

Michael McKinley
3D Artist
Please Visit My Portfolio At: http://www.mtmckinley.net
Physical contact info available upon request.
STUDIO EXPERIENCE:
Content Creator – Infinite Z, Seattle, WA                                                        July 2011 to Present

I am a content creator for the Infinite Z specialized hardware that has yet to be released. I create models, textures, materials, etc. We are using a proprietary engine.
Environment Artist – Zombie Studios, Seattle, WA                             February 2008 to July 2011
My duties include modeling, texturing, rigging, and animating environment props and objects for the Saw video games. I’m the primary artist involved in creating the elaborate traps and gizmos the player interacts with, as well as other environment work. Worked with Unreal Technology.

· Saw – Xbox360/PS3/PC – Konami
· Saw 2: Flesh and Blood - Xbox360/PS3/PC – Konami

· Blacklight: Tango Down – Xbox360/PS3/PC – Ignition Entertainment

· Blackwater – Xbox360 Kinect – 505 Games
Contract Artist – Golden Goose Games                                                                    January 2008
I worked on a temporary contracting job as a 3D Artist. My duties included modeling, texturing, rigging, and animation.
Senior Artist - iWin Division 90, Seattle, WA
                                          July 2007 December 2007
My duties included modeling, texturing, rigging, animation, and particle effects. For Garden Defense, I created nearly all of the characters, creatures, enemies, effects, and game play props.
· Garden Defense – PC – iWin.

Environment Artist - Buzz Monkey Software, Eugene, OR 

March 2006 to June 2007           

My responsibilities are to create environments and props (modeling, texturing, and lighting). I also have a large hand in transferring and optimizing assets for multiple consoles, from handheld to next-generation. I left the studio to move to Washington for personal reasons.
· Tomb Raider: Anniversary Edition – PS2/PSP/Wii – Eidos.

· NFL Street 3 – PS2/PSP – EA.
3D Artist - Fever Pitch Studios, Austin, TX 

  May 2003 to Jan 2006
My responsibilities were to lead and mentor a team of 6 artists to maintain the look and style of our projects. I was also the Lead Character and Environment Artist. I left the studio when it went out of business. My work here included modeling, texturing, rigging, animation, shaders, and particle effects.
Promoted to Lead Artist (2005)
Promoted to Senior Artist (2004)

· Hit & Myth. – Arcade Action, handheld.
· Johnny Whatever – Action/Music, handheld.
· 2 Unannounced Titles.
· Fallen Kingdoms – Action/RPG, PC/Xbox.
· Conquest 2: Vyrium Uprising – Strategy, PC.
· Shadow of the Ring – Action/RPG, PC/Xbox.
Web Designer, McComb, MS                                                                   May 2002 to Feb 2003

I was a freelance web designer, primarily designing website UI and putting templates together for clients using HTML and Photoshop.

Assistant Maya Instructor, Tempe, AZ                                                   Feb 2001 to Oct 2001
 

I assisted instructors in beginner and intermediate courses covering Maya at Collins College. I taught modeling, texturing, and animation.                                    
3D Artist - Walrus Corp., Phoenix, AZ 

Feb 2000 to Jan 2001

My responsibilities were to create low-poly environments to demonstrate the capabilities of the Walrus Corp. web applications. It didn’t catch on and the company folded in early 2001.
SOFTWARE/SKILLS:

· Maya

· Max

· Photoshop

· Mudbox

· Zbrush

· Normal Maps/Shaders

· Modeling, Texturing, Lighting

· Rigging and Animation

· Particle Effects
· Unreal Tech

Writing WORK:

Artist/Author, Maya Studio Projects: Game Environments and Props                 January 2010
Wiley Publishing
My third book on creating video game artwork, this time focusing on environments and props.
Primary Artist/Author, The Game Animator’s Guide to Maya 
                         July 2006 

Wiley Publishing/Maya Press
Book content focused on video game rigging and animation techniques. 
Artist/Author, The Game Artist’s Guide to Maya


    January 2005
Sybex Publishing/Maya Press

My first book for the general Game Art field; focused on creating a character from scratch.
EDUCATION:

Collins College
Tempe, AZ

Associate of Arts Degree in Visual Communication/Major in Computer Art and Animation
December 2000
I have multiple references available upon request. 
View my LinkedIn networking page.
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