
Stephen Babb - VFX Artist  
 stephenbabb@live.com   
 
OBJECTIVE – To create incredible visual effects on an exciting project with likeminded 
and passionately talented people  
 
SKILL SET  

• Unreal 3 - Kismet/Advanced Material Editor and Cascade Techniques 
• 3dsMax 
• ZBrush  
• Photoshop  
• Illustrator  
• After Effects  
• Flash  
• UVLayout  
• CrazyBump  
• XNormal  
• Black Ink 
• SCRUM 
• Perforce 
• Test Track Pro 
• Hansoft 
• Team Management 

 
EXPERIENCE  
 
The Bureau: XCOM Declassified/ 2KMARIN  
VFX Artist - 10/2012 – Present 
My Responsibilities Included 

• VFX Team Lead from 10/2012 - Present  
• Managing VFX Team – Managing 3 VFX Artists/Milestone Deliverables 

/Feedback/Mentoring/1 on 1’s... 
• Direct Collaboration with NVidia to get PhysX Data on PC – Including studio 

visits. Also Created several of the Key PhysX VFX, most notably the Turbulence 
Field Ground Fog, Node Towers, Outsider Seeds, Mosaic, Disrupt Ability, and 
Scatter Ability 

• Studio Press Event VFX Presentations/Greet and Meet - Both National and 
International Presentations within the Studio 

• VFX Performance and Memory Budget Control  
• Creating Unique Agent/Enemy Abilities  
• Worked with Design, Programming, and Animation to Help Create Systems for our 

VFX Artists   
• Creating Compelling and Performance Friendly 

Environment/Proxy/Cinematic/Abilities/Weapon Effects 
• SCRUM - Played Key Role in Multiple SCRUM Teams 
• Bug Fixing/Managing VFX BIN/Tasks - Worked Closely with QA at all Stages of 

Development 
 
The Bureau: XCOM Declassified/ 2KMARIN  
Junior VFX Artist - 2/2011 – 9/2012 
My Responsibilities Included  

• Creating Unique Agent/Enemy Abilities 
• Creating Compelling and Performance Friendly  
• SCRUM - Played Key Role in 3 Separate SCRUM Teams at the same time During 

Production 
• Environment/Proxy/Cinematic/Abilities/Weapon Effects 
• Bug Fixing 

 
The Bureau: XCOM Declassified/ 2KMARIN  
VFX Artist Intern - 8/2010 – 1/2011 
My Responsibilities Included  

• Creating Compelling and Performance Friendly Environment/Proxy Effects 
• Bug Fixing 
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Bioshock2 & The Bureau: XCOM Declassified / 2KMARIN  
Senior Internal QA Analyst - 12/2008 – 8/2010 
My Responsibilities Included  

• Internal QA tasks  
• Smoketests/Build Testing  
• Single Player Testing  
• Multiplayer Testing  
• Unreal 2.5 and Unreal 3 Testing  
• Memory Allocation Data Collection for 360 & PS3  
• Training New QA Members  
• Creating 360 & PS3 ISO's for Internal & External QA Testers  
• Working Directly with the Development Team to Isolate & Resolve Outstanding 

Issues 
 
WESTWOOD COLLEGE  
Team Project Experience - Westwood Gameclub  
Modeler & Environmental Artist  
I have enjoyed being the Environmental Artist, Texture Artist, and Modeler in a few 
Gameclub projects. The games I have worked on are; Dirty, High-Noon, Boys vs. Girls, and 
IR The Zombeh.  
 
My Personal Responsibilities Included 

• Creating and preparing concept sketches 
• Creating assets from the concepts 
• Creating various assets for level designers 
• Delivering usable asset for use in UE3 

 
 
EDUCATION 
WestWood College  
CUM GPA: 3.823 
Degree: Bachelor of Science 
Degree Honors: Magna Cum Laude 
Course: Game Art & Design 
9 Dean’s List Certificates 
President’s List 
 
 
 
References upon request  
 
Recommendations - LinkedIn 
 

http://www.linkedin.com/profile/view?id=26558888&trk=nav_responsive_tab_profile�

