Rob Galanakis

1325 St Stanislaws Dr., Austin, TX, 78748
516.680.1603

rob.galanakis@gmail.com
www.robg3d.com

TECHNICAL SKILLS
·      C#, MAXScript, 3ds Max, PuppetShop, python, Character Studio/Biped, 
HLSL, Photoshop

EXPERIENCE


Senior TechnicalArtist – BioWare Austin


www.bioware.com
April 2008 – Present


Star Wars: The Old Republic
o
Responsible for design and implementation of most of the asset pipeline used across content teams.
o
Created and maintained animation content pipeline, including tool suites, PuppetShop augmentations, skinning pipeline, and rigging (both tools and actual rigging).
o
Oversaw and directed the game-side animation pipeline (state tree compiling, data management systems). 
o
Developed tools and systems to manage character work and appearance/character customization system.
o
All development done primarily in C#, other programs (3ds Max, python, morpheme) hooked into C# libraries.

Technical Artist – Radiant Machine


www.radiantmachine.com
Sep 2007 – Feb 2008


Dungeons and Dragons Insider

o
Created and maintain content pipeline, including writing 3dsmax tools and exporters

o
Worked with graphics programmer in implementing shader and material pipelines

o
Character rigging and binding

o
Provided tools and R&D for the team of artists


Contract Artist - ClickBOOM


www.clickboom.com
June 2007 – March 2008
o
Responsible for modeling, UVing, and texturing low resolution architectural landmark buildings
EDUCATION


Pratt Institute – BFA, Digital Arts
September 2003 – May 2007

o
President's List 7 of 8 semesters

o
Graduated with Honors

o
School of Architecture  September 2003 - December 2004

o
School of Art and Design (Digital Arts)  January 2005 - May 2007
HONORS

GDC 2010 Speaker:  The Old Republic’s Object Model Pipeline


GDC 2009 Panel Member: Tech Art Techniques


2007 nVIDIA Shade Your World 3rd Place Winner
