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425-269-2729  •  martinarts.com  •  smartin@martinarts.com

__________________________________________________________________________________

A creative and passionate 3d artist with production experience for Xbox, PSVR, Oculus Rift and iOS games.  Experience in 3d modeling, sculpting, texturing, and animation.  A self-manager who effectively utilizes internal and external resources with a focus on teamwork.  Results-oriented in establishing and maintaining efficient production pipelines with adherence to strict technical specifications.  Clients include CreateVR, Microsoft Aces Game Studio, FXVille, Flying Lab Software, Airtight Games, National Geographic, Mercedes, Ballena Technologies, and FigurePrints.
Core Competencies
· Modeling 3d objects from concept drawings.
· Solid understanding of modern game art and VR development.
· Proficient in 3ds Max, ZBrush, Maya, Photoshop, Unreal, Unity, Topogun, and xNormal. 
· Excellent at evaluating production issues, defining production criteria, and documentation.
· Excellent communication, time-management, interpersonal and organizational skills.
· Experience with preparing 3d art for printing.
· Experience with skeleton and rig creation. 

· Task driven, self-motivated, and detail-oriented.
· Work well under deadline and in collaborative environments.
Experience
· Character Artist, Create Advertising Group     2016
· Develop 3d character art for VR experiences.

· 3d Artist and Animator, Martin Arts     2006-2016

· Game art and design for Smile More Studios, indie developer. 
· Production manager for 3d World of Warcraft printable characters.
· CG art development for projects in 3d modeling, texturing, animation, particle effects, and simulations.   

· Creature Artist, Innervision Games     2014 
Developed underwater sea monsters for Ethereon, a visually-rich & compelling virtual world set in a distant galaxy that features fully-integrated, highly interactive puzzles. 
· Character Artist, Airtight Games     2012-2013

Developed character assets for the AAA title, Murdered: Soul Suspect. Developed a playable library of over 200 
characters in Unreal, for designers to use in all levels. Responsible for testing and helping evolve proprietary tools 
for wrangling character assets.  Created numerous clothing models for male and female NPCs.  Sculpted period 
clothing for historical characters.  Sculpted and textured alien tentacles.  


· Faculty, Digipen Institute of Technology     2011-2012

Instructor for Introduction to 3D Production for Designers and 3D Animation classes.
· CG Artist, Nation9     Feb-July, 2012

Developed 2d and 3d art for multiple Android applications using the Unity3d engine.


· Vendor, Microsoft     2006-2007

Led a project to develop over 800 structures for Aces Game Studio's Flight Sim X. Worked on the FSX 
expansion pack, and 100 structures for Virtual Earth.   Managed and streamlined the art development pipeline. 
· Academic Director, Art Institute of Seattle     2002-2006

Director of the Animation department of 350+ students.  Full time.  Helped organize two animation festivals, and 
was a leader in bringing industry professionals to the school to talk with students.  Managed 11 instructors and 
scheduled 35+ classes each quarter. Taught modeling, animation, and production techniques to Bachelor and 
Associate level students.

Education & Professional Training

•  FuturePoly 

•  Visualarium 

•  Anatomy Tools 

•  CG Society  

•  Seattle Sculpture Atelier 

•  Gnomon Online
 
•  Western Carolina University, MA in Educational Administration 

•  School of Communication Arts, Certificate in Computer Art and Animation 

•  North Carolina State University, Bachelor of Arts in Business Administration

•  3ds Max Professional Certification

For more information, contact me at smartin@martinarts.com or visit www.linkedin.com/in/martinarts
























