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Al filmmaker and creative technologist who writes, generates, edits and delivers finished microdramas, branded spots and
short-form series solo, from concept to final master. My edge is consistency: characters, products and locations that stay the
same from the first shot to the last, which is where most Al video falls apart. Behind it are two decades of software engineering,
3D animation and Unreal Engine pipeline work.

SELECTED WORK

[{

‘Moonkeeper” Supernatural horror short, under 3 minutes
— A nine-year-old girl must walk up a mile-high wave and sing the moon back into place, while something inside the wave wears
her dead mother’s face.

— Built the whole film in Unreal Engine first (a 2.3 km wave, a seven-ship fleet, a modeled Navy ship and a helicopter cabin set,
with stand-in characters staged in Sequencer), then turned depth-map renders of those animatics into final shots in Seedance
2.5.

“The Felon | Can’t Resist” Spicy romance microdrama pilot, 1:20, vertical 9:16
— An undercover detective falls for the charming jewel thief she is supposed to arrest, opening on their kiss and flashing back to
the undercover party where it started.

— Kept both leads consistent through a dance, a close embrace and extended kissing scenes, the hardest kind of physical
contact to hold together with generated characters.

“Strikeback: Jacob vs Eli” Corporate microdrama, 3 minutes
— An ancient rivalry between two brothers over a stolen inheritance, retold as a modern corporate drama, with both leads
holding the same faces across three minutes and multiple locations.

“The Someday Ticket” -- Volkswagen ID. Buzz 30-second branded spec spot
— A fifty-year love story in one cut: one couple cast young, then aged with image-reference editing so their faces hold across
both eras.

— One film grade in DaVinci Resolve, faded out across a matched cut that jumps from 1975 to today. Delivered to an exact 30
seconds.

— Written, produced, edited, graded and delivered solo in two days.

[{ ”

‘Johnny Ruins Movies” and “Unc Johnny” Original short-form comedy series
— Movie parodies (Mad Snax, Dune: He Won by a Nose, OK Gunfight at the Alright Corral) and comedy shorts built on recurring
characters who look the same in every shot and every episode, delivered as 16:9 and 9:16 masters.

— Recent speed exercise: wrote, produced and published 30 shorts in 30 days to build a fast-turnaround workflow alongside the
slower, polished one.

CORE CAPABILITIES

Generative Video Seedance 2.5, Higgsfield, Kling, Veo, Runway, Luma, Magnific, Topaz Video Al; ComfyUl (working knowledge)
Generative Image Nano Banana Pro, ChatGPT Image 2, Seedream, Flux, Midjourney, Stable Diffusion
Voice & Audio ElevenLabs voice, dialogue and lip sync; sound design, voice-over recording

Al Production character consistency (written character bibles and locked reference images), storyboards and previs, shot planning,
prompt writing; Claude, ChatGPT, Gemini and MCP tool integration

3D & Technical Art Unreal Engine (UEFN, MetaHumans, Motion Design), Blender, Maya, ZBrush, Substance Painter

Motion Capture Faceware, Rokoko, Perception Neuron, MotionBuilder, Cascadeur, iClone, KeenTools, Faceform Wrap; facial and
body mocap plus hand-keyed animation

Post & Finishing DaVinci Resolve, Premiere Pro, After Effects, CapCut, Photoshop, lllustrator; color grading

Engineering Python (PySide, PyQt, Django), C++, C#, JavaScript / TypeScript, React, ffmpeg, PostgreSQL, Docker, Git
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PROFESSIONAL EXPERIENCE

Al Filmmaker & Creative Technologist - AnimGeek, independent practice 2016 - Present

Freelance 3D, technical art and software since 2016; full-time Al film production since January 2026. Bangkok / Los Angeles,

remote worldwide.

— Produce finished Al films end to end (script, character design, image and video generation, voice, edit, color grade and sound
mix) for clients and original series: microdramas, branded spots and short-form comedy, delivered in 16:9 and 9:16.

— Work in a 3D-guided pipeline: sets modeled in Blender, staged and animated in Unreal Engine, then rendered photoreal in
Seedance 2.5. Every camera angle lands in the identical set, which keeps continuity tight and cuts wasted generations.

— Keep characters consistent with written character bibles quoted word for word in every prompt, image-reference aging, and
a single unifying grade in DaVinci Resolve, so faces, wardrobe and product hold across multi-shot sequences.

— Automate production chores in Python: frame-by-frame quality checks with ffmpeg and a vision model, personalized end
cards for local-business ads, and LLM and MCP tools wired into scripting, previs and shot review.

— Deliver complete 30-second branded spots solo, concept to final master, in two days.

Technical Artist, Motion Capture - Faceware Technologies 2021 - 2024
— Rewrote a Python animation-transfer script as an Unreal C++ plugin, reducing transfer time by more than 10x.

— Built a headless, unattended Unreal pipeline (Python / PyQt) for automated facial-animation capture and MetaHuman video
rendering.

— Shipped batch-processing tooling in PySide that enabled non-technical staff to process multiple mocap recordings without
engineering support.

— Led facial-animation R&D on MetaHuman and Fortnite characters in UEFN, including mocap-driven likeness recreation for
product demos.

— Authored technical documentation and training video; produced Al-assisted marketing content using generative image and
text tools.

Technical Artist, AR - Image Metrics 2019 - 2021
— Built AR prototypes and demo scenes in Unity, Maya, and Blender for a commercial facial-tracking mobile SDK.

Test-built and troubleshot facial and body-tracking SDKs across Android (Java), iOS (Swift), React Native, Xamarin, and Unity.

Provided client-facing technical guidance for iOS, Android, and React integrations in a technical account management
capacity.

Produced marketing video and collateral for the SDK launch.

Earlier Engineering & Game Development - Los Angeles, CA 2006 - 2019
Software engineering and game development roles at Promenade Software (C# / .NET medical device applications; Python and
Django HIPAA-compliant patient-record backends), Candy Lab AR (Unity AR technical lead), Golden Rat Studios (Unity mobile
game development), and Fujitsu (Unity automotive dashboard prototypes). Prior consulting for Boeing, Foot Locker, ITG, and
Guidance, building database-driven e-commerce platforms for Fortune 500 clients.

EDUCATION

University of California, Los Angeles - B.A., Economics



