Erik Jakobsen

Lead Environment Artist

6016 West 74th Street

Los Angeles, CA 90045

310.308.4440 - erikjakobsen@sbcglobal.net – www.erikjakobsen.com

EXPERIENCE

TURTLEROCK STUDIOS



Lake Forest, CA
03/2010-Present

Left 4 Dead DLC




XBOX360 and PC

Senior Environment Artist

· General Art direction and Lighting polish for levels.  Concept and in game editor.

PANDEMIC STUDIOS




Westwood, CA
06/2005-11/2009

The Saboteur, 6 December 2009


PS3, XBOX360 and PC

Lead Environment Artist

· Oversee layout and quality of 5 x 5 km game space that spans many distinct environments(countryside, Paris, Germany, coast) and unique interiors.

· Lighting for most of the world exteriors, interiors and cinematics.

· Worked with a graphics programmer to direct, design and create all Will To Fight look, lighting and effects (sky, lighting, clouds, design implementation, zone layout, full screen blood effect, etc.).  We won the E3 2009 Award for 'Best Art Design' for 360.

· Direct look and create all terrain textures/scrub.

· Fine tune and modify all textures/shaders to be consistent with the world and lighting (needed to work with value to 'read' in both color and black and white).

· Manage a team of 13 Worldbuilders (at our peak) including review process.

· Design, model, texture and test assets for new editor tech to work out pipeline, look and quality bar.  This includes roads, walls, terrain, rivers, building modules, etc.

· Work with concept to take gray box linear sections of the world and flesh it out for design.

· Create documentation for level layout, lighting, module creating, etc.

· Work out compromise between project Leads as well as liaison between Art and Design.  This includes creating concept, documentation and 2D maps.

· Schedule my own team which was always on time and sometimes ahead of the other departments.

INXILE ENTERTAINMENT



Newport Beach, CA
02/2003-06/2005

The Bard's Tale, Fall 2004



PS2 and XBOX

Senior Environment Artist

· Design and create over 60% of the levels.  This included concept, modeling, texturing, lighting, layout, animating and FX for environments.

· Design and create the FX for a few of the spells.

GRAY MATTER




Santa Monica, CA
10/2002-02/2003

Trinity (canceled)




PC

Artist

· Create props, weapons and level textures.

· Some concept work to help flesh out levels.

TREMOR ENTERTAINMENT



Burbank, CA

2000-10/2002

The Unseen  (canceled)



XBOX 

Environment Artist

· Modeling, texturing, lighting, animated objects, FX systems for environments

· Collaborating with designers to help flesh out layout and gameplay for levels

EDUCATION

COGSWELL POLYTECHNICAL COLLEGE 

Sunnyvale, CA

2000

B.A. Computer and Video Imaging - Game Design  summa cum laude

Erik Jakobsen

6016 West 74th Street

Los Angeles, CA 90045

erikjakobsen@sbcglobal.net

310.308.4440

References

Karen Gifford

Lead HR
310-562-8216 

Lori Pettlon

Senior HR
310-210-8197 

Chris Hunt

Art Director
310-863-6975

Garrett Pence

Worldbuilder
530-680-0527

Recommendations

“Erik has all the qualities you are looking for in a lead. He trust people to do their job and give you the leeway you need to do your best. At the same time, he know what the environments need to take them to the next level and understands the technical and production side of things so as not to create situations where time is wasted. He is highly efficient, creative, and talented, but more importantly I think, he is highly effective in bringing artist and programmers together to do great work. You couldn't ask for a more affable guy to work with.” 

-Bryan Norton (Concept Artist)

“Erik is a fantastic lead, able to successfully blend the right amount of authority and friendship that most cannot maintain throughout a project. He always managed to keep us busy without overwhelming us, and kept the worldbuilding team way out in front of the project schedule. He's always there to hear a grievance and follows through with the rest of the team if he feels his team is being mistreated. I would gladly work for Erik again and any company would be lucky to have him on their team.” 

- Manny Vega (Worldbuilder)

“Erik was an amazing lead. He is especially effective at being a trusting, encouraging leader who always is open for suggestions and does not over manage. He is excellent at knowing peoples strengths and weaknesses and sets people up to succeed. I appreciate how he shielded his team from outside influences keeping us focused at the monumental tasks at hand of building an open world game. I can’t imagine The Saboteur being half the game it is without him. I can’t recommend him enough.” 

-Mia Fox (WorldBuilder)

