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jeremy art kohar

   (902) 314-5327

                   artkohar@yahoo.com 

151 –155 Pownal Street          
http://artkohar.blogspot.com       
Charlottetown, PEI C1A 3W7
OBJECTIVE


To work as a 3D Character Artist in an environment that will allow me to further develop my artistic and technical skills. 

SUMMARY


Hardworking, detail-oriented, team player, troubleshooter
· Experienced in creating high-resolution and low-resolution 3D character models


Capable in various character, vehicle, and prop designs 
TECHNICAL SKILLS

 Development Tools
Adobe Photoshop, Autodesk Maya, Autodesk Softimage XSI, Pixologic ZBrush, Autodesk Mudbox, CrazyBump, Adobe Flash, Headus UVLayout

 Level Editing Tools
Unreal Tournament 2003 & 2004, Doom 3 Editor 

 Programming
C++, C, Macromedia Director

 Video Editing Tools
Adobe After Effects, Adobe Premier

Traditional Skills
Life Drawing, Sculpture, Storyboarding

PROFESSIONAL EXPERIENCE

Game Artist/Generalist






December 2008 – Present

Other Ocean Interactive


Working as Generalist for several titles, such as “Super Monkey Ball 2” (iPhone), “Spongebob Squarepants Diner Dash” (iPhone), “TinkerBell and the Lost Treasure” and unannounced titles   

· Working closely with Game Designers and Producers in previsualization for various game projects
Character Modeler – Need for Speed: Pro Street



Apr 2007 – Jul 2007

Electronic Arts Inc.: Black Box 


Created 3D models of low-resolution as well as high-resolution characters 

· Worked closely with Senior Technical Artist on importing art assets into the game following the Production pipeline
Teaching Assistant







Oct 2006 – Mar 2007

Vancouver Institute of Media Arts (VanArts), Vancouver 


Assisted students in creating character models on a 1-on-1 basis

· Helped students develop their demo reels

· Gave feedbacks and suggestions to students during tutoring sessions

Game Cinematic Developer – unannounced Tactical Shooter title
Aug 2004 – Sep 2005

Koolhaus Games Inc., Vancouver 


Developed non-interactive sequences using Unreal 2 Engine


Worked closely with Level Designers to identify underdeveloped areas and bugs

· Worked closely with Game Designers in updating design documents

Art Director – “Piddly’s Chance”    
Aug 2003 - May 2004
“Total game conversion from first person shooter to platformer”
- http://chunkyheads.com


Participated in pre-production phase and developed the feel and look of the game


Created concept arts for the game contents and storyboards for cinematics


Created 3D models and textures for characters and props 


Worked closely with Level Designer to define placement of items to enhance gameplay

EDUCATION

Diploma in Game Art & Design





Sep 2007- Jun 2008

Think Tank Training Center
Diploma in Game Art & Design





Sep 2005 - Aug 2006

VanArts – Vancouver Institute of Media Arts

REFERENCES

· Arthur Na
arthur.na@disney.com
Propaganda Games - Senior Character Technical Artist


· Birgitta Pollanen
birgitta_pollanen@yahoo.ca
March Entertainment - Background Color Artist


· Lisha Houng-Lee
lisha@bigpark.com
Big Park Inc. - Senior Animator

· Scott Thompson
scott@tttc.ca
Think Tank Training Center – Senior Academic Advisor








