ADAM R. SCHUMAN
E-mail: adamrschuman@gmail.com 

URL:  www.one-lung.com                                                   
OBJECTIVE

To create the highest quality in-game art assets.  
KNOWLEDGE
· 3D Studio Max 12
· Zbrush 4.2
· Adobe Photoshop CS 2
· Crazybump

· 3D Coat

· Unreal Engine

· Perforce

· Alienbrain

EMPLOYMENT HISTORY
Vigil Games ( THQ ) Austin, Texas





5/2009 – present
SR. Character Artist

Darksiders 1  (Xbox 360, PS3,PC), Darksiders 2, (Xbox 360, PS3, WiiU, PC), Dark Millennium Online (PC), Warhammer 40,000: Kill Team (360)
· High and low poly modeling, UV layout, and texturing for Boss, Player, and NPC characters, along with creatures, weapons, vehicles, and “Hero props”
· Mentoring character and environment artist with sculpting, low poly construction, and texturing techniques. (Primarily on the DMO 40K team).

· Worked closely with Studio Character Art Director, fellow character and concept artist to deliver cohesive “Joe Mad” styled worlds.
Self Employed, Austin, Texas








Eat3D.com    









5/2010
· Instructor for “Low-Res Character Production: Constructing a Character of Next-Gen Games” (Training DVD)

Renegade Kid 









4/2009
· Created lowpoly character for “Dementium II” (Nintendo DS)



Midnight Studios 








2/2009
· Created highrez  character sculpt for Unannounced Original IP (PC)



Midway Studios: Austin, Austin, Texas





6/2007 – 12/08
SR. Character Artist
Blacksite Area 51 (Xbox 360, PS3,PC), Unannounced Original IP (Xbox 360, PS3,PC)
· High and low poly modeling, UV layout, and texturing: characters, weapons and creatures.
· Assisted with creating “the style” of the characters for the Original IP.
KingsIsle Entertainment, Austin, Texas





9/2005 – 6/2007
Character Artist

Wizard 101 (PC)
· Low poly modeling, UV layout, texturing, and concepting: characters and creatures.
· Contributed input and feedback on environment and animation work.
· Worked hand in hand with design, programming and animation, to create MMO character equipment structure.

· Oversaw outsource characters and concepts, making sure the assets match the quality and style of the game.

TKO Software,
 Addison, Texas





   
9/2003 - 8/2005
Lead Character Artist
Heaven Vs. Hell (PC), Space Impact (N-gage), Ms. Pacman Maze Madness2 (PC, Xbox, PS2, Game Cube, Nintendo DS), Leisure Suit Larry “Pocket Party” (N-Gage), Gunforge (N-Gage), Sahara (PC, Xbox, PS2). Call of Duty (N-Gage), Elder Scrolls (N-Gage), Blowout (Xbox, PS2)
· Worked closely with Art Director, Technical Animator, and artist to produce high quality characters, and environment assets for PC, console, and handhelds.
· Key frame action sequence animations.
· Managed a team of four digital artists.   

Stalker Entertainment, Addison, Texas
(acquired by TKO Software)

 12/2002 - 9/2003
3D Artist
Shaft (PC, Xbox, PS2) 
· Produced both high resolution cinematics and in-game art assets.
EDUCATION

The Art Institute of Dallas, Dallas, Texas 




                 9/2002
Associate of Applied Arts in Computer Animation, Specializing in Character Modeling.
