Jimmy Johansson
Technical Art Director


Summary
Extensive programming experience: C#, Python (PyMel, PyQt), MaxScript, C++.
Software experience: Unity, CryEngine, FrostBite, Maya, 3dsMax, Photoshop, Perforce, Git (and much more).
Good leadership, teaching and communication skills.
years of experience with tools graphical pipeline enhancing.
Experienced in foreseeing challenges and bottlenecks and very proactive in problem solving these.
Swedish: Native, English: Excellent, Spanish: Conversational


Related Experience
2023
Technical Art Director Niantic Labs  July 2018- July 2023
Marvel world of heroes
Lead the Tech Art team, animation programming, character system optimization. 
Various AR and Meta MR projects 
Maya and Unity tools, shaders, animation programming and prototyping 
2018
Technical Art Director, Seismic Games December 2016-July 2018

Blade Runner Revelations VR
Maya and Unity Tools, animation system extending MecAnim, facial GPU skinning, game code and CPU/GPU optimization 

MTG Spellslingers.
Maya and Unity Tools, Animation programming, VFX and shaders
2016
 
Sr Technical Artist, Grue Games, Aug 2016 – December 2016
Interactive VR movies and games for Daydream / Oculus / PS4 using Unity, including prototyping, tools coding and game coding.
VR prototyping animation, coding for GVR and Unity VR, Profiling and optimization


Sr Technical Artist, Activision / Beachhead, May 2015 – June 2016
Skylander Battlecast (iOS / Android) 

Content Managing, asset bundles for multiple configurations, profiling, animation programming, Maya tools for skinning and export, 
Several Asset management tools including major NGUI Improvements. 

2014

Sr Technical Artist, Electronic Arts / Ghost, May 2013 – July 2014 
Need for Speed – Rivals (Gen3/Gen4 Console)
Content managing: 
· Improving, fixing and cleaning game assets
· Level Editing and optimizing
· Technical art directions
· Level Profiling for Gen3 and Gen4 consoles
Tool and pipeline:
· Implemented Houdini support into Frostbite  (C++)
· Texture Asset manager in Frostbite (Python)
· Maya tool script (PyMel)
Using this and more:
· Frostbite, Python, C++ / Visual Studio, Maya, PyMel, Photoshop

2013
Technical Artist / Programmer, Mindark PE AB, 1999 – May 2013
Entropia Universe
· Character visualization programming - render, animation- character customization, texture
· Managing and tutoring teams across the world (US, Thailand, Mexico and Singapore)
· Asset pipeline Tools - MaxSDK, MaxScript and CryEngine.

Technical Artist / Programmer, Ilunova, Mexico 2008 and 2010 (1.5 years) 
Entropia Universe
· Organizing the artist team work-flow, tutoring and art directions, C++ programming 


1999
Multimedia teacher, Hogia, 1998-1999
Teaching 3d modeling, photo / sound editing and multimedia composition.

3d studio MAX teacher, Adepticon, 1998
Teaching modeling, texturing and animation using 3dsMax
 

Education

Virtual Reality Education - hosted by Prosolvia until 1999
Modeling and RT rendering education in SGI Unix environment
1998
Hogia 3d/multimedia education 6 months until 1998
Modeling, texturing and animation and multimedia production using
Photoshop, Macromedia, Real 3d and Soundforge
1997
Technical gymnasium 3 years until 1990 - 1993








