
ANDREW FARRELL 

GAME DEVELOPER  ·  ANIMATOR 
Ontario, Canada   ·   me@andrewjfarrell.com   ·   andrewjfarrell.com 

PROFILE 

Game developer and animator with nearly 20 years of experience spanning independent game development, feature 
animation, and visual effects. Co-founder of Journey Bound Games, creating and shipping original games from concept 
through release. Previously worked as an Animation Lead and Senior Animator on major feature films, specializing in 
character animation, motion capture, and performance. 

EXPERIENCE 

Journey Bound Games  /  Co-Founder · Game Developer 2018–Present 
Co-founded independent game studio Journey Bound Games, developing and releasing original games across PC, 
console, and mobile. 

Path of Giants  -  Co-Creator · Game Developer 
Co-developed Path of Giants and handled porting and platform integration for releases across Steam, Nintendo Switch, 
Xbox, iOS, and Android, alongside design, animation, UI, production, and release work. 

Wild Ice  -  Co-Creator · Game Developer 
Co-developed Wild Ice, an open-world tower defense adventure with a hockey twist, working across game design, 
programming, animation, UI, production, and release in Unity and C#. 
Recorded and processed original motion-capture performances using a Rokoko Smartsuit for in-game character 
animation. 

SCANLINE VFX  /  Lead Animator · Senior Animator 2014–2019 · 2021 
Created character and creature animation across major feature-film productions, progressing from Senior Animator to 
Animation Lead. 

LEAD CREDITS 
Spider-Man: Far From Home 

• Led a team of animators through production. 
• Helped act and direct internal motion-capture sessions. 
• Using a mixture of hand-keyed animation and motion capture, animated key shots that helped establish and inform the 

movement and performance. 
The Wrong Missy · Free Guy · Shang-Chi and the Legend of the Ten Rings 

ANIMATOR CREDITS 
Godzilla vs. Kong · Furious 7 · Justice League · Tomb Raider · Ant-Man and the Wasp · Aquaman · Pan 

BRON Studios  /  Character Animator 2016 
CREDIT 

Henchmen 

Image Engine  /  Animator 2015–2016 
CREDIT 

Kingsglaive: Final Fantasy XV 

Sony Pictures Imageworks  /  Character Animator 2015 
CREDIT 

The Angry Birds Movie 

The Third Floor  /  Pre-Vis Animator 
• Animated, lit, and composited shots used as creative blueprints for feature-film production. 
• Worked with character/prop rigs, camera tracking, and motion-capture integration. 

CREDIT 
Warcraft 

Digital Domain  /  Character Animator 2012–2013 
• Character animation using a mixture of hand-keyed animation and motion-capture cleanup. 
• Worked on large crowd shots for feature-film production. 

CREDITS 
Maleficent · Ender's Game · Jack the Giant Slayer 
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EARLIER EXPERIENCE 

Arc Productions  /  Character Animator 2011 
CREDIT 

Matt Hatter Chronicles 

Mr. X FX  /  Animator · Tracker · Rigger 
• Worked across camera tracking, animation, and basic asset rigging for live-action feature 

films. 

2010–2011 

CREDIT 
The Three Musketeers · The Vow 

IMAX  /  Animator · Tracker · Modeler 2010 
Camera tracking, modeling, animation, and rigging for stereoscopic feature-film conversion. 

CREDIT 
Harry Potter and the Deathly Hallows Part I 

Invisible Pictures  /  Character Animator 2010 
CREDIT 

Beast Legends 

C.O.R.E. Digital Pictures  /  Character Animator 2009–2010 
CREDIT 

Planet Sheen 

March Entertainment  /  2D / 3D Character Animator 2008–2009 
CREDIT 

Dex Hamilton 

SKILLS 

Animation  Maya · Character Animation · Creature Animation · Hand-Keyed Animation · Motion Capture · Animation 
Leadership · Previs / Postvis 
Game Development  Unity · C# · Gameplay Systems · Cross-Platform Development & Porting · PC / Console / Mobile · 
UI/UX · Animation Systems · Motion Capture (Rokoko) 
Additional  Photoshop · After Effects · Premiere 

EDUCATION 

Durham College  —  Animation Arts Advanced Diploma | 2005–2008  ·  Dean's List 
AnimSquad  —  Intermediate & Expert Animation Workshops | 2014–2015 
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