Contact

michaelanieves@gmail.com
linkedIn

www.mnieves.art

Education

Master of Fine Arts
Interactive Design and Game
Development

Savannah College of Art and Design
Cum Laude | GPA: 4.00 | 2014 - 2019

Bachelor of Fine Arts
Animation | Character Technical
Direction

Savannah College of Art and Design
Dean’s List | GPA: 3.67 | 2011 - 2014

Certification

Advanced Stylized Character Art for
Games Mentorship

Digital Sculpting | Low Poly Modeling |
Texturing | UV Layout | CGMA (2024)

Character Creation for Games

Digital Sculpting | Low Poly Modeling |
Texturing | UV Layout | CGMA (2023)

Michael A Nieves

Lead Character Artist & Technical Director

Mission Statement

I'm a Lead Character Artist & Technical Director with a decade of experience in digital sculpting,
modeling, texturing, and rigging for advertising, feature film animation, games, and VR. | excel at
bringing stylized characters to life and collaborating seamlessly with directors, production
designers, artists, and animators. I'm seeking opportunities to mentor teams, innovate designs,
and create compelling characters and creatures that captivate audiences worldwide.

Professional Experience

Senior Character Artist - Modeling / Rigging / Texturing
Thatgamecompany

Designed and developed character cosmetics for Sky: Children of the Light, focusing on
low-poly, visually appealing assets that align with the game’s art direction

Mentored junior team members, offering guidance on technical skills, workflows, and
creative problem-solving.

Supported cross-functional communication between art and engineering teams to ensure
cohesive character and cosmetic implementation

Sep 2024 - Present

Lead Level Character TD - Modeling & Rigging
Pixar Animation Studios

May 2022 - July 2024
Dec 2016 - July 2024

e Streamlined production processes and developed main characters for high-profile films,
notably Riley and her new emotion Embarrassment for "Inside Out 2".

e Provided guidance and support to junior modelers and riggers, fostering a collaborative and
learning-oriented environment.

Lead Character Modeling TD (Lightyear) May 2020 - May 2022

e Led character modeling, rigging, and design execution for Pixar's Lightyear, ensuring
effective communication and the successful implementation of advanced modeling
techniques and workflows.

Championed style guidelines and collaborated closely with the art and animation
departments to ensure character assets met the highest quality standards.

Character Technical Director - Modeling and Rigging Dec 2016 - Apr 2020

e Digitally sculpted, modeled, and rigged iconic characters for Pixar hits such as Luca, Soul,
Onward, and Toy Story 4, utilizing advanced 3D modeling and rigging techniques and
software to achieve high-end visual appeal and production readiness.

CG Artist - Modeling / Rigging / Texturing / Sim Oct 2014 - Nov 2016
MPC, New York, NY

e Crafted character, environment, costume, and prop models for animation, deformation, and
simulation.
Developed custom rigs for characters, creatures, and garments, and utilized existing MPC
rigging tools for clients such as Mercedes, Nissan, Macy’s, Delta, Capital One, BB&T Bank,
and more.

Electronics Technician 3rd Class Petty Officer
United States Coast Guard

e Responsible for the repair and maintenance of sophisticated electronics and computer
equipment crucial to the U.S. Coast Guard’s mission success and safety.
Served as Unit Health Promotion Coordinator, motivating and leading shipmates towards a
healthier lifestyle.

Apr 2007 - Apr 2011

Expertise and Technical Skills

Digital Sculpting | 3D Modeling | 3D Texturing | 3D Rigging | 3D Development | Concept Art
Visual Storytelling | Collaboration | Artistic Direction | Team Leadership & Mentorship

Zbrush | Maya | Substance Painter | Marmoset Toolbag | Photoshop | Procreate | Nomad
Sculpt Marvelous Designer | Arnold Render | Mel Scripting | Python | Microsoft Suite
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