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Email julius.mike@gmail.com
WORK SAMPLES

http://www.mikejulius.com 
WORK EXPERIENCE


Senior Environment Artist, Zenimax Online Studios October 2011- present


The Elder Scrolls Online: (PS4, Xbox1, PC)

Led PVP world building team in the construction of Cyrodiil providing feedback, scheduling and training 

Responsible for modeling structures and organic assets, texture creation, world building, lighting and metrics management
Responsible for leading the design and construction of expansion PVP zones
Senior Environment Artist, Volition (6 Years) August 2005 – September 2011

Saints Row: The Third (PS3, Xbox360, PC): March 2011 – September 2011

Created several environment assets and textures for city of Steelport and built several city blocks, mission areas, strongholds and mars mission 
Red faction: Armageddon (PS3, Xbox360, PC): March 2009 – March 2011
Responsible for the level construction, environment assets, modular tunnel tile sets, rock libraries and terrain textures in mission 1, 2, 7, 17

Helped set and improve environment art quality bar for cave systems and surface levels and train artist on proprietary editor. 

Made custom environment assets for cut scenes, unique boss areas and vistas
Red Faction: Guerrilla (PS3, Xbox360, PC) August 2005 – March 2009
Utilized architectural experience to prototype structural systems, material strengths and the environment art workflow for creating fully destructible assets in the geo mod engine
Modeled and textured structures and props with hard surface techniques and Z brush
Raised art quality bar for terrain and world building, created and improved rock libraries and terrain textures 

















                Polished environment art visuals in all districts and multiplayer levels, improved performance with asset optimization
Architect, Daniel P. Coffey Architects (3 Years) 2002 – July 2005    
Led a visualization team to produce architectural renderings and animations
Coordinated complex 3D projects with multiple international consultants and was responsible for drafting construction documents, design work

Lecturer, Architectural Visualization, Texas Tech University (2 semesters) 2001-02
As a member of the faculty I helped develop the curriculum for an advanced level architectural visualization class focusing on 3D modeling, rendering and animation. 

SKILLS

ZBrush, 3DS Max, Adobe Photoshop, World building, Lighting, Hard Surface and 

Organic Modeling, UDK, Unity, nDo
EDUCATION

Masters of Architecture Texas Tech University    1996-2001                            
  

