
Forrest Taber-Thomas
Game Design | Vis Dev | BG Design
Mission
Experienced, team-oriented designer and artist looking to work on meaningful projects that create joy and make the world a 
better place.

Education
Bachelor of Arts: Interactive Media and Games  |  USC School of Cinematic Arts  |  2010-2014
Dynamic Sketching, Color, BG Design for Animation, Analytical Figure Drawing, Head & Hands Drawing, Intro to TV 
Storyboard, Architecture for Worldbuilding, Perspective & Cinematography  |  Concept Design Academy  |  2022 - 2024

Employment
Contract Game Designer  |  Gamebreaking Studios  |  Summer 2025
▪ Created a proposal design document with gameplay mockups for an educational game about personal finance.

Contract Illustrator & Graphic Designer  |  REBOOT  |  Fall 2024
▪ Watercolor-style digital illustrations & graphic design for a companion discussion guide for the 2024 film “A Real Pain”.

Lead UI/UX App & Game Designer  |  Blue Marble Health  |  Fall 2017 - Winter 2023
▪ Sole designer on a comprehensive physical therapy telehealth platform for patients, clinicians, and healthcare companies.
▪ UI/UX design for all aspects of Blue Marble’s platforms using Adobe Illustrator and Photoshop.
▪ UI/UX design for sensor-based games for vestibular rehabilitation in older adults, and spinal cord injury rehab in children.
▪ Designed docs, wireframes, prototypes, and final UI assets for complex app interfaces, menus, and graphs.
▪ Pitched new app features to PTs, clinicians, and producers, then oversaw their implementation in Unity and through QA.
▪ Worked on multiple grants from NIH, Atrium Health, University of Louisville, and other health partners.
▪ Art direction on all aspects of the Health in Motion app, the clinician portal, and the Blue Marble Health Co. website.
▪ Laid out 3D scenes and set camera angles for an exercise gym scene with a 3D character in Unity.
▪ Designed UI for exercises, lessons, tests, for COPD, high fall risk, total knee replacement, and COVID.

Junior Game Designer  |  Age of Learning, Inc.  |  Fall 2014 - Fall 2017
▪ Designed, documented, pitched, and oversaw over 100 educational games for abcmouse.com and Adventure Academy.
▪ Prototyped games for 3rd to 6th graders using Unity.

Unity Engineer  |  Emblematic Group  |  Summer 2014 - Fall 2014
▪ Assisted with creation of Formula 1, a VR experience commissioned by Standard Chartered Bank. 
▪ Modelled and textured 3D objects and characters, unity 3D asset implement, and scripting of triggered events in C#. 

Film Production Intern  |  Getzels Gordon Productions  |  Summer 2013
▪ Created animations and posters for a kickstarter campaign for the documentary The Penguin Counters. 

3D Art Intern  |  Psychic Bunny  |  Fall 2012
▪ Level design and 3D asset modeling for multiplayer FPS/RTS military training game Dice-T.

3D Artist  |  USC SCA Animation Thesis “SOD’S MACHINE”  |  Fall 2011
▪ Assisted in visual development, modelling and rigging of 3D art assets.

Animation Intern  |  Pixeldust Studios  |  Summer 2011/Summer 2010
▪ Modeled 3D Environments and assets in Maya and zBrush.
▪ Conceptualized visual effects for TV shows including: The Fabric of the Cosmos and Diving for Eden.

Technical Skills
Adobe CS  Digital Painting  Drawing  Vis Dev / BG Design Graphic Design
Game Design  Art Direction  UI/UX   3D Modelling  Writing
Unity   C# Scripting  Visual Studio  Marketing  Web Design 

forresttaberthomas.com

ftaberthomas@gmail.com

Los Angeles, CA


