Adrian Bourne
206-781-8325

 1717 NW 63rd Street

Seattle, WA 98107

 www.paintandpixel.com
bourne.adrian@gmail.com

EXPERIENCE
Flow Play, Seattle, WA: January 2007 to present – Contract Illustrator/UI Designer
· Creating concepts, and illustrations for backgrounds, characters, and UI for upcoming online game
Lost Kite, Seattle, WA: Spring 2006 to Winter 2006 – Contract Illustrator/2D and 3D Animator
· Animated 2D/3D elements and painted 90% of backgrounds for Secrets of the Seas – Online Game
Yahoo, Los Angeles, CA: Spring 2006 to Summer 2006 – Contract UI designer
· Redesigned all UI for Yahoo Chess – Online Game
Filter Talent, Bellevue, WA: Winter 2006 to Spring 2006 – Contract Icon Artist
· Created new, and resized existing icons for Microsoft Vista – PC 
Humongous/Cavedog Entertainment, Bothell, WA: Summer 1996 to Summer 2005 – Artist/Lead Artist

· Created concepts, illustrations, animations, and 3D models for backgrounds and characters for Freddi Fish, Pajama Sam, Backyard Sports, Glider Wars, Good & Evil, Tonka and Total Annihilation: Kingdoms – PC 
· Created menu, game, and box art content – Total Annihilation  and Total Annihilation:  Kingdoms – PC  
· Managed three to ten artists: scheduling, training, and time managing – Glider Wars, Good & Evil and Total Annihilation: Kingdoms – PC 
· Met and/or surpassed company standards for quality

Mind’s Eye, Seattle, WA: Spring 1996 – Contract Animator
· Created character animations for Walt Disney World Anniversary CD ROM – PC, Mac
· Exceeded time and quality expectations
Software Creations of America, Seattle, WA: Spring 1995 to Winter 1996 -- 2D Animator/3D Artist
· Contributed art conversion in Photoshop for Forman for Real – Game Boy, GameGear
· Delivered 3D animation using motion capture – EA Volley Ball – PC 
· Animated 3D tunnel game concepts – PC  
SquareSoft Inc., Redmond, WA: Spring 1995 – 3D Artist/Concept Artist
· Contributed numerous color concepts and story boards for a high-profile fantasy/adventure game – Nintendo 
Starwave, Inc., Bellevue, WA: Spring to Winter 1994 – Contract 2D Animator
· Created character designs and 2D paper animations for kids’ game – Garage Sale – PC 
· Matched style and quality of seasoned lead animator

Crystal Dynamics, Palo Alto, CA: Summer 1992 to Spring 1993 – 3D Artist 

· Contributed extensively to 3D models and textures for the company’s first space-based shooter – Total Eclipse – 3DO
Accolade, Inc., San Jose, CA: Summer ’91 to Spring ’92; Summer ’93 to Winter ’94 Contract 2D Animator/Illustrator
· Created animations and illustrations for Bubsy I and Bubsy II – Sega, Nintendo 

· Achieved fluid Warner Brothers style “squash and stretch” animation within the limitations of Sega, and Nintendo pixel based animation 

Electronic Arts, San Mateo, CA: Spring 1991 – Contract 2D Animator
· Contributed 50 character animations on spec, exceeding expectations for Bards IV – PC 
TECHNICAL SKILLS PhotoShop, Maya, Lightwave, Image Ready, Freehand, Illustrator, Render Ware, Macromedia Director, Hand drawn animation, All analogue mediums – learning Flash currently. 

EDUCATION

San Jose State University, San Jose, CA – B.S., 1989

Graphic Design with focus on Illustration and a minor in German 

