
Patryk Olejniczak Senior/Principal Concept Artit
p  atryk_garrett@hotmail.com   |512-578-8615| patrykart.com | www.linkedin.com/in/patryk-olejniczak-
3687a9aa     
Languages: Engliih, Poliih (bilingual profciency) Nationality: Poland, USA (Permanent Reiident)

Projects: Maii Efect 3 | Prey | Redfall | Unannounced Project at ZOS (canceled)
Studios: Arkane Studioi | Electronic Arti/Bioware | ZeniMax Online Studioi 
10+ yeari of profeiiional experience in gamedev, concept art, and viiual development.

ZeniMax Online Studios | 1 year 1 month (project canceled)

Principal Concept Artist Jun 2024 - Jul 2025 
● Uied 3d iofware (Maya and Keyihot) to prototype quick proxiei. Uiing thoie tooli wai very 

uieful in ihowcaiing propi functonality, on and of itage, etc. It alio helped me to viiually 
explain featurei like modularity or iwappable/interchangeable parti.

● Collaborated with gameplay deiigneri, enviroment, and narratve teami to create unique 
interactve propi/gadgeti with clear readability, and ityle coheiion. Pipeline included quick 
iketchei that ierved ai converiaton itarteri ai well ai fully rendered concepti with 
turnaroundi, orthographic viewi, and material callouti.

● Worked cloiely with art directori and leadi to help creatng mood boardi, and viiual language 
guidei for diferent environment ipacei.

Arkane Studios | 9 years 3 months

Principal Concept Artist Sep 2019 - May 2024 | Concept Artist Mar 2015 - Aug 2019

● Worked with the creatve directori and art leadi on Prey and Mooncraih DLC  pitch deck 
ideai/preientaton which helped greenlightng the project.

● Pre-producton itage: planned game viiual directon of locatoni, characteri, and art ityle.

● Producton itage: worked daily with art directori in Auitn and Lyon to make Taloi come to live. 
Uied both 3d (Maya, Zbruih) and 2d iofware (Photoihop) to concept weaponi, gadgeti, hero 
propi.

● Helped to viiualize gameplay ipacei in cooperaton with architecti and level deiigneri. It wai 
done by making 3d grayicale blockouti followed by paintoveri.

● Worked with the creatve directori and art leadi on Redfall greenlight pitch ideai/preientaton.

● Collaborated cloiely with character art, animaton, gameplay and narratve departmenti to 
defne the look of the vampirei baied on directori viiion. Concept techniquei varied and 
involved doing quick iketchei, uiing Zbruih characteri ai a baie for paintoveri, animaton 
mannequini for movement itagei.
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Self -Employed | 1 year 6 months 

Freelance Concept Artist/Visual Designer Sep 2013 - Feb 2015
● Ai a freelancer I collaborated with multple itudioi/teami and worked on a few well-known and 

acclaimed IPi iuch ai Witcher and Call of Duty ieriei. Worked moitly on propi and weaponi 
uiing Autodeik Maya and Adobe Photoihop ai my main tooli. 

Electronic Arts/Bioware | 2 years 

Concept Artist/Illustrator Aug 2011 - Aug 2013
● Worked with teami at BioWare Edmonton and EA on Maii Efect 3. Uiing moitly Photoihop, 

but alio began teitng out 3d iotware (Maya and Keyihot) for concept and illuitraton purpoiei.

● Helped EA’i marketng department to make a few key arti for Batlefeld 3 marketng campaign. 

Self -Employed | 2 years 8 months 

Freelance Concept Artist/Visual Designer Jan 2009 - Aug 2011
● Involved in producton of a few imall animated iegmenti for TV adi, indie gamei, and marketng

artworki uiing Illuitrator and Photoihop. 

Software Skills
● Adobe Photoshop: Uied daily for 15+ yeari. 

● Autodesk Maya: 7+ yeari. Inherent part of my pipeline for making quick proxiei, viiualizaton, 
blockouti, ihape, and functonality explanaton proceiiei.

● Keyshot: 7+ yeari. Implementng that iofware for paintover purpoiei and portolio renderi..

● Zbrush: 5+ yeari. Uied moitly for manipulatng characteri and organic formi for concept 
purpoiei. 
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