DAVID V. FINLAY | SENIOR 3D ARTIST
slice56@gmail.com – 1(913)904-6501 (mobile)
_____________________________________________________________________________________________

	SKILLS

Hard Surface Modeling (high & low poly)

Environment Modeling

Terrain Modeling

High Resolution Texturing

UV Mapping & Layout

Rendering
Compositing
Shader Creation
	SOFTWARE PROFICIENCIES

Maya
3ds Max
After Effects

Softimage

Adobe Photoshop

VRay & Mental Ray

NXN Alienbrain
Shake!



___________________________________________________________________________________________
WORK EXPERIENCE

· HNTB | Kansas City, MO
June 2010 – Present. Senior 3D Visualization Specialist
Model, texture & render photo-realistic assets for High-End Animations, Photo Matches, Bridge deconstructions and more. This can include bridges, building, vehicles and even full-scale cities.

· Virtual Mechanix | Queensland, Australia
May 2009 - Sept 2009. Vehicle Artist (contract)
--- Blur (Xbox 360 & PS3) - Modeled, textured, baked AO maps, rigged and prepared several vehicles so they were ready to be plugged directly into the development pipeline.

· ACME Digital Content | Long Beach, CA
Mar 2009 - Apr 2009. Vehicle Artist (contract)
--- Forza Motorsport 3 (Xbox 360) - Modeled the interior of the Pontiac G8 GXP.

· Aixsponza | Munich, Germany
Jan 2009 - Jan 2009. 3D Artist (contract)
--- Red Bull Air Races Instructional Video -- view video -- Modeled and UV Mapped the Edge 540 plane used in the animation.

· Rockstar Games | San Diego, CA
Dec 2007 - Feb 2009. Senior Environment Artist (Terrain Team)
--- Red Dead Redemption (Xbox 360 & PS3) - Modeled high resolution cliffs & terrain, as well as seamless texture maps (inc. normal maps) for modular 3D cliff-sets which were also tileable for variation. Kept track of all artists' progress on their sections of the world to ensure deadlines were met.

Aug 2003 - Dec 2007. Senior Vehicle Artist (Core Vehicle Team)
--- Midnight Club: South Central (Downloadable Content) - Modeled, UV'd, Textured, Rigged and Bug-fixed the Ducati 1098R as well as a few aftermarket rims.

--- Midnight Club: Los Angeles (Xbox 360 & PS3) - Modeled, UV'd, Textured, Rigged and Bug-fixed over 15 vehicles from scratch and CAD data using polygons. Helped build the list of vehicles to be used in the game, as well as scouted for new hires and helped interview, mentor and teach new hires about using the game dev pipeline to their advantage.

--- Midnight Club 3: DUB Edition Remix (Xbox, PS2 & PSP) - Modeled, UV'd, Textured, Rigged and Bug-fixed ~5 vehicles from scratch using polygons. Helped environment team vert light the city of Tokyo.

--- Midnight Club 3: DUB Edition (Xbox & PS2) - Modeled, UV'd, Textured, Rigged and Bug-fixed over 30 vehicles from scratch using polygons.

· Bazillion Pictures | Kansas City, MO
May 2003 - Jun 2003. 3D Artist (intern)

· 3DFINLAY.COM | USA
Feb 2003 - Present. Freelance Artist

___________________________________________________________________________________________
EDUCATION

Full Sail University | Orlando, FL
2001 - 2003, Associates in Computer Animation 

