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The Resume of Bob Cook
Contact

Bob Cook

Bob Cook Illustration

Austin, Texas 78737

512 496 8676

bcook972001@yahoo.com
WWW.BOBCOOK.COM
I am currently a freelance artist and sole proprietor of Bob Cook Illustration.  
The purpose of this document is to seek further employment in the free lance and contract realm.
I specialize in Painting Drawing and Concept art in the digital and traditional mediums but am very knowledgeable of 3d programs having experience in all three of the major programs used in the game industry.

Education:

A.A. in art McClennan Community College

Attended University of Texas

Attended Austin Community College

Shows and Awards:
3rd place painting division, National Arts Week Competition, City of Austin, 1986

1st place painting division, National Arts Week Competition, City of Austin, 1987

1st place Peoples Choice Award, Brownsville International Art Competition 1988
Peoples Choice Award, Brownsville International Art Competition 1989

Group Show Hyde Pak Bar and Grill, Summer 1989

One person show, Paradise Restaurant, Spring, 1990

Commissioned Paintings
1990 The Cheat:  3 ft X 4ft acrylic airbrush Portrait.  Commissioned as advertising and trademark for Richard Turner and his show as a card shark.
1993 The White Fish and Grey Squirrel: 3 ft X 4 ft acrylic air brush painting on canvas. Commissioned by Electronic Arts for their Origin Building in Austin Texas
1994 Dracula’s Castle:  3 ft X 4ft acrylic air brush painting purchased by Richard Garriott of Origin Systems.
1997 Dragon’s Keep:  3ft X 4ft acrylic air brush painting.  Purchased by Game Programmer Jason Elly.
Employment History:
1990 to 1995:  Origin Systems Inc.  (Became a division of Electronic Arts)
Position: Artist
Projects worked on:

"Ultima VII, The Black Gate"(Tile Style backgrounds)
Programs used: Dpaint animator

"Ultima VII, mission disk, Forge of Virtue"(Tile Style backgrounds)
Programs used: Dpaint animator

"Ultima VII ½ , The Serpent Isle"(Tile Style backgrounds)
Programs used: Dpaint animator

"Ultima VII « mission disk, The Silver Seed"(Tile Style backgrounds)
Programs used: Dpaint animator

"Ultima VIII, Pagan" (Lead artist)(Tile Style backgrounds) program used was Dpaint animator

In all of the projects above, I designed and created almost all of the background art.

"Bioforge" (3d models, characters, creatures, machines and structures. Texture creation and level building as well as cinematics)  Program used was 3d studio and Auto Desk Animator.
"Son of Bioforge" working title(3d models, characters, creatures, machines and structures. Texture creation and mapping.)
Programs used: 3dstudio4, Auto Desk Animator
Firestorm Productions Inc: 1995 to 1997 

Position: Artist
Projects worked on:

"Galactic Mirage"; (Lead artist for buildings, ships and installations)
Programs used: 3dstudio 4 and 3dstudio Max, Adobe PhotoShop, Painter.

"Above and Below"(Story boarding and design)
Media used: Pen and Ink

"Medieval Science vs. Magic" (Conceptual design)
Media used: Pen and Ink

Pop Inc. (June 1997 to October 1997)
Posistion: Free Lance Artist
Construction of medical web site 
(Medical drawings and construction of Web Page Art)
Programs used: Painter, Photoshop
Human Code Productions; 1999

Position: Freelance Artist
Production paintings for game, 2-dimensional work:  Concept work for levels yet to be developed for Demonstration of game.
Program used: Painter
Microprose Inc: 1997 to 1998. 

Position: Artist (Highest Rated Employee at Studio)
Projects worked on.


"Agents of Justice"(Tile style background art)
Programs used: Adobe PhotoShop, painter


"Civilization III"(Tile style background art)
Programs used: Adobe PhotoShop, Painter
CDI Enterprises; 1999

Position: Freelance Artist
Completed photography and illustration sequences for sports training manual.

Retro Studio; Feb 1999 to Feb, 2001

Position: 3d and Conceptual Artist
Projects worked on:


"Rune Blade" Working Title (Building and texturing of Game levels, texture map creation)
Programs used: Maya, Painter, Photoshop.


Concept paintings. (Creation of creature concept paintings)
programs used: Painter, Photoshop.


Football game unnamed, (Building and texturing of football realistic lookig
stadiums from photo reference.
programs used: Maya, Photoshop.

Acclaim Studios; March, 2001 to May, 2002

Position: 3d and Conceptual Artist
Projects worked on:


"Vexx" (Building and texturing of Game levels, texture map creation)
Programs used: 3D Studio Max, Painter, Photoshop.


Concept paintings. (Creation of level concept paintings)
programs used: Painter, Photoshop.
Super Happy Fun Fun; July, 2002

Position: Freelance Artist

Built and laid out UVs for Walking Dozer.
Program used, 3dstudio Max

TAHM Enterprises (2003-2004)
Position: Freelance Artist
THAM Enterprises is run by Tim Hallmark who creates exercise machines and is know for being a strength trainer for professional athletes such as Evander Hollyfield


Built figure and abdominal exercise bench in Maya as well as the figure used in the animations. Laid out UV's textured and animated figure using the bench in
a series of exercises to be used for sales pitch to gyms.
Laid out poster with series of still shots of figure using
the bench for instruction sheet on how to use bench
Programs used: Maya, Photoshop, Painter, and Premier.
Steel Penny Games (2007-2009)
Position:   Free Lance Concept Artist

Projects Worked on:
“Bruiser and Scratch” Concept paintings for levels.
Magic game unnamed, Concept paintings of characters and creatures for the game.

FinFatale (2008)

Position Free Lance commission
Creation of Logo and emblem for company being formed for guide service

Recommendations from Billy Cain and Bob Cooksey, both long time game developers can be seen on Linkedin.com.  Go here to see profile and recommendations. http://www.linkedin.com/profile?viewProfile=&key=1114037&trk=tab_pro
