	1515 E 2nd Ave

Spokane, WA 99202
	Phone: (509) 590-7530

Email: jeremiah@webjdc.net

Webpages: www.webjdc.net www.rhinomangraphics.com


Jeremiah D. Castro

Objective:


Seeking a position in the game industry to work in a team environment, creating high quality 3d graphics and textures, for the purpose of designing a creative video game.

Education:


September 2003 – 2007
ITT Technical Institute
Spokane, WA



A.A.S in Information Technology – Multimedia



B.S. in Digital Entertainment and Game Design

· Graduated with Honors

Game Design Skills:

· Model characters from concept art

· Produce original and unique models

· Create outstanding and seamless textures

· Unwrap models and texture them

· 2+ years if industry experience working in QA

· Experience in the following applications:

· Adobe Photoshop

· 3D Studio Max

· Torque Game Engine

· Cartography Shop

Related Experience:

December 2008 – Present

Smerc Design


Spokane, WA



Quality Assurance Game Tester

· Comprehensively tested and verified interactive applications, as well as working in a small to medium sized team following test plans.

Auguest 2007 – October 2008

Cyan Worlds / Cyantest
Mead, WA



Quality Control Game Tester

· Followed scripted game test plans designed to identify bugs, or defects, in games. Used my analytical abilities to comprehensively test products. 

March 2006 – Current

Group Photographer’s Association
Spokane, WA



Photoshop Tracer/Tech

· Using Photoshop to carefully and precisely ‘trace’ digital photographs, secluding a model or an object from the background, and removing any unwanted distractions.

September 2003 – Current

Endeavor/ITT Tech
Spokane, WA



3D Artist/Student

· As a group effort my class created a video game using the Torque game engine.  The game, Gulo, involves an epic story, compelling characters, great graphics and stunning levels.  Mastered textures and modeling, but can handle level design and animation as well.

