Robert Hodri        
Senior 3D/Environment Artist
Portfolio:        www.bja-design.de
                      https://www.artstation.com/artist/robhodri
Email:            robhodri@gmail.com
Address:        Richardson, Texas/ USA

Cell:               (214) 732-1446

Languages:   German (native), English (fluent), French (basic)

Personal Statement:
I’m a self-taught 3D/Environment Artist with over seven years of professional experience and six shipped AAA titles, including several multiplayer DLCs. Prior to that, I spent almost six years in the Quake 3 and Doom 3 modding community making various multiplayer and single-player maps or working on personal environment scenes.
Work Experience:
www.idsoftware.com (2014-present)
October 2014 – present
Position: Senior 3D/Environment Artist on “DOOM”, including 3 MP DLC packs

· Worked on single-player levels for DOOM. Tasks include environment art, texturing, level art beautification, as well as asset and texture creation.
· I was level art owner for the MP level “Cataclysm” that was included in the first DLC release “Unto The Evil”. My responsibilities were to manage and organize a group of up to 8 artists and communicate with the designers from BattleCry Studios that helped out on the project.
www.crytek.com (2009 - 2014)
September 2012 – September 2014
Position: 3D/Environment Artist on “Crysis 3”, “Crysis 3: The Lost Island (DLC)” and “Ryse”

· Worked on two singleplayer levels and the multiplayer part for “Ryse”. Created new assets/textures and polished existing ones. As well as optimisation and beautification of two singleplayer levels.

· Worked closely with another artist on one level for the multiplayer DLC “Crysis 3: The Lost Island”. Created, optimised and polished most of the assets for this level.

· Modeled, textured, composed, optimised and polished various areas of three singleplayer levels for “Crysis 3”. 
November 2010 – August 2012
Position: Junior 3D/Environment Artist on “Crysis 2” 

· Bugfixing, polishing and finalising

· Worked on the Direct X 11 patch, where I implemented the DirectX 11 rendering features into the art assets of “Crysis “2”.

· Prototyping of “Crysis 3”.

November 2009 – November 2010
Position: Intern 3D/Environment Artist on “Crysis 2”

· Worked closely together with a group of level artists/designers and created various environment art assets for them.

· Modeled and textured buildings, interiors and exterior level areas.

· Set up pickable and breakable assets.

Education:
2004-2009: 
“Technische Universität Darmstadt” in Germany. Master’s degree in sociology with labor organization as major subject.
2003-2004: 
“Universität Hohenheim” in Germany. Studying social economy (Sozialökonomie). Not finished.

Software Knowledge:
· 3ds Max, Modo 

· Photoshop 

· 3D Coat, Zbrush 

· CryEngine 3, id Tech 6, Unreal Engine 3
· Xnormal, Crazybump, Perforce, DevTrack, Jira, Dreamweaver 

Awards and Publications:
· 1st place winner of the “Escape” contest at the game art forum www.polycount.com
· “Super Map Award” from PC Action for my Mod Doom 3 “Genetic” which was part of the cover title of their magazine from 2/2005. It also got mentioned again in the issue from 10/2005.
· My Prey Single Player Mod was mentioned in the German magazine PC Action (issue from 5/2007) and was published in the German magazine Game Star in their issue from 8/2007.

Credits/Shipped Titles: 

· DOOM, MP DLC: “Bloodfall”   (PC, Xbox One, PS4)

Zenimax, id Software – 2016
· DOOM, MP DLC: “Hell Followed”   (PC, Xbox One, PS4)

Zenimax, id Software – 2016
· DOOM, MP DLC: “Unto The Evil”   (PC, Xbox One, PS4)

Zenimax, id Software – 2016

· DOOM (PC, Xbox One, PS4)

Zenimax, id Software – 2016

· Homefront: The Revolution (PC,Xbox One, PS4)
Deep Silver, Dambuster Studios 2015 
· Warface (PC, Xbox360)

Microsoft, Crytek GmbH – 2014
· Ryse (Xbox One)

Microsoft, Crytek GmbH – 2013

· Crysis 3, MP DLC: “The Lost Island” (PC, Xbox360, PS3)

EA, Crytek GmbH – 2013

· Crysis 3 (PC, Xbox360, PS3)

EA, Crytek GmbH - 2013

· Crysis 2 (PC, Xbox360, PS3)

EA, Crytek GmbH - 2010

