JOEL PAYNE

SKILLS
· 16 Years of extensive knowledge, spanning successful experience in: Maya 8+, Alias Power Animator 5.0 - 8.0, 3DS Max 8.0, Lightwave 5.5-7.0, Photoshop, Corel Painter 10, Lithtech, Unreal 3 engine, Zbrush2, Dreamweaver, Premiere, Vegas.
· Supervising, planning, following up multi-faceted, complex real-time/pre-rendered activities
· Accredited professional 2D-3D Artist, Game Designer, and Music Composer

· Extensive experience designing award winning artistic driven entertainment and following up varied tasks in a timely and complete manner.
· Extensive experience designing/building complete 3D environments, 3D characters, 2D/3D textures for TV, VR Rides, and Games.
· Lighting and particle effect specialist for characters and environments.
EMPLOYMENT HISTORY
Collective Studios, Irvine, CA





           Jul 2006 - Present
Senior 3D Environmental Artist/FX /Concept Art// Level Design

Silent Hill 5 (PS3, Xbox360)
· Created textures, props, lighting, effects, environment art.

· We own the levels completely from start to finish. 

· Responsible for 5 key levels: 
Dirty Harry- Project canceled (PS3, Xbox360)

Senior 3D Environmental Artist/FX /Concept Art/Lighting
· Created textures, props, lighting, effects, Environmental sets.

· Strike Team Leader on Police Station level (hub level of the game)
· Art Directed/Managed car models  from Liquid Development a modeling outsource company 
Assigned to the “New IP Team”

· Developed artwork for three pitch projects. 

· Managed outsourced character concept artist.
Paradox Development, Moorpark, CA





           Jul 2002 - 2006
Senior 3D LEAD Environmental Artist/FX/Level Animator/Concept Art/ Hud Design/ Level Design

Mortal Kombat: Shaolin Monks (PS2, Xbox)
· Created textures, props, lighting, effects, environmental prop animations.

· We own the levels completely from start to finish. 

· Responsible for 2/3 of the game facade development for MK Shaolin Monks. Responsible for featured remakes of famous Mk1-2 levels, Pit, Forest, Tombs, Armory, Wasteland, Wu-shi Academy.
Stan Winston Studios








         2002 - 2003

Feature Film Composer

· Scored “Trakk” Teaser – a 3D animated short film prototype.

· Scored music for “Realm of the Claw”

Tremor Entertainment, Burbank, CA






   Jul 2001 - 2002
3D LEAD Environmental Artist/FX/Level Animator

The Unseen (Xbox)

· Created textures, props, lighting, effects, environmental prop animations, for nine levels for the game The Unseen first party Microsoft Xbox

· We own the levels completely from start to finish. 

· Responsible for 1/3 of the game facade development

Snowblind Studios, Bellevue, WA






         2001 - 2001
3D Real-time Artist 

Baldur's Gate: Dark Alliance (PS2)
· Created environments, props, and all textures related to six level environments for Baldur's Gate: Dark Alliance

Zombie Entertainment, Seattle, WA






         2000 - 2001
Art Director 
Atlantis (PC)
· Created all real-time characters, vehicles, props and established look of levels with limited resources, time and talent. 

· Credits include Disney's Atlantis, massive global release including prerelease prequel CD-rom with Kellogg's cereal. 

· "Super Bubble Pop" (characters) "Shrapnel" (vehicles) "Tron" and “Western” prototype.

Foundation Imaging, Santa Clarita, CA






         2000 - 2000
Team Leader / 3-D Set Modeler 

· Created complete texture, models, and lighting for photo-realistic sets, props and vehicles for prime-time #1 rated 3D cartoon MAX STEEL a product of Sony
· Worked on the Final Episode of Starship Troopers roughnecks.
· Originally hired to train staff in game techniques to lower render times

Angel Studios, San Diego, CA







         1996 - 2000
Lead/2-D, 3-D Real-Time Artist/Composer

· Created half of a high-end, real-time 3-D ride while having complete design freedom in creating the real-time river track for Disneyquests" Virtual Jungle Cruise" ride. 

· Created complete, real-time environments and camera work for the Oceana project, shown in Worlds fair ‘98.

· Single 3-D environment, Composer, creature and texture artist on Aquatica/Intel for Catmi ‘99 release of Pentium processor 

· Lead Environment and creature artists on Savage quest Microsoft, for Angels first PC based Arcade game. 

· Soul artist/Composer on Steven Spielberg's “Sky Pirates” a 3D VR ride for GameWorks
Studio Arts Multimedia, San Diego, CA






         1995 - 1996
Project Manager/2-D, 3-D Artists/Composer

· Directed, produced and designed original interactive software. 

· Composed orchestrated music for 4 games.

· Designed and constructed over 300 3-D environments including high-end 3-D characters and vehicles for Interactive Movie projects. 

· Oversaw Motion capture of creatures, Directed live talent on Blue screen.
· Managed in-house and contractor based resources exercised in the production of artwork, music, screenplay, and software development

New World Computing, Agoura Hills, CA





         1993 - 1996
Designer/2-D and 3-D Artist

· Invented and designed original 2-D tile based and 3-D related artwork for over 8 interactive games. Key artist on the original Heroes of Might and Magic
· All artists were responsible for innovative game design input. 

· Designed, composed music for, and edited promotional videos for the games. 

Knightsbrige Theater, Pasadena, CA






         1992 - 1998
Set Designer and Lighting Specialist

· Composed and orchestrated original soundtracks for over 14 theatrical performances

EDUCATION

Alias Training Center 









      1994

Pasadena Art Center 








         1993 - 1994

Diploma pending 

Pasadena City College








         1989 - 1993

Film Major/General Education 

AWARDS
· Featured in the Sept.2002 issue of Computer Graphics World Magazine four page with interview

· Featured in the July 2000 issue of Computer Graphics World Magazine

· Speaker at GDC 2001- on designing Hollywood atmosphere in gaming.

· Feature in March2000 issue of Sci-Fi and Fantasy Magazine

· Directing actors on blue screen, Non-linear editing, script writer, concept artist, Composer/sound mixing, voice-over character work on key projects. Strong film background. 

· Best editing -1993, Best Direction -Pasadena Film awards 1993
