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Ryan Gates
Artist & Animator

TheEmeraldDragon.net
Ryan@TheEmeraldDragon.net
https://www.linkedin.com/in/TheEmeraldDragon
801-458-1041  @TheEmeraldDragn
Objective
To bring my 20+ years of passion for art, animation, and games to the table, and to make the world a better place in any capacity the ever-evolving industry needs.

Skills
A keen eye for anatomy and a work ethic to meet deadlines. A focused passion to see projects through with the 12 Principles of Animation. A functional knowledge of most major art programs from ToonBoom to Photoshop, and a constant desire to improve. An Eagle Scout who will communicate ideas with clarity and speed, and the flexibility to improvise solutions when necessary.  Certified Professional ToonBoom Animator. Capable of bridging the gaps between technology and creativity.

Career Highlights:
DragonDrop Artwerks                                 


               June 2012-Present
Allosaurus Games: Illustrator
· Illustrating 60+ cards for an upcoming card game, “March of the Monsters”
Bayworld Unlimited: Rigging/Animation
· Taking character designs and fashioning working ToonBoom rigs for professional animations.
Multiple Art Commissions: Illustration and Animation
Disney Interactive                                                                                 mar 2015-July 2015
Associate Game Developer, Marvel: Avengers Alliance 2

· Brought Marvel characters to life through animation and Unity engineering, ensuring that gameplay and design were seamlessly integrated.

· Resolved many technical issues with gameplay and bugs, communicating with artists, engineers, and designers for maximum narrative quality and appeal.

· Cooperated seamlessly with a large team of professional developers to ensure Disney quality.
Pacific Science Center / DigiPen Wellbody Academy Exhibit            Jun 2012-Sep 2012
Character Designer/Animator/Artist
· Designed, animated, and overcame technical issues to provide a full length animated feature on display, teaching children about bacteria and how they work.

· Blended seamlessly with several teams on multiple projects, including an interactive game designed to teach proper nutrition and balanced diet.

· Increased speed of production with newfound tips, tricks, and ideas from coworkers to streamline asset production and cut development time significantly.
Microsoft                                                                                                                Jun 2011-Sep 2011
Quality Assurance, Star Wars Kinect
· Worked with teams of two to track down bugs and gameplay issues.

· Completed daily lists of conditions to test and submitted daily reports on findings.
Brrapp Entertainment                                                                                May 2010-Jul 2010
Concept Artist, Game Designer
· Designed multiple enemies, from look and feel to how they interact with the player as friends or foes.

· Made decisions on how to properly implement enemies to fit in a touchscreen environment.
DigiPen Institute of Technology                                                          Sep 2006-may 2012
      Cinematic & Game Projects
· That Sinking Feeling, 4-man team cinematic animation: Animator, Storyboarding, Lighting
· Basil Goes Bananas, solo cinematic animation: Full process from Character Design to Final.
· Meet the Hunter, solo cinematic animation: Full process from Character Design to Final.
· Antigonus, 4-man game team: Designed ASCII game engine and editing tools
Eagle Scout, BSA
Education: DigiPen Institute of Technology                                                      2006-2012                                                                                           
· Bachelor's Degree of Fine Arts in Digital Art and Animation. Student Ambassador. 
