Scott Martin  -  3D Artist
martinarts.com/scott  |  425-269-2729  |  smartin@martinarts.com 
A creative and passionate 3d artist with production experience spanning over 18 years in 3d projects for games, animation and video.  A self-manager with an aptitude for effectively using internal and external resources with a focus on open and collaborative teamwork.  Results-oriented in establishing and maintaining efficient production pipelines with adherence to strict technical specifications.  Clients include Microsoft Aces Game Studio, National Geographic, Flying Lab Software, Mercedes, Farmers, and FigurePrints.  
Core Competencies
· Proficient in 3ds Max, ZBrush, Photoshop, Topogun, xNormal and AfterEffects 
· Solid understanding of modern game art development
· Modeling 3d objects from concept drawings 
· Experience with skeleton and rig creation 

· Excellent at evaluating production issues, defining production criteria, and documentation
· Excellent communication, time-management, interpersonal and organizational skills

· Task driven, self-motivated, and detail-oriented
· Work well under deadline and in collaborative environments
Experience
· Nation9, Contract Artist     2012

Developing art and content for Kindle applications.

· Digipen Institute, Faculty     2011-2012

Teaching 3d Production for Game Designers.


· Ballena Technologies, 3d Artist     Jan-Mar, 2012

Creating 3d prop models for visualization projects.

· Martin Arts, Freelance 3d Artist    2006-2012

Projects include editing character and armor models, particle effects and character animation for video, 
scientific simulations, and 3d character creation for Karvt and Sabi Games.   Developed and managed the 
creation of 3d buildings for Microsoft's Flight Simulator and Flying Lab Software's Pirates of the Burning Sea.

· Academic Director of Animation, Faculty, Art Institute of Seattle    2002-2006


Directed a department of 350+ animation students.  Taught modeling, animation, and production courses.  
Organized animation festivals and was a leader in bringing in industry professionals.

· Art Director & 3d Artist, ViOS    1999-2001


Developed 3d artwork and managed a team of artists for the production of a 3d browser.  Worked with 
proprietary 
tools to create an expansive 3d terrain.

· 3d Artist & Animator, Research Triangle Institute    1994-1998


Created 3d models and environments for VR and QTVR projects.  Developed 3d art within the constraints of 
virtual reality software.  Created a detailed interior of a tank, and a virtual convention for the US Army.

· 3d Artist & Animator, Interactive Magic    1995-1997


Created 3d models, 2d icons, cinematics, and animations for 4 shipped PC titles.
Certification
3ds Max Professional Certification
Education & Professional Training
•  FuturePoly  •  Anatomy Tools  •  CG Society  •  Seattle Sculpture Atelier  •  Gnomon 
•  Western Carolina University  •  School of Communication Arts  •  North Carolina State University
























