Joshua Lynch - Environment Artist
josh.a.lynch@gmail.com / www.josh-lynch.com / 602-309-4672
________________________________________________________________________________________________________________


Objective

3D Artist looking to work with passionate team members in a collaborative workplace.
Professional Experience
2/2009 - Present

2XL Games | Phoenix, AZ



Level / Prop Artist, Unannounced Project (IPhone/PC)

· Modeling, texturing high and low resolution prop assets
· Created animated texture sheets for flipbook playback in game
Level / Prop Artist, Motocross Matchup (IPhone)
· Modeling, texturing low resolution level and prop assets
· Populating levels, lighting, optimization 
· Created animated texture sheets for flipbook playback in game

Prop Artist, Unannounced Project (PS3/XBox) 
· Modeling and texturing high and low resolution prop assets
Prop / Level / Vehicle Artist, Trophy Lite Rally (IPhone) 

· Modeling and texturing low resolution level/prop assets
· Created various paint schemes for in game and UI vehicles.
Character Texture Artist, X Games SnoCross (IPhone) 

· Character texturing

Level / Vehicle / Character / Prop Artist, 2XL ATV Offroad (IPhone) 

· Modeling, texturing low resolution level and prop assets, optimization
· High and low poly vehicle modeling and texturing

· Character texturing- Transferring current O'neal jersey designs to in game textures
Level / Character Artist, 2XL Supercross 2009 (IPhone) 

· Terrain optimization for real time IPhone use

· Character texturing on low poly characters
Freelance Experience

07/2010 

Hard Surface Modeler | RenderThis | Phoenix, AZ
· High poly architectural asset creation and UV layout

05/2010 

Character Modeler | Silly Thing | Phoenix, AZ
· Character modeler for McDonalds TV spot that aired during the World Cup

04/09 - 06/09 

Hard Surface Modeler | Deck Tools | Phoenix, AZ
· Architectural asset creation and UV layout for real time use using Softimage.
12/08 - 04/09 

Character Artist | Smashball.TV | Los Angeles, CA

· High and low poly modeling, texturing, and rigging using Softimage and Photoshop 
· Exported rigged character to Source Engine
Education
2006-2008

University of Advancing Technology, Tempe, AZ

Bachelor of Arts: Multimedia – Focus: Digital Animation
Skills
	Technical Skills
	Professional Skills

	· 3Ds Max 
· Maya
· Photoshop

· ZBrush
· Mudbox

· Crazybump

· X-Normal
· UDK
	· Experience transitioning from project to project on multiple platforms
· Proactive in learning new software and technologies
· Passionate about teaching fellow team members 
· Trained other artists directly on 3DS Max to Mudbox / ZBrush workflow
· Complex shader set up that include color/ specular / normal maps

· Great communication and collaboration skills 

· Organized and able to work efficiently under tight schedules
· Ability to work with outside companies to ensure proper logo placement in game


