Alan Blouin

Art Director

Alanblouin50@gmail.com  415.488.7209

Alanblouincom

As an Art Director with a lifelong passion for gaming, I've led the development of 30 titles across mobile & console. I've managed hundreads of artists from local & global
studios, guided the visual aesthetics for diverse game genres and styles. | have a proven track record of helping startups and corporations establish strong brand
identities. Technically savvy with a collaborative mindset and a deep passion for art and design, | excel at elevating creative teams and fostering a positive art culture.
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Senior Art Director

As Senior Art Director on "James Bond: Cypher 007" and “Landfall”, | also supported the cohesive vision of “Star Trek Timeline”

Consulting on many Tilting Point visual licenses. Collaborated with international teams to deliver in-game assets and

navigated licensee feedbacks. | Directly managed artists, XDev communications, marketing creatives, while overseeing hiring

and career development. While at Tilting Point | Pitched many new game initiatives and art visions to potential clients.
| was impacted by the Aug/24 workforce reductions at Tilting Point.

Art Director

| led the art direction for Neverwinter on PC and console, driving the visual process and enhancing its iconic episodes.

| reimagined the game's key characters, new classes, bestiary, and iconic dragons while aligning with its licensee goals.
| guided a team of 13 artists in creating AAA-quality assets, supporting their career growth and creative development.

| later transitioned amicably to join Tilting Point.

Art Director & Visual Designer

During my 1.7 years at this 4-person startup, | contributed to building the company and its mobile app from the ground up.
Led creative visuals and UI/UX design for the platform, initially developed in Unity 3D.

When the company pivoted to focus solely on i0S Cocos 2D, | transitioned amicably to join Cryptic Studios.

Studio Art Director

As the direct artistic link to King's San Francisco studio, | energized a team of artists and streamlined art processes for two

Unity-based mobile games. | oversaw art approvals, maintained cohesive visions with local and XDev art/marketing partners,

and contributed hands-on to 2D and 3D asset creation. | implemented studio-level best practices, supported artists’ career
growth, and fostered their creative passions. In 2019, the SF studio closed.

Creative Art Director

During three separate tenures at EA, Spanning Westwood Studios, EAC, and EARS

| managed up to 17 artists, XDev teams, and APAC art partners. My responsibilities included career development, 1-on-1s,
hiring, promotions, mentoring, and aligning cross-disciplinary efforts to deliver optimized art.

| art directed major AAA brands on mobile and console, overseeing the art processes from pre-production to launch.
This included defining the visual fx, styling, motion, tech art opportunities, and creating Art Bibles within tight timelines.
| was hands-on in producing 3D assets, visual targets and pre-vis, while serving as the artistic liaison to C-staff,

| later transitioned EA to join King.

Senior Art Director

Led the visual identity of Roblox, driving a comprehensive rebrand of their corporate image across web, mobile, xbox, and
their dev tools: Roblox Studio.

Unified the platform's art direction with a cohesive vision of modern designs, and new innovative tech-art processes.
Contributed hands-on to 2D/3D visualizations, shaders, rigs, particle effects, and character constructions, emphasizing
believable motion and customization.

Managed a team of artists + internal and xdev partners, ensuring alignment with the company's creative goals.

Departed amicably from this platform in 2017 to return to game making at EA.

Franchise Art Director

Played a pivotal role in defining and guiding all art assets for Zynga Poker and Casino across web and mobile platforms.
Led the development of UI/UX style guides, responsive and native designs, and spearheaded creative initiatives, including
the reimagining of visuals, functionality, and user experience for Zynga Poker 2.0. Collaborated with three artteams to
produce Art Bibles, supported branding and marketing efforts.

Managed hiring, mentoring, and career development for 15 staff artists and XDev partners.

Contributed to strategic planning at the management level, including exploring other gambling license opportunities.
Part of the Company-wide workforce reduction in 2014.

Studio Art Director

Directed the visuals of two games and supervised three additional titles, spanning 2D web games to 3D Unity productions.
Led global initiatives to improve artist training and foster knowledge sharing for a team of 35+ across multiple locations.
Collaborated with clients to meet high visual standards and acted as the primary art liaison for PR and external media.
Streamlined the company’s web presence with the marketing team and created art bibles for games, style guides, and
marketing assets to ensure branding consistency.

Contributed hands-on to key creative assets, until the company closed its San Francisco office in 2012,

Art Director

During two separate tenures at 2K Games, | Led creative, marketing, and visual direction for two core 2K Sports franchises.
Defining the art aesthetics and driving innovation across disciplines.

Collaborated with tech artists to explore new visual opportunities and created 2D/3D assets for console platforms.
Managed and mentored a team of 10 artists, ensuring high-quality output and professional growth.

Amicably Left the first tenure to join Radical Ent, and the second tenure to pursue new challenges beyond sports gaming.

Art Director

Spent a total of 8 years at Radical Entertainment, including a return from June 07 to July 08. Directed the arts and contributed
to many in-game 2D assets, including their intro sequences storyboards, location concepts, Ul style guides & art bibles.
Produced a wide range of 3D models (rigid and organic) and Animations.

Managed 15+ artists, Collaborated with clients and outsourcing partners to ensure project success.

Impacted by the studio’s closure in 2008

Cypher 007 Sr. AD
Landfall Sr.AD
Neverwinter AD

Videogame Mobile platform

(Undisclosed Games)
#1 A Turnbased battler.
#2 A Home decor / match3

C&C Rivals, Creative AD
MVP Baseball 03,45 &6 AD
Earth & Beyond, Lead Artist
James Bond 007 VFX Artist

Lands of Lore 3,  Env Artist
C&C Renegade, EnvArtist
C&C Tiberian Sun,  Artist

Web Mobile & Xbox  Sr.AD

Zynga Poker & Casino

Ruined Online AD
The Mummy Online AD
Uridium Wars ~ Studio AD
UniversalMonstersStudio AD
BSG Online Studio AD

MLB Baseball 2ki0 AD
MLB Baseball 2k9 AD
College Hoops 2k8 AD
College Hoops 2k7 AD

Scarface? Art Director
Powerplay98 Artlead
Beavis & Butthead  Artlead
Divide Enemy withinSr Artist
Brett Hull Hockey ~ Artist
Pele Soccer Artist
Terminator Artist

Business savvy, Art Leader/Manager, Focus on Retention & the success of the arts, Plays well with others, Trust, Honest, Team health, Positive, Agile
Maya, 3DCoat, Mudbox , Some Blender, Arnold, Adobe Creative Suite, Figma, 10S, Android, Unity, Some Unreal, Jira, Some Asana, PPT- Microsoft & Apple.
Emily Carr College of Art & Design -DIGIPEN - Capilano College. Associate Degree in Computer Animation 2D/3D and Theatrical makeup FX.



