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Producer, Creative Director and Multimedia Artist
3d, 2d and Fine arts

Animating, Modeling, Texturing, Lighting and Illustrating
Storyboards, Writing, Programming, Web Design, Graphic Design
Software:

3ds Max, Adobe (CS4) Photoshop, Premiere, After Effects, Encore, DreamWeaver, FLASH, SoundBooth, Softimage, Autocad, Excel, Word, Powerpoint, Project, CakeWalk, Anvil Studio, Sound Forge 

Professional Summary

Corey Comstock has been designing, illustrating and animating with computers and running projects for over two decades. Grounded with strong engineering experience, but sparked by creative artistry Corey directs, designs and animates in multimedia with a feel for appeal and entertainment, maintaining believability, dynamic accuracy and the “illusion of life”. 
As a Creative Director, Producer and Project Manager for several years, Mr. Comstock understands how to make a project run on schedule, within budget, define and maintain project vision, and effectively communicate with design teams and clients. He commands high expertise in the entire creative and technical process, providing invaluable mentoring, spearheading and troubleshooting capacity. 

He studied fine arts in college, as well as math, writing and music. He has been involved in multiple aspects of the creative side in all his projects, some of which have received world-class recognition, such as Shrek, the Lost World: Jurassic Park, and Heart of the Alien.
As a professional artist and designer, Corey has talent, expertise and experience in all aspects of CGI, drawing, painting, illustration, scripting, programming, game design, writing, storyboarding and web design.

His work has been published in GamePro, Gamefan, Game Players, VideoGames, and Electronic Gaming Monthly and the Web. 

His animations receive high praise from the trade critics:

"The animated sequences are so beautiful that you'll swear you're seeing a movie trailer, not a cut scene in a video game" (GamePro, September 1994),

"The most realistic and beautiful animation in a video game, ever" (EGM, August 1996)

"Incredibly sharp 3d animation...its remarkably detailed - though computer generated, it looks like live action video.... [His] designs are rivaled by no one in their capability to produce intricate and entertaining animation" (Strickly Slots, October 2001).

Employment History:

2009 - Present
ComstockArts.com
Title: Creative Director and Multimedia Artist
Duties: Writing, designing, directing, producing and consulting. 2d (traditional) and 3d modeling, textures, materials, lighting, with a focus on character animation. Post production compositing and special effects. Graphic design, web design and implementation. 


Software utilized: 3DS Max 2009, Adobe (CS4): Photoshop, Premiere, After Effects, Flash, Dreamweaver, Illustrator, Soundbooth, Encore, Anvil Studio 

Independent digital producer, director and artist with specialty in keyframed character animation. Ability to direct and create human and animal characters with pathos, believability and "appeal". Full body performance, facial expression and lip-sync, realistic and stylized. Cloth and fur. Storyboards, writing, illustration, staging, lighting, compositing, acting. Website design and implementation.  

Selected Projects:

Woody (and the Girl with the Pink Chainsaw)


Director and Artist: Corey Comstock

A short animated film with a tacit tribute to the classic Road Runner cartoons. A girl steps out from her cottage to take a pleasant springtime stroll, trips over a tree root, falls into a mud puddle, ruining her pretty outfit. She seeks revenge against Woody, the tree. HD quality with high resolution models utilizing dynamic cloth, fur, and post production enhancements. Many special effects, especially dynamic particle systems. Compressed with several different codecs and techniques for HD, Blu-Ray, and web streaming. Original music written and performed 


Appearances


Director and Artist: Corey Comstock

A short animated film with multiple characters and environments. Amber is awoken by horric noises. She runs outside to investigate, only to discover special surprises. HD quality with high resolution models utilizing dynamic cloth, fur, and post production enhancements. Compressed with several different codecs and techniques for HD, Blu-Ray, and web streaming. Original music written and performed.

Go Out and Play


Director and Artist: Corey Comstock

A short, animated film for Sesame Street depicting two children rejecting video games and TV for a day of playing outside with their imaginations running free. HD quality with high resolution models utilizing dynamic cloth, fur, and post production enhancements. Compressed with several different codecs and techniques for HD, Blu-Ray, and web streaming. Original music written and performed.
2006 - 2009
PACE (Pacific Advanced Civil Engineering)

Title: CGI Creative Director

Duties: Writing, designing, directing, CGI conceptualization, modeling and animation, Real World physics, engineering and architectural projects including land development, Trees and landscaping, characters (human and animal) photometric lighting, staging, compositing. Graphic design, web design and implementation.

Software utilized: 3DS MAX 2009, Autocad 2008, ADOBE: Photoshop,Premiere, After Effects, Encore, DreamWeaver, and FLASH, Excel, Word

CGI Creative Director and hands-on modeling and animation artist. Ability to direct and create accurate, animated visualizations from CAD drawings and sketches. Projects including work with storyboards, writing, illustration, staging, lighting, and compositing.   

Selected Projects:


Waveyard Surf Park


Client: Richard Mladick, Waveyard


CGI Creative Director: Corey Comstock

Duties include design, modeling and animating of future surf park which includes 12 foot surfing waves, a Canyoneering experience, Scuba Lagoon and Water Ski Lake, with surrounding shps and restaurants.


Santa Paula Water Reclamation Facility


Client: Brian Cullen, PERC


CGI Creative Director: Corey Comstock

Duties include design, modeling and animating of Water Reclamation facility including ponds and waterfalls, architectural offices and equipment yards and rooms. Modeled from design drawings.

2002 - 2006
Teknik Digital Arts
Title: Creative Director

Duties: Writing, designing, directing, 2d (traditional) and 3d, conceptualization, modeling and animation, characters and environment, lighting, staging, compositing, graphic design, web design and implementation

Software utilized: 3DS MAX 4, Photoshop, Autocad, Premiere, After Effects, Excel, Word

Digital director and artist with specialty in keyframed character animation. Ability to direct and create human and animal characters with pathos, believability and "appeal". Full body performance, facial expression and lip-sync, realistic and stylized. Storyboards, writing, illustration, staging, lighting, and compositing.   

Selected Projects:

AniDragons

Executive Producer: John Skeel


Director of Animation and Art: Corey Comstock

Duties include character design, stories and storyboards, art/animation direction and personal character creation and animation of maturing dragons (real-time characters of 4000 polygons, single skin, with complex animations). The project includes dragon infants with related puppy like personalities up through fully grown, adult dragons. Directing and producing, design, manage and produce assets within project budgets and deadlines, character modeling and animation, game design, and coordinating with developers.

Fear Factor: DELIrium
Producer: Corey Comstock
Game design, license coordination, and producing of the mobile puzzle game. Hands-on contribution to the bitmap style art. Coordination and promotion of product distribution to Verizon, T-mobile, Cingular and online website purchase and download 
1998 - 2002
ComstockArts.com
Title: Director, producer, animator, artist.

Duties: Writing, designing, directing, producing and consulting. 2d (traditional) and 3d modeling and character animation, lighting, staging, compositing. 


Software utilized:


SGI: Softimage

PC: 3D Studio (r4 & max 4), Photoshop, Autocad, Premiere, After Effects, Sonic Foundry, FLASH 5
Independent digital producer, director and artist with specialty in keyframed character animation. Ability to direct and create human and animal characters with pathos, believability and "appeal". Full body performance, facial expression and lip-sync, realistic or stylized. Storyboards, writing, illustration, staging, lighting, compositing, acting.   

Selected Projects:

Warpath: Jurassic Park


Client: DreamWorks SKG


Executive Producer: Steven Spielberg


Director of Animation: Corey Comstock


3rd party development team: Black Ops Entertainment

Game design, animation direction and personal character creation and animation of battling dinosaurs. Characters are 700 polygons, single skin, and real-time animation. The project includes many interactive, "contact"-type moves where the dinosaurs grapple, wrestle, and tear each other up. Duties include: Directing and producing, design, manage and produce assets within project budgets and deadlines, character modeling and animation, game design, and coordinating with developers.


Lego Alpha Team


Client: Digital Domain and Lego

Producer: Daniel Rismann
Character animation and animation direction and implementation of most of this product’s characters. Multiple unique personalities oriented characters both male and female walking, running, climbing, swimming and interacting with key elements in the environment.


The Good, the Bad, and the Money


Client: Aristocrat Technologies

Game and character design, modeling and animating of a "Spaghetti Western" style spoof for application in a casino gaming machine. Particle effects and special animations include an old engine train wreck and a Clint Eastwood 3d cartoon character.


Pelican Beach


Client: Aristocrat Technologies

Game design, character design and creation, storylines and storyboards, modeling and animating in 3d TOON style for a casino gaming machine. Bird characters include "Wally, the near-sighted pelican", "Lady Puffin", "Captain Kite", "Lord Plover" and "The Gourmet Gull".  

1997- 1998 Dreamworks Animation, Universal City, California



"Shrek"


       Animated Film


Producer: Jeffrey Katzenberg


Director: Kelly Asbury, Andrew Adamson

Title: Lead Animator


Duties: 3d modeling and character animation, visual development of "Shrek" the ogre.


Software utilized:


SGI: Softimage

PC: 3D Studio, Photoshop, Autocad, Animator Pro, Adobe Premiere  

Visual Development modeling, animating, lip-synching and performance animating to the voice of Chris Farley and Eddie Murphy. Duties included modeling, animating, contributing and character visual development of the main character, Shrek.

1995 - 1997 Dreamworks Interactive, Belair, California

Title: Lead Animator

Duties: Directing animation, 3d modeling and animation, coordination and design of animation/programming/final product pipeline. 


Software utilized:


SGI: Softimage

PC: 3D Studio, 3D Studio Max, Photoshop, Autocad, Animator Pro  

Selected Projects:


The Lost World: Jurassic Park (1996-97)


Executive producer: Steven Spielberg

Character Creation (modeling and animating) of all player characters. Contributed to state-of-the-art pioneering of morphing techniques and transitions to create the most responsive, yet visually realistic real time playable characters of any computer game to date. Characters include Compy, Dimorphedon, T-Rex, Velociraptor, and Humans.


Virtual Life (1995)


Producer: Alan Hartman


Director: Steven Spielberg


Writer: Nora Efron


Storyboard: David Lowery

Character creation (modeling and animating) of all characters in this real time 3D romantic comedy. Body and facial animation of people and animals. Interactive sequences, cinematic, and real time animation.

1993 - 1995 Interplay Productions, Irvine, California.

Title: Lead Artist


Duties: Writing, Storyboarding, 2d art and animation, 3d art and animation. 


Software utilized: 


SGI: Wavefront: Model, Dynamation, Kinemation, Preview, 3Design; Alias, 


       SoftImage: Model, Matter, Motion, Particle, Actor, Mental Ray


PC: 3D Studios, Autocad, Animator Pro, Animator Studios, Photoshop, Dpaint
Selected Projects:

 
Heart of the Alien (1993)

Stories, storyboards, and 2d animations designed to sequel the award winning "Out of this World". Rotoscoped action and developing storyline.

Stonekeep (1994)

Wavefront's Dynamation particle system utilized in creating magical special effects, alpha channel rendered and composited into video and 3d rendered art.
Professional Background Education

Mercer University, Macon, Georgia. 

Curriculum: coursework, fine arts, calculus, creative writing & literature. Activities: school illustrator (newspaper), popular cartoon strip (Hip Harry), Campus Police Dispatcher

Achievements: CLEP (College Level Examination Program) one-year's college credits.

Illustrator for City Newspaper (Macon Telegraph and News)

Lake Worth High School, Lake Worth, Florida

Curriculum: College Prep, Trigonometry, Chemistry, Art and music. Activities: Band Musician, School Illustrator (Newspaper, Literary magazine, yearbook), yearbook editor. Awards: Best Film, Lake Worth Artistic Scholarship, Honor Society, High Merit Award 

Publications

BioFilters, an Environmental Solution- Co-writer and illustrator. 1991 article: Landscape Architect and Specifier

Profile of an AEC Firm- Writer and Artist- 1988 article Cadence

Hip Harry Makes Waves- writer and artist- 1981 cartoon book

Hip Harry- writer and artist- 1980 cartoon book

Tradewinds- Editor, layout designer and illustrator- 1975 yearbook
