VICTOR KAM
#606-618 Abbott Street, Vancouver, B.C., V6B 0C1
Phone: (604) 377-6446
E-mail: victaa29@gmail.com
Portfolio:  http://www.novuscom.net/~vkam/
GAME CREDITS
	Bass Pro Shops: The Hunt – Trophy Showdown, XS Games

Need for Speed:  Undercover, Electronic Arts, Inc.
	2011
2008

	Major League Baseball 2K8:  Fantasy All-Stars, 2K Sports
	2008

	Full Auto 2: Battlelines, SEGA of America, Inc.
	2007

	Need for Speed: Carbon, Electronic Arts, Inc.
	2006

	Need for Speed: Most Wanted, Electronic Arts, Inc.
	2005

	Need for Speed Underground 2, Electronic Arts, Inc.
	2004

	Need for Speed Underground, Electronic Arts, Inc.
	2003


WORK EXPERIENCE

	Rabbit Hole Entertainment                                                                   Vancouver, BC
	2011

	Lead Environment Artist

	

	· Asset creation and level lighting
· 
	

	· Research and develop new tech for existing Wii game engine
	

	· Scope and manage timelines 

	

	
	

	United Front Games                                                                               Vancouver, BC
	2009-2011

	Senior World Artist
· Designing and creating underlying world layout for True Crime

· Responsible for considering memory budgets and pipeline requirements

· Documenting processes used for outsourcing LODs
	


	Electronic Arts Blackbox                                                                       Vancouver, BC
	2008-2009

	Lead Environment Road Artist
· Designed workshops to instruct new technology and pipeline processes

· Created schedules and timelines for upcoming milestones within the workgroup 

· Led a team of artists to design and create tracks

· Researched and developed new tools to be used by artists 

· Point of contact between artists and programmers
	


	Deep Fried Entertainment                                                                     Vancouver, BC                                                        


	2006-2007

	World Artist
· Brainstormed new IP’s and game play ideas to develop design documents

· Developed on handheld platforms Nintendo DS and PSP

· Conceptualized, modeled and textured various worlds and props
· Implemented and designed particles and animations
	


	Electronic Arts Blackbox                                                                       Vancouver, BC                                                 
	2003-2006

	World Artist
· Developed new tech by troubleshooting and testing different tools and documenting results

· Instructed and facilitated new world art tools via workshops

· Brainstormed with designers to create interesting game play moments

· Created roads and terrain

	


EDUCATION

	Art Institute (CDIS)                                                                                   Burnaby, BC                                                 
	2001-2003

	Electronic Game Art & Design Masters
· Courses included Game Design, Game Production, Level Editing Tools, Life Drawing
· Secured a position at EA before graduation
	


