
RYAN WANG 
  

www.clearful.net 

ryanrwang@gmail.com 

WORK EXPERIENCES 
 

| 2012, March – Present 

 Co-Founder and Artist (SkopWorks Inc.) 

  Co-founded a small game development studio. Currently working as lead artist. 

 

| 2011, January – April 

Undergraduate Teaching Assistant - Graphic Design (UOIT) 

Conducted weekly tutorials with Photoshop CS5 and marked student assignments in a graphic 

design course of about 100 students. 

 

| 2010, April – December 

Concept/3D Artist (Tubettiworld Games) 

Provided 2D concept art and in-game 3D models for a serious game that explored the fields of 

nursing, critical care, firefighting and peacekeeping. 

 

| 2010, June 

Artist (Bitcasters) 

Modeled, textured and rendered a 3D building for in-game appearance on a government 

funded history game. 

 

| 2009, April – June 

Research Student (IBM Canada) 

Researched “communicative methods through games and play” on Second Life. Main role 

included modeling and texturing structures and objects within Second Life. 

 
GAME CREDITS  

 

| 2010  mStreet (Tubettiworld Games)   Concept Artist / 3D Artist 

 

| 2010  The History Game Canada (Bitcasters)  3D Artist 

 
EDUCATION 
 

| 2007 to 2011  

University of Ontario Institute of Technology - Oshawa, Ontario, Canada 

[$6,000 Entrance Scholarship] 

Graduated with Bachelor of Information Technology (Honors)  

Game Development and Entrepreneurship 

 
SKILLS 
 

2D Art and Design Skills: 

 
Photoshop  (6+ years) 

Dreamweaver (about 1.5 years) 

Illustrator (some experience) 

InDesign  (some experience) 

Flash (some experience) 

Traditional (5 years) 

3D Art Skills: 

 
Maya (2.5 years) 

Mudbox (1 year) 

 

Other Languages: 

 
Japanese (Somewhat Fluent) 

Mandarin (Conversational) 

 

  

http://www.clearful.net/


 
GAME PROJECTS 
 

| 2012 

 The Ouroboric Valley Tribes and the Great Famine of 0 BC (XNA) 
Global Game Jam 2012. Strategic resource collection game. Provided art assets. 

 

| 2011 

 Bank Employee Robbery Training [BERT] (Unity) 

A serious game intended to train bank employees on proper procedure during a bank robbery. 

This was a term project. Provided menus, icons, HUD, 3D environments and props. 

 

| 2011 

 Ring of Fire (Unity) 

Global Game Jam 2011. An AI based area control game. Provided art assets. 

 

| 2010 

 Colorium (Unity) 
Puzzle platformer where enabling a specific color allow for a specific action. Created in 22 

hours at a local game jam. Provided art, sprites and other visual assets. 
 

| 2010 

 Bullet Hell (Game Maker 8) 

A survival shoot „em up game. Created in 17 hours at a local game jam. Provided 2D sprites, 

menu, HUD and other assets for the game. 

 

| 2009 

 Down/Slope (WildMagic++ Game Engine) 

Gravity based luge racing game with traps and items similar to Mario Kart. Worked as lead 

artist on concept arts, in-game models, textures and some level design. 

 

| 2008 

 The World Hates Jack (Torque Game Builder) 

A 2D side scrolling puzzle game. Main objective is to delay “Jack” from getting home to his 

wife in time. This is done through placing distractions (malls, theaters, brothels) in his way. 

Worked as 2D artist providing sprites, menu, HUD and other assets. 


