
4 Year program dedicated to game art production,  col laboration and communication.

A u g u s t  2 0 0 6  -  M a y  2 0 1 0

G A M E  A R T  &  A N I M A T I O N  @  C H A M P L A I N  C O L L E G E

E D U C A T I O N

Created l lustration and concept art for the strategy card game Faeria.  Worked closely 

with the Art director to support the game’s style and image read at small  s izes.  

I l lustrations are sti l l  used in marketing materials to promote the game.

N o v e m b e r  2 0 1 3  -  M a y  2 0 1 6

I L L U S T R A T O R / C O N C E P T  A R T I S T  -  F R E E L A N C E  @  A B R A K A M

Responsible for visual direction of Beyond Tokyo,  a VR app built  for Al l  Nippon Airways.  

Produced style guide,  concept designs,  mood paintings,  2D assets,  and collected 

reference in Japan. Participated in cl ient meetings communicating art processes to the 

cl ient,  provided feedback assisted management of the 3D art team.

J a n u a r y  2 0 1 7  -  O c t o b e r  2 0 1 8

A R T  D I R E C T O R  -  F R E E L A N C E  @  T H E  S O A P  C O L L E C T I V E

Hybrid posit ion mitigating marketing work for the Art Director,  supporting the concept 

and UI teams during production of Ghost of Tsushima. Worked closely with the Art 

Director and Lead Concept artist  to design and deliver assets for the Collector ’s  Edition,  

Art Of Ghost Of Tsushima (Art book) ,  Marketing Style Guide,  etc.  Produced prop 

concepts,  weapon concepts,  UI assets,  and supplied historical ly accurate references to 

the concept Team.

M a r c h  2 0 1 8  -  O c t o b e r  2 0 2 0

P R O D U C T I O N  A R T I S T  @  S U C K E R  P U N C H  P R O D U C T I O N S

Developed the Kamon inspired gear and trophy icons found throughout Ghost of 

Tsushima, Ghost of Tsushima: Director 's  Cut,  and Ghost of Tsushima: Legends.  

Worked closely with UI lead to produce UI and icons for navigation and activit ies found 

in Ghost of Tsushima: Director 's  Cut.  Implemented icons using Sucker Punch propri-

etary tools ,  and worked with UI Engineers when needed.

Created graphics for Studio events and items.

O c t o b e r  2 0 2 0  -  O c t o b e r  2 0 2 1

U I  A R T I S T  @  S U C K E R  P U N C H  P R O D U C T I O N S

Directed and produced art assets for game products,  marketing materials ,  and the Role 

Platform. Pitched and drove game and production init iatives.  Game projects include 

CHROME and Cabin in the Glade.  Produced style guides,  mood boards,  and assignment 

briefs to communicate style.  Responsible for theming game rooms to represent partner 

brands and products. Investigated and used emerging technologies to aid art production.

J a n u a r y  2 0 2 2  -  N o v e m b e r  2 0 2 2

A R T  D I R E C T O R  @  R O L E ,  I N C .

Produced art assets for F-Zero 99 that support the F-ZERO brand. Created concepts,  

mockups,  and prototypes for UI art .  Worked directly with project leads to help visualize 

and develop game designs.  Supported the growth of new or enhanced art development 

tools and techniques,  and created clear and actionable workflow documentation.

A P R I L  2 0 2 3  -  O c t  2 0 2 3

U I  A R T I S T  @  N I N T E N D O  ( N S T )

W O R K  E X P E R I E N C E

Art  Product ion &  V isua l  Development

Presentat ion

Preproduct ion

Cross  Disc ip l inary  Communicat ion

Remote Work

Sel f  Management

UI  Art

S K I L L S

M i k e A c k e r m a n . A r t

A r t s t a t i o n . c o m / M i k e A c k e r m a n

M i c h a e l A c k e r m a n A r t @ g m a i l . c o m

C u r r e n t l y  i n :

S e a t t l e ,  W a s h i n g t o n

8 0 2 - 2 9 9 - 0 4 5 5

@ M i k e A c k e r m a n A r t

C O N T A C T

 V i s u a l  A r t i s t  w i t h

1 1  Y e a r s  o f  e x p e r i e n c e

i n  t h e  g a m e  i n d u s t r y

P R O F I L E

A r t  D i r e c t i o n  / /  C o n c e p t  &  U I

Mike
Ackerman


