Bryan Garner Money

13518 Yukon, Hawthorne, CA 90250

Phone: (714) 904-0485

Email: bryan_g_money@yahoo.com
Objective

Achieve postion with a company that will further my skills as a rigger/technical director.

Skills


Platforms: 
Xbox 360, Playstation 3, PC, Wii

Applications: 
Maya, MEL, Unreal Editor 3, FaceFX studio, Motion Builder, Arena, Photoshop
Experience
Spark Unlimited, Sherman Oaks, CA, May 2006 – Feb 2008, Aug 2010-April 2011

Rigger

Turning Point: Fall of Liberty ( FPS – Xbox 360, PS3 PC )

· Created and supported human, weapon, vehicle, and prop rigs

· Created and supported Maya Tools in MEL.

· Achieved proficiency FaceFX, Unreal Engine 3, and Maya

· Developed MEL driven UI, and character rigs for motion capture

Legendary ( FPS – Xbox 360, PS3 PC )


Rigged “The Box,” used in-game and in TV commercials


Created pipeline for automatically generating over 140 characters

Unannounced project ( 3rd person adventure – Xbox 360, PS3 PC )


Rigged main characters


Set up Mocap

· Created Mel scripted tools for animation and character team.

Heavy Iron Studios, Los Angeles, CA, March 2008 – Feb 2010
“Associate Character Artist” (character/animation TD)
Wall-E encounters a Wii (T.V. commercial)


Developed rig for the Wii-mote in a commercial for the Wall-E video game.

Up (Co-op Platform – Xbox 360, PS3, Wii)


Wrote and supported tools and UI for rigging and animation teams using MEL


Created various character (bipeds, quardrapeds, and multipeds) and prop rigs


Developed and maintained pipeline for cinematic scenes


Achieved proficiency in proprietary game engine editor

Spongebob: Truth or Square (Platform - Xbox 360, Wii)

· Wrote and supported GUI and tools for the animation and rigging team using MEL.

· Created and supported various character rigs (pipeds, multipeds and other) and prop rigs

· Adjusted existing Spongebob character rig for game play

· Developed new "spine" Ik tool in MEL.

unreleased projects ( Xbox 360, PS3, Wii)


Organized rigging team and workflow for future projects including a motion capture pipeline, rig, and tools


Supported existing tools in transfer to Maya 2009


Created and supported various character, vehicle, and prop rigs

Education

Art Institute of California – Santa Ana, CA – Graduated 2006
Bachelor of Arts, Media Arts and Animation
