Kevin Scharff
310.990.2107 ( 13959 Huston St, Sherman Oaks, CA 91423 ( kscharff@gmail.com  ( www.linkedin.com/kevinscharff
Professional Experience

 Spark Unlimited, Sherman Oaks, CA





             2002 - Present
Lead Producer – Lost Planet 3 (360, PS3, PC)       





 (2010 - Present)
( Staff and supervise a team from a core leadership group of 6 in concept development to 100+ developers, contractors and support staff in full production.

( Manage relationship with Capcom regarding development, schedule, budget, and marketing. 

    ( Partner with the project game director in the creation, execution and delivery of game content.
( Promote project on behalf of studio and partners, including talks at SIGGRAPH 2012 and NYCC 2012.
( Create and manage the schedule to account for headcount, budget, and resource allocations.  

    ( Lead the development team through multiple Greenlight submissions and publisher reviews
( Guide external development production requirements, from outsourcing to vendor partnerships.
( Cultivate career development strategies for production team over the course of the project. 
Development Director – Various Projects (consoles, PC, casual, mobile)        

(2009 - 2011)
( Designed and developed production blueprint, pipelines, and related core technologies for the company, including production applications, middleware and toolsets. 

( Supervised development across major technological and creative disciplines for projects with team sizes ranging from small 2-person project teams to growing full scale AAA productions.

( Coordinated with executive studio management and external publishing partners to instill a successful development production pathway.  
( Oversaw project management and risk mitigation, production resourcing, scheduling and planning for projects ranging from Unreal 3 Engine console (PS3, Xbox360) to iPhone/iPad development.   
· Oversee production budget and contractual milestone schedules.  

· Integrated and directed Agile/Scrum project management practices during pre-production. 

· Shifted pre-production emphasis to more in-game results driven environment in delivering early stage game prototypes and vertical slice development for larger projects.
(  Reshaped studio environment into a more flexible and scalable production methodologies.

· Established direct relationships with a strong roster of consultants, contractors, concept artists, outsourcing vendors and motion capture facilities.  

· Implemented outsourcing pipelines into studio production development in completing a vertical slice of the game, and coordinated vendors across a multitude of time zones.   Content created ranges from concept to completed game-engine compatible deliverables.   

· Reorganized internal team structures to accommodate scale-driven strategy to address ebb and flows of production cycles.
  Animation Director - Legendary (360, PS3, PC)





(2005 - 2008)
( Responsible for animation direction, pipelines, and related tools for the company and its productions, including production applications, middleware and toolsets.  

( Directed animation production for 1st person shooter, original IP development.   Supervised character animation for a large range of character and creature types and skeletons and directed all cinematic sequences from storyboard to final render.
( Spearheaded animation system development for unique “safari” multiplayer mode. 

( Managed and mentored over 10 animators- responsible for staffing of animation department and all animation-related project management, including character and rigging construction.  
( Early advocate of integrating agile development practices into production environment, including scrum-certified methodologies.   
  Lead Animator - Call of Duty: Finest Hour (PS2, XBOX, NGC)



 (2002 - 2004)
( Managed a team of 9 animators, including scheduling, creative feedback and content creation. 

( Developed sophisticated integration pipeline for scenes and artificial intelligence implementation.

( Worked closely with other production leads to plan and implement animations into the game.
Imagi Animation Studios, Sherman Oaks, CA





  2008 - 2009
Layout Artist – Astroboy (October 2009)






( Credited Final Layout Artist on animated CG feature Astroboy for theatrical release.
( Worked with Director of Photography and Layout Supervisor to create final framed compositions.

( Recommended and established workflow efficiency tools to expedite existing layout process in logistically complex international production environment.

 Electronic Arts, Los Angeles, CA






  2001 - 2002
  Lead Animator – Medal of Honor: Frontline (XBOX, NGC); Medal of Honor: Rising Sun (preproduction)
( Developed animation blueprint, provided pipeline and tool evaluation during preproduction.

( Managed and supervised animation for port titles and unique 4-player multiplayer mode for XBOX.

  Animator – Medal of Honor: Frontline (PS2)
 




( Developed significant portion of character animations, and maintained complex asset lists

( Planned and animated 50 percent of the animations for the opening sequence of the D-Day invasion.




 Nueart Pictures, Montrose, CA






 1998 - 2000
  Artist/Animator – Aerotroopers        



 


( Core member of a start-up entity to create independently financed CG animated film.
( Required strong individual initiative to take assigned shots from storyboard to rendered frames.

( Modeled, textured, rigged, animated characters and FX, lit, and composited scenes.

 UCLA, School of Theater, Film & TV, Los Angeles, CA




               1998
  Instructor  - The Digital Revolution







( Created and taught curriculum for undergraduate/graduate class on the impact of digital media.

( Prepared presentations, designed production projects, and conducted seminar-style classes.

 Modern Videofilm, Burbank, CA






  1997 - 1998
  3D Visual Effects Artist







( Modeling, texturing, animation, dynamics and particle simulations.

( Credits include: Sabrina the Teenage Witch, Three, Power Rangers, Ghosts of Fear Street, Heatwave.

( Live-action integration, camera match-moving/tracking, photo-realistic rendering for broadcast. 

Software

Management Tools: Hansoft • Shotgun • MS Project • Excel • Visio 

Production Tools: Maya • 3DS Max • Photoshop • Premiere • After Effects • Flint • Combustion

Middleware/Engine Tools: Unreal Engine 3, Kynapse, Scaleform, Speedtree, Bink

Education

UCLA, School of Theater, Film and Television, Los Angeles, CA



  1995 - 1997
Master of Arts, Film Studies, training at the UCLA Animation Workshop
Hebrew University, Jerusalem, Israel






   1994 - 1995
Raoul Wallenberg Scholar, Graduate Studies in Political Leadership





Georgetown University, College of Arts and Sciences, Washington, DC


   1990 - 1994
Bachelor of Arts, Government/English, Magna Cum Laude






Speaking Engagements

Panelist, "Lost Planet 3: Bringing a Frozen World to Life," New York Comic-Con 2012 
Speaker, "Crafting the Narrative of Lost Planet 3," Autodesk Booth, SIGGRAPH 2012 
Panelist, “What is Scrum,” Convergence Technology Council, 2010 

Panelist, “The Role of Middleware in Game Development: Today and Tomorrow,” GDC San Francisco, 2010

Panelist, “Autodesk Middleware E3 Forum,” Electronic Entertainment Expo, Los Angeles, 2009
References & Materials Available Upon Request
