TAMAR ZEITHLIAN_________________________7378 Perigord Ct. Tujunga CA, 90660

Cell: 818-389-5247 - Email: Tamar@gadoo.net  – Website: www.gadoo.net

OBJECTIVE……………….....………………………………………………………………………

To work alongside a motivated and talented team of individuals who are passionate about games  and always aim for high quality products that is expected in this industry.

SUMMARY OF QUALIFICATIONS………………………………………………………………...

· Technical expertise to overcome most obstacles found in game art and design.

· Love of games and their positive effects on people.

· Very strong work ethic with exceptional communication and collaboration skills.

· Welcomes and encourages constructive criticism on all aspects of work.

SKILL SET…………………………………………………………………………………………...


· Unreal Editor 3, 3DS Max, Photoshop, Illustrator, Alienbrain, Perforce, Excel, Word

· Secondary Software: Adobe Flash, Renderware, Dreamweaver, After Effects, Maya.

EXPERIENCE…………………………………………………………………………………………

Breadmasters Ent, Pico Rivera, CA, Aug 2009- Present









              Computer Administrator

· Created custom self generating excel forms for tracking customer orders

· Web design and development

· Product label designs

· HACCP Manager (food safety production procedures and documentation)

· Document and web server management
Isopod Labs, Santa Monica, CA, June 2008- July 2009




     Unanounced Title(Xbox Live Arcade)                                        Producer
· Project management. 

· Game and reference documentation

· Weapon and fx scripting

· Asset destruction

· Web application and server management

Art Institute of Los Angeles, Santa Monica, and 

Gnomon School of Visual Effects, Hollywood CA, Dec 2007- Dec 2008




     




                                         Teacher

· Taught an intro to scripting class using Unreal 3's kismet

EA, Marina Del Rey, CA- Nov 2006-May 2008




        Tiberium(Xbox 360,PS3, PC)                                    Technical Design

· Responsible for in game scripted events called gags.





Boom Blox (Wii)

                                 Level Design

· Worked on Single and Multiplayer levels to develop fun and exciting gameplay.




Medal of Honor: Airborne (Xbox 360,PS3, PC)
            Technical Design

· Design liaison for In Game Cinematics (IGCs).

· Worked with artists and production to establish an effective pipeline for IGCs. 

Climax, Santa Monica, CA- April -Nov 2006





Silent Hill- Origins (PSP)    
       Design/ Production Assistant

· Assisted with creation of in-game puzzles and items.

· Created and managed test beds for testing behaviors of AI in various level conditions.

· Worked with other employees, to problem solve, update and confirm information between disciplines.





Next Gen Demo (PS3)



     Game Design

· Created interactive elements, puzzles and cut scenes, using Unreal 3’s tools and Kismet. 

· Led the development of the various dynamic lighting and visual effects of the game.

Union Entertainment, Santa Monica, CA- Feb – April 2006





Various Titles (PSP)  
                        
                          Designer

· Assisted on improving existing game design pitch documents. 

· Created design documents from existing media to pitch to developers. 

· Created coverage documents that determine the marketability of books for movies and/or videogames. 

Luxoflux, Santa Monica, CA- April – Sept. 2005




True Crime: New York City (PS2)
                               
    Artist

· Fabricated the destruction of interior and exterior assets.

· Modeled and textured in game assets

EDUCATION…………………………………………………………………………………………...

The Art Institute of California – Los Angeles
Bachelor of Computer Science, Game Art & Design

Graduated date: April 2007

REFERENCES AVAILABLE UPON REQUEST

