
ACHIEVEMENTS     

Click Link: https://www.andywoolwine.com/

Graduated: May 2019

Fall 2017 - June 2019

Summer 2017

2015 - 2019

2019

2019

2019

2020

2018

Environment
Artist

Kroger July 2019 - June 2020
Produce Clerk

- Unload and sort produce from trucks into cooler 
- Make certain that produce is sorted in accordance to rotation of arrival
- Check sales floor for any produce that needs to be stocked or replaced

Triglyph July 2019 - Present
Environment Artist (Volunteer)

- Help with verbal ideation and critique for game development.
- Turn concept art into fully fleshed out environments, modular kits, and props.
- Help out with other tasks (animation, concept art, rigging, etc.)to help with studio workload

Finalist: English Riviera Film Festival 2019   “Pit Stop”: Teamed with Mikail Ekiz, Madeleine Arana, Preston Vihlen, Jessica Morris, 
                      Brooke Eilers, Heather Morrison, Vanecia Pickett, and Zoe Huddleston 

Best Art Direction: Portland Unknown Film Festival 2019   “Pit Stop”: Teamed with Mikail Ekiz, Madeleine Arana, Preston Vihlen, Jessica Morris, 
                      Brooke Eilers, Heather Morrison, Vanecia Pickett, and Zoe Huddleston 

Winner: Cine De Curios - Corpus Christi, Texas Film Festival
   “The Onion House”: Teamed with Corey Householder, Jacklyn Meyers, and Andy Lohman 

Semifinalist: Calcutta International Cult Film Festival
   “Viral Blood”: Teamed with Corey Householder and Jacklyn Meyers 

Gimp
DaVinci Resolve

Photoshop
Illustrator

After Effects
Premiere

Marmoset
DragonFrame

Maya
Zbrush

Substance Painter
Unreal Engine 4

TopoGun
UV Layout

Ryan Snyder
Iron Galaxy
125 S. Clark Street
Chicago, IL US

Hello Mr. Snyder!

My name is Andy Woolwine and I am very interested in Iron Galaxy’s Environment Artist position. I have a Bachelors
of Fine Arts from Savannah College of Art & Design. While my major is in animation, I ended up changing my focus 
to Game Design partway through. Since that moment, I have spent my time learning how to model with game 
engine appropriate topology, UV map by cleverly maximizing UV space, texture using PBR methods, create modular 
kits, light in Unreal, and most importantly, work with a team on a production scedule. 
I graduated at the end of May 2019, but have certainly stayed in practice. I took on an unpaid position, helping 
Triglyph Games with their �rst title, so that I could continue learning new skills and keep improving my old ones.

I think I could be a good condidate for this position, as I always strive to be �uent and e�cient with my work,
while still having a very large concern for quality. I really love the sense of joy I �nd in taking an idea or concept to 
its full realization. I do take my work very seriously, but I also enjoy being in a workplace with people whom 
I can work with, share constructive criticism with, and be a goober with.

Iron Galaxy has such impressive and nostalgic work under its belt! I would be absolutely thrilled to have the 
opportunity to contribute. 

Thank you so much for your time and consideration! 

Have a great day!

Andy Woolwine


