La o
Bawu HaaexHbI napTHep B noucke paboTsl 1 noaBope nepcoHana Jg/bsua

Jlo3oBuun OnexkcaHap
3D QU3AUHEP, 30 000 IPH.

& 19 okTAGPA 2025 @ Mopoa: Xapbkos

Q oTos k KOMaHanpoBKam: Kies

BospacT: 23 roga
Pexum paboTbl: NonHbIM padounit AeHb, yaaneHHaa padoTa, YacTMuHanA 3aHATOCTb
Kateropuu: IT, WEB cneyunanucTsl, [lnsaH, TBOPYECTBO

Bowante unu saperucTpupymTech Ha caiTe kak pabotozatesb, UToObl BUAETb KOHTAKTHYHO MHMOPMALUIO.
OnbIT paboThl

3D Artist / Animator
MSToons, (Filmmaking), Xapbkos
01.2025 - 10.2025 (8 mecAues)

Ob6nAzaHHOCTK:

3D Character Creation and Development;
Character Texturing & UV Mapping;

Character and Object Rigging;

Environment and Asset Creation for Animation;
Lighting Design Tailored to Project Requirements;
Character and Object Animation;

Animation Rendering;

Post-Production and Animation Compositing.

3D Artist
DreamDrop Games (Game Development), Xapbkos
12.2024 - 03.2025 (2 mecAua)

O6s3aHHOCTH:
| have made character and NPC animations, using Blender 3D software for further use in the Unity game engine;

| have edited,fixed and adjusted models for animation movements for further use in the Unity game engine, using Blender
3D software;

| have created RIGs / Skeletal Meshes for characters and NPCs, using Blender 3D software;

| have skinned character and NPC skeletal meshes to geometry meshes for more realistic and correct movement for 3D
animation creation, using Blender 3D software;

I have communicated with 3D modeller and animator teams, to ensure rigged characters met project’s and quality
requirements;

| have corrected, fixed and adjusted character and NPC animations, based on feedback provided by the 3D modeller and
animator teams;

| have exported character and NPC animations to the Unity game engine, using Blender 3D software.


https://jobs.ua/rus/resume/kharkov
https://jobs.ua/rus/resume/kiev
https://jobs.ua/rus/login/?return_url=/rus/resume/pdf/1189408
https://jobs.ua/rus/register

3D Visualizer
Univermag Osvity (3D Printing), Knes
04.2024 - 09.2024 (5 mecAaueB)

Ob6nazaHHOCTH:
| have created 3D models for educational facilities that were printed on 3D printers, using Blender.

| have created 3D models based on different topics and projects: Biology (3D models of organs, joints, cells, etc);
Geography (3D models of mountains, globes, etc); 3D models for school safety classes.

| have provided ready-to-print, size-calibrated models using Autodesk Netfabb.

| have edited, optimized, retopologized and remodeled already existing 3D models that were not met by project needs or by
quality standards.

| have photographed, searched and imported needed references for each 3D model into 3D modeling software to provide as
much accuracy and detail as possible.

I have worked closely with the Higher Management and 3D Printing department to ensure printed models were made by
given quality standards and project needs.

| have created highly detailed, high resolution renders to showcase completed 3D models to the Higher Management and
3D Printing department.

| have created professional lighting in a 3D environment to ensure that any 3D model would be presented accordingly.

3D Animator
Rooster Time (Animation), XapbKkos
02.2022 - 02.2024 (2 rona )

0653aHHOCTH:

| have created character animations and videos, audio mixing and previews.
| have created environments as well as lighting for it.

| have created animations based on video and audio references.

| have created animations based on popular video game franchises (Five Nights at Freddy’s, Poppy Playtime, Garten).

3D Artist
Freelance (Design), XapbkoB
01.2020 - 02.2024 (4 ropa 1 mecAu)

Ob6nazaHHOCTH:

| have created High-poly and Low-poly models (by references and without using any references).

| have done object animations and character animations. As well as creating RIGs for objects and characters.
| have created PBR materials and textures (2K / 4K) for models, with previously created UV maps.

| have created optimized 3D models for game-dev projects.

| have created model showcase scenes, complex environment scenes (with lighting) and high quality renders of them.

O6pasoBaHue

XapKiBCbKMIW HaLiOHANbHUIA YHIBEPCUTET PadioeneKTPOHIKK (XapbKoB)

CneunanbHOCTb: KOMM'HOTEPHI HayKK
nonHoe Bbicwee, 10.2023 — 07.2025 (1 roa 9 mecAues)

XapKiBCbKMIW HaUiOHaNbHWI YHIBEPCUTET padioeneKTPOHIKK (XapbKoB)

CneumanbHOCTb: KOMM'HOTEPHI HayKK
HeoKoHYeHHoe Bbiclee, 09.2019 - 07.2023 (3 roaa 9 mecAues)



HdononHutenbHoe o6pa3oBaHHue

« Creating graphic models and Animation (KNURE), 2021
« 3D Modeling and Animation (KNURE), 2021

« Anatomy for 3D Artists (Artcraft), 2024

« Professional Course 3D Graphics (Autodesk), 2020

3HaHH1e A3bIKOB

AHInniACKH - MpoaBUHYTHIN (CBOOOAHO), YKpaUHCKMiA - [poaBKHYTLIN (CBOOOAHO)

JdononHutenbHaAa uHopmauuma

3HaHue KomnbtoTepa, nporpamm: Blender; Autodesk Maya; Substance Painter; Sculpting; Modeling; Hard Surface; High-
poly; Middle-Poly; Low-poly; Topology; Retopology; Visualization; Animation; Anatomy; Character Animation; Object
Animation; Lighting; Rendering; Rigging; Skinning; Environment; UV Mapping; Texturing; PBR materials; UX/UI Design
(Mobile, Desktop); Adobe Photoshop; Adobe lllustrator; Figma;

JInuHble KauecTBa, X0006u, yBnevyeHua, HaBbliku: Communicative; Responsible; Result-oriented; Self-educational; Fast-
learning; Structuring project that being is worked on;
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