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Nevada City, California  
eli@elieni.com linkedin.com/in/elieni 
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ANIMATOR · CHARACTER SPECIALIST · CG GENERALIST · RIGGING · PIPELINE · TOOLS · REAL-TIME · VR/AR · RENDERED · 2D · MOTION GRAPHICS 

——————————————————————————————— SUMMARY ——————————————————————————————— 

Creative and technical director with 25+ years of production experience across AAA games, animated series, feature film, VFX, 
and VR/AR projects. Equally fluent in the creative and technical dimensions of character-driven production, from high-level 
storytelling and performance to the rigs, pipelines, and tools that make it possible at scale. Having worked in nearly every 
discipline, I bring a big-picture perspective that's rare, and I use it to unify diverse teams, anticipate bottlenecks before they 
become problems, and push quality without losing sight of the schedule. I can draw, code, blueprint, and design. I lead teams 
by working alongside them as a mentor. Owner of Moving Message Co. since 2009, I’ve led and contributed to productions for 
Activision, PlayStation, Rockstar, EA, TED, MathWorks, Mercedes-Benz, Oddworld, and many more. 

————————————————————————————— CORE COMPETENCIES ————————————————————————————— 

Character Animation · Character & Creature Rigging · Technical Animation · Unreal 5 Blueprint · Pipeline Automation · Real-time 3D 
Engines · Game Development · Visual Effects · Lighting · Motion Graphics · Previs · Modeling · Texturing · Concept · Storyboarding 

——————————————————————————— PROFESSIONAL EXPERIENCE ——————————————————————————— 

Moving Message Co. - Owner, Animator & Technical Director 2009–PRESENT NEVADA CITY, CA (REMOTE) 

Led end-to-end productions and provided senior-level creative and technical direction to clients across entertainment, interactive 
media, science and business communication, and advertising. Work ranges from short-form commercial projects to sustained 
studio engagements where I've functioned as a de facto animation lead or director — setting direction, defining workflows, and 
ensuring the team and the work stay aligned. Select studio engagements below: 
G.I. Joe: The Rise of Cobra (feature) · Eagle Eye (feature) · Geffen Records (music video) · TED-Ed (education)  

Turtle Rock Studios - Principal Technical Animator 2023–PRESENT IRVINE, CA (REMOTE) 

Rigging and pipeline development from the ground up, supporting a team of nearly 20 animators and technical animators. 
Unannounced AAA Title 

Lost Boys Interactive - Principal Technical Animator 2022–2023 MADISON, WI (REMOTE) 

Rigging and animating fantastical characters and creatures for this popular Borderlands spin-off. 
Tiny Tina’s Wonderlands 

Final Strike Games - Principal Technical Animator 2022 SEATTLE, WA (REMOTE) 

Like many game projects, my stint at Final Strike was cut short by cancellation, but the aliens we were building were amazing. 
Canceled AAA Title 

Rooster Teeth Animation - Rigging Team Lead 2021–2022 AUSTIN, TX (REMOTE) 

Led a team of rigging T.D.s on two feature-length productions, supporting 30+ animators and 70+ characters. 
Justice League x RWBY: Super Heroes and Huntsmen · RWBY: Volume 9 (feature) 

Wevr - Sr. Character T.D. 2017–2018 LOS ANGELES, CA (REMOTE) 

Rigging and animating ultra-high-fidelity characters and creatures for Harry Potter location-based entertainment in VR. 
Chaos at Hogwarts · Wizards Take Flight (VR) 

Oddworld Inhabitants - Sr. Animator 2013–2014 EMERYVILLE, CA (REMOTE) 

Camera, layout, and character animation — breathing new life into one of the most beloved game franchises, one frame at a time. 
Oddworld: New 'n' Tasty! (cinematics) 



—————————————————————————— PROFESSIONAL EXPERIENCE CONT. ——————————————————————————— 

PandaPanther - Supervising Animator 2012 NEW YORK, NY 

Supervising a team while animating alongside them made for one of the most productive and cohesive squads in my career.   
Skylanders Giants (cinematics) 

Trion Worlds - Sr. Animator/Rigger 2008–2009 SAN DIEGO, CA 

Animating and serving as the technical bridge between the animation team and character modeling team on this open-world MMO. 
Defiance 

BottleRocket Entertainment - Sr. Animator 2007–2008 CARLSBAD, CA 

The animation bar was so high at BottleRocket that I was pushed like never before — and grew like never before. 

The Flash · Splatterhouse 

PlayStation - Studio/Cinematics - Sr. Animator STUDIO 2006–2007, CINEMATICS 2003 SAN DIEGO, CA 

Studio was an incubator that ideated, concepted, and prototyped game ideas for first-party developers. Cinematic Solution Group 
was the internal cinematics resource for first-party studios, and the constant variety was the best dojo an animator could ask for. 
Neopets: The Darkest Faerie · SOCOM II: U.S. Navy SEALs · Jet Li: Rise to Honor · MTV's TRL · Sly Cooper 

Oktobor Animation - Senior Animator 2005-2006 AUCKLAND, NEW ZEALAND 

Animator and generalist creating commercials and film effects including design, directing, animation, animation supervision, 
modeling, and technical direction. 
Unilever/Comfort · V Energy 

High Moon Studios - Senior Cinematic Animator 2003-2004 CARLSBAD, CA 

Deep layout, camera, and previs on Darkwatch; tight animation blocking and lighting design on The Bourne Conspiracy. 
Darkwatch · The Bourne Conspiracy 

Rockstar/Angel Studios/Presto Studios - Lead Artist, Animator 2000–2003 CARLSBAD, CA 

Early career spanning game development, film, and commercial work. Moved quickly from individual contributor to lead roles, 
establishing the cross-discipline foundation — creative, technical, and organizational — that has defined the work since. 
Red Dead Revolver · TransWorld Surf · Midnight Club II · Oni · Star Trek: Hidden Evil 

——————————————————————————————— EDUCATION ——————————————————————————————— 

Silicon Studio Los Angeles 1996-1998 SANTA MONICA, CA 

3D animation, modeling, lighting, rendering, and visual effects. 

Watts Atelier of the Arts 1998–2003 ENCINITAS, CA 

Classical studies in figure drawing, anatomy, sculpture, portraiture, quick-sketch. 

———————————————————————————————— SKILLS ———————————————————————————————— 

SOFTWARE Maya · Unreal Engine · Unity · Substance Painter · MotionBuilder · After Effects · DaVinci Resolve 

LANGUAGES Python · MEL · JavaScript · Spanish 

TECHNICAL Character & Creature Rigging · Dynamic Simulation · Pipeline Design · Real-time Asset Development · Motion Capture 
Tools & Automation · Unreal Blueprint & Development · AI/Machine Learning Integration 

CREATIVE Character Animation · Ideation & Storyboarding · Concept, Drawing & Painting · Layout, Camera & Previs · Visual Effects 
Lighting & Rendering · Motion Graphics · Modeling & Texturing 

SOFT SKILLS An excellent communicator and listener, I know how to build sustainable productivity for teams of any size. I’m highly 
organized and I use imagination to stand in the future and look at the present to make decisions from an end-goal 
perspective. I have more than 10 years' experience navigating the challenges of remote production. 


