GARY BERGERON

Phone: (713) 299-4963

E-mail:   SempliFi@gmail.com
Website: www.garybergeron.com

SUMMARY

Experienced game art professional with a strong technical and mechanical background.  Skill set includes, lighting, modeling, texturing, material creation, and world building in game engines.  Works composed show strong elements of balance through composition, color palettes, and attention to detail.  Deadline oriented individual with management and leadership skills.
SOFTWARE
• 3D Studio Max                                                                • Maya                                                                                          • Adobe Photoshop                                                            • Zbrush

• Unreal Engine 3                                                              • id Tech 5                                                  

CAREER HISTORY

id Software









             Current

Senior Environment Artist 

DOOM 4
· Create all single player mission lighting using ies profile lights, light projections, blended lighting, and baked radiosity.

· Work with Designers, Mission Artists, FX Artist and the Art Director to create compelling visuals with dramatic lighting that enhances the player experience through easy navigation, well lit combat arenas and dramatic scripted events.

· Balance all environment and character textures to their proper albedo levels for the best radiosity results and contrast in the environment.

· Create and balance all post effects to enhance the environments lighting while maintaining a realistic presentation.

· Balance all particle effects to match the environments lighting.

Twisted Pixel 









             2010 – 2010

Senior Artist 

Ms.  Splosion Man
· All Single Player and Multi Player level environments and props.

· All world building and Lighting.

Vigil Games 









             2008 – 2010

Senior Artist 

Darksiders, Warhammer MMO
· In game environment, character and cinematic lighting for Darksiders and Warhammer MMO.

· Modeling and Texture Environment Assets for the Warhammer MMO.

Midway Austin 







                           2006 – 2008
Senior II Environment Artist 

Blacksite Area 51, Unannounced Project (City Environments in Unreal Engine 3)



· *Awarded Work Horse of the Year, 2007*

· World building, set dressing, material creation and lighting in Unreal Engine 3.

· Modeling and texturing of environment assets.

· Management and quality assurance of outsourced assets.

· Lead small teams in the creation of game environments and create optimized workflows for development.

Gizmondo Texas / Fever Pitch






             2005 – 2006
3D Artist 

Johnny Whatever, Hit & Myth






             
· Modeling and texturing of environment assets

· World building, set dressing, lighting. 

· Character modeling, rigging, animation and creation of concept images.

Studio Works 









             2004 – 2005

3D Artist 

· Modeling, texturing and animation

· Camera matching, video editing, compositing and high resolution modeling. 

EDUCATION

The Art Institute of Houston 





                                         June 2004 

Associate of Applied Science, Animation Art Design 

ITT Technical Institute  







             July 2001 

Associate of Applied Science, Electronic Engineering Technology 

