
Jesse Davis    Animator 

talk: (916) 730-5618              mail: jesse@jesseLdavis.com           web/reel: http://www.jesseLdavis.com 

 

OBJECT IV E  

To create artistic, compelling, and appealing animation for objects and characters. 

PRODUCT IO N EXPERIE NCE  

Electronic Arts                    08/2010-present 

 The Sims 3 – Pets:      Animator and Pet Owner 

• Responsible for maintaining consistency of cats throughout the game. 

• Handled all implementation of locomotion for pets, as well as pets on surfaces. 

• Contributed to new locomotion system, paired routing, and wrote additional 

supplementary tools (mel, and some python) for added efficiency. 

• Documented tools, and mentored new animators. 

• Animated bipedal and quadrupedal characters for in-game animation sequences.  

The Sims 3 – Generations:    Animator 

• In game complex keyframe character, locomotion, and object animations. 

The Sims Medieval:     Animator 

• In game, complex keyframe character, and object animation 

 

Electronic Arts                  06/2009-03/2010  
 The Sims 3 – Ambitions:     Animator 

• In game character, locomotion, and prop animation. 

The Sims 3 – World Adventures:   Animator 

• In game complex keyframe character, locomotion, and object animations 

• Sims 3 World Adventures Television Commercial and Music Videos - Composed shots, 

Assembled/Animated assets and in-game cameras. 

 

Sputnik Animation                  04/2009-05/2009  
 “Living on the Moon” - Nat Geo TV ep:  Contract 3DS Max Generalist 

• Keyframe animated characters and cameras in “moon-base fly through” in 3DS Max.  

Cleaned and appended mo-cap animations. 

 

Funnelbox                         10/2008-02/2009  

 “Night at the Museum 2: The Game”  Contract Cinematic Animator 

• Keyframe character animation for in-game cinematics in 3DS Max.  Also contributed to 

lighting, and managed renders via backburner. 

 

Freelance Animator                  09/2008-10/2008  

• Keyframed character animations for Indian television special.  Animated character 

walks, runs, and idle animations. 



SKIL L S  

 
Maya – animation, modeling, rigging, texturing, rendering, MEL, Python, Setup Machine 2 

3DS Max/ Character Studio  XSI  Adobe Premiere Proprietary Tools 

Renderman for Maya   Photoshop Perforce   After FX 

 

Other Experience:  

Previs. development, storyboarding, camera animation, lighting, QA feedback and game testing, Render 

Wrangling, 8 years acting experience 

EDUC AT IO N  

 

Vancouver Film School                     07/2007-08/2008  

• Degree in 3D Animation, class representative, graduated with honors. 

• “Circle Maker” short film accepted into several film festivals. 

 

California State University Summer Arts                  07/2004, 07/2005  

• High intensity, 2 week summer program for college students and professionals. 

 

University of California, Davis                    10/2002-07/2006  

• Bachelor of Arts – Art Studio  ||  Bachelor of Arts – Music, Composition 
 


