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Senior Animator 

Senior Animator with 20 years of professional game development experience, specializing in character animation 

for AAA and indie titles across PC, console, and mobile. Proven leader with deep expertise in Unreal Engine 

animation systems, motion capture, and gameplay animation pipelines. 

Core Skills & Tools 

Character & Gameplay Animation 

Unreal Engine (Blendspaces, Montages, State Machines, Blueprints) 

Unity 

Motion Capture 

Maya, 3ds Max 

Animation Pipelines & Team Leadership 

Professional Experience 

• Senior Animator (Contract) – Halo Studios | Halo (2025) 

o Leveraged deep expertise in Unreal Engine to mentor new hires and help planning and project 

setup. 

 

• Lead Animator (Contract) – Superseed | Judas (2024) 

o Reorganized a fragmented Unreal project spanning 7 years into a structured, tiered folder system, 

while introducing improved animation workflows and team rituals that accelerated NPC enemy 

animation turnaround. 

 

• Lead Animator (Contract) – Dreamlit | Towers of Aghasba (2023–2024) 

o Within the first month, structured and standardized a startup indie game’s project organization, 

pipeline, scoping, and outsourcing processes, enabling the team to meet key milestones and 

successfully reach publication. 

 

• Lead Animator – Studio Pixanoh | Town of Zoz (2022–2023) 

o Led and mentored a team of junior animators and first-time designers, establishing a structured 

Unreal workflow, clear scope and pipeline, and a defined animation style guide, while supporting 

cross-disciplinary efforts across audio, modeling, and design. 

 

• Lead Animator – Big Time LLC | Big Time (2021–2022) 

o Led a large animation and technical team to define scope, milestones, enemies, and animation 

plans; partnered closely with design to create unique enemy and boss animations for each dungeon, 

and storyboarded and directed the early access trailer—contributing to the game’s successful 

release into early access. 

 

 

• Character Animator (Contract) – Ghostpunch Games (2020–2021) 

o Co-led character animation for a competitive e-sports title, spearheading the end-to-end delivery of 

multiple playable characters from concept to Unreal Engine integration within an accelerated 6-

month development cycle. 
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• Senior Animator (Contract) – Final Strike Games | Rocket Arena (2020) 

o Delivered high-fidelity character animations and technical conversions for a competitive e-sports 

project, ensuring all assets met the high-performance standards required to acquire a major 

publisher. 

 

• Character Animator (Contract) – 343 Industries | Halo Infinite (2018–2020) 

o Engineered the comprehensive animation state-machine system for the Slipspace Engine, 

collaborating with animation and design teams to implement lifelike combat behaviors and 

responsive AI animations. 

 

• Lead Animator – Sharkbite Games | Beswitched (2018) 
o Served as the sole Lead Animator for a Match-3 title, independently architecting and executing 

the entire cinematic pipeline in Unity, including high-impact game introductions and level-start 

sequences. 
 

• Lead Animator – Soulbound Studios | Chronicles of Elyria (2016–2017) 

o Directed a small animation team for an ambitious MMO, leveraging deep genre expertise to define 

production scope and establish the end-to-end animation pipeline. 

Additional Experience 

Lead Animator, Disney Interactive (2015-2016) 

Staff Character Animator, Cryptic Studios (2014-2015) 

Senior Character Animator, Paragon Studios (2009-2012) 

Character Animator, Volition Inc. (2007-2009) 

Character Animator, Factor 5 LLC (2006-2007) 

Education & Training 

Bachelor of Arts – Digital Art & Animation, University of Silicon Valley 

iAnimate – Games Workshop 1–3 

Animation Mentor – Advanced Studies in Character Animation 


