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KEY SKILLS 
o Seasoned character animator and artist 
o Expert knowledge of 3D, 2D and stop motion animation techniques 
o In depth experience with a wide variety of art production pipelines 
o Directing  and team leadership experience 
o Creator of art and animation for award winning titles 

 
EMPLOYMENT 
2022-Present 
PeopleFun — Principal Animator 

> Responsible for creating character animations that set the bar for high quality and entertainment. 
Explored a variety of motion styles ranging from cartoony, pose-to-pose, to more stylized realism. 

> Designed and implemented the character animation pipeline that defined best practices for art asset 
creation, exporting and implementation. 

> Rigged and skinned character assets to exact specifications as defined and required by engineering. 
 

2020-2022 
Intellivision Entertainment — Art Director 

> Worked with the Studio Art Director to create character animations for various game titles.  
> Art directed and designed UX/UI for console and mobile games. Created pre-vis and production assets. 
> Collaborated with Marketing to define the style and ethos that were unique to the studio brand.  

   
2009-Present  
Pencil Test Studios — Co-owner, Art and Animation Director 

> Created 3D, 2D and stop-motion animation for video games, film, and television. 
> Served as art director and creative partner to clients such as Disney, Pixar, Activision, THQ, Nickelodeon 

and McDonalds to help them envision and achieve their project goals within their creative and financial 
guidelines.   

> Managed the outsourcing of art and animation assets, provided direction and feedback to external 
vendors resulting in projects achieving the highest quality assets within a given budget.  

> Created and managed a successful Kickstarter campaign raising $1 million for the Armikrog game.  
 
2016-2020 
Scopely — Art Director, Marvel Strike Force 

> Brought in to create sweeping, positive changes to the art department culture – focused on the growth 
and wellness of each individual while managing, mentoring and directing the team of 21 artists. 

> Responsible for creating and maintaining top quality art and animation that represented the Marvel 
brand. Managed approval processes and key relationships with Marvel Entertainment. 

> Worked closely with LiveOps and Marketing to conceive and create art assets for ongoing campaigns. 
> Created an outsourcing art pipeline, managed art assets and built relationships with external vendors. 

 
  2007-2009 
  THQ / Heavy Iron — Animation Director 

> Created in-game and cinematic animation for high profile movie license titles, including Pixar’s Wall-E 
and UP franchises. 

> Lead, managed and mentored a team of 10 animators, ensuring creative vision was maintained 
throughout production. 

ED SCHOFIELD 
Animation | Direction | Supervision 
ed@eschofield.com  
949.633.7553 
38 Ashwood, Irvine, CA 92604 
Reel: vimeo.com/eschofield 
 

 

Experienced animator, art director and supervisor with 
over 25 years of creative and leadership experience in 

games, film and television. I thrive on creating great art 
and animation while working with great people. 

 

mailto:ed@eschofield.com
https://vimeo.com/eschofield
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  2001-2007 
  Foundation 9 Entertainment — Studio Animation Director 

> Created in-game and cinematic animation while directing and mentoring a team of 14 animators. 
> Responsible for the overall quality of animation produced by the studio.  
> Oversaw the transition of the production pipeline from hand-keyed animation to motion capture. 
> Mentored and managed a team of 12 animators and help to  

 
  1999-2000 
  Will Vinton Studios — Stop Motion Animator 

> Created stop-motion animation for The PJ’s television show.  
> Mentored junior animators and presented animation techniques to the team. 

 
  1995-1999 
  The Neverhood — Co-Founder, Stop Motion Animation Supervisor 

> Created in-game and cinematic stop-motion animation that helped define the unique art direction of 
the studio. 

> Served as animator, artist and game designer while managing in-house and contracted talent.   
   
1994-1995  
  Shiny Entertainment—Principal Animator 

> Created in-game art and animation while helping to design comedic content and visual gags.  
> Worked closely with programmers on the design and implementation of the animation engine, and 

proprietary animation tools. 
 
 1993-1994  
  Virgin Interactive—Senior Animator 

> Created in-game animation and managed a small team of animators.  
> Worked with animation director to determine appropriate motion styles for character animation. 

 
GAMEOGRAPHY 
Marvel Strike Force  
James Cameron's "Avatar – Pandora’s Rising” 
Armikrog 
God of War III 
Sonic Boom: Rise of Lyric 
Silent Hill: Homecoming 
The DaVinci Code 
Marc Ecko's "Getting Up" 
Giants: Citizen Kabuto 

 

Pixar's "Toy Story Mania!" 
Pixar's "WALL-E" 
Pixar's "UP" 
Skullmonkeys 
The Neverhood 
Earthworm Jim 1 & 2 
Disney's "Aladdin" (Genesis) 
Disney's "Jungle Book" 
Cool Spot 

 

SOFTWARE 
Maya, 3DS Max, Unity, After Effects, Premiere, Photoshop, Illustrator, Soundbooth, MotionBuilder, Toon Boom 
Harmony (2D), Slack, JIRA, all Microsoft Office programs, Culture Amp, Favro, Lever and Slack 
 
INTERESTS 
Painting, playing and coaching basketball, Netflix binge-watching, community service projects, old-school 
videogames, and constantly re-evaluating my top 10 films of all time.   
 
EDUCATION 
Art Center College of Design / BA in Illustration 
 
REFERENCES 
Available upon request 


