
www.petertrappe.com 

Peter Trappe 

2D/3D Artist doing real-time characters and assets, texturing and illustrations. 

Nationality: Swedish 

DoB: March 13th, 1983 

peter@petertrappe.com 

phone: (+01) 514-568-8227 

 

Objective:  

 

To work, teach and learn together with a talented group to improve the skills of myself 

and the rest of the team on original projects that furthers the medium. 

 

Education: 

 

University of Skövde, Sweden 2005-2008, Game Development, Graphics, Degree of 

Bachelor of Arts with a major in Media. 

 

Sundsgymnasiet i Vellinge, Sweden 1999-2002 (Graduated) 

 

Professional Experience: 

 

Trapdoor inc. 2008-Current 

3D Artist-Work including conceptart, charactermodelling, texturing, environment art, 

digital sculpting, rigging and shaders. 

 

Autodesk, Contract work 

Conceptart, charactermodelling, environment and texturing. 

 

Unprofessional Experience: 

 

Game development "Double-zero"  

Texturing, modeling hi/low poly characters/objects uv-mapping, concept art. 

More info: (http://opusartz.com/images/Media/DZ_Article.pdf)   

 

Modification development for Doom3 "Sandman"  

Texturing, modeling hi/low poly characters/objects, uv-mapping, particle creation and 

writing shaders. 

mailto:peter@petertrappe.com
http://opusartz.com/images/Media/DZ_Article.pdf


 

Modification development for Quake3 "Annihilation"  

Texturing, leveldesign. 

 

 

Skills: 

 

-A passion for games, storytelling, art and gamedesign.  

-Spoken and written languages: Swedish, Norwegian and English. 

-Good traditional art skills 

-Broad knowledge in game-development including character creation hi/low poly, 

design, illustrations, texturing, uv-mapping and animation. 

-Knowledge in a wide variety of software and tools. 

 

Knowledge: 

  

-Adobe Photoshop: Primary 10 years 

-Adobe After Effects: Primary 3 years 

-3d Studio Max: Primary 8 years 

-Maya: Primary 3 years 

-Zbrush: Primary 6 years 

-Mudbox: Secondary 1 year 

-Bodypaint 3d: Secondary 2 years 

-3D-Coat: Secondary 1 year 

-Unreal 3: Primary 1 year 

-Gamebryo: Primary 1 year 

-Cryengine 3: Secondary 1/2 year 

-Infernal Engine: Secondary 1 month 

-Evolution Engine: Secondary 1 month 

-GTK/Q3 Radiant: Secondary 3 years 

-DoomED: Primary 3 years 

-Hammer: Secondary 2 years 


