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EXPERIENCE

SKILLS

alanaguidry.com

Ball State University 
Muncie, Indiana (Spring 2020)

B.A. Telecommunications

GPA: 3.52

Dean’s List (2017– 2020)

E n v i r o n m e n t  A r t i s t
3 D  G e n e r a l i s t

DIGITAL CORPS | Video Team Master (2017 – 2020)

Lead teams in post production and design.

Developed work�ows to maximize e�ciency in
motion graphics and video editing.

Blender

Photogrammetry

Maya

Unreal Engine 5 
Zbrush Perforce

Substance Painter

Photoshop
SpeedTree

Premiere Pro

Substance Designer

EDUCATION

ABOUT ME

After E�ects
Video Production Concentration 

  Hello! I love the work  I do - and I’d 
love to do that work with you! 

   I thrive in collaborative work 
environments where creativity 
is encouraged and teamwork is 
essential. 

  I enjoy learning things, and
often spend time at home 
teaching myself new skills. I am 
at my best when I’m challenged 
to do more and try new things. 

Managed workshops and mentored new hires.

THE LOADING ZONE | Animator / Storyboard Artist (2018 – 2020)

Animated Telly Award winning episode Video Chat.

Improved After E�ects �le managment across 
the project. 

Implemented new characters, ideas, and locations.

EPIC GAMES | Cinematic Environment Artist (2022 – 2023)

Created high quality models and materials for use in Rocket League 
Cinematics

Constructed environments for cinematic trailers, including placing 
meshes, creating materials, and lighting environments.

Troubleshoot material, lighting, and VFX issues.

ACTIVISION | Video Artist  (2020– 2022)

Animated CODM character cinematics using C4D.

Kept detailed documentation on loadouts, weapon mods, and 
character variations.

Blocked out and developed Environments to showcase new 
characters, skins, and weapons.

NETFLIX | Motion Graphic Artist  (2020)

Developed MOGRT templates for social media.

Used Java Script to write parameters for editor customization.

Cinema 4D

Directed and edited game capture footage for key social
media and UA content.

Developed a UE3 to UE5 pipeline, streamlining our cinematic process.


