Carl Coss

Animator * Artist

Austin, Texas
me@carlcoss.com
www.carlcoss.com

Demo Reel - http://www.youtube.com/watch?v=JBL-nOmptIw
Goals

My goal is to continue to grow and learn with the best teams in the industry.  I’d like to take my skills to the next level and work at a top rated studio on a project I’m passionate about, surrounded by other experienced artists.

Qualifications

· Character Animation, Character Setup, Modeling, Texturing, Design, Team Leading, Project Management, Voice Directing/Acting.

· Proficient in 3ds Max, Photoshop, After Effects, Premiere. Experience with Unreal Editor.

Work Experience

VIGIL GAMES (THQ) 



          
        August, 2009 – Present
Senior Animator – Darksiders I & II (THQ 2012, Xbox 360/PS3/WiiU)
· Character Animation including Death, supporting characters, monsters, environment animation, cut scene animation

CHEYENNE MOUNTAIN ENTERTAINMENT        November, 2006 – July, 2009
Lead Animator – Stargate Worlds (MMO)
· Team Lead, Animation Design, Character Animation, Setup, Modeling, Texturing, Scheduling, Integration into Unreal, Animtree setup in Unreal

FATCAT ANIMATION STUDIOS                                     May, 2004 – July, 2006
Digital/CG Lead, Special Projects
· Curious George (Universal 2006)

Scanning/Animation Check/Digital Check

· Max on Snax

Animation/Design/Layout/Setup

2D Character Animation in After Effects and 3ds Max

· Other Projects

3d Modeling/Animation/2d Animation/Effects

Design/Layout/Setup/Scene Planning/Animatics/ Editing/Compositing

Various art and animation work on multiple projects including digital slot machines and casino games, commercials, DVD cover layout, graphic/logo design, and FatCat Animation Studios’ own animated feature and shorts.

VICIOUS CYCLE SOFTWARE, INC.                September, 2003 &  March, 2004
Freelance
· Dinotopia: The Sunstone Odyssey (TDK Mediactive 2003)

Character Animation, Setup
· Robotech: Invasion (Global Star 2004)

Character Animation
REALM INTERACTIVE                                        March, 2003 – September, 2003
Lead Animator
· Exarch Online (released as Dungeon Runners) (Ncsoft)

Character Animation, Setup
PROFESSOR FOG’S WORKSHOP                   January, 2001 – February, 2003
Co-Owner/Director of Animation

· Wizmo’s Workshop (Infogrames 2001)

Lead Animator/Director of Voice Acting

Extensive Character Animation, Setup, Game Design, Modeling, Writing, Voice Acting
· Operation: Blockade (Infogrames 2002),

Lead Animator/Director of Voice Acting
Character Animation, Setup, Game Design, Modeling, Texturing, Voice Acting
· Steel Tide (Infogrames 2002)

Lead Animator/ Lead Designer/Project Manager

Team Lead, Game Design, Character Animation, Setup, Modeling, Texturing, Scheduling
· Max and Beeboo’s Monster Math

Lead Animator/Director of Voice Acting

Extensive Character Animation, Setup, Game Design, Writing
· Wizmo’s Workshop: Storytime (Children’s Video)

Lead Animator/Director of Voice Acting

Extensive Character Animation with Lip Synching, Setup, Writing, Post Production/Compositing
· Runelord’s FPS Demo

Character Animation, Setup, Game Design, Texturing
· Dragonball Z  (Infogrames, Unreleased)

Character Animation, Setup, Modeling

CINEMATIX STUDIOS, INC.                                      May, 1998 – August, 2000
Animator/Artist, Lead Animator

· Revenant (Eidos Interactive 1999)

Animator/Artist

Character Animation, Setup, Game Design, Modeling, Texturing, Voice Acting

· Hirelings

Character Animation, Setup, Game Design, Modeling, Texturing, Team Management

Education

· Associate of Applied Sciences Degree in Computer Animation (graduated with honors March 1998)  The Art Institute of Phoenix 

· Attended University acting and art classes at both Arizona State University and Grand Canyon University in 2002.
· Attended VanArts Pixar Artists Animation & Story Development  Masterclass in 2011
