Steven Miller – Associate Lead Gameplay Animator
stevenmiller.animator@gmail.com - 514-293-7359
Demo Reel: http://www.doyoubuzz.com/steven-miller/cv/portfolios/
ACADEMIC QUALIFICATION:

· A.E.C 3D Animation for Video Games
(Session=2007-2009, from Herzing College)
JOB EXPERIENCE:

· Associate Lead Gameplay Animator Quantic Dream Montreal (May 2021 – Present )

Star Wars Eclipse (2021-Present)

· Create high-quality gameplay animations using both keyframe and motion capture techniques.
· Collaborate closely with Directors, Designers and Programmers to deliver visually compelling and responsive animations
· Help plan and direct motion capture shoots, ensuring the performances capture the desired gameplay intent and creative vision
· Develop and refine Animation State Machines, Sequences and Events to ensure smooth gameplay integration
· Consistently meet production milestones while maintaining the highest animation quality standards
· Leading a team of Gameplay animator within the Montreal Studio, providing guidance and direction throughout production
· Create, manage and assign JIRA tasks to ensure features are delivered to the highest standard of quality
· Conduct animation reviews and provide feedback to align the teams work with the project’s artistic and gameplay vision
· Senior Gameplay Animator Eidos Montreal (August 2015 – May 2021 )

Guardians of the Galaxy (2018-2021)
· Creating Gameplay animation using both keyframe and motion capture data

· Motion Capture work from start to finish. From in the suit to visible in game
· Coaching  the more junior animators using  tips and tricks I have learned in my years of experience
· Collaborate with Technical Animators and Designers to create stunning gameplay animations

· Tweaks made within the game engine to make the animations shine on screen.
· Meet daily requirements and assure my animations are of the utmost quality
 Shadow of the Tomb Raider (2015-2018)
· Created scripted events during high impact moments
· Construct animations using both Key Frame and Motion Capture.
· Animating characters that make the gameplay experience enjoyable for the user

· Working on the In Game Cinematic that help to drive the story.

· Integrating and debugging animations in the game engine, making sure everything is of top visual quality
· Meet daily requirements and assure constant product quality
· Help create and adjust AnimGraphs and State Machines for a better visual product
· 3D Animator at Ludia (September 2013 - August 2015)

Jurassic Park Builder; Jurassic World

· Created gameplay animations for quadruped and bipedal creatures

· Create Key Framed animations to match visual quality of the game
· Communicate with the programmers for a smooth integration into the engine
· 3D Gameplay Animator at WB Games Montreal (October 2012 - June 2013)

· Create new and update current animations, bringing them to a polished state
· Integrate and debug issues as they arrive in the Unreal Engine

