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Balu HagiHuid napTHep B noLlwyky po6oTu Ta ninbopi nepcoHany (0 ua

Kocen OkcaHa
3D ARTIST

¥ 1 keitha 9 MicTo: Kuis

Bik: 35 pokis
Pexum poboTu: noBHKI poBounii AeHb, BiaaaneHa po6oTa, YacTkoBa 3alHATICTb
Kareropii: IT, WEB ¢axisui, [insaiH, TBOpYiCTb

v lMepebysato B LWNOGI v/ € pitn
YBinaiTe abo 3apeecTpyiTecs Ha cainTi Ak poboToaselb, o6 6aunTi KOHTaKTHY iHpopMalLlito.
Hocsig pobotu

3D artist

Mia Gaming Limited (Game Meta Life), Kuis
08.2021 - INo TenepilLHiK Yac (2 pokn 8 micAuis)

O60B'A3KM:
About the project: Game Meta Life (apps.apple.com/app/id6446115798)

Tools and Technologies: Unity, 3ds Max, Zbrush, Substance Painter, Adobe Photoshop, 3D Coat, Sourcetree, Jira
Software

Responsibilities:
o Creation of game 3D models HP and LP (props, buildings, characters, nature);
o Development and modeling of the island and the city terrain;
e The HP models retopology;
o Maps baking;
o The terrain and the models texturing;
» 3D models Lods and collider creation;
¢ Loading and configuring of models in the Unity;
o The prefabs creation in Unity;

o Landscape design and models placement in Unity.

3D artist
Computer Graphic Studio CGEAS (Unity game project), Kuis
02.2021 - 08.2021 (6 micAuis)

O6oB'Asku:
Tools and Technologies: 3ds Max, Zbrush, Substance Painter, Marmoset Toolbag, Adobe Photoshop, Unity.
Responsibilities:

o Low poly and high poly furniture and decor assets modeling for Unity game project;


https://jobs.ua/resume/kiev
https://jobs.ua/login/?return_url=/resume/pdf/1110984
https://jobs.ua/register

Retopology;

Maps baking;

Texturing;

Icons rendering.

3D artist
CG Trader (Freelance projects ), KviB
06.2020 — 08.2020 (2 micAui)

O6oB'A3KHK:
Tools and Technologies: 3ds Max, Zbrush, Substance Painter, Marmoset Toolbag, Adobe Photoshop.
Responsibilities:

o Low poly and high poly furniture assets modeling;

o Retopology;

o Maps baking;

o Texturing.

3D artist
Freelance (Freelance), Kuis
01.2015 - 08.2020 (5 pokiB 7 micALiB)

O6oB'A3KHM:
Tools and Technologies: 3ds Max, Blender, Zbrush, Substance Painter, Marmoset Toolbag, Adobe Photoshop.
Responsibilities:

o Take part in a small Unity Android game project for children;

Stylized characters sculpting in Zbrush and its retopology in 3D Coat for the game;

Furniture assets creating for the Unity games;

Take part in Unity game projects (3D modeling and animation assets creating in Blender and its integrating into Unity);

Creating furniture, clothing, exteriors, food, decor etc.

OcBiTa

['State University of Finance and International Trade (KuiB)
CneuianbHicTb: International Relations Faculty, specialty: international law
noeHa Buwa, 09.2010 — 06.2012 (1 pik 9 micAauis)

National Aviation University (KuiB)
CneuianbHictb: International Economic Relations Faculty, specialty: International Economic Relations

noBHa Bua, 09.2005 — 06.2010 (4 poku 9 micALiB)
JlonaTtKkoBa ocBiTa

« 3D animation in Maya (ArtClub)
- 3D Pro. Game environment pipelines. ArtCraft CG School

3HaHHA MOB

AHrnivcbka - BUCOKMI piBeHb (BiNbHO)
Jonatkoso: Upper Intermidiate



JonaTtkoBa iHpopmauia

3HaHHA KoMn'toTepa, nporpam: Professional skills: 3D modeling programs knowledge: 3ds Max, Zbrush Additional
programs: Adobe Photoshop, Substance Painter, Marmoset Toolbag, 3D Coat 2D and 3D games development software:
Unity Languages knowledge: English (Upper intermediate level)

OcobucTi AKoCTi, X00i, 3aX0MNEHHS, HABUYKK:
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