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Education

Additional Experiences

Interests and Hobbies

Senior FX Animator
	 Dreamworks Animation Studios (Oct 2017 - Present) Dreamworks Animation Studios (Oct 2017 - Present) 
•	 Simulate artistically directed natural phenomena (pyro / water / destruction / magic / crowds) using Houdini, 2D 

image manipulation software on Windows and Linux systems.
•	 Conceptualize, create, shade, render, and composite effects elements
•	 Use Python to develop pipeline and production tools for live use
•	 Coordinate across multiple departments to ensure quality deliverable

Stage FX Software Developer
	 Walt Disney Imagineering (April 2017 - Oct 2017)Walt Disney Imagineering (April 2017 - Oct 2017)
•	 Develop stage FX tools for live stage performances
•	 Utilize Unreal technologies for scripted sequencing
•	 Automate physical stage effects using C++ for a reliable and repeat performances

FX Animator
	 Walt Disney Imagineering (April 2017 - Oct 2017)Walt Disney Imagineering (April 2017 - Oct 2017)
•	 Simulate artistically directed natural phenomena.
•	 Conceptualize and develop effects for several Disney Shorts.
•	 Studied as a Disney FX Apprentice for Moana

Unity Game Developer 
	 Booz Allen Hamilton (May 2013 - February 2016)Booz Allen Hamilton (May 2013 - February 2016)
•	 Develop educational games for Military use using Unity/C#
•	 Develop Virtual Reality (Oculus Rift) educational games for Air Force.
•	 Collaborate between client, art, and development teams to ensure quality deliverables
•	 Responsible for materials, shader, scene design, and user interface development and implementation

Graduate Teaching Assistant
	 Texas A&M (May 2009 - May 2011)Texas A&M (May 2009 - May 2011)
•	 Grade assignments, quizzes, and projects in a fair and timely manner. 
•	 Continuously strive to improve teaching skills through feedback and professional development opportunities. 
•	 Conduct tutorials for, assist, and substitute lectures.

•	 Instruct and mentor for students at Texas A&M 
•	 Organize and help run a a Photogrammetry workshop series for 

Texas A&M

Masters of Science
Visualization - 2018
Texas A&M UniversityTexas A&M University

•	 3D Modelling, Printing and Fabrication
•	 Photogrammetry Techniques.
•	 Virtual Reality
•	 VR Avatar Creation
•	 Drawing and 2D Animation
•	 Teaching others about 3D technologies.

•	 SideFX’s Houdini 
•	 Unity, Unreal
•	 Blender, Maya, Substance Painter, and other 3D art softwares
•	 Adobe Creative Softwares
•	 Microsoft Visual Studio
•	 Jira

Familiar Software

Bachelor of Science
Computer Science - 2013

University of Texas - San AntonioUniversity of Texas - San Antonio

For the last century, Walt Disney Animation Studios has been combining the best in artistry and storytelling with cutting-edge technology to bring wonderful new characters and visual spectacle to the big screen for audiences around the world. We currently have an exciting opportunity for Effects Animators to join our world class award winning team at our Burbank, CA studio.

Effects Animators create a wide variety of visual effects that range from hyper-realistic simulations of natural phenomena, to realizing the futuristic and the completely fantastical. They are expected to exercise their technical and artistic talents in collaboration with other artists from all disciplines to create the appealing, compelling and unexpected images that support the emotional beats of the film.

Responsibilities

Bring a strong sense of personal authorship and art direction to visuals, while meeting the artistic vision of the Director and Production Designer.

Ability to execute on a range of visuals, from the photoreal to the wholly imagined.

Collaborate with other artistic departments to achieve desired look for effects elements.

Communicate regularly with the production team to establish and meet expectations and deadlines.

Develop innovative tools and workflows necessary to achieve technical and visual goals.

Generate effects with an awareness of how they will be received and used by other departments, with a mind towards data efficiency and consumability.

Participate in team discussions and critiques, to give feedback on visuals or technical solutions in an effort to push artistry and efficiency.

Work with Effects department leadership to develop and enforce artistic and technical goals for projects and/or teams.

Requirements

Bachelor’s degree in a relevant field and/or equivalent experience.

Experience in CG visual effects production for animation, live-action film, television or games.

Proficiency with SideFX’s Houdini.

Comfortable using, or willingness and ability to learn, various effects animation techniques including procedural animation, keyframing and simulations such as rigid bodies, soft bodies, fluids, particle dynamics, etc.

Open to taking technical and artistic direction, as well as receiving and addressing notes and feedback from peers and leadership.

Attentive to detail and quality in work.

Intrinsic drive to improve technical and artistic skills and embrace a studio culture that strives to innovate and change.

Ability to clearly convey artistic and technical concepts, challenges and processes.

Keen understanding of animation and film making fundamentals, including timing, silhouette, appeal, light, color, composition, etc.


