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Environment Art - World Building - Procedural Workflows - Hard Surface Modelovani - Modularita
Portfolio: Space Engineers 1 - Space Engineers 2 - www.defonten.com - Email: defonten@gmail.com
Prague - Czech Republic - 773 545 384

PROFIL

Senior 3D environment artist s vice nez 10 lety profesionalni zkuSenosti v hernim vyvoji a zkuSenostmi s vedenim art tymu, se
specializaci na tvorbu hernich prostfedi, world building a proceduralni workflow. Na projektech Space Engineers a Space Engineers
2 mam praktickou zkuSenost s tvorbou hernich prostfedi od vizualniho navrhu pfes terrain, modularni assety a materialy az po
implementaci v internim hernim editoru. Mam rozsahlé zkuSenosti s modularni tvorbou, LODy, optimalizaci, kolizemi a lightingem.
PFi tvorbé lokaci uzce spolupracuji s level designéry s dlrazem na gameplay, navigaci hrace, vizualni Citelnost a uvéfitelnost
prostredi. Vedle praktické tvorby hernich prostfedi mam zku$enosti také s vedenim artistli a nastavovanim produkénich postupt.

KLICOVE DOVEDNOSTI

Environment & Level Art Technical Art

World building, terrain, planetary environments, modular assets, LOD workflow, asset optimization, collision models, game-editor

hard-surface, composition, lighting, atmosphere, visual readability, =~ implementation, modular production, visual QA, technical problem

player navigation. solving.

Procedural & 3D Game Development

Houdini, World Creator, Substance Designer/Painter, Blender, 3ds Level design collaboration, programmers & QA, internal tools,

Max, Maya, ZBrush. production workflows, Jira, mentoring, recruitment & onboarding.
PROFESNI ZKUSENOST

Senior Environment Artist / Art Lead - Space Engineers 2

KEEN SOFTWARE HOUSE - Prague - 2021 - 2026

* Hands-on tvorba environment artu pro rozsahla planetarni prostfedi a herni lokace.

* Terrain, povrchy, skalni a dal$i environmentalni prvky s dlirazem na vizualni kvalitu, méfitko a uvéfitelnost.

* Proceduralni workflow v Houdini, World Creator a Substance Designer pro efektivni tvorbu rozsahlych prostredi.

* Modularni 3D assety, LODy a collision models v€etné implementace a nastaveni v internim game editoru (VRAGES3).

* Spoluprace s level designéry s ohledem na gameplay, navigaci hrace, vizualni ¢itelnost a technické limity (LOD triangle count).
» Kompozice prostoru, atmosféra, in-game lighting, visual QA a feSeni produkénich probléma.

» Mentoring, recruitment, onboarding a podpora efektivnich art workflow.

Senior Environment & Hard Surface Artist / Art Lead - Space Engineers

KEEN SOFTWARE HOUSE - Prague - 2015 - 2021

* Tvorba rozsahlych 3D hernich prostfedi, terénu, struktur a environmentalnich assetu.

* PIné modularni hard-surface modely se sjednocenym méfitkem, funkci, stylem a vizualnim jazykem.

» Kompletni asset workflow od modelovani a texturovani pfes optimalizaci az po implementaci v internim hernim editoru (VRAGE2).
» LOD série v€etné low-poly variant s baked texturami; tvorba a nastaveni collision model( pro spravnou funkci ve hre.

* Terrain features a kontrola jejich vzhledu v realném in-game lighting prostredi.

* Spoluprace s level designéry na planetarnich lokacich zalozenych na planetary heightmaps, s dirazem na gameplay a navigaci.

* Spoluprace s programatory, designéry a QA; mentoring, recruitment, onboarding a vizualni kontrola kvality.

SOFTWARE

3D / Procedural: Houdini, World Creator, Blender, 3ds Max, Maya, ZBrush - Texturing: Substance Designer, Substance Painter -
Game / Production: Unreal Engine, interni game tools/editory, Jira - 2D: Photoshop, lllustrator

JAZYKY

Cestina: pracovni komunikace - Angligtina: fluent

SPECIALIZACE

Terén a prostiedi - Hard surface modelovani - Modularni assety - LOD a optimalizace - Nastaveni kolizi - Implementace v hernim
editoru -Osvétleni a atmosféra - Tvorba prostiedi s ohledem na gameplay - Spoluprace s level designem a QA
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