:

· Modeling, unwrapping UVs, creating textures, and using rigs to animate characters.  
· Using drawing and painting software to create concepts and illustrations.

Software
3DStudio Max


ZBrush
Maya



Painter
Softimage


Premier
Photoshop


After Effects

Perforce



Unreal Development Kit (UDK)

Employment
MAR 06 – APR 11
Buzz Monkey Software




Senior Artist (JAN 09 - APR 11)



Artist (MAR 06 - JAN 09)

MAR 05 – APR 06
Sony Computer Entertainment




Contract Artist

Education
SEP 02 – APR 04
DigiPen Institute of Technology




AAA: 3D Computer Animation

SEP 01 – JUN -02
Central Oregon Community College




Art and Math Studies

SEP 00 – MAY 01
Warner Pacific College




General Studies

*References available upon request
