	Seth Russell
3d Character Artist
	Email – seth@3dapathy.com

Portfolio – www.3dapathy.com



SELF SUMMARY

 A dedicated and passionate 3d artist with significant experience in the creation and development of content for all manner of client needs, from 'next-gen' characters, diffuse only vertex lit assets, and mobile 'polygon restricted' games.  Able to utilize feedback, iterate on assets, and work within given time frames to create a superior product.

SKILLS
	· Maya


· 3dsmax

· Zbrush

· Mudbox
	· Photoshop

· UE4, UE3 

· Substance Painter

· Xnormal, Crazybump, Marmoset




WORK EXPERIENCE

Principal Character Artist – Hi-Rez Studios
2016 – 2018

Alpharetta, GA

Paladins
· Modeling, sculpting, UV'ing, retopologizing, and texture painting of Champions and new skins
Realm Royale
· Started the project as a solo character artist on the team

· Set initial character visual style and technical specs

· Worked hand in hand with tech artist to develop character materials

· Brought a team of new artists up to speed on the character pipeline 

· Moved into more of a Lead position managing a team of artists while still working on new characters

· Outsource management, integration of assets, and cleanup to match existing pipeline
Senior Character Artist – S2Games
2012 – 2014

Rohnert Park, CA

Heroes of Newerth:
· Helped to design alternate avatars for existing in game units.

· Sculpted, retopologized, and textured alternate avatars for use in game. 
Strife:
· Assisted with character design process through brainstorming, concept sculpting, and design iteration.

· Modeling, sculpting, UV'ing, retopologizing, and texture painting.
Character Artist – Vcom3d Inc
2007 – 2013

Winter Park, FL
· Modeling, sculpting, UV'ing, retopologizing, texture painting, and rigging.

· Visime and facial expression creation using either blendshapes or joint based movement.
3d Artist – Netdevil, Ltd.
2009 - 2010

Louisville, CO
· Environment modeling, texturing, and optimization all to a very specific style and within strict requirements.  

· Scene and physics object, creation, optimization, and trouble shooting.  
EDUCATION
Full Sail University
Winter Park, FL

Associate of Science in Computer Animation

Salutatorian

Graduated – August 2006                                     
