Trevor Crandall
3D Character and Vehicle Modeler
www.trevorsart.com
trevor@trevorsart.com

1-206-229-5473

Objective
To collaborate with a passionate and talented team as a character artist, in a progressive, challenging and fun environment.
Qualifications
· 4 years of game industry experience, including 5 shipped titles (1 PC, 4 AAA Next Gen Console), 3 titles pending release (AAA Next Gen Console), and a national television commercial
· Extensive experience creating characters and vehicles for next generation platforms, including high resolution ZBrush character models, high resolution subdivision vehicle and hard surface models, and normal, occlusion and cavity map baking
· Deep understanding of human and animal anatomy, proportion and movement, and awareness of their relationships to the design and animation of characters
· Strong drawing skills, with an ability to design, troubleshoot and communicate visually
Experience
Microsoft Game Studios - Redmond, WA 





2008 – Present
3-D Artist
I am currently working with the XBox Publishing Division, on a small team that focuses on  internal development, conceptualization, prototyping, troubleshooting and pipeline enhancement for Microsoft’s many developers. My primary responsibility is the creation 3D models for game prototypes and visualization purposes, utilizing ZBrush, Max, Maya, Photoshop, CrazyBump and xNormal.
Valkyrie Entertainment - Seattle, WA 





2004 – 2008
3-D Artist
Valkyrie  Entertainment is a 3D content outsource studio that specializes in game asset creation for a variety of platforms. Primary role involved creating high resolution vehicle and character models for next gen game assets, including subdivision vehicle modeling in 3-D Studio Max and character modeling in    3-D Studio Max and ZBrush. 
· Projects Include:
Undisclosed Title - Character Artist


(Next Gen Console)
This Is Vegas - Vehicle & Character Artist 

(Xbox 360, PS3, PC - 2008/09)
Wheelman - Vehicle Artist 



(Xbox 360, PS3, PC - 2008/09)
Blacksite: Area 51 - Vehicle And Prop Artist 
    
(Xbox 360, PS3, PC - 2007)
John Woo's Stranglehold - Vehicle Artist     

(Xbox 360, PS3, PC - 2007)
Sega Rally Revo - Prop Artist
     


(Xbox 360, PS3, PSP, PC - 2007)
Crackdown - Vehicle Artist       



(Xbox 360 - 2007)
Volvo S40 Television Commercial - Vehicle Artist
(2004)
· Successfully held position as studio’s primary high-res artist while assisting teammates to advance, troubleshoot and implement subdivision modeling and ZBrush techniques into their workflows
· Worked with different clients on a variety of games, resulting in great exposure to a variety of tools, techniques, workflows, and art styles
· Contributed to and maintained a library of books, reference, instructional videos, tutorials, and generic 3-D basemeshes to be utilized by teammates for vehicle and character work

Amaze Entertainment - Kirkland, WA 





2004
 3-D Artist Intern
Assisted Lead Character Artist with character model assets on Harry Potter and The Prisoner Of Azkaban, for the PC.

· Refinement of character assets originally from the console versions of the Harry Potter game, optimizing them for lower end PC platforms.  This included polygon reduction and optimization of models, as well as consolidation and optimization of textures
· Created blend shapes for a cut scene involving the transformation of a witch character into a wolf, as well as some skinning/weighting of characters
Software Proficiencies
ZBrush, 3D Studio Max, Maya, Photoshop, xNormal, Crazybump
Education
CG Society Online Workshop – ZBrush: Sculpting Digital Characters with Cesar Dacol Jr.
(2008)

· An 8 week class that focused on character design, creation and workflow in ZBrush
ConceptArt.org Workshops:
Seattle, WA (2008), San Francisco, CA (2005, 2006)
· 4 day workshops that cover many facets of art and design for entertainment media. Focused attention on instruction in figure drawing, figure painting, ZBrush sculpting,  character design
Digipen Institute of Technology
Redmond, WA (2004/05)
· Primary focus on figure drawing, anatomy, character design
Gage Academy Of Fine Art 
Seattle, WA – (full time 2003/04; continuing education until present) 
· Primary focus on figure drawing from life, as well as painting in oils
Additional Information
· Additional skills or experiences that I bring to the table as a character artist include many years of athletics, which have given me a deep and thorough understanding of  human form and motion
· Effective communication skills, interacting with teammates, art directors and external clients
· Committed to constant improvement through continuing education classes, workshops, and instruction outside of the workplace
· Strong fundamental understanding of rigging, skinning, and animation in Maya
· I have Canadian and United States citizenship 
