depopoB ApTyp
Technical Artist | 3D/2D Generalist Mu+ck, benapyce

"Uepan e uepbl, nucar npo uepel, npodasars uzpbl, npodeuszarsn uspbi — mernepe ux coddaro!”
YBReYeHHbI CneLmanucT, KOTOPbI BEPUT, YTO AreraHTHblE TEXHUYECKME PELLEHUSA U
KpeaTMBHbIA NOAXOA — KITHOY K CO3aaHuI0 He3abbiBaeMOro UrpoBoro onbiTa.

X KnioueBble HaBbIKM

OcHoBHowu ctek: Unity, C#, C++ (6a3oBbinn), ShaderGraph, VFXGraph.
ApT-uHcTpyMeHTbI: Substance Designer, Blender, Photoshop, Krita, PixelCreator,
Aseprite.

Ayauno / SFX: FMOD, Adobe Audition, FLStudio.

Asbikn: Pycckuin (PogHon), AHrnumnckun (B2).

@ O6pa3oBaHue

e bBIIY (9koHOMUCcT-MH(popmaTuK): CnnbHasi 6asa B MaTemaTuKe, CTaTUCTUKE U
aHanuTuke (MpUMeHsIeTca Ana oNTMMM3aLMn U pacyeToB B koae/wenaepax).

e CneumanusnpoBaHHble Kypcbl: YrnybneHHoe nsyveHume Blender, Unity, C#, VFX,
paboTtbl co ceeTom n FMOD.

B2 OnbIT paboTbl

Freelance 3D/2D Generalist & Tech Artist 2020 — Hacmoswee epems

e PaspaboTtka Bm3yanbHbix achdektoB (VFX), HanucaHve wengepos, co3gaHme
PBR-matepunanos.
HanucaHne my3bikn n cayHg-gusanmH (SFX/OST), nHterpaumnsa ayano-cuctem.
OpraHunsaumsa n npoBegeHne TeCTUPOBAHUIA UTPOBbIX MEXAHWK.

PykoBoauTtenb BugeourpoBoro otgena | OZ.by 2011 - 2020

YnpaBneHne nosiHbIM LIMKIOM UrPpoBOro HanpasneHus.

BeneHve B2B neperosopos ¢ kpynHenwmmu nagatenamm (Nintendo, Blizzard v gp.).
OpraHusaumsa HaumMoHarbHbIX KW6epPCNOPTUBHBLIX TYPHUPOB, aHaNM3 pbiHKa 1
YKU3HEHHOro LMKna NpOayKTOB.

Konupantep | Etxt 2008 — 2011

e HanucaHue rangoB n 0630poB, rMyBoKNin aHanNn3 UrPoBbIX MEXAHMK U CUCTEM
YOEPXKaHUSA UTPOKOB.



%’ KnioueBble npoekTbl (MopTdonuo)

Too Late for Valhalla (fluyHbil npoekm)

o CyTb: Ayano-LeHTpuYHas apxXuTekTypa, rae My3blkanbHbI Tpek BbiCTynaeT
"anpwxkepom" remmnnes.

e Peanusauwmsa: AHanus 3Byka B peanbHoOM BpemeHu yepe3 DSP ¢ FFT.
[dnHamnyeckas reHepauusi ypoBHEN 1 ynpasreHue wengepamu (B T.4. BOAbI),
CMHXPOHM3NpoBaHHble ¢ FMOD-mapkepamn. HanucaH cobcTBeHHy0 peHaep ¢uuy
ansa kactomHoro Post-Processing B URP.

HOLODOG (/lu4Hbili npoekm)

e CyTb: Ynpaengemas pusnkon cuctema npouenypHon aHmmauum gna 2D-mexa.

e Peanusauus: Event-driven apxutektypa ans cbopkm mexa u3 He3aBUCUMbIX
mogynewn (nokomouus, 1K, otaada). Paspabotka npogsuHyToro 2D-wengepa
ocseleHus (Overlay, Hard Light) u cuctemsl gnst onTuMmM3nMpoBaHHON
KacTomMmnsaumm.

KoHTpakTHaa pa3pabotka (VFX, Temple of Patience, Argon Flight u dp.)

e CospgaHue npouenypHbix VFX Ha wengepax (guccons, peHens, UV-mannnynaguum,
NeHTbI/Wnendsl).

e Paspabotka kactomHon 2D-HaBurauumn Ha 6a3e anroputma BFS n cteiT-malumH
apanTuBHoro MM 6occos.

e HanucaHue nnarnHoB u pacwupenun gnga Unity Editor (aBTomatnsaumsi MeThl,
penakTopbl ANanoros).

@ NpodreccnoHanbHbIe Lenu

YBepeHHo Bnages Shader/VFX Graph n cuctemamm 4actuy (YMeto BbXXMMaTb
MaKcumaribHOe BU3yarnbHOe KayeCTBO Npv MUHUMYME PeCypCOoB), S ULLYY NMPOEKT, KOTOPbIN
OpOoCUT MHE HOBbIV TEXHUYECKMI BbI30B. Mol hokyC Ha pasBuTHE:

e Houdini n cnoxHbie cumynauun: MNepexopn K paspaboTke KOMMIEKCHbIX
npoueaypHbIX CUCTEM U BbICOKOYPOBHEBbIX VFX.

e CuHeprusa Ayauo u Busyana: my6okas nHterpauns CrnoxHblx 3ByKOBbIX CUCTEM U
BM3yanbHbIX adpdekToB. A ybexaeH, 4to ayamo n VFX pabotatoT no CXoxum
NpyHLMNaM 1 UX TeCHasi anropuTMmnyeckas CBs3b — KIoY K CO34aHUIo
no-HacTosILweMy MMMEPCUBHOIO UrPOBOTO OMbITa.
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