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The official (aka boring) part of the resume is below. If anyone cares.
For the last six years, I’ve been working as Art Director at three different Ukrainian companies. 

What I do is not a usual art direction. I build and evolve teams of artists; I make sure their art is made to one style, and to the target quality. I take character and environment artists, riggers and animators, effects artists and concept art guys, and make them a team – a single unit with clear pipeline and high efficiency.
I take tasks from vision holder (this may be a producer or creative director); then I work with game designers and programmers to find out what we need to do to make these things come alive. I develop the tricks and technologies; I make sure they are doable within the engine and platform we are using, and I guide the art team to create the art which supports our techniques. Also, I create models, make sculpts, paint textures, set up rigs, make animations, create shaders, particle effects, matinees, and so on.

I came to the game industry about 10 years ago. Fresh out of college, before that I made money as translator, and modeling was my hobby. Poser characters in Bryce environments, chrome spheres over checker fields. Outsourcing company Nikitova hired me as junior, which still puzzles me when I look at my “portfolio” of that time.
Fast to pick stuff up, I discovered words like “unwrap”, “diffuse”, “polycount” and “overtime”. It was like a candy field to me – all the things to learn, so I om-nom-nomed my way through darkest depths of 3dsmax menus, combinations of modifiers, material properties and , finally, biped. The Character Studio was a dessert, and soon I was working with bipeds, bones, controllers, rigs, animation systems and crowd simulations. I was always hungry for more, constructing interstellar ships from scrap metal.

The company kept promoting me and giving me more and more money. My modeling and texturing job was quickly followed with rigger/animator position, then Lead artist, and eventually – Art Director. On this way, I have led larger and larger teams in battle, dealing with outsourcing projects for every game platform out there. Meeting all sorts of different specs and requirements, dealing with all sorts or art styles, made me a versatile-skilled team leader. I evolved into a guy who knows the deep aspects and thus knows how to simplify any sort of job. While we had jewels like Overlord, Need for Speed, NBA Live, Pirates of the Caribbean etc, most of the time we were involved with smaller and not-so-well-known projects. We also created our own project, Showtime Championship Boxing, which taught us some valuable lessons.
At Nikitova, I also worked with a number of excel sheets, Microsoft Projects etc etc, developed the pipeline for estimating work on any possible project, and established the QA department. Years after I left the company, it is still using my work. I never wanted to be a project manager, but in a sick way I am proud that I can create excellent paperwork when I have to. Things changed, and I moved to Ulysses Games, a much smaller outsourcing company with own project on hand. Among other things, I was willing to go to a less-bureaucratic environment and build the company art and managerial culture from scrap. In a way, this was a stepping stone for me, as I needed to see something different and have some fresh air.

In 2008 I have joined Vogster Entertainment to drive own project. We’ve been working with excellent producer from USA with a bunch of AAA titles under his belt, and a burning vision in his mind. The goals were set quite high – higher than any of us here had in our past. We were challenged to create a game with unique elements of gameplay, and that called for lots of research on art and engineering sides. I have been blessed with great game designer and great engineering lead; we started to build our technology around Unreal 3, and build our teams around us and the vision of our producer. We were just beginning our way in art, tech and team-building. In summer 2009 we submitted the alpha to the investors. It was great, but we were just starting.
Sadly, our project was not the only one at Vogster. The company had a long-in-production MMORPG project nearing completion. A couple months after our alpha was submitted and we got a green light to make the game and hire the full team, this MMORPG released. It was, so to say, less successful than expected. I can understand why people who invested gozillion money in it for several years got upset. Unfortunately, they got upset with game industry altogether. “Reorganization” term can sometimes mean “fire everyone you see”.

Four people left on my project were me, engineering lead, game designer and technical artist. It took us a year to combine the alpha into something small yet spectacular. We cut all parts which were in early development. We improved, as much as we could, everything we could spare. The result was a playable demo – two levels, several enemies, a number of effects, running on PC and PS3. You can see some footage from the gameplay in my demo reel.
Now we are working on a new project for PC/XBLA/PSN. I perceive it as a new stepping stone in my life.
Summary

Creative professional with technical game art direction expertise focused on driving production teams to build AAA assets for top titles.  Knows how to define the look and feel of a project as well as build and lead teams to be on the cutting-edge of quality. Expertise in devising technologies for art creation and art team management; establishing efficient pipelines to ensure effective  connections between art, engineering and design teams.  Ensures that art assets are not stand-alone items but become an operational and impressive part of the game world.  
Accomplishments

· Defined the look and feel as the Art Director for the following titles:
· NDA title by Vogster Entertainment, built on U3 engine for PS3, Xbox 360 and PC

· Showtime Championship Boxing by Nikitova Games (2007) – Wii, DS.

· Art managed internal art teams and worked with game developers and publishers on production of assets for over 30 titles for PC, PS3, PS2, Xbox 360, Xbox, Wii and DS, including some of the following titles:
· Totems by 10Tacle Studios (2008) – PS3, Xbox 360, PC; created about 100 animations for a third person action game featuring combat and complex parkour movement.
· Unannounced title by Digital Reality (2008) – Xbox 360, PS3, PC; created about 60 environmental assets including weapons, vehicles, buildings and props for a first person shooter.
· Overlord by Triumph Studios (2007) – Xbox 360, PC; created about 20 characters (with rigs), including main character and some of bosses, and a number of NPCs; created about 30 environment assets.
· Everquest 2 by Sony OE (2006) – PC; created characters (with variations).
· Pirates of the Caribbean: The Legend of Jack Sparrow by Bethesda (2006) – PS2, PC; created 15 minutes of full motion video featuring a number of characters and environments, including Jack Sparrow, Captain Barbossa, Elizabeth Swann, and Will Turner; a motion capture session; visual effects and post production effects; lip synch to actor sound tracks.
· NBA Live 2006 by EA Sports (2005) – PS2, Xbox 360, GameCube; about 20-30 realistic basketball players’ heads and faces based on photo references.
· Need for Speed Underground 2 by Electronic Arts  – PC; created a number of car LODs and car upgrade kits.
· As an individual contributor, expert in the following areas:
· Character animation, including lip synch and facial animation; dynamic simulations.
· Rigging and weighting, from basic to complex rigs.
· Visual effects and shaders, plus post process effects.
· Character creation (models, textures).
· Environment asset creation (models, textures).

Vogster Entertainment, Art Director, Kiev, Ukraine 2008 – present
Using the producer’s vision of the game, worked collaboratively to define the look and feel of this game title; and built a team of artists leading them through the pre-production phase.  Visual style is photoreal; platforms: PS3, Xbox 360 and PC; game engine Unreal 3; game style – third person hack and slash with strong emphasis on fun and satisfying action, strong visuals and story line. Total team size was varying up to 15 people working under my direction, including concept artists, character and environment artists, animators, sound engineers, and technical artists. Accomplishments include:

· Leading a team of concept artists to create unique and immersive visuals for environments, characters, and effects;

· 2.5d technique used to evolve concept art into 3d game environment;
· Advanced rig, based on combination of MotionBuilder base rig and sophisticated rigging in 3dsmax.

· Blood splatter technology to show blood in air, on walls and objects;

· Environmental destruction ranging from simple effects (small objects such as bottle) to complex multi-staged destruction (objects such as buildings, cars etc.);
· Character damage visuals to show sword slashes and bullet enter/exit wounds on characters, in correct places and correct scale;
· Character dismemberment technology, based on semi-procedural approach, which allowed for limb and head dismemberment, bullet holes in geometry, nasty stuff like characters slashed in pieces and guts falling out;
· Particle effects for weather simulation;
· Environment lighting via lightmaps, using Beast and Lightmass;
· FaceRobot facial animation system to be applied in-game to show character emotions and reactions;
· Keyframe animation for characters; motion capture animation; retargeting animation in MotionBuilder;
· Building a system of shaders to be used and re-used for game assets;
· Managing particle effects to achieve realistic results which are within the engine capacity, allowing the game to run smooth on target platforms;
· Daily collaboration with producer, design and programming in the Kiev Studio and Chicago Studio to ensure cooperation and reach a common goal, design effective pipelines and implement game mechanics at a top level; devise technical ways for the assets to work within the game environment on target platforms.
Ulysses Games, Art Director, Kiev, Ukraine 2007-2008
Selected by developers and publishers to provide art assets for their outsourcing projects.  Led a team of 15 artists, effectively working as an art director, lead artist and project manager.  Role and job responsibilities included:

· Initial contacts with the clients to find out the game style and technical requirements;

· Created art design documentation and technical specifications;

· Produced project planning in MSP showing team size and tasks;
· Mentored art teams to improve their understanding of projects, pipelines, software;

· Trained artists to produce quality work; maintained team temperature at productive level and dealt with internal and external issues;
· Daily communication with the clients to assure the goals are being met at the target style, quality and time.

Nikitova LLC, Art Director, Kyiv, Ukraine 2003-2007
Art Director (2005-2007), Lead Artist (2004-2005), Animator/3d artist (2003-2004)
Managed up to 50 artists on up to 10 projects at a time. Specialized in creation of assets for contemporary game titles on such platforms as PS3, PS2, Xbox 360, Xbox, PC, Wii, DS and Gamecube. Role and job responsibilities included:

· Worked with art leaders of outsourcer companies; grasped their vision and style; set the quality plank and technical requirements;

· Created art design documentation and technical specifications;

· Produced the work estimation based on the criteria above, and assigned tasks to particular artists;

· Tracked project planning in MSP showing team size and tasks, including time for feedback with deadlines in mind;

· Balanced between projects on hand to make adjustments to pipelines, team headcounts and skill sets, team roles and positions;

· Mentored art teams to improve their understanding of projects, pipelines, software;

· Trained artists to produce work better and faster; maintain team temperature at productive level and deal with internal and external conflicts;

· Provided daily communication with the clients to assure the goals are being met at the target style, quality and time.

Technical Summary

Expert:  Unreal 3 Engine, 3DS Max, Photoshop, MS Visio and MindManager; AlienBrain and Perforce; Jira bug tracker

Advanced:  MotionBuilder, FaceRobot, MaxScript

Intermediate: Maya and Zbrush
Education

International Christian University

Bachelor, Management and Business Administration

