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Experience
JUNE 2015— PRESENT

SENIOR  ENVIRONMENT ARTIST - SHADOW OF  THE  TOMB  Raider - XBoxOne // PC // PS4 
Eidos Montréal - Crystal Dynamics
- Was in charge of the environment art of the entire level “Porvenir Oils Fields” showcased on stage at E3 2018
- Traveled to Shanghai to train outsourcing artists
- Modeled and Textured Mayan architecture that has then be used throughout the whole game by other artists
- Junior artists mentoring

November 2013 — June 2015

SENIOR  ENVIRONMENT ARTIST -  RISE  OF  THE  TOMB  Raider - XBoxOne // PC // PS4
Eidos Montréal - Crystal Dynamics - Microsoft
- Started as environment artist, ended up working on both environments, materials, textures and high resolution 
models.
- Had the mandate to rework entirely several important locations in the game (including tombs) done by other 
artists. Some of my work has been showcased on stage by Microsoft at Gamescom 2015.

June 2010 — November 2013

SENIOR  ENVIRONMENT ARTIST -  THIEF - PC // Ps4 // XBoxOne // X360 // ps3
Eidos Montréal
- Was in charge of the art of mission 3, Dirty Secrets. Regarded as the best mission of the Game by Sneaky 
bastards,
- Junior artists mentoring.

June 2009 — June 2010

Lead  Artist - ROAD TRIP  - PC // PS3 // XBox360
Hydravision Entertainment
- Defining environments' visual standards to run on Unreal Engine 3 (pre-production).

2008 — June 2010

Art  Department  Manager
Hydravision Entertainment

2009

Level  Builder - Fairy  Tale  Fights - PC // PS3 // XBox360
Hydravision Entertainment - Playlogic
- Building environments, including harbor town level.

2009

Lead  Artist - Knockout  Party - WII
Hydravision Entertainment - Ubisoft
- Worked mostly on art directing the very first prototype that led to the shipped version.

2008

Lead  Artist - Eye Toy  Pompom  Party - PS2
Hydravision Entertainment - Playlogic
- Character modeling,
- Environment design & modeling,
- Maxscript coding to improve artistic workflow.

2006 — 2008

Art  Director - Alone  in  the  Dark  5 -  PS2 // WII
Hydravision Entertainment - Atari
- Art direction,
- Lots of technical art (streaming engine),
- Environment Art.

2004 — 2006

Lead  Environment  Artist  -  Obscure  The  Aftermath  - PS2 - WII - PC - DS - PSP
Hydravision Entertainment - Playlogic
- Background art direction, design, and creation.

2001 — 2004

Lead  Environment  Artist / UI  Artist  -  Obscure - PS2- XBox - PC
Hydravision Entertainment - MC2
- Environment art direction, design, and creation,
- UI Artist.

Education
2000 

BTS COMMUNICATION VISUELLE   Two year technical degree in visual communication

1998

BACCALAUREAT ARTS APPLIQUES mention   ASSEZ BIEN  French High School Diploma (Art & Design) With Honours
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“At the time we worked together, Yann wasn't an art director yet, but I 
used to ask him a lot for advices and hints about artistic issues, because 
it always seemed to me that he is a natural born art director. He's a 
detail oriented artist, and a good manager too, that's why I recommend 
Yann for any job concerning art direction or artistic team lead.” April 
19, 2008

“I never had the opportunity to tell him, but Yann has been an excellent 
Lead Artist: always ready to listen and transcend his team, giving them 
the chance to prove their worth and pushing the boundaries whenever possi-
ble. 
He also have a very keen sense of graphic design and technical understand-
ing, which make him a very worthy video game artist.” July 14, 2012

“I haD the chance to work with Yann on Thief for almost 2 years. Very open 
minded and self critique he always look to improve the game in every 
aspect. He’s a very dedicated and passionate artist. Always keeps his 
motivation high no matter what. He’s a great person to work with!” Mars 9, 
2012

“Yann not only has a great eye for composition and style but he also can 
adapt his work to evolving gameplay intentions without compromising artis-
tic integrity. Working with him really felt like a partnership to create 
great looking spaces that were really comfortable to play in.” February 
23, 2012           

PHOTOSHOP, 3DSMAX, MAYA, UNREAL ENGINE 3, 
WORLDMACHINE, SUBSTANCE SUITE, ZBRUSH, UNITY, 
HOUDINI, KNALD, XSI, XNORMAL, ILLUSTRATOR, 
CRAZYBUMP, MAXSCRIPT, REACTOR

French (Mother tongue)
ENGLISH (Fluent)

Recommendations
Laurent  Sauvage Assistant Art Director, Ubisoft Montréal

Remi   despret
Art Director, Gameloft Montréal

mathieu  latour
Senior Concept Artist, EA Motive

GREG  FINDLAY
Senior Level Designer, Eidos Montréal

KNOWLEDGE
Softwares

LANGUAGES
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