Erik Link

5916 E. Claire Dr., Scottsdale, AZ, 85254, Phone : (602) 614-0671, Windthro@gmail.com

Portfolio Website: www.eriklink.com

Summary of Qualifications

· Skilled in designing and conceptualizing various game levels, concept and animation
· Game Documentation

· Motion Capture directing and experience

· Excellent team skills on projects and in the workplace

· Reliable, determined and passionate about game and animation development

Skills

· Photoshop

· Illustrator

· 3DS Max

· Motion Builder

· Eva RT

· Level Design

· Screen Writing
· 2D/3D Art

· Motion Capture

· 3D Animation and Rigging

· Unreal 3 Editor

· Cortex

· Alien Brain

· Excellent written & verbal communication
· Team Work

· Problem Solving
· QA Testing
· Self-Motivated

· Customer Service

Education

2006 – 2010


University of Advancing Technology

          Tempe, AZ

Degree: BA in Multimedia – Emphasis: Game Design                                   April 29, 2010

GPA: 3.46

Related Experience
Nov. 2010- Present                                   THQ Quality Assurance Phoenix                  Phoenix, AZ

Quality Assurance

· Tested games for the developer on XBOX 360, PS3 and the  NintendoWii.
· Reported any bugs to the developer that affected any problems for the quality to their game.

· Participated in group, which helped each other with questions and concerns regarding to the game we were working on and any issue that was present for the game.
Published Products:
     

        -De Blob 2     


 XBOX 360/ PS3/ Wii                     

Jan. 2010- Oct. 2010


     Hot Seat Media

                        Mesa, AZ

Motion Capture and Effects Specialist

· Worked on directing and recoding motion capture shots for animation for our clients which the recorded data would be then transferred into motion builder.
· Worked on rigging 3D characters in Autodesk 3ds Max which the fully rigged character would be transferred to Motion Builder.
· Helped in characterizing transferred characters into motion builder and then worked on adding the motion capture animation on to the character through motion builder, which I would then send the character with the motion capture animation on it back  into 3ds Max or Maya.
· Helped in directing with a team of interns for every motion capture shooting and help trouble shoot any problems and questions with motion capture software or technology.
· Developed skills in using Motion Analysis software Cortex for recording motion capture.
· Helped in providing lighting for any green screen shoot’s with actor’s and setup any form of props that would be needed to be shot with the actor.
Sept. 2009- Jan. 2010


     No Insurance Club

                        Mesa, AZ

Game Design Intern

· Work on creating game ideas and concepts for the iPhone and the Personal Computer.
· Work on game documents that provided information for the programmers and artists.
· Create rough mockup pictures for the games to demonstrate how it how works for each weekly meeting.
· Prototype every game concept and Alpha and Beta tested any other game design interns game.
Feb. 2008 - March 2008 

Diesel Games Boxing Demo


Motion Capture Assistant

· Setup and calibrated the University’s Motion Capture room for recording motion capture for Diesel Games.

· Helped capture the data for the game demo by using Eva RT.

· Helped in refining the data for the actors motions by tracking and fixing full motion capture data of each motion set that was given.

· Helped also by exporting the motion data into a skeleton to be send in Maya for the animators at Diesel Games.
Jan. 2008 – May 2008                          THQ Motion Capture Support
                   Phoenix, AZ

Motion Capture Intern

· Collected and refined motion capture data from actors and props to be sent into motion builder for THQ animators.
· Helped in recording and calibrating motion capture with professional actors.
· Developed skills with Motion Builder and Eva RT software’s for motion capture recording and editing.
· Responsible for meeting deadlines and organizing assets appropriately.
