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David Levy

Art director / Senior Concept artist

Summary:

- 15 years experienced designer and artist for computer games and movies.

- 9 years experience managing large art teams during full production (up to 75 artists at Acclaim).

- Long experience in the creation process (from industrial design to architecture to game designs).

- High quality concept art, rapid and efficient drawing skills.

- Quick at modeling and texturing.

- Can create illustrations for packaging, advertising, front end game interface designs, and storyboards.

- Excellent learning skills.

- Highly motivated and passionate about my work.

	Objectives
	I direct art teams to deliver the best quality work on time. I strive to be aware of technical issues; listening to programmers or production designers and using my experience to give solutions to problems. I’m able to give a unique look to games and movies, using my industrial skills mixed with the necessary fantasy elements.

	Experience
	April 2010- now Scott Free
Los Angeles, CA
Senior concept artist on “untitled Alien prequel” for Scott Free.

Sept 2008-April 2010
  Disney Studios
Los Angeles, CA
-Senior concept artist on “Tron legacy” for Grid Productions, Burbank CA and Digital Domain, Venice CA. 
-Became a member of the Art Directors Guild.
-Concept art teacher at art center Pasadena.
2006-2008                 Spacetime/NCsoft  
              Austin, TX
Visual Director on “Blacks Star” online videogame. Directed the visual direction of the MMO project for a team of 30.
2006-now                 Steambot Studios

Montreal, QC, 
Founder, Chief Executive Officer.
Comic book artist on “I am Legend”
Production Designer on Watchmen’s DVD “The Black Freighter”

	
	2005-2006
Ubisoft Montreal
Montreal, QC
Senior Concept artist / Marketing illustrator on “Prince of Persia 3” on PS2, Xbox and Gamecube.
Senior Concept artist/ Comic book artist on “Assassin’s Creed” on PS3, Xbox.


	
	2004-2005
Reel FX
Dallas, TX

Creative director

Serving as creative director for Reel FX creative studios, on various projects including clients such as Hasbro, Disney Channel and Blue Sky studios. Art directed some of their DVDs.


	
	2000-2004
Acclaim
Austin, TX

Concept artist/ Computer artist/ Assistant art director

· Started as a 3D/concept artist on the project Turok Evolution – I was promoted to Lead Artist after six months in the studio. My role included directing a team of 15 artists to create graphics for a game targeting three different platforms (Sony PS2, Microsoft XBOX, Nintendo Gamecube).
The Game released on 09/02/2002 and was ranked 4th in the overall console European sales. The total sales number is above 1 000 000 copies overall.
· The position involved organizing schedules, teaching inexperienced artists and defining the processes of production as well as creating game assets. The projects I was involved in: Turok evolution, The Red Star, 100 Bullets, Legends of wrestling, NBA Jam.
· Selected by Animation Magazine as a speaker at GDC 2003 regarding concept art creation process.
· Selected by concept art.org to participate the North American Artist workshop as a teacher regarding game concept art pipeline and creation.
· Promoted after 2.5 years to assistant art director position. While helping art teams of the studio (NBA Jam, Red Star), my role also included magazine art, concept art, and other marketing assets (videos editing/directing, covers…).
Freelance advertising illustrator for the kite surfing magazine STANCE.

	
	1998–1999
Bits Studios, Argonaut, Acclaim
London, UK

Computer artist/concept artist
· 3D Artist/Special FX designer on Riqa, Nintendo 64 RPG for Bits studios, London.

Background designer on Malice, XBOX game for ARGONAUT Software (Fox), London. Occasional demo-maker on the PC French demo scene as graphic artist.

Freelance illustrator for French magazines, for ACCLAIM on Armorines.



	
	1996-1998:
Simtex
Aldershot, UK

Lead Artist/Game designer

· Lead Artist/Game designer on "XLR8" (futuristic bike racing game).

A.I tools and tools development, texture maps creation at Simtex, England.

	
	1995–1996
Cryo
Paris, FR

Game designer/Concept artist

· Interface design, packaging, storyboarding on various games on "2nd world", "Zero Zone" and "Dragon Lore 2".



	Education
	· 1995-1996: B.A with honors in Interior Architecture and Design from " Academie Beeldende Kunsten" Maastricht, NETHERLAND. Nomination for the Hoxtinpreijs.

· Teacher in marker techniques for final year architectural design students.

· 1994-1995: Passed a degree in industrial design diploma ("Brevet de Technicien Superieur") from the European Design Institute in Toulon, FRANCE.

· 1993-1994: First Year of industrial design and Semiotics lessons, Ergonomic, and Photoshop 3.0.

· Passed a degree in Computer Aided Design on Macintosh.

· 1992-1993: Preparatory Year in Industrial design.

· 1991-1992: Baccalaureat (equivalent to A level) with Philosophy and Math as major subjects from Alphonse Daudet Highschool in Montpellier (France).



	Skills


	Professional knowledge in:

· 3D Studio Max

· Painter

· Photoshop

· Premiere

· Zbrush

· AfterFX

	Languages

Hobbies  


	· French, English, German 

-Travelling: England (3 years), Holland (1 year), Ireland (1 month), Morocco (1 month), and Portugal (1 month). 

-Sports: windsurfing (12 years), skydiving (3 years), snowboarding, and wakeboarding.
-Other: Short films directing, an appetite for any entertainment that could enhance creativity: cinema, Manga, comics, arcade games. Favorite authors: William Gibson, Ann Rice, Stephen King, Orson Scott Card, Dan Simmons…


