
 Swarm behaviors, creature locomotion, neural networks, 
 machine learning, procedural animation, physical prop fabrication

Other Interests

Gnomon School Of Visual Effects 2018-2020
 Certificate in Digital Production
 GPA: 3.79
New York University 2013-2017
 BFA Film and Television
 GPA: 3.86, Magna Cum Laude

Education

NCSoft:
        Technical Artist 08/2021 - 05/2022
 • Automated Facial Rigging
 • Built Artist Facing UIs and Tools in Maya and Mobu
 • Improved Animation Pipeline and UE4 integration
Cloud Imperium Games:
        Technical Artist 09/2020 - 08/2021
 • Developed, documented and refined artist facing tools
 • Skinned, simmed, and runtime rigged character assets
 • Researched texture publishing pipeline improvements
Freelance:
       Rigger 2020
 • Rigged stylized characters for keyed animation
 • Synced Joint and Blendshape based rigs to
    Lens Studio’s face tracking API
Alliance Studio & Elite Creature Collectibles:
       Modeler, Digital Sculptor 2017
 • Facilitated communications between 
    the practical and digital departments.
 • Created guides and resources for 3D printing. 
 • Prepped models and details for print.
 • Produced proof of concepts for future projects.

Work Experience

Autorig:
       2020 - Present
 • Modular rigging system designed around 
    abstractions for animators 
 • Designed for accessibility and portability

Personal Projects

Technical:
 C++, Python, VEX, QT, Maya API,  
 UE4 Blueprints, MEL, Substance API
 Git, macOS, Windows
Software:
 Maya, Houdini, Substance Painter,
 Substance Designer,  ZBrush,
 Unreal Engine, Unity, 
 Nuke, VRay, Redshift, 
 Motion Builder,The Adobe Suite
Artistic:
 Rigging, Skinning, Modeling,
 Animation, Crowds, VFX
 Texturing, Shading, Anatomy 
 Lighting, Rendering, 
 Compositing, 3D Printing

Skills

Matthew Rom is a highly technical artist who specializes in optimization through automation. 
Predominantly interested in locomotion, crowds, and tool building, Matt strives to push
the boundaries of his craft by giving artists more control with less need for technical expertise. 
In short, he hopes to create tools that will free creativity and replace the need for him.

AboutDear Netflix Animation Recruitment Team,

 My name is Matthew Rom, and I would like to apply for the open Technical Director 
position. I have just graduated from Gnomon School of Visual Effects, and a fellow NYU 
alum pointed out you were looking for a TD, so I figured I’d apply and offer my services to 
your team.

 Most of my education is in the arts themselves, but I have a strong background in 
programming in Python and C++ which has allowed me to automate several tasks and 
create systems and tools that allow for faster workflows as well as more cohesive, 
art-directable effects across multiple users. While I might not have as much experience at 
larger studios, I do have a diverse knowledge of the pipelines and programs used for 
traditional 2D, 3D animation, film, and games which I believe will make me an irreplaceable 
asset to a studio with such a diverse body of work. I have a passion for creating worlds and 
helping others tell their stories how they envision them.

 I truly appreciate you taking the time to review and consider my application. I hope 
your studio and employees are doing well in these trying times. Please let me know if there 
are any other steps to the application or if you need anything else from me. My work and 
reel can be found at matthewrom.com. Email is normally the best way to reach me, but you 
can also text or call me at (443-812-8828) if that’s easier for you. Again, thank you for your 
time, and I look forward to hearing back from you!

Sincerely,

Matthew Rom
matthewrom.td@gmail.com

Dear Walt Disney Animation Studios,

 My name is Matthew Rom, and I’m contacting you to apply for the open Technical Director 
position. I actually had the opportunity to tour your studio a few months ago thanks to James 
Schauff, who I met while attending Gnomon, and I even ran into Demi Chen, one of your production 
coordinators who I went to NYU with, and knew I couldn’t pass up the opportunity to apply.

 So, why me? I’m an artist with the mind of a programmer, and I love helping people just as 
much as I love making my own art. I spent my time at NYU learning everything about the different 
pipelines and the art of storytelling, and then I spent my time at Gnomon focusing on the technical 
minutiae behind how each department functions. Between those two bodies of knowledge and my 
endless pursuit to understand various crafts and technologies, I bring an unmatched perspective 
and insight to the needs of both artists and software developers. Both at Gnomon and NYU, I spent 
much of my time helping other students wrap their heads around complicated ideas and new 
technologies whenever they were stuck; a great many of my tools were built directly for or 
inspired by the needs of my peers. I get great joy from seeing what people can produce when they 
are unhindered by technical restraints and can express themselves freely. I know how important 
time and resources are to a production schedule and how ease of use and accessibility can be to 
an artist’s creative process, so I’m always looking for ways to expand a tool to its widest applica-
ble uses or ways to remove any distractions or restrictions from the creative process. So whether 
you need someone to improve upon existing tools or build new on the fly, I know I will always be 
able to provide the support needed to any crew member looking to push the boundaries of their 
craft. 

 I also just wanted to say: I absolutely loved the latest collection of shorts that were 
released on Disney+, and I would be honored to work with and help those passionate artists 
express themselves and explore new styles. I truly appreciate you taking the time to review and 
consider my application. Please let me know if there are any other steps to the application or if 
you need anything else from me. My work and reel can be found at matthewrom.com. Again, thank 
you for your time, and I look forward to hearing back from you!

Sincerely,

Matthew Rom
443-812-8828
matthewrom.td@gmail.com

Dear Blizzard Recruitment Team,

 My name is Matthew Rom, and I would like to apply for the Pipeline TD, Animation & Rigging 
position in your Cinematics Department. I grew up playing Warcraft 3 and World Of Warcraft, even-
tually switching to Overwatch once it was released. The characters and worlds within your IPs have 
been inspiring to me throughout my career and I would love the opportunity to join the team and 
help inspire the next generation of artists.

 I attended Gnomon, where I focused my work on creating systems and tools that allow for 
faster workflows as well as more cohesive, art-directable effects across multiple users. 

Most of my education is in the arts themselves, but I have a strong background in Python and C++ 
which has allowed me to automate several tasks and build robust challenging effects within a tight 
schedule. In between class assignments I’ve been trying to develop my own automated rigging and 
crowd system to allow me to make epic scenes worthy of the IPs and cinematics that inspired me. 
While I might not have as much experience at larger studios, I do have a diverse knowledge of the 
pipelines and programs used for traditional 2D, 3D animation, film, and games which has made me 
an unstoppable force no matter the challenge. My time spent at NYU has taught me how to focus 
my energy and time to best tell a narrative and convey feeling.

 I love telling stories and I hope to have the opportunity to build upon the worlds that inspire 
me. I truly appreciate you taking the time to review and consider my application. I hope you and all 
of Blizzards employees are staying safe in these trying times. Please let me know if there are any 
other steps to the application or if you need anything else from me. My work and reel can be found 
at matthewrom.com. Email is normally the best way to reach me, but you can also text or call me at 
(443-812-8828) if that’s easier for you. I’m also available as a Technical or VFX Artist if you find my 
skills are better suited to a different role. Again, thank you for your time, and I look forward to 
hearing back from you!

Sincerely,

Matthew Rom
443-812-8828
matthewrom.td@gmail.com

Education

Skills Work Experience

Gnomon School Of Visual Effects 2018-2020
 Certificate in Digital Production
 GPA: 3.79

New York University 2013-2017
 BFA Film and Television
 GPA: 3.86, Magna Cum Laude

Technical:
 C++, Python, UE4 Blueprints,
 VEX, MEL,  Maya API, OpenGl,
 Git, macOS, Windows
Software:
 Maya, Houdini, Unreal Engine,
 Nuke, ZBrush, VRay, Redshift,
 Motion Builder, Shotgun,
 The Adobe Suite
Artistic:
 VFX, Rigging, Animation, Crowds,
 Lighting, Rendering, Modeling,
 Texturing, Shading, Compositing, 
 Anatomy, Locomotion, 3D Printing

Matthew Rom is a Technical Director who specializes in optimization through automation. 
Predominantly interested in growth, prodecuralism, and crowds, Matt strives to push
the boundaries of his craft by giving artists more control with less need for technical expertise. 
In short, he hopes to create tools that will free creativity and replace the need for him.

Alliance Studio:
       Modeler, Digital Sculptor 2017
 • Led a small team of digital artists in the 
 creation of display props.
 • Retopologized and keyed parts for print.
 • Built production tracking spreedsheets. 

Elite Creature Collectibles:
         Modeler, Digital Sculptor  2017
 • Created guides and resources for 3D printing. 
 • Prepped models and adjusted details for print.
 • Produced proof of concepts for future projects.

NYU Student Animation League: 
    President 2015-2016 ; Treasurer 2014-2015
 • Lead a team of four in the organization of
 events and budgeting of resources.
 • Handled budgeting and reimbursments.

New York University:
     Animation Technical Assistant 2014-2016
 • Assisted students and faculty with technical
 issues and taught new hires Maya and ZBrush

Other Interests
 Neural Networks, Machine Learning, Creature Locomotion, 
 Mechanical Sentience, Prop Fabrication, Dog costumes with arms

AboutDear WETA Digital Recruitment Team,

 My name is Matthew Rom, and I would like to express an interest in being an FXTD at your 
studio. I know things are chaotic right now and the position seems quite general, but WETA has 
always been a dream studio for me, and figured I’d reach out anyways.
 
 I studied film at NYU, where I learned the art of storytelling and animation, and then I went to 
Gnomon to hone my craft as a highly technical artist. I’ve spent most of my time at Gnomon 
focusing on creating systems and tools that allow for faster workflows as well as more cohesive, 
art-directable effects across multiple users. Most of my education is in the arts themselves, but I 
have a strong background in programming in Python and C++ which has allowed me to automate 
several tasks and build robust challenging effects within a tight schedule. While I might not have as 
much experience at larger studios, I do have a diverse knowledge of the pipelines and programs 
used for traditional 2D, 3D animation, film, and games which has made me an unstoppable force no 
matter the challenge. I enjoy digging into programs’ APIs and low level access to see how far I can 
push my craft, so seeing all of the research and technologies from WETA makes me feel like you 
are the kind of studio that doesn’t just want to create, but also push the limits of the craft. 

I would be honored to be a part of a studio that not only produces beautiful shots, but also finds 
new and innovative ways to make them.  I truly appreciate you taking the time to review and 
consider my application. I know things are complicated during these chaotic times, but please let 
me know if you have any feedback, advice, or questions for me.  My work and reel can be found at 
matthewrom.com. Email is normally the best way to reach me, but you can also text or call me at 
(443-812-8828) if that’s easier for you. Again, thank you for your time, and I look forward to building 
a rapport with you!

Sincerely,

Matthew Rom
443-812-8828
matthewrom.td@gmail.com

Education

Skills Work Experience

Gnomon School Of Visual Effects 2018-2020
 Certificate in Digital Production
 GPA: 3.79

New York University 2013-2017
 BFA Film and Television
 GPA: 3.86, Magna Cum Laude

Technical:
 C++, Python, UE4 Blueprints,
 VEX, MEL,  Maya API, OpenGl,
 Git, macOS, Windows
Software:
 Maya, Houdini, Unreal Engine,
 Nuke, ZBrush, VRay, Redshift,
 Motion Builder, Shotgun,
 The Adobe Suite
Artistic:
 VFX, Rigging, Animation, Crowds,
 Lighting, Rendering, Modeling,
 Texturing, Shading, Compositing, 
 Editing, Storyboarding, 3D Printing

Matthew Rom is a Technical Director who specializes in optimization through automation. 
Predominantly interested in pipelines, crowds, and tool building, Matt strives to push
the boundaries of his craft by giving artists more control with less need for technical expertise. 
In short, he hopes to create tools that will free creativity and replace the need for him.

Alliance Studio:
       Modeler, Digital Sculptor 2017
 • Led a small team of digital artists in the 
 creation of display props.
 • Retopologized and keyed parts for print.
 • Built production tracking spreedsheets. 

Elite Creature Collectibles:
         Modeler, Digital Sculptor  2017
 • Created guides and resources for 3D printing. 
 • Prepped models and adjusted details for print.
 • Produced proof of concepts for future projects.

NYU Student Animation League: 
    President 2015-2016 ; Treasurer 2014-2015
 • Lead a team of four in the organization of
 events and budgeting of resources.
 • Handled budgeting and reimbursments.

New York University:
     Animation Technical Assistant 2014-2016
 • Assisted students and faculty with technical
 issues and taught new hires Maya and ZBrush

Other Interests
 Neural Networks, Machine Learning, Creature Locomotion, 
 Mechanical Sentience, Prop Fabrication, Dog costumes with arms

AboutDear Nickelodeon Animation Recruitment Team,

 My name is Matthew Rom, and I am reaching out to apply for the Pipeline Technical Director 
position on one of your Animated Features.

 I studied film at NYU, where I learned the art of storytelling and animation, and then I went to 
Gnomon to hone my craft as a highly technical artist. I’ve spent most of my time at Gnomon
focusing on creating systems and tools that allow for faster workflows as well as more cohesive, 
art-directable effects across multiple users. In between working on my own assignments, I spent 
most of my lab time helping others learn new skills or troubleshoot problems-- and honestly, I kind 
of enjoyed helping more than making my own shots. Most of my education is in the arts them-
selves, but I have a strong background in programming in Python and C++ which has allowed me to 
automate several tasks and build quick tools to expedite data transfer between applications. While I 
might not have as much experience at larger studios, I do have a diverse knowledge of the pipelines 
and programs used for traditional 2D, 3D animation, film, and games which has made me an 
unstoppable force no matter the challenge. I enjoy finding ways to simplify and automate pipelines 
to allow artists to create more freely without the need for as much technical expertise.

 I grew up watching Nickelodeon, and I still revisit Avatar: The Last Airbender every other year 
to relive the epic over and over. I truly appreciate you taking the time to review and consider my 
application. My work and reel can be found at matthewrom.com. I know things are a little complex 
during these chaotic times, but if there are any more steps to this application or if you need 
anything else from me. Email is normally the best way to reach me, but you can also text or call me 
at (443-812-8828) if that’s easier for you. Again, thank you for your time, and I look forward to 
hearing from you!

Sincerely,

Matthew Rom
443-812-8828
matthewrom.td@gmail.com

Hey Merianelle,

 Izzy Spring told me you guys were looking for another Character TD with a focus in Rigging, 
so I figured I’d apply. I’m currently living in Burbank, and have all my own equipment and software, 
so I can work remote during these chaotic times or drive down to the studio when things free up.
  
 A little about me: I went to NYU and got a degree in Film and Television, and then attended 
Gnomon to get a stronger mastery of the tech. Between the two educations, I’ve managed to learn 
how to control and build technologies to further develop storytelling and character development. I 
market myself as a general TD because I’m well rounded in the entire 3D pipeline and just enjoy 
building tools and assets to help artists and users alike. The second I saw the avatars Genies 
creates, I immediately wanted to push the level of self expression by giving the user even more 
control over the movement of their character. What I build for myself are tools to expedite rigging 
and give characters movement driven by behavior profiles. Procedural tools and behaviors are what 
I do best, and in an industry all about defining and expressing oneself, I know my skill set and 
knowledge will help take the company to the next level.

 I’d love to talk to you more about the opportunity to work for Genies if you’re interested. I can 
be reached by cell at 443-812-8828 (texting is prefered at first) or by email at matthewrom.td@g-
mail.com. You can see most of my work at matthewrom.com and I’d be more than happy to do an 
art test if needed. I hope you and everyone are doing well during the epidemic.

Sincerely,

Matthew Rom
443-812-8828
matthewrom.td@gmail.com

Dear ILM Recuitment Team,

 My name is Matthew Rom and I would like to express interest in being an artist-facing
tools engineer (listed as R&D Engineer - Artist Facing Tools).

 Over the past seven years, I’ve dove into every part of the cg and game pipeline, learning not 
only how each DCC works, but also how people like to them. At Gnomon, I would spend most of my 
free time, helping other artists with technical issues and sometimes building quick tools and scripts 
so they could create more organically with less need to technical finese. Recently, I built a real-time 
face sync between Snapchat’s trackers and a stylized character rig.

 You can see some of my tools, sovlers, and work in action at matthewrom.com. You can 
reach me at matthewrom.td@gmail.com or at 443-812-8828. If there’s anything else you’d like to 
know or anything else you need from me, don’t hesitate to reach out. I look forward to hearing from 
you.

Sincerely,

Matthew Rom
443-812-8828
matthewrom.td@gmail.com

Dear Playground Games Recruiting,

 My name is Matthew Rom and I would like to apply to a Tools Engineer on your Fable team. 
My background is primarily artist which gives me a unique insight into the needs of artists and their 
pipelines. 

 My journey in CG production started in character animation and story telling at NYU and has 
grown into a focus on procedural design and after attending Gnomon. Most of what I like to build 
are automated character systems--Anansi, one of the projects on my website, was a prototype of a 
custom swarm solver that I’m currently expanding to a modular design. Over the past month, I’ve 
been building out an automated rigging system to pair with a locomotion solving to further expand 
the system. My favorite game elements have always been diverse and adaptive movements, so to 
have the opportunity to work on a locomotion system would be a dream come true.

 You can see some of my previous work at matthewrom.com. Some of my solvers and tools 
are still in development and not on my website, but if you’d like to see more or have any questions, 
you can reach me at matthewrom.td@gmail.com or at 443-812-8828. If there’s anything else you’d 
like to know or anything else you need from me, don’t hesitate to contact me. I look forward to 
hearing from you and seeing how Fable will continue to push the dynamic narratives.

Sincerely,

Matthew Rom
443-812-8828
matthewrom.td@gmail.com

Dear Creative Assembly,

 My name is Matthew Rom, and I would like to apply for the open Technical Artist position at 
your Horsham studio. I’m currently based in the USA, but I’ve been looking for an opportunity to 
work in the UK, so I was ecstatic when I hear you were hiring.

 Throughout my professional and educational careers I’ve assumed an auxiliary role, always 
finding more joy in helping others than working on my own projects. During my time at Gnomon, I 
would aid my peers in overcoming roadblocks in their work and would write tools and scripts to 
allow them to reach their artistic goals with more intuitive controls. At Cloud Imperium Games, I 
worked on modular asset validation and texture publishing. I also took some initiatives to refine and 
streamline the skinning process.

 My first introduction to Creative Assembly was through Total War: Three Kingdoms and-- 
while I’m mediocre at best, I was struck by the scale and sense of epic it created. I would love the 
opportunity to apply my skill set to help Creative Assembly scale their art pipeline even larger so 
they can continue to give their players the experiences they desire without having to sacrifice 
quality. You can see my personal work and reel at matthewrom.com. Please let me know if there are 
any other steps to the application or if you need anything else from me. Email is normally the best 
way to reach me, but you can also text or call me (contact info below). I Again, thank you for your 
time, and I look forward to hearing back from you!

Sincerely,

Matthew Rom
443-812-8828
matthewrom.td@gmail.com

Matthew Rom
443-812-8828

MATTHEWROM.TD@GMAIL.COM

MATTHEWROM.COM


