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Qualifications

Creative artist with a firm understanding of real-time job and client demands. My abilities
are built upon a solid foundation of traditional drawing, painting and graphic 2D design
skills. My varied experience has made it possible to provide my clients with whatever
solution is best for their needs whether it be traditional print or the latest in digital
delivery rather than making software define the answer. The melding of both electronic
and traditional art has given me the ability to completely realize my work from sketches
to electronic media be it in Flash, PhotoShop or fully-textured 3D models and
animations.

2007-2008 Creative Director, MMG

Creating GUIs for CD and DVD presentations of surgical procedures. Producing print
ads for professional medical journals and miscellaneous collateral materials. Medical
illustrations in PhotoShop and 3DS Max for electronic presentations.

1999-2007 Owner, Atomic Art

Currently working in a contractors basis for Amstan Logistics creating a new corporate
identity and stylebook plus reworking their inter/intra/extranet into a contemporary look
and a more streamlined mode by employing CSS standards. Teaching at UC twice a week
as an adjunct professor on the subjects of 3D Modeling and Electronic Media. Recent
freelance assignments have ranged from corporate sell sheets, 3D art for PowerPoint
presentations for Hasbro and brochures for a local technology center. While in California
from 2000-2004 | worked on a contractor basis for Electronic Arts/Maxis creating
geometry and texture assets for The Sims: Bustin’ Out.

1996-1999 Art Director, PyroTechnix/Sierra OnLine

Supervised a staff of four artists to finish “Return to Krondor” on its scheduled release
date. Responsible for working with the Game Designer to help create and visualize new
story concepts. Worked closely with the technical staff to produce test art for engine
development. Attended weekly meetings to report on the Art Department’s progress and



to keep abreast of Engineering requirements and advances. Created storyboards for
interstitial cinemats and directed their creation.

1994-1996 Digital Artist, Optimum Group

Designed multimedia sales pieces for Procter & Gamble using PowerPoint and Flash.
Directed photo shoots of products for print and electronic media. Designed and produced
magazine and newspaper advertising under tight deadline constraints. Production of work
from concept to final art including prepress and working with the printer for press checks
and final approval.

1988-1994 Creative Director, Ral Partha Enterprises, Inc.

Managed a staff of three artists and four sculptors. Implemented the changeover from
traditional art methods to a fully functional desktop publishing environment. Designed
and supervised the creation of all packaging and collateral materials. Coordinated with
publications for advertising art. Provided direction for the sculpting staff in both
conceptualization and approval of final pieces. Design and managed annual 40 page
catalog. Worked directly with printers for all phases of production. Directed photo shoots
for advertising, packaging and catalogs.

Education
B.F.A., Major in Illustration with a minor in Advertising Design,
Columbus College of Art & Design, Columbus, Ohio

Software
3DStudio Max; Maya; Hlustrator; PhotoShop; Premiere; PageMaker; Quark Xpres;
Dreamweaver; Flash; Fireworks; PowerPoint.

Clients

World Nuclear Association; Maxis/Electronic Arts; Wild Planet; National Geographic;
Natural History Magazine; Palladium Books; Ace Books; Smithsonian Institution
(NASM); Silver, Burdett & Ginn; McGraw-Hill; LiBrandi Communications Group;
History Channel; Hasbro
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