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Jessica Brett 3D Artist

Nefily@gmail.com
Work history

3D Character Artist, Redtribe

November 2006 – September 2009

Bring it On, Unreleased 2009

Wii

· Assisted the Lead Artist in the conceptualisation and creation of 3D characters

· Assisted the Lead Artist with scheduling, assigning and prioritising workloads, and monitoring performance on a daily basis while ensuring the timely completion of projects. 

· Established an alpha system to integrate highly customisable texturing options for models.
· Managed outsource materials and integrated them into technical requirements of engine.

Under NDA, Unreleased 2009

· Created Armour sets for the main character maintaining the games unique low poly style and exporting into engine as pickups.

· Low poly npc construction built to use generic rigs to maximize time efficiency.

· Converted and created environmental props into smash able objects and exporting into game engine.

· Arranging level visuals to box world requirements using a palette and constructing unique gameplay visuals that followed the mechanics of the game.

Space Chimps, July 2008

Xbox360, Wii, PS2

· Created sidekick and playable character Luna

· Constructed many npc and enemy characters including weapons.

· Built Armour sets for various levels of enemy difficulty.

· Worked with lead art director in creating a unique style of texturing.

· Created environmental props for set dressing.

· Building and scripting props to enhance game play mechanics.

Looney Tunes, October 2007

Xbox360, Wii, PS2

· Created level art palette for Wackyland

· Built the boss arena for logness monster adhering to a strict box world so props didn’t interrupt game play mechanics. 

· Built four squirmish maps for multiplayer combat

· Bug tested and fixed scripts, collision, lighting and assets for various levels

· Scripted basic enemy and door game play mechanics.

Assistant casual tutor for the AIE 2005-06

An assistant tutor for the short courses run by the AIE

School based new apprenticeship 2004

ACT Department of Education, Center for Teaching and Learning, Digital Environments Team.
Specialties

· Communicate effectively with all teams through the production pipeline. 

· Maintain a consistent art style illustrated through Concept art.

· Work towards a deadline and have all aspects of the task completed.

· Ability to work with and create High and low poly models.

· Understanding of technical requirements for in game display.

· Visualization of colour theory and detail when texturing.
· Take responsibility for own file management and task delegation.
Education

Advance diploma of computer game development.


Academy of Interactive Entertainment.

Certificate 4 in 3D animation for games and film

Awarded by the Canberra institute of technology in conjunction with the academy of interactive entertainment

Certificate 3 in 3D electronic animation

Awarded by the Canberra institute of technology

Certificate 2 in Information Technology

This qualification is recognized within the Australian qualification framework.

Certificate 2 in multimedia

Achieved through the new apprenticeship arrangements

Achievements

· 2006 Lead artist for creation of the game Jungle Escape

· 2006 Sumea modeling competition finalist

· 2005 Received the Sony entertainment scholarship

· 2004 School based new apprentice of the year award, highly commended

· Act certificate of excellence in vocational studies.
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