Joshuah Kusnerz

3434 Geary Blvd apt 12 San Francisco CA 94418

Cell phone: 415-202-3313

Email: kusnerz@yahoo.com
Website: www.hangingbunnyproductions.com
Objective:  
To create high quality art and levels for your project!
Skills:
After Effects, BodyPaint 3D, Corel Painter X, CrazyBump, Dreamweaver, Headus UVLayout, Flash, Illustrator, ImageReady, 3ds Max, Maya, Mesh Lab, Modo, Photoshop, Zbrush 3.1, and xNormal, 3D Gamestudio A7, the Hammer Engine, Ogre, Unity, Unity Javascript, UDK, and UnrealScript.
Work History: 06/2011 to 08/2011   Digital Media Academy, Palo Alto, CA

Lead Instructor for the Level Design, Advanced Level Design and Character Design classes with the Unreal 3 engine.  Lead Instructor for Game Creation with Unity for I-device/web development classes. I created new curriculum, program scripts and 3D assets for instructors to utilize in their classes.   Instructed students in the use of Maya, Photoshop, Unity, UDK, and Zbrush.  Guided the students through the construction and design of game levels and characters from planning to final product.

09/2010 to 06/2011  EmSense, San Francisco, CA

Lead Designer and Lead 3D artist for real-time web based simulations.  I was responsible for modeling and texturing both high and low resolution realistic products to scale.  Focus was on maintaining exact measurements and photo-real textures.  I also was responsible for designing and scripting simulations in a 3D environment with a focus on ease of use and communication with external web based Javascript.  I was responsible for a team of four other outsourced artists.  I assigned tasks, collected and tracked both assets and textures.  I facilitated communication between the Producers and the artists.  
01/2010 to 08/2010   Digital Media Academy, Palo Alto, CA

Lead Instructor for the Level Design, Advanced Level Design and Character Design classes with the Unreal 3 engine.  Lead Instructor for Game Creation with Unity for I-device/web development classes. I created curriculum, program scripts and 3D assets for instructors to utilize in their classes.   Instructed students in the use of Maya, Max, Photoshop, Unity, Unreal 3, and Zbrush.  Guided the students through the construction of game levels and characters from planning to final product.

10/2009 to 12/2009, 03/2010-05/2010  Mondo Studios, San Francisco, CA

Level Designer of 20 levels for an I-Phone puzzle game and 40 levels for a Facebook puzzle game.  Worked with a team to ensure the game met client goals and artistic vision with consideration for playability for a wide range of puzzles. 



07/2009 to 08/2009    Digital Media Academy, Palo Alto, CA



Instructor for the Level Design, Advanced Level Design and Character Design classes.

Instructed students in the use of Maya, Max, Photoshop, Unreal 3, and Zbrush.  Guided the students through the construction of  game levels and characters from planning to final product.



05/2009 to 07/2009 Mondo Studios, San Francisco, CA



Level Designer of 20 levels for an in-browser flash game on Facebook.  Worked with a 


team to ensure the game met client goals and artistic vision with consideration for 


playability and ease of use for a wide range of end users. 



12/2007 to 01/2009 Stanford University, Palo Alto, CA



Lead Art Intern for the Virtual Worlds project.  Responsibilities include 



modeling, texturing, level designing and world building.  I facilitated training of 



the other interns in the use of 3ds Max and specific requirements for the engine.


06/2008 to 09/2008    Digital Media Academy, Palo Alto, CA



Instructor for the Level Design, Character Design, and Game Modding classes.

Instructed students in the use of Maya, Max, Photoshop, Unreal 3, and Zbrush.  Guided the students through the construction of  game levels and characters from planning to final product.



06/2007 to 08/2008    The Art Institute of California San Francisco
Tutor for Game Art Design, Animation, and Graphics Design.  

Teaching Assistant for Level Design:  Assisted students with core educational concepts and problem solving.  

Instructed Life Drawing workshops for six months assisting students with observational and anatomical drawing techniques.

  Education:   The Art Institute of California-San Francisco, San Francisco, CA


Graduated, Bachelors of Science in Game Art and Design, March 2009

