Chris Yearn
3D Character Animator

+61423 149 017

chrisyearn@gmail.com
www.chrisyearn.com
Employment History
Animator at Plastic Wax Animation

February 2012 – March 2012, September 2012 – Current
· Created key frame animation for pre-rendered cinematics for Epic Mickey 2.
· Motion editing for a cinematic trailer and in-game cinematics for two upcoming AAA titles.
Senior 3D Artist at Roam Interactive

May 2011 – February 2012

· Created 3D models of building and land developments for use in a 3D interactive engine.

· Worked directly with clients and used highly detailed plans to ensure accurate and detailed models.
Animator at Liquid Animation

August 2010 – March 2011
· Worked on 90 second 3D animated episodes for the Polly Pocket brand, to be released on Mattel’s website. Followed up with an 8 minute short film.

· Worked to an animation quota of 20-30 seconds per week, with up to 7 characters in any given shot.
Animator at Krome Studios

January 2008 – April 2010
· Worked on Star Wars: The Clone Wars next-gen video game projects for two years, as well as Microsoft Game Room, Legend of the Guardians: The Owls of Ga’Hoole, and other unreleased projects.

· Created character animations for use in gameplay, and worked closely with designers and programmers to implement them in the game, and to come up with solutions to other problems or animations needed.

· Created camera and character animations for in-game cinematic sequences.
· Headed up research and development for new animation workflow procedures that were then implemented into our animation pipeline.
Artist Internship at Halfbrick Studios

July 2007 – November 2007

· Worked on Avatar: The Last Airbender DS game, and other unreleased projects

· Worked with low res art for handheld games, both 2D and 3D.

· Was responsible for creating a broad range of content, including props, environment mesh and textures, character models, textures, rigs, effects, and animation.

Skills

Proficient with both 3ds Max and Maya as animation packages

Skilled at manipulating and editing motion capture data

Good general knowledge of modelling, rigging, and lighting
Proficient with Adobe Photoshop

Strong grasp of animation skills and principles
Able to create believable motion and weight, as well as bringing life and thought to a character

A keen eye for aesthetics and design

Good problem solving skills

Attentive to detail

Good written and verbal communication skills

Education
Bachelor of Interactive Entertainment (majoring in Animation) - 2007 – Qantm College Brisbane

Diploma of Screen (majoring in Animation) – 2005 – Qantm College Brisbane

Referees
Bruce Creevey – Animator, Animal Logic
+61411 854 074, bruce@kineticrituals.com
Andrew Cook – Associate Project Manager, Eyecon
+61405 643 145, co0k@hotmail.com
