
	11 Palmer St
Arlington MA 02474
	(678) 314 – 3764, juntechnologies@yahoo.com


Chen-Jun Jae Tsai   www.juntechnologies.com
	Objective
	Obtain a job position where I can utilize my skills, education, and knowledge of software to produce high quality concept artwork and assets that truly captures the essence and vision of a project and art director.



	Professional Experience
	Feb 2009- August 2009                               Blue Fang Games.    Waltham, MA

Midlevel Artist
· Designed and built Dragon Environment for Fantastic Creatures Demo.
· Worked on World of Zoo (WOZ), Nintendo Wii assets:
· Built assets for WOZ Penguin, Giraffe, Antelope, Elephant and Horse exhibits.

· Coordinated and worked with design on building and engineering collision (in game functionality) for exhibits. 

July 2007- November 2008                               Helixe Studios.    Burlington, MA

Concept/ Production/ Technical Artist
· Concepted enviroment and game space for Wall-E  Nintendo DS title.

· Concepted and built assets for Wall-E DS (Doors, bridges, dispensors, walls, buttons, switches, etc).

· Built and exported objects, hero objects, tiles and hero tiles into engine for enviroment for a multitude of levels. (Wall-E)

· Concepted, designed, modeled, textured and rigged animals for World of Zoo (DS) IP.

· Concepted and designed characters for World of Zoo IP.

· Concepted, designed and built buildings in World of Zoo IP.

Feb 2006-June 2007    Mad Doc Software (currently RockStar NE).    Andover, MA

Artist
· Responsible for character concept art and designs on Team based shooter title.  Worked exclusively with art director and entire character development team to push out dynamic character designs.

· Responsible for Environment concept art.

· Designed various UI elements and compositions for team based shooter title, including player option screen and in-game graphical HUD.

· Produced a multitude of 3D objects for environment using the Unreal 3 engine.  Textures, Spec, Normal, Opacity etc maps included.

May 2005 – July 2005
Hypemedia. Germany.
Kaiserslautern, West Germany
Contract Concept Artist

· Responsible for concept art on the game “Riddle Caves”

· Responsible for textures and logo for game “Riddle Caves”

June 2005 – Sept 2005                                 Intermix Media    Los Angles, CA

Game Artist

· Produced and shipped game “Master Qwan’s Mahjong” for Grab.com, responsibilities includes utilization of Adobe Illustrator, Photoshop and Macromedia Flash and various editing programs to produce online game artwork,  Concept art and ideas, problem solving and troubleshooting between programmers and art directors, utilizing and providing the most efficient file type.

· Produced and shipped “Black Dragon” game for Grab.com.  Responsiblities include concept art and redesign of entire game with current scripting, Reskinning all graphics to match original data size, type but with new style, troubleshooting between programmers and art directors.

  Feb 2002 -  Oct 2003
                       Image Comics
       Orange, CA
Penciler, Co-creator
· Published a 5 issue miniseries called “Heirs of Eternity”.
· Heirs of Eternity issue #1 sold out at 10,000 copies nationwise.
· Raised over $3,000 at national convention booths.


	Education
	Sept 2000- March 2005       Savannah College of Art and Design.   Savannah, GA

· B.F.A. 3D computer arts, Modeling and Animation track


	

	Skills and Professional Qualities

	Dynamic Storyboarding, Creative art concepts, Fast pace art work, Team oriented, Quick Study, Project Focused, Excellent Multi-Tasking, Good communication skills, thorough work habit, Adaptative workflow 


	Working Knowledge of Programs
	Adobe; Photoshop, Illustrator, Premiere.  Macromedia; Flash, Dreamweaver, Fireworks, Freehand.  Alias Wavefront Maya.   Autodesk 3D Studio Max.  Unreal 3 Engine.  Perforce.  Debabelizer.  Pro-Motion.

	
	


