
Mariah Robinson

812 Alexander Street ·  Livermore, CA 94550 ·  (510) 387-2925  environmentgeek@gmail.com   

Objective
To be hired full time in a forward thinking company in the Video Game Industry.
Technical Qualifications and Skills

Platforms –  PC, MAC, PS-PS3, and Linux





Software –  Autodesk Maya 7.5 to 2010, Adobe CS4, Autodesk 3ds MAX 2010,  Autodesk Mudbox 2010, Zbrush 2009, Vicon Motion Capture System, Final Cut Pro, DVD Studio Pro, Mental Ray, and Renderman.



Skills –  64 words per minute, 10-Key, Data Entry, Daily Office duties, Filing, Inventory, HR, QA/Testing

-Creating photo-realistic or stylized sets and environments.  

-Production Assistance to Producer, Director, and Managers

-Render Wrangling for Television, Short Film, and Video Game.

-Experienced in Storyboarding, Concept Art, Layout, Compositing, Modeling (Hard Surface and Organic), Lighting and Rendering,VFX Compositing.

-The ability to working independently and as effectively in a team with well rounded communication skills.

-Will always adapt to time management of multiple deadlines and working under pressure plus use of professionally developed problem solving skills.

-Experienced and well trained eye for detail.

-Comfortable with heavy and stressful work loads.




-Consistently meets deadlines and always with a positive attitude.



-Quick learner with new programs, routines, and ideas.

-Self-motivated and enthusiastic team player.

Education

Ex’pression College for Digital Arts, Emeryville (August 2006 to October 2008)

Graduated with Bachelors of Applied Science in the field of Animation and Visual Effects

Mills College, Oakland (August 2002 to May 2006)

Graduated with Bachelors of Fine Arts with Honors in the field of Intermedia Arts

Visual Effects Experience Summary

Sony Computer Entertainment America llc / PlayStation® (July 2011 to Present)

Format Quality Assurance - Assigned to different titles created for the PlayStation®3 console and the PlayStation® Portable.  Job duties consisted of testing Functionality and TRCs for each test cycle.  

Pixar Animation Studios (August 2010 to December 2010) 
Floating Department Temp – Assigned to different departments in the studio to help complete daily or larger projects.  Worked on Toy Story 3 Studio, Family, and Press Giveaway / Christmas Card and PR gift shipping for Cars 2 / Project and Holiday Events / Studio Store help.

Mind Control Software (July 2010 to August 2010) 
Environment Artist - Created environment for online Pokemon video game with undisclosed name.
People's Republic of Animation (April 2009 to August 2009)
Fur TD – Hired to help create Fur maps for creatures on the PBS® “NOVA: Becoming Human” series. Worked on visual effects for episode 2.
e-Factor media (February 2009 to April 2009)

CG Artist Intern - Hired on to help complete all deadlines for an online High School educational video game about economics.  Worked almost 100 hours per week along designing a make-shift render farm using 4 different computers. Received an honorable mention at the Adobe MAX Awards.

Moxie Films (September 2008 to January 2009)

Compositor and Post 3D Animator - Hired to create a CG telescope, create VFX for the sails of ship, and compositing of all elements into Scene 53 of the independent documentary “Sisu, The Story of Tom Sukanen.”

Rex Rey Films (April 2007 to November 2007) 

Event Coordinator / Director's Assistant / Multi-Tasking – Signed on in late stages of the project to help with Film Premiere for 200 guests in San Francisco.  Worked with vendors for donated food and beverages along with other items for a Make-A-Wish Silent Auction to help raise money for the South San Francisco Chapter.  Pulled 73-hour shift to complete final deadlines for the film to ship to Los Angeles.  Placed 13th out of 30 for consideration for an Oscar® Nomination.
Maxis (Spring of 2002)

Focus Group Tester - Helped to test for bugs and functionality on the first version of The Sims® for the PlayStation®2 console.


