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IIPOSINB

Unreal Engine po3po6Huk i technical artist — ~5 pokis npogakwH-Unreal noBepx 8+ pokiB y CGl y Kinbkox CyMKHUX CTyAisx, Ae s
NPOWLLOB YBECH Aiana3oH: Bif NOCT-NpoAaKLeHy 1 MoyLiH-An3arHy go 3D-Bidyanisadii Ta real-time po3pobku B Unreal. Bygyto iHTepakTuBHiI
archviz-npoayktu noBHoro umkny — UE 5.3 C++ pixel-streaming paHTanm, aBTomatusoBanuii Datasmith—.pak nannnanH (C++/Python), 3ds
Max Python-ekcnoptep i React/TypeScript Be6-B'toepu yepe3 WebRTC. XynoxHin doyHagameHT — cBitno, matepianu, Houdini VFX, noBHui
NoCT-NpoAaKLIH — Tenep MiACUIIOE iHXEHEPIt.

OOCBI[QO

Unreal Engine po3po6Huik i Technical Artist - ArchiCGI - Kuis Sep 2021 - Present

— Peanisysas 20+ iHTepaktuBHux Unreal Engine cueH ans knieHTiB 3 HEPYXOMOCTi 1 apxiTekTypu — iHTepaktusHi Typu, VR/AR-gocsign ta
real-time npeseHTauji.

— 36ynysaB UE 5.3 C++ pixel-streaming paHTam — gyHamivHe 3aBaHTaXeHHS/MOHTyBaHHSA .pak no HTTP (giana3oHu, kewyBaHHs, LRU)
3 NMOBHMM KOHTPOJEM CLieHM (kamepa, CBIiTNo, akTopu, 36epexeHHsi/undo) Yepes WebRTC DataChannel.

— Hanucas TunisoBaHun C++ dpenmBopk 3actocyHky (POIl, kamepu-pawns, HaToBn i Tpadik Mo cnnanHax, meHegxep ceitna) Ha World
Partition; aBTomaTtnsysas Datasmith—.pak nannnann (C++/Python) 3 30+ Python-ckpuntamu ontumisadii.

— UMG-inTtepdbencu ana VR/Tau/BuctaBok, runtime doto-pexum, MetaHuman/Live Link i Niagara; React/TypeScript Be6-B'toepu, Lo
KepylTb CTPiMOM; onTuMi3auis o ctabineHoro FPS Ha aBToHoMHOMY Meta Quest.

3D Artist i Technical Artist - ARCHIVIZER - Kuis 2019 - 2021

— Bisyanisauisi iHTep'epiB, ekcTep'epiB i NPOAYKTiB: MOAENOBaHHS, TEKCTYpYBaHHs, CBITNoO 1 peHaepuHr y V-Ray i Corona (3ds Max); nepeHic
nepLi iHTepakTueHi cueHn B Unreal Engine.
— Houdini VFX i cumynsuii (RBD/pyiHyBaHHS), TpekiHr kamepu Ta CG-iHTerpauis; cniBnpautoBaB 3 apxiTektopamu 1 onTuMidyBaB BOpKIioy.

Motion Designer i 3D Artist - CGIFurniture - Knis 2018 - 2021

— 3D moywwH-rpadika ans peknamv 1 6peHanHry — npoAyKToBi aHiMaLlii Ta AuHaMiyHi Bidyanisadlii; NOBHU NOCT-NPOAAKLUH (MOHTaX,
KOnbOpOoKopeKLisa, komMno3nTuHr, TpekiHr B After Effects, Nuke, DaVinci Resolve) — pemecrio, o cToiTb 3a technical-art okom, sike 5
npuHouy B Unreal.

BJIACHHUM IPOEKT

Prismix — prismix.dev - cono Al-npoaykt 2026 - Present

— 3apymas, 36yayBas i 3anyctue cono Beb-nnatcdopmy “Al Hub” (ctatyc 77 Al-cepgiciB, HOBUHU, katanor MCP). Astro/TypeScript Ha
Cloudflare; 437 ctopiHok, 90 API-poyTig, ~1100 toHiT-TecTiB y Cl — po3pobneHo Big noyatky Ao KiHusi 3 Al-areHtamu (Claude Code).

HABUUYKHU

Unreal Engine Blueprints, C++, UMG, Material Editor, Niagara, Animation Blueprints, Sequencer, Datasmith, Pixel Streaming,
Nanite, Lumen, World Partition, MetaHuman / Live Link, VR (Meta Quest, OpenXR), UE Python, custom source builds

Technical Art / VFX Houdini (RBD, sims, HDA, VEX), Houdini Engine, procedural workflows, lighting, shading, performance
optimization & profiling

Pipeline / Tooling Python (pymxs, PySide), headless RunUAT packaging, Perforce / Git, Cl (GitHub Actions), self-hosted
infrastructure

AI / Automation Claude Code, agent workflows, MCP integration, Python automation, local LLM stacks

Web TypeScript, React / Next.js, Astro, WebRTC integration, Cloudflare

3D / Post-Production  3ds Max, V-Ray / Corona, After Effects, Nuke, DaVinci Resolve — modeling, texturing, editing, grading,
compositing

OCBITA I KYPCH MOBM
Bakanasp, iHxeHepia — Kyiv College of 2013-2020 YKpaiHcbka pimHa
Communication AHMicbKa =0

UES C++ Developer — GameDev.tv (Udemy) 2025


https://portfolio.okhrimenko.work/
mailto:ohrimenkomax2@gmail.com
https://t.me/Max_Okhrimenko
https://github.com/Prismor
https://www.linkedin.com/in/max-okhrimenko-30b5a219b

