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 Animator
chris@shiftcopier.com 





www.shiftcopier.com 

EXPERIENCE
Reload Studios, Tarzana CA 



         

        [5.2015 – 2.2018]

Senior/Lead Animator

World War Toons (PC/PS4)
· Managed a small group of artists.

· Developed animation schedules for various milestones.

· Created VR, Non-VR and third person character animations.

· Worked with programmers and designers on timing, blending, and syncing of animations.

Senior/Lead Animator

Mouse Project (PC)
· Create core animations for an animal humanoid character.

· Helped design / prototype various action rpg-like attack and movement animations. 

· Story boarded and blocked out layout for pitch trailer.
Carbine Studios, Aliso Viejo CA 





       [9.2007 – 10.2014]

Character Animator


Wildstar Online (PC)
· Created Player Character, NPC, Creature animations.

· Animated core animations for 40 characters (attack, idle, walk, run, jump, taunt, … etc).

· Created a visual language to quickly describe “telegraph” combat.

· Lead the development of the Hoverboard mount.

· Added 200+ animations in my spare time to complete hoverboard mount implementation.

· Tuned animations to create better in-game feel without any player movement changes added by the design or engineering team.

· Worked with lead scripter on hoveboard race track prototype

· Contributed to creating a more effective debugging process.

· Conceived a geometry based fx system that eliminated lag from effecting weapon trails.

· Created a run speed tool to help match character foot placement.

· Helped create and iterate on box cover art with various static character poses and geometry.
Collision Studios, Venice, CA 





         [5.2006 – 1.2007]

Character Animator


300: March to Glory
· Created 60+ attack animations for the main character, King Leoniades.

· Helped develop player input method with 2 interrupt frames for better player responsiveness.

· Animated various bosses and half of the enemy NPC's.

· Took over a project that was not meeting Sony concept approval for animation standards to a shipped "Greatest hits" PSP title.
Capcom Studio 8, Sunnyvale, CA 





       [12.2004 - 3.2006]

Associate 3d Artist/Animator

Final Fight: Streetwise
· Animated 11 enemy characters.

· Worked with various SCRUM teams for boss battles and enemy characters.

· Cleaned up existing animation data to work with new characters.

· Created many images for game manual.
NOTE: Add any other work history that is somewhat relevant
SKILLS
Softimage, Maya, 3D Studio Max/Character Studio, Adobe Photoshop, Unreal 4.
EDUCATION
The Art Institute of California 
Orange County Santa Ana, CA

B.S. in Media Arts and Animation 
