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I am submitting myself for candidacy as an Artist at your studio.  As a 4 year veteran of console game development I have shipped titles on X360, PS3, Wii, as well as PC, handhelds and also developed pitch demos for the mobile space and downloadable markets.  I have an in-depth understanding of game development from the perspective of various departments and have focused on developing efficient art pipelines and workflows that promote the iterative nature of game development.
From my beginnings as an illustrator and traditional animator I trained myself while modding retail computer games and became a student of 3D animation.  Pulling from a diverse skill set I have mastered multiple game art disciplines and have put together several fully playable pitch demos, in a variety of game engines, as sole studio artist.  My skill and experience leading teams have both given me clear insight into the process and the importance of being a dependable team member.
Professionally I have a talent for building rapports with my fellow team members.  My ability to work fluidly with designers and programmers has typically made me a go-to guy in every studio I've worked at.  This has earned me great responsibility sub-leading tasks within projects; such as destructible material development in Transformers Revenge of the Fallen (X360, PS3), streaming environments on Six Flags Fun Park (Nintendo Wii), and finally as Art Lead on Man vs Wild (all 3 platforms) at 2 different studios.
As a 3D artist I am most skilled in 3D Max and Photoshop, and also have experience with Maya and ZBrush.  My specialties include modular and sprawling environments, props, characters, animation, particle effects for games, shader-building, as well as HUD / UI design and implementation.
I hope that a review of my resume and references will confirm that I have the talent and skill required to fit in and work well within your studio and become an important asset on your future projects.

Sincerely,

Jason Seabaugh

