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TAWNIE OMEIS

Phone: (778) 707-2060

Email: TawnieOmeis@gmail.com
3D Artist

World Building | Texturing | Shading
Permanent Resident of Canada and U.S. Citizen
PROFILE                                                                                                                                                              

Experienced 3D Artist specializing in level art, materials, and environment assets with additional skills and background experience in visual effects 
PROFESSIONAL EXPERIENCE & DEVELOPMENT                                                                                                                 

Junior Level Artist, The Coalition (Aquent for Microsoft)



             
 




(11.2017—Present)
· Drive artistic completion and performance of assigned levels

· Create and place architectural kits and prop proxies
· Tell stories with prop placement and materials
· Create and tune environment materials in Unreal Engine
· Vertex paint custom layered materials
· Create custom meshes and provide proper UVs for tiling textures
· Collaborate with level designers to negotiate and solve art/design issues

· Work with Art Directors and involved parties to improve art quality

· Provide detailed breakout sheets of props and set kits for the environment team
Texture/Level/Environment Artist, Personal professional development game project


(05.2016—11.2017)
· Sculpted and baked high-poly to low-poly assets

· Created procedural physically based rendering (PBR) materials in Substance Designer

· Utilized ZBrush and sculpting techniques to enhance procedural textures in Substance Designer

· Created materials in Unreal Engine
· Designed level and environment space
· Optimized assets and textures
Tracking/Layout/Matchmove Artist, Zoic Studios






   
  



(08.2015—05.2016)
· Provided camera and object tracks for 3D integration
· Provided matchmoves for objects and character rigs to live-action plates

· Modeled proxy geometry to demonstrate correct scale, accurate camera movement, and proper layout

· Provided layout files for full CG set replacement sequences and one-off shots

· Hand animated and troubleshot camera and object tracks as necessary
Junior Compositor, Nerd Corps. Entertainment (now DHX Media)


   




 (01.2015—08.2015)

· Integrated all layers including character, environment, and effects elements

· Identified and resolved technical and visual issues

· Pro-actively sought and implemented solutions to rendering, compositing, and animation issues

· Implemented feedback from supervisors

· Provided mentor support and training to new hires

Imaging PA/Render Wrangler, Nerd Corps. Entertainment (now DHX Media)




(04.2014—01.2015)

· Prepared shot layers in Softimage including character, environment, and effects elements

· Created pre-comps of all assigned shots

· Identified and resolved technical errors, missing elements, and continuity issues

· Provided quality control before delivering shots to compositors
Render Wrangler, Zoic Studios
















 (01.2014—04.2014)

· Prioritized renders based on delivery needs and ticket requests

· Managed and assigned render licenses accordingly

· Performed out-of-office data transfers between Vancouver and Los Angeles studios

3D Animation and Visual Effects Student, Vancouver Film School







(06.2012—07.2013)

· Specialized in 3D modeling and texturing in an industry simulated production pipeline

· Modeled organic and hard surface objects from reference and concept art

· Created texture maps and materials to simulate photo-realistic surfaces

· Optimized assets, scene files, and render times to increase performance
· Established lighting for exterior and interior environments
Seasonal Video Board Production Crew, Penn State Athletics







         (11.2004—01.2012)
· Modeled, textured, and animated assets for in-game playback animations
· Operated video board control room equipment including cameras, graphics, and video switcher

Television Edit Technician, Penn State Public Broadcasting









 (04.2007—10.2011)

· Created 2D and 3D assets and animations for studio graphics packages

· Operated television studio, editing, and control room equipment as a Technical Director for live and pre-recorded studio productions
SOFTWARE SKILLS & ABILITIES                                                                                                                                                             
· Autodesk Maya

· Pixologic ZBrush

· Allegorithmic Substance Designer

· Allegorithmic Substance Painter

· Epic Unreal Engine

· Procedural PBR texturing
· High-poly to low-poly baking
· Tiling and mapped texture creation
· Detail sculpting
· Proper UV layout

EDUCATION                                                                                                                                                         

Vancouver Film School, Diploma, 3D Animation and Visual Effects




                       (06.2012—07.2013)
The Pennsylvania State University, Bachelor of Arts, Film and Video 




              (06.2003—04.2007)
PORTFOLIO                                                                                                                                                           ​​ 
ArtStation: https://www.artstation.com/tawnieomeis
Website: http://www.TawnieOmeis.com
