ROBERT OLSON
13820 247th Ave SE Monroe, WA 98272
Phone: (360) 863-2161
E-mail: robolson@bigostudio.com 

OBJECTIVE
Senior director role where an award-winning, results-driven leader can help drive the team’s efforts to deliver a AAA quality product on time and on budget. 

SKILLS
· Accomplished creative leader with over a decade of experience.
· 6 years current gen game engine experience, including 4 years with Unreal Engine 3.
· Capable of grasping complicated technical concepts and driving ideal outcomes.
· In depth knowledge of numerous content creation techniques and pipelines.
· Excellent written and verbal communication skills.
· Can speak Tech, Design, Art and Production fluently.
· Multiple years of experience with art production tools such as Maya, Max, Softimage XSI, Adobe Photoshop etc.

EMPLOYMENT HISTORY

Art Director: Lakshya Digital, Gurgaon, India	1/2007 - Present
Multiple Titles
· Acting consultant and art director for all high profile titles.
· Trained production team on next-gen content creation techniques.
· Review all aspects of content creation and provide feedback during production phase.
· Directed production art staff to deliver quality results on over 40 different game projects including Uncharted 2, WWE: Smackdown VS. Raw, Lara Croft and the Guardian of Light.
· Developed production pipelines to improve quality and turnaround times for various disciplines.


Production Director: Airtight Games, Redmond, WA	3/2009 – 4/2011
Unannounced Title (PC, PS3, Xbox 360 using Unreal Engine 3)
· Solidified the core vision for the product and directed the core leads to execute on that vision.
· Staffed a world class team of project leads and led them to produce a fully playable and highly successful vertical slice that led to a project greenlight.
· Oversaw a multi-discipline, 40+ person team through multiple stages of development.
· Implemented the “5 Dysfunctions of a Team” management philosophy for the project leads to ensure strong collaboration across the functional groups.
· Developed the project goals and established milestones to help guide the team to success through the various stages of development.
· Balanced project and publisher needs to ensure quality and timely deliverables.
· Worked with the functional leads to establish strong and effective production pipelines.
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Director of Art Production: Airtight Games, Redmond, WA	1/2007 – 3/2009
Dark Void (PC, PS3, Xbox 360 using Unreal Engine 3)
· Helped establish a visual direction with the CCO, defined key visual features to reach that bar and messaged the vision to the team.
· Established base metrics for art content creation and trained the art team in next gen content creation techniques.
· Managed the concept team to deliver core concept pieces to help establish visual direction for the project.
· Collaborated with the tech team on the key visual features such as the AI and character animation state engine and drove their implementation and application throughout the preproduction phase for our first playable demo.
· Managed the art team through the concept, prototype and vertical slice phases for Dark Void.
· Established production pipelines to help prepare the team for the production phase.
· Researched, tested and secured outsourcing vendors for the project.
· Managed the art leads and mentored them in the management of their direct reports.
· Facilitated strong cross-team collaborative development by implementing a hybrid “Scrum” production mentality for the studio.

Art Director: Mad Doc Software, Andover, MA	5/2005 - 1/2007
The Element (PC, PS3, Xbox 360 using Unreal Engine 3)
· Established art direction for a next-gen, first person, squad based shooter for a multi-platform title and directed both internal and external concept artists in the development of tone and concept pieces to communicate the vision to the rest of the team and to the publisher.
· Recruited and trained the art team and led them through all phases of the product development cycle.
· Worked with the product planning team to establish the project budget, and collaborated with the PM to lay out the necessary schedules and milestone deliverables for the project duration.
· Collaborated with the dev team on the AI and character animation state engine and drove their implementation and application throughout the preproduction phase for our first playable demo.
· Led the team to deliver a high quality vertical slice that was instrumental in a 10% budget increase for the project.

Art Director: Microsoft (FASA Studios), Redmond, WA	6/2003 - 5/2005
SR - The Awakening (Xbox 360 using a proprietary engine)
· Unified two separate existing art teams to deliver next generation graphics and in-game visuals that set the standard of excellence for future first party titles at Microsoft.  
· Provided a clear vision for the art direction of the project, and directed both internal and external concept artists in the development of tone and concept pieces to communicate the vision to the rest of the team.  
· Worked directly with the writer to develop a game story that was well received both internally and externally.
· Developed a highly polished Technical Art Prototype that proved essential in getting the project ‘green-lit’, and was later presented to Bill Gates as an example of what can be achieved in the next generation of “High Definition” games at Microsoft.
· Collaborated with the dev team on a wide range of engine features and tools, including the animation state engine and custom shaders, and drove their implementation and application throughout the preproduction phase.
· Worked with the product planning team to establish the project budget, and collaborated with the PM and functional leads to lay out the necessary schedules and milestone deliverables.
· Managed and oversaw the work of 7 functional leads and a writer, with a focus on career development as well as improving their individual managerial and team leadership skills.
· Managed a team of 27 internal artists in the development of a Rolling Demo set to be unveiled at X05, combining the game play of the single player prototype with the tone, story, and high quality of graphics of the ‘green light’ presentation.

Art Director: Microsoft (Ironworks Studio), Redmond, WA	12/2000 – 6/2003
Crimson Skies High Road to Revenge (Xbox using a proprietary engine)
· Evaluated the production needs of the project and recruited necessary resources.
· Worked with the dev team to flesh out engine features and tools and drove the various teams on implementation and application.
· Developed a realistic budget for the project and delivered within budget, despite several project slips, by effective resource management.
· Created an art direction that supported the original IP while maintaining a wide audience appeal.
· Directed both internal and external artists to deliver content for the game and marketing material.
· Worked with the writer and our cinema lead to create a story that reviewed highly and delivered a unique and fun tone for the game.
· Produced multiple trailers and marketing materials for various industry events.
· Led the team through incredible challenges to deliver one of the most highly awarded and top rated games on Xbox to date.
· Winner, Best Graphics, IGN Xbox, January 2004.
· TechTV “Best Graphics 2003”.
· Winner, Best Graphics, Official Xbox Magazine, February 2004.

Technical Art Lead: Creative Assets (Consultant for Microsoft), Redmond, WA	1999 – 2000
Combat Flight Sim II (PC)
· Worked with the development team and art director to prototype a “virtual cockpit” system and trained the art team on implementation.
· Worked with the art director and development team to establish model and texture budgets and laid out the process for content creation.
· Drove the creation of the effects tool with the dev team and directed the content creation.
· Directed the efforts of a concept artist and musician and produced all cinemas for the game.
· Created aircraft, vehicles and other in game content as needed.

Art Lead: Creative Assets (Consultant for Microsoft), Redmond, WA	1998 – 1999
Flight Sim 2000 (PC)
· Prototyped a pre-rendered virtual cockpit system with the art director and the dev team and then led a team of artists to produce the content for the virtual cockpits.
· Created 3d content and textures, from aircraft to landmarks, as needed.
· Directed and produced the “What’s New in FS2000” video.



3D Artist: Creative Assets (Consultant for Microsoft), Redmond, WA	1997 – 1998
Combat Flight Sim (PC)
· Created 3d content and textures during the production cycle.
· Worked with two other technical artists to implement the damage and collision system by editing the code that defined the models.

Art Director: HBS International, Bellevue, WA	1995 - 1997
· Drove a unified advertising campaign to increase awareness and fortify our professional image within the industry.
· Designed and produced an award winning 110 page web site in less than 3 weeks. The web site drove over $100,000 in sales within the first week it went live.
· Designed and produced brochures and line cards for our various products.
· Designed ads for use in magazines and other publications.
· Designed and produced multimedia training materials and video presentations for trade shows and seminars.

Freelance Illustrator: Graf-X, Kirkland, WA	1986 - 1995
· Produced architectural illustrations for several architectural firms.
· Created print ads and illustrations for advertising firms.
· Produced 3d animations and other pre-rendered content for local media firms.

EDUCATION
Phoenix Institute of Technology, Phoenix, AZ	1985 – 1986
Certificate, Advanced Design and Production Art
Graduated with Dean’s Honor
