Matthew A. Smith
 Cell: (775) 762-5141 Email:  msmith.smoothshift@gmail.com 

Web Page:  http://msmith.smoothshift.com  Art Blog: http://msmithsmoothshift.wordpress.com/
Objective

To make a valuable contribution to a team of talented developers and be part of the creation of a high quality game for the next generation video game consoles and computers. While always learning, and improving my skill set, to be the best in the career that I love.
Skills
· 3DsMax, Maya, Adobe Photoshop, Quixel Suite, Crazy Bump, xNormal, Perforce.
· Proficient at using Unreal Editor 3 and 4.

· Proficient in high and low resolution modeling and normal map baking 

· Proficient at creating modeling briefs and working with outsourcing.
· Experience using Unity, Marmoset Skyshop, Marmoset ToolBox 1 and 2
· Experience using Zbrush and baking down sculpted details.
· Experience with custom artist tools, materials and real-time shaders.

· Experience with prop placement and level layout in Unreal Engine 3.

· Familiar with Geomerics Enlighten lighting system and related target mesh creation.

· Microsoft Office Suite, TestTrack and OnTime.
· Able to learn and adapt quickly to changing conditions in the workplace.

· Works well in a team oriented environment and is able to communicate ideas clearly.
Nectar Game Studios (3D Modeler on Project Resurgence)
Working Remotely from August 2014 to Present
· 3D Modeling and Texturing of Environment Assets 

· 3D Modeling and Texturing of Weapon Assets
Tricky Software (Contract 3D Artist on iPad, iPhone and Android Games)
Menlo Park, CA March 2014 – August 2014

Crayola Design and Drive

· 3D Modeling and Texturing

· Level Layout and Design

· Asset Placement in Level Editor
· Level Art Bug Fixing
· Level Layout Bug Fixing
· Lighting Bug Fixing
Crayola My Virtual Fashion Show (Expansion DLC)
· Character Modeling and Modification

Unannounced Title

· 3D Modeling and Texturing of a Vehicle
Emma and the Inventor Resonance 

· Some QA Testing

· Created the Strategy Guide for the Game

2K Marin (Environment Artist on The Bureau: XCOM Declassified and DLC)
Novato, CA Dec 2011 – Oct 2013

· High Poly and Low Poly Modeling

· Environment Creation

· Kit Creation
· Weapon and Character Accessory Creation 
· Material Creation

· Geomerics Enlighten Target Mesh Creation

· Shadow Mesh Creation

· Some Level Layout work

· Creating Modeling Briefs and working with Outsourcing
· Level Art Bug Fixing

· Level Layout Bug Fixing

· Lighting Bug Fixing
2K Marin (Embedded QA Tester with the Development Team on XCOM)
Novato, CA May 2011 to December 2011
· Gameplay Testing

· Snapshot testing

· Build promotion

· Tools testing 

· Editor testing

· Setting up and pushing builds to test kits

· Helping manage the bug database

· Writing and fixing bugs
3G Studios Inc. (Environment Artist, Prop Artist, Game Designer, Level Designer, Tester) 

Reno, NV February 2008 to January 2010

Projects I worked on while at 3G Studios Inc listed below
Brave Arms (PC Facebook) December 2009 to January 2010

Environment Artist / Prop Artist

· Created environmental art and props for a stylized 3D world with soft painted texturing styles and exaggerated 3D meshes.
· Created collision for the level and its props.
· Created some level layouts and designs.
· Tested level layouts, gameplay and collision.
The Deep (iPhone) Sept. 2009 to Dec. 2009 (Game Released Dec.12, 2009)
Game Designer / Level Designer
· Worked directly with programmers, building and designing gameplay.
· Created level designs, puzzles and layouts of the entire game.
· Placed all in game assets using a level editor.
· Painted Collision in Photoshop for all levels of the game.
· Worked with programmers implementing the game dialog and quests.
· Worked with UI designers creating the in game inventory and stats pages.
· Assisted the art team fixing problems during crunch time.
· Play tested the game constantly, fixed most problems encountered, worked with programmers to fix any remaining bugs.
· Quickly completed 100% Completion Runs and Speed Runs of the game.
Unannounced Title: Fantasy Strategy Game (iPhone) Sept. 2009 to Dec. 2009

2D Background Painter / Game Designer
· Painted 2D Backgrounds for the Battlefields in Photoshop in a painted cartoon style.
· Worked directly with programmers, building and designing gameplay.
· Play Tested, found bugs and worked with programmers to fix them.
XomB (PC, 360, PS3) Feb. 2009 to Sept. 2009

Prop Artist
· Created stylized props for a 3rd person isometric view based on art direction and concept.

· Painted Textures and Decal/Overlays. Laid out UVs and applied materials.
Unannounced Title: FPS (PC, 360, PS3) Feb. 2008 to Feb. 2009

Environment Artist/ Prop Artist
· Modeled various game assets including buildings and props with LODs. 

· Painted Textures and Decal/Overlays. Laid out UVs and applied materials. 

· Clean up and optimization of outsourced assets. 

· Created collision, worked on level layout, production and placement. 

· Play Tested frequently to find game art, collision and gameplay problems.

· Worked with Programmers testing and suggesting improvements to the functionality of the Editor. Tested game/engine bugs.
Visual Concepts Entertainment [2K Sports] (QA Dept.) San Rafael, CA 2006 to 2007
Network Quality Assurance Tester (PS3 and Xbox 360)

· General Bug Testing
· Multiplayer Testing

· Network Connectivity Testing

· Standards Testing
Credited as a tester on the following titles:

·   MLB 2K7 

·   The BIGS

·   NBA 2K7 [PAL]

·   All-Pro Football 2K8 (I also did some Dev Testing on this title at the VC main office)

·   NBA 2K8

·   College Hoops 2K8
Education

Cogswell Polytechnical College, Sunnyvale CA  2002-2006  Graduated in April 2006

B.A. Computer and Video Imaging, concentration in 3D Modeling/Game Design

