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NILES

DOUBLEDAY

_____________________________________________________________________________________
www.Nilesd.com  
       400Q Shearwater Dr. Durham, NC

401-487-2697
        NilesD1@hotmail.com
Experience_______________________________________________________________
08.09 – Present Artist, Designer and co-owner for Xbox 360 Indie game

Glim: Shards of Dissent - Xbox 360 Indie marketplace
· Design and create all game assets, style, look, and feel
· Design levels and game play features

· Tackle all sorts of technical hurdles implementing art into a custom built engine
11.09 – 5.10 Environment Artist Icarus Studios/Fallen Earth LLC.



Fallen Earth – PC MMO
· Model and texture environment game assets

· Work with team to plan and create encounter areas, towns, and world settings

· Assisted with art pipeline reconstruction effort
03.09 – 08.09 Lead Artist(contract) at J. Kenworthy Entertainment
Ancients of Ooga - Xbox 360 Arcade
· Design all game environments, and create most of the assets as well

· Hand painted all textures in Photoshop

· Work with engine programmers to get systems and graphics features needed to produce required results
· Responsible for many other game elements such as UI and some characters
07.06 - 03.08 Artist at Tilted Mill Entertainment
Sim City Societies - PC
· Designed and created 20 buildings, and several variants, from spec sheets

· Produced 68 (of the games 69) vehicles each with 3 color variants

· Worked with art director to create vehicle look, feel, and creation schedule
Sim City Societies: Destinations - PC
· Designed and created 20 buildings from spec sheets

· Designed and created animated props for many of those 20 buildings
Hinterland - PC
· Designed and created a few animal/monsters

05.06-07.06 - Intern at Brainiac studios

· Responsible for modeling and texturing game assets
Education_______________________________________________________________
09.02 - 06.06 Savannah College of Art and Design

· Earned my BFA from the computer animation department

· Majored in animation however focused class choice on more technical direction oriented classes like modeling, lighting, and texturing.
Related Skills_____________________________________________________________
· Experienced with normal map creation through many avenues including Zbrush, high poly modeling, and crazy bump.
· Exceptional time management and organizational skills
· Regularly practice and acquire skills outside of work, in online art challenges and life drawing sessions.
