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abarsai@gmail.com

Ben Close
World Artist
Objective 
Work with a talented and passionate team to develop my personal and professional skills and create exceptional games.
Software Experience 

Maya

SpeedTree

Mudbox

Photoshop

UE4/UDK

AlienBrain

Perforce

ZBrush

Substance Designer

Cryengine 3 Editor

Python

Powershell

3ds Max

Familiar C++

Familiar HLSL

Familiar Lua

Work Experience 
WB GAMES - Monolith (Kirkland, WA)
World Artist Unannounced Project 
 September 2015 – Present
· Responsible for creating and maintaining a library of textures and materials

· Used Substance Designer for the majority of texture creation while also utilizing texture maps from sculpted and modeled geometry

· Worked closely with fellow artists to ensure textures were versatile and efficient 

· Contributed to a cooperative iterative process within focused teams working on prototypes

· Created many texture state variants and refined materials for complex blending
Turn 10 Studios (Redmond, WA)
Technical Environment Artist Forza MotorSport 6
 April 2014 – August 2015
· Created scripts to help automate content and shader cleanup work

· Developed and maintained the track team shader library

· Created and maintained several workflow and tutorial wiki pages as well as shader documentation for internal and outsource teams

· Created Crossquad 2.0 trees from custom high-res Speedtree assets

· Worked closely with Track Leads to prototype key visual moment areas and assets

· Supported track development with model, material and texture refine/polish work
Turn 10 Studios (Redmond, WA)
Technical Environment Artist Forza MotorSport 5
 September 2012 – September 2013
· Developed and managed shaders for a Physically Based Rendering model.

· Worked closely with various teams to research, develop and create visual examples 

· Provided technical and artistic support for both internal artists and external outsourcing teams 

· Created environment art assets for several key tracks including our E3 track Prague

· Learned a new tool CityEngine to create the procedural vista city for Prague 

· Supported the Tech Art team where I created several scripts to increase efficiency

· Created scripts to assist in track content management and organization 
38 Studios (Providence, RI)
Environment Artist Project Copernicus
February 2010 -  May 2012
· Worked on several internal art teams from early pre-production up through final art

· Was responsible for training many new environment artists with our workflow, tools and pipeline

· Created scripts to increase the art teams productivity and provided technical support 

· Helped create several modular architectural sets as well as many buildings, props and SpeedTrees

· Acted as the first point of contact for several zone principles where I was responsible for zone sculpting, prop placement, optimization and communicating with other artists and departments

· Worked closely with programmers, designers and artists to find solutions to many technical limitations
Project Experience 
Full Sail University (Orlando, FL)
Art Lead & Environment Artist Quintessence (3D Puzzle/Platformer)
2009
· Managed a 5 Artist Team

· Used Maya and Photoshop to create assets

· Developed an efficient pipeline between art and code

· Wrote Python script to assist with mesh ID and tagging
Education                                                                                                                                                         
Full Sail University (Orlando, FL)
2009
· Bachelor of Science, Game Art, GPA 3.28, GPS 105

· Advanced Achiever Award
· Co-Founded Full Sail Mod Club, crafting a Mod for The Witcher
Quinsigamond Community College
Transferred  2007
· Basic Engineering 


