Tim Borrelli

timmyland@aol.com 
c: 217.390.3521

Web Page: http://www.timmyland.com/demoreel.html LinkedIn: http://www.linkedin.com/in/timborrelli
Animation Professional

Creative and technical animation director with 11+ years of experience and success in console and PC game development. Current and long term goals and expertise lie in identifying animation needs on both the creative and technical fronts, developing plans for fulfilling those needs, and ultimately seeing those needs met via direction, pipelines and processes that fit the studio animation objectives.
Professional Experience

Principal Animation Coordinator/Mocap Director/Technical Animator, 2008 to present
Volition, Inc – Champaign, IL
I am currently on a studio-centric tech team, aiding in the design and implementation of future animation tools and technology for company-wide use.

Senior Animation Coordinator/Mocap Director, 2003 to 2008
Volition, Inc – Champaign, IL

I led the animation teams on Saints Row (XBox 360) and Saints Row 2 (XBox 360, PS3), shipping both titles. Duties include:

· Overseeing animation quality for these titles, first pass approval for all motion (in-game and cinematic) with a direct report to the Project Art Director for final approval

· Developing the animation spec for all motion by working with art, design and programming

· Organizing, scheduling and directing motion capture shoots
· Knowledge of 3D Studio Max, Motion Builder, Blade, as well as motion tree creation and editing

Senior Technical Animator, 2003 to 2008
Volition, Inc – Champaign, IL

I spearheaded the development of this position at Volition with my work on Saints Row (XBox 360), and continued this type of work on Saints Row 2 (XBox 360, PS3), shipping both titles. I am currently on a studio-wide tech team, aiding in the design and implementation of future animation tools and technology for company-wide use. Duties include:

· Developing tools & refining pipelines for the animation production process, including the integration of keyframe, mocap, procedural, and run-time dynamic animation
· Creating and maintaining “animator-friendly” rigs
· Proactively seeking out inefficiencies and problems in existing processes as well as potential problems, both before, during and after a project, and troubleshooting, improving and enhancing them where necessary
· Working with other disciplines to ensure the quality of the characters and animation for all aspects of the project
· Checking assets for technical integrity before integrating them into the game
· Knowledge of Maxscript and Python

Lead Animator, 1999 to 2003

Volition, Inc – Champaign, IL

I assumed lead animation duties on Summoner (PS2, PC) and Red Faction (PS2, PC) and shipped both titles. I then led the animation teams on Summoner 2 (PS2, PC) and an unannounced title, as well as aiding in the animation efforts of Red Faction 2 (PS2, PC) and Punisher (PS2, PC).
Junior Animator, 1998 to 1999

Volition, Inc – Champaign, IL

I began my career as an animator on Summoner (PS2, PC) and Red Faction (PS2, PC)

References available upon request.
Demo Reel available here:
http://www.timmyland.com/demoreel.html (Embedded and downloadable)
