Edward McDonough VII

Cell Phone: 724.516.9283

Email: eDMcD7@gmail.com
Website: eDMcD3D.com
SUMMARY

A 3D Artist with demonstrated leadership abilities and a passion for character modeling and facial/character animation, looking to make use of my experience, knowledge, work ethic and creativity while improving my skills in the animation industry.

SKILLS

Character and Hardware Modeling, Animation, Texturing, Rigging, Lighting, and Compositing

Vast Creativity, Willingness to Learn, Enthusiastic, Dedicated, Out-going, Organizational and Social Skills

SOFTWARE


Lightwave 3D, Adobe After Effects, Photoshop, Premiere, Fusion, Boujou, and Encore


A working understanding of Final Cut Pro, Shake, Apple Motion, DreamWeaver, and Animation Master


Experience with both Macintosh and Windows operating systems

EDUCATION

2000-2004
Penn State University, University Park, PA

Bachelor of Arts in Integrated Arts



Major:  Computer Animation a.k.a. Integrated Arts (Art & Film)

2004-2005 DAVE (Digital Animation & Visual Effects) School, Orlando, FL

Occupational Associates Degree in Digital Animation and Visual Effects

EXPERIENCE


2008 - 2010
Rhythm & Hues, The Box (Los Angeles, CA) - 3D Generalist



Banjo & Kazooie: Nuts & Bolts commercial spot: Car Vehicle Animation Enviro Modeling & Texturing




Saboteur In-Game Cinematics: Camera Choreo, Modeling and Texturing
Crackdown 2 E3 Trailer: Camera Choreo, Modeling, Texturing, and Scene Layout

Undisclosed Triple-A Title Teaser:   Modeling, Texturing, Camera Choreo, and Scene Layout
2007 - 2008
Radical 3D (Venice, CA) – 3D Generalist



Animation and Compositing shots for the History Channel show “Dogfights” 

Animation, Compositing, Lighting shots for the History Channel show “Battle 360”

Character Modeling/Texturing for the Animal Planet show “Animal Armageddon”

2006-2007 Ocean Aire Productions (Ormond Beach, FL) – Lead CG Artist
Animation Director, Modeling/Lighting/Post Production Supervisor, Lead Modeler/Animator, Compositor, and Editor for a Children’s Animated Series
Direct and Edit the Episode from Storyboards to Animation, Create Character Models from Concept Art, Texture & Rig Characters, Facial Animation Including Morphs, Create Lighting Rigs, Full Hand Keyed Animation & Animation on top of Motion Capture, Rendering, & Compositing 
2005-2006

Sound “O” Rama (Orlando, FL) - 3D Generalist

Hardware/Character Modeling, Animation, Texturing, Lighting, Compositing, Logo Work, Video Graphics and Editing.

2005-2006

D.A.V.E. School (Orlando, FL) - Teacher’s Assistant
Assisting block two/three instructor in character modeling/animation and compositing classes.  Responsibilities include helping students by resolving questions and problems regarding class assignments and CG work.  

References available upon request.

