Mimi Doggett Romberger

Senior Visual Designer | Illustrator 
                             San Francisco Bay area: 415 457-7332
235 Ridgeway Ave, Fairfax CA
                                           http://doggster.com/port
Digital and traditional Art, Graphic Design development and production services for business , consumer products/applications, marketing  and entertainment products. 

Tools:  Adobe suite - Photoshop,  Fireworks, Illustrator, Flash, jQuery, Blender 3D . 
Traditional art mediums for signage, illustration and artworks.

Doggster Studios, Fairfax, CA 
Director of Design, Senior Visual Designer - June 2006 to present

Contract and consulting services. Visual design, Icons, Banners, Splash screens, Screen components and widgets, Logos and animation services, for internet and mobile devices. 
Currently creating iPhone|iTouch games and applications for Ubiquitous Muffin:


"Clownbop"


"WaterGlobe"

"Boingg Pachinko"


"Boffo Fun time Game Pax 1"
"Boffo Fun time Game Pax 2"
Clients: IDEO, Rocket Communications Inc. (SF).

Rocket Communications Inc., Inc. San Francisco, CA

Director of Design, Senior Visual Designer - November 1999 to May 2006

Lead project designer, UI solutions and multi platform production expertise. Provided creative mentoring young Rocket designers.  
Clients: Sorenson, Reuters, Apple, Cisco, HP, Motorola, Sun, and many others. 

Lucas Learning Ltd. San Rafael, CA

Art Group Manager - August 1998 to October 1999 

Game development department manager. Creative staff of 2D/3D artists and animators. Hired and mentored young artist and animators, and facilitate new technologies and training.

Gametek, inc. San Francisco, CA

Art Director, 2D and 3D art group manager – June 1995 - August 1998 

Build a new production and R&D staff of 2D|3D artists and animators to design and develop entertainment products. 
Sega of America Belmont, CA

Multimedia Studio | Art Director, 2D/3D group manager and artist -1992/1995 

Build a new production and R&D staff of 2D/3D artists and animators, to design and implement entertainment products targeted on Sega's new "state of the art" hardware platforms. 


" Wild Woody" - Sega Genesis CD - Apr. 95 Released.


" Astrocade" - Saturn CD, D.T.S. code CD - Feb. 95


" Shadow of Atlantis", Sega Genesis CD


" Jurassic Park"- Sega Genesis CD , Dec. 93 Released

Mediagenic/Activision Menlo Park, CA

Project management and lead artist - 1990 to 1991 


"Leather Goddesses of Phobos II" Adventure game, MS-DOS.


" Sargon V" Chess game, MS-DOS and Tandy conversion, Visual design and animation.


" UAC" Ultimate Air Combat, Nintendo. Designed and implemented tiled based jet fighter 
animation. 

The Learning Company Fremont CA

Project artist/animator, contractor - 1990 


"Math Rabbit" Port graphics and coloration from MS-DOS to Apple/Macintosh platform.

Maxis Moraga, CA

Project artist/animator, contractor - 1990 


"SimCity", Alternate Architecture Set 1 - Ancient Asia, MS-DOS. Created multiple format 
versions: CGA, EGA (320x200 and (640x400x16), VGA (320x200x256) and Tandy.

McDonalds Inc. Chicago Ill.

Project artist/animator, contractor - 1990 

Trade show Presentation Demo 

Directed, designed and animated a trade show demo, targeted on Macintosh/SuperMac high resolution display.

APPLE Computer Inc. Cupertino, CA

Designer/animator, contractor -1986 through 1990 


"CD ROM "Explorer"- HyperCard. Member of the "Explorer" team. Menu interface design, 
animated effects and layout of subject modules.


Apple Corporate Grants and MacDonald's Corporation - Ronald MacDonald Houses, Children's 
Charities. corporate promotion “give away” disk with donated hardware. Designer: 
layout/screen Artist and animator. Target: Mac SE, MacroMind Director. 


Wild Card/ HyperCard 1.0 - MacWorld demos:


"MegaCorp Corporate Ordination" and "MegaCorp Corporate Sales Report" stacks.  Interface 
designer, artist, animator / HyperCard scripting. 


HyperTalk On-Line "Help/Reference” On-line help stack.


On-line menu illustrations. Designed the first rough concept character to be used with the 
dialogue text. Then completed final art for the stack. 


Mac ci "Sound" capabilities, sales demo stack.


Illustration and animation. Black/white technical illustrations and whimsical cartooning. 


"HyperCard Design Guidelines" Apple Inc. Publication (Paperback book format) Contributing 
Illustrator. Black/white technical illustrations and whimsical cartooning. 


Apple IIGS Video capture hardware, sales demo (VCR format).


Art and animation samples highlighting capture special effects techniques.  


Apple IIGS revised (color display) system tour demo. Visual design and animation.

ACCOLADE Cupertino CA

Lead artist and animator - 1984 to1987 

Founding member of the Accolade Corporation. Sole artist/animator for original first round of products. Commodore 64 - Game titles: 


" HardBall", Baseball game 


" Card Sharks", Interactive card games. 


" Law of the West", Old west, graphic adventure. 


" 4th and Inches", Football game. 


" Psi-5", Interactive space adventure. 

Atari Sunnyvale, CA

Game graphics designer and animator. 1980 -1984 

Worked in Consumer Product Division, Home 2600/5200 games systems


2600 games: "Centipede", "Mario Bros.", "Gravitar", "Sword Quest" I and II, "QuadRun","Star 
Fighter","Garfield", "Tennis" and "Baseball".


5200 games: "Sports Goofy" Disney , "Roadrunner" , "Gremlins" and "Countermeasure".

Education 

Skyline College, San Bruno CA 9/84 -6/85, Fine Arts, Psychology 

Design Art Center School of Design, Los Angeles CA. 9/69 - 9-70, Fine Arts, design. 

Chouinard Art School, Los Angeles CA. 9/68 -6/69 Fine Arts 

Mount San Antonio College, Walnut CA. 9/70 - 6/71, Fine Arts
