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1. About Attitude & Mind, Knowledge,  Skills.

2. Ability about Tech & Art.

3. About Advantages, Disadvantages, Possible & Impossible.

4. About fundamentals Production Pipeline for Modeling & 

Texture Artist.

5. Major : 3D Modeling & Texture Artist / Minor : Concept 

Design, Character Setup, Lighting & Rendering. 

※ Reference for the job requirement.   
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1. About Attitude & Mind, Knowledge,  Skills.
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< Major : 3D Modeling & Texture Artist>  
<Minor : Concept Design, Character Setup, Lighting & Rendering>

SkillsAttitude & Mind Knowledge

1) As a good teamwork on production 
pipeline.

2) Communication skills. 

3) Participates as in determining 
various aesthetic solutions.

1) Aesthetical understanding.

2) Visual expression method(Color, 
rhythm, harmony…).

3) Principle of 
formativeness(proportion, weight…)

4) Anatomy, gesture, & facial 
expressions.

1) Ability to  hard surfaces & organic 
modeling.

2) Ability to sculpturing, clean up 
topology.

3) Ability to  polygons, NURBS, UV 
& texturing.

4) Maya, Zbrush, Substance Painter, 
Photoshop.
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2. Ability about Tech & Art
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Technicial approaching
----------

1) Ability to  hard surfaces & 
organic modeling.

2) Ability to sculpturing,
clean up topology.

3) Ability to  polygons, NURBS, 
UV & texturing.

4) Maya, Zbrush, Substance 
Painter, Photoshop.

Aestheticial approaching
----------
1) Aesthetical understanding.

2) Visual expression method(Color, 
rhythm, harmony).

3) Principle of 
formativeness(proportion, weight…)

4) Anatomy, gesture, & facial 
expressions.

Modeling & Texture 
Artist

Artist

Technician

< Major : 3D Modeling & Texture Artist>  
<Minor : Concept Design, Character Setup, Lighting & Rendering>
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3. About Advantages, Disadvantages, Possible & Impossible

7

Possible Impossible

Advantages Disadvantages

◈ What is different between Advantages & Disadvantages?

1) As a good teamwork on production pipeline.
2) Communication skills. 
3) Participates as in determining various aesthetic solutions.

-----
2) Visual expression method(Color, rhythm, harmony).
3) Principle of formativeness(proportion, weight…)
4) Anatomy, gesture, & facial expressions.

-----
1) Hard surfaces & organic modeling.
4) Maya, Z-brush, Substance Painter, Photoshop.

NA
-----

1) Aesthetical understanding.
-----

2) Sculpturing, clean up topology.
3) Polygons, NURBS, UV & texturing. 

1) As a good teamwork on production pipeline.
3) Participates as in determining various aesthetic solutions.

-----
3) Principle of formativeness(proportion, weight…)
4) Anatomy, gesture, & facial expressions.

-----
1) Hard surfaces & organic modeling.
4) Maya, Z-brush, Substance Painter, Photoshop.

2) Communication skills. 
-----
1) Aesthetical understanding. 
2) Visual expression method(Color, rhythm, harmony).
-----
2) Sculpturing, clean up topology.
3) Polygons, NURBS, UV & texturing.

◈ What is different between Possible & Impossible?
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4. About fundamentals Production Pipeline for Modeling & Texture Artist
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Pre-Production Step Production Step Post-Production Step

Fundamental 
Drawing

Workshop A 

Portfolio 
Workshop

Basic Step

Precision, Precision, 
Drawing A 

Fundamental 
Drawing

Workshop B

Croquis A

Precision, Precision, 
Drawing B 

Croquis B

Technician

Rendering

Synopsis

3D Modeling & 3D Modeling & 
Texture

Editing

Visual EffectVisual Effect
(FX, Matte Painting, Match Moving)

Character SetupCharacter Setup
(Rigging, Cloth, Fur Simulation

Copyrights Copyrights 
& Evaluation

Storytelling & Storytelling & 
Storyboarding

Artist

Scenario

Camera Work

Digital Digital 
Compositing

Concept Design

Blocking & Layout

Character Animation

AnimaticsAnimatics
(Pre-visualization)

Sound DesignSound Design
(Foley & Voice)

Lighting(& Lighting(& 
Rendering)

Maya

Z-brush

Substance Painter

Photoshop
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1) About me
2) Desired Position Summary           
3) Primary Responsibilities
4) Education
5) Work Experience
6) Knowledge & Competencies
7) Skills & Competencies
8) Functional(Technical) Competencies 
9) Etc.
10) Reference for job requirement(more than 10 companies)

- List the name of the company.

5. Major : 3D Modeling & Texture Artist / Minor : Concept Design, Character Setup, Lighting & Rendering
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-Attachments 1. Character Artist at Blizzard.

※ Reference for the job requirement.
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