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Tel: +34 697246675 Email: snoche69@gmail.com
25+ Years of Experience | Unity & Unreal Engine Expert | AI Workflow Specialist
PROFILE

Versatile Technical Art Director with over 25 years of experience bridging the gap between cutting-edge visual ambition and technical execution. A veteran leader who has scaled technical art departments at world-class studios, including Microsoft (Lionhead) and Electronic Arts (Criterion), while delivering high-profile titles across AAA console, mobile, and XR platforms.

Core Pillars of Expertise:	

  Strategic Leadership: Proven track record in building and mentoring high-performing TA, ART and VFX teams, defining 3-year roadmaps, and managing hiring and departmental growth.
  Next-Gen Pipelines & AI: Pioneer in developing innovative AI-driven tools (e.g., automated skydome generation, 3D asset creations) and streamlining workflows for Unity and Unreal Engine to optimize modern production cycles.
  XR & Mobile Specialist: Deep expertise in the unique constraints of VR, AR, and Mobile; specialized in profiling, performance optimization, and developing custom VFX and ubershaders for Quest and other mobile platforms.
  VFX & Technical Graphics: Expert in authoring complex shaders (HLSL), custom mesh tools, and high-end visual effects while maintaining strict performance budgets and stable kiosk/engine uptimes.
  Cross-Discipline Collaboration: Skilled at acting as the vital link between Art, Engineering, and Production to ensure technical graphics requirements meet the highest visual standards

PROFESSIONAL EXPERIENCE:
[bookmark: _Hlk224006953]
TECHNICAL ART DIRECTOR  
Artistico  (remote)				                  		        			       January 25 – Current
· Rapidly conceptualizing and developing high-fidelity game prototypes and technical pitches to secure stakeholder buy-in and define project vision
Interactive Science Exhibit, Museum of Science (Saudi Arabia)
· Led art/tech direction in partnership with a Lead Programmer, from concept to on-site deployment on 52" museum displays.
· Designed the visual system for the periodic table and element-merging into compounds; authored custom shaders, meshes, and VFX.
· Set performance targets and budgets; profiled & optimized assets/effects for smooth, reliable kiosk uptime

PRINCIPLE TECHNICAL ARTIST 
XR Workout (remote)							                                                            July 24 –January25
Head of Art 
· AI-driven tool development, automating Skydome environment generation from prompts and ref images. 
· Led the creation of VR assets, including new animations and VFX, improving the visual quality and user engagement in the VR app.
· Developed and optimized Unity Editor tools
· Adapted existing code for the new Cue system, ensuring seamless integration and improved performance.

TECHNICAL ART DIRECTOR 
FitXR  (remote)					                  				           November 20 – December 23
Technical Art director
· Creating a 3-year plan (3yp) and 1-year plan (1yp) for the Technical Art department.
· Establishing animation pipelines and developing art roadmaps.
· Developing various Visual Effects (VFX) and shaders for multiple projects.
· Conducting research and creating prototypes for Virtual Reality (VR) applications.
· Estimating and planning timelines for art development.
· Developing VR tools to enhance debugging and navigation in VR environments.
· Investigating new possibilities for VR Avatars, Vulkan, and dynamic environments.
· Engaging in Proof of Concept (POC) discussions with the Unity team about roadmaps and technical graphics requirements in VR.
· Focusing on the optimization and performance profiling of the game.
· Collaborating with the Creative Director to develop Art direction and documentation.
· Building and leading a team of technical artists and VFX artists.
· Acting as the hiring manager for the technical art team.


SENIOR TECHNICAL ARTIST
Immerse VR (remote)					                 	        				 April 20 – April 21
· Upgrading the project to use the latest Unity technology: Universal Render Pipeline, Vulkan, and post-processing for Quest.
· Making VFX and custom Ubershaders for artist
· Support for Transition in all objects and scenes
· Animate transitions and timelines for FX
· Profiling and performance optimizations for Facebook project and Nespresso 
· Layout design and modeling of couple of hospital rooms for another project

DigiFarm (remote)								        	 	   	April 20 – April 20
· Contract work for making a realistic terrain and match Glensaugh forest in a a VR project using Unreal 4
· High quality Terrain, foliage, paths, custom Sycamore tree, lighting

HEAD OF TECHNICAL ART / VFX 
Rossie Reality (remote)								        	   	          January 18 – April 20
· I was responsible of pipelines and workflows to make high quality short films using Unity HDRP
· High quality Ubershaders, tools, documentation, making videos.
· Making FX, Shaders, pipelines for AR games
· Making Intros and transitions FX
· Making Unity, photoshop and Maya tools 
· Profiling, Performance and optimizations for mobile devices


HEAD OF TECHNICAL ART
SpatialFlow (remote)								        	    	 February 18 – August 18 
· Designing and developing tools for a digital car instrument cluster using Unreal 4
· Making blueprints, master materials and example designs to ease the car dashboards creation for cars manufacturers
· Making 3D Content and Shaders to work with Augmented Reality and VR
· Making UI designs and styles for the simulator
· Making Test Driving Levels for prototype in house tech
· Lighting and setting post process levels for final look

SENIOR TECHNICAL ARTIST / LEAD VFX ARTIST
FoxCub Games (remote)							                            December 16- February 18
· Working with our art director on look and style of 3D environments and VFX
· Making 3D environments, lighting and creating VFX content for all themes of the game
· Working with Lead developer to ensure best practice and specific rendering techniques and efficient workflows for artist
· Made tools for Maya to help artist to export animations and assets into Unity
· Made Unity tools to improve the FX style 
· Profiling and optimization of the game on different platforms to ensure a good fps and detect bottlenecks on GPU
· Technical support for animators and VFX artist on the studio


CREATIVE DIRECTOR
Freelance											      June 16- December 16
· Give creative vision and made a photorealistic 3D illustration using photogrammetry, Voxelization, modeling and rendering technics. This illustration was used for a cover book and shown in different expositions. (Digital Archaeology, London based client)
· Designed and made the Main UI for a mobile drone app (Hotgen Ltd, London based client)

SENIOR TECHNICAL ARTIST / TECHNICAL ART DIRECTOR
Microsoft, (Lionhead Studios), UK								          April 12- June 2016
· Made a tool that allows to launch the game with different options or with flythroughs profile mode, capture CSV data from XBOX (frame, game thread, render thread, GPU, base pass, drawcalls, lights…) and display graphs interactively it also allow to send commands to the console to change characters, render settings…
· Do profiling and performance analysis to identify bottlenecks and areas for optimization.
· Lead and mentor the technical artists (TA)
· Lead the LOD pipeline tools requirement from Maya to Unreal using Simplygon.
· Train artist to adopt physically based shading model.
· Advise artist with best practices and techniques to optimize assets.
· Create, organize and lead training sessions for artist so that they learn how to properly use the tools and methods.
· Supervise the design, integration and validation of graphic data in the engine.
· Work with programmers, content tools, art and design to ensure that the software used, the graphics systems and the art pipelines are sufficient to build Legends and meet the visual ambitions.
· Test tools before they are deployed and ensure that they function properly throughout the production process.
· Draft documents on tools, methods, training sessions, processes and engine constraints for future reference.
· Create tools to improve artist productivity and make automation tools for tedious and repetitive tasks in all the wide spectrum of the art pipeline (make plugins for Maya, Zbrush, Photoshop, unreal…).
· Assist the team in learning new technologies and processes
· Participate in team strategic and operational planning
· Actively communicate with the art director, the graphic programmers, UI artist, environment artist, designers and character artists to prioritize and create any material required.
· Drive the material in the game, create master materials (Ubershader) and any other shader required for the environment and character team. (E.g. Ubershaders, Parallax windows, Rock shaders, metal shaders, Terrain shader, Moss shader, Water shader, Eye shaders, and FX shaders…) 
· Troubleshoot problems and find appropriate solutions.
· Identify art workflow problems, and work with Technical Producers and appropriate departments to solve them.
· Identify and prioritize development needs.
· Accountable and responsible for integrating and reviewing technology (internal and external) in art workflows.
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Electronic Arts (Criterion), UK				     	                                                              April 12- March 13
· UI interface to control from Maya all the game debug settings using QT
· Making tools to allow cinematic artist to capture in game races change them in Maya and export in game. Sliders to change from Maya in real-time time of day, DOF, exposure, car damage, render switches, and lot more …
· Tool to shift animations, fix animations, export animations
· Created and rendered some shots for the trailers of “Need for speed – Most wanted” and “Need for speed Rivals” 
· Create name convention, structure and workflows for cinematic artists
· Mentor artist, and teach them new features and best procedures.

LEAD ARTIST/ SENIOR TECHNICAL ARTIST / DEVELOPER
Ensign Games (Remote), Spain								          January 11- April 12
· Modeling, texturing and rigging ultra-realistic women with features such as dynamic hair, real-time soft bodies for the breasts, dynamic cloth and adding motion captured animations of a real strip dance girl
· Creating a realistic skin shader and a hair shader to improve the realism of the human model
· Creating a Customize Character tool, and shaped character editor tool in unity
· Modeling the background and exporting all the assets to Unity Engine 

At the same time, I am working in my own game using Unity 3D. I started the project making my own engine in XNA but after half a year working on it I decided to change to Unity. I am making the design, the code, the animations and the art of a RTS/strategy game. I have implemented a singleton, a few managers; preprocess tools, a terrain shader, path finding, menu screen, custom cameras, custom shaders and some basic gameplay.

Freelance, Personal work, Spain 								December 09- January 11
· Working on my own component based engine using C#/ HLSL and XNA. Input (keyboard, mouse and pads), GPU Terrain shader, Skydome, Animation, Cameras, Game screens, sprites, Basic shader effects such bloom, blur, sepia… using HLSL, implemented a physics library (JigLibX), Serialization, Finally, I changed the engine from Forward to Deferred Rendering. After all this work I decided to move to the project to Unity engine (Version 2).  
· Tools for Maya, I have made a client/server tool in C# to use with Maya, allows to send commands from the C# tool to any Maya client connected to it and vice versa

LEAD ARTIST 
Large Design - Story Worldwide, London	 				                         Setember 07  – December 09
· Virtual Greyhound Racing, Virtual Horse Racing 
· Work with the Exec Producers and Lead programmer to create high quality products.
· Hire and work with contractors to meet deadlines
· Modeling and texturing greyhounds for the Virtual Greyhound Racing product (zbrush, Maya, Modo)
· Lead, mentor, supervise and inspire art team
· Created art project milestones, art schedules, sheets and reported weekly progress
Created some high quality renders and DVD media for clients.
· Created a simple prototype of the game with C++ and Gamebryo, (shadows, cameras, terrain, skydome, animation, basic UI) 

SENIOR TECHNICAL ARTIST 
DEEP RED GAMES, Milton Keynes								September 04 – March 07
MyPD 
· Mel Scripts to enable easy export for animators, detect geometry errors
· Transfer animations tool to reuse company old animations.
· Tools for optimize/clean Maya nodes
· Modeling and texturing character parts for Human customization and model special characters like (riot police, swap, Robocop…)
Hotel Manager (Interim Lead Artist for 5 months)
· Created art pipeline and poly/material budgets for the props and environments. 
· Assessing and documenting Gamebryo to ensure easy learning curve for artists.
· Documenting Gamebryo bugs and best uses for artist with some example scenes.
· Male and Female standard characters
Tycoon City: New York
· Ultra realistic modeling, texturing, lighting and rendering landscape buildings, bridges and some other landscapes of New York, including LODs, shadow volumes. (Fixed function pipeline)
· Produced MEL scripts benefiting team workflow, Automatic maya synchronization plugins for artists. Automatic uv layout, UV tools for night windows, automatic road mapping, auto shadow volumes creation, auto LODs
· Fixing any technical problem for the 3 games in production (Hospital Tycoon, Tycoon city New york, Rome)

FREELANCE ARTIST
DESQ, Sheffield 										     July 04 – September 04
· FMV for intro and outro for a released title for Acclaim
· Modeling, texturing and animating six high resolution characters
· Using Lightwave 8 to model, texture, light and render (90 shots) an indoor background

SENIOR ARTIST
TRAVELERS TALES, Knutsford								                 June 04 – July 04
Chronicles of Narnia
· Modeling, texturing and lighting a background level and a room with the wardrobe from original Disney illustrations
· Level design and creation



3D ARTIST 
FREE RADICAL DESIGN, Nottingham							                     Jul 02 – Feb 04
Timesplitters 3 (Maya 5, Photoshop and Painter 8)
· Responsible for designing, modeling, texturing and lighting multiplayer levels

Second Sight (Maya 4, Photoshop and Painter 8)
· Environment art for ‘Russia’ and ‘Pipeline’ Level: designing, modeling, texturing, lighting with vertex color, also placing collision walls, floors. Props and vehicles.

SENIOR ARTIST 
TRIPLANE ANIMATION - Barcelona								November 00 – June 01
JUANITO JONES (Using 3dsmax, Lightwave, and Photoshop)
· Modeling, texturing, lighting and rendering backgrounds for TV 
· Setting up shots to get the final render for composition

EDUCATION
· “Master of infography 3D and Digital Production” Certificated by Newtek similar to "Lightwave 3D Master Class" at Aulatematica (www.aulatematica.com), Madrid  1999-2000
· FP (Professional Formation) II- Systems Informatics 1994-1997

INTERESTS
AI tools and workflows, VR, AR, NFT, Crypto, Photogrammetry, Demo scene, real-time rendering, Arduino, RaspBerry pi, Technology, Art, Guitar, Video Games, Martial arts.
