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Link to Drive with CV PDF and Documents of PDP and Zander letter:
https://uowtsd-my.sharepoint.com/:f:/g/personal/1902207_student_uwtsd_ac_uk/El92YX7JjMlNsfuFI9kI2PMBDYKfWUY6PmLZw2qzHqN1gw?e=BXf5tn
In this document you will find my CV and the Personal development plan, As well as the Zander letter at the end of the document. A list of reference for the different tasks is at the end of the document. There is a link above to the drive where there is separate documents with the work in. 
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[image: ]Link to the CV on Canva : https://www.canva.com/design/DAEeK-wPca0/CKJ6SEITFzKkPWF1-bqzJg/view?utm_content=DAEeK-wPca0&utm_campaign=designshare&utm_medium=link&utm_source=sharebutton
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	PERSONAL DEVELOPMENT PLAN (PDP)


 
	What are my goals?
	Which goals need to happen first?
	When do I want to achieve this?
	What obstacles might get in my way?
	How can I improve my chances of meeting my goal?
	Where can I go for support?
	REVIEW: 
How am I doing?

	1st Priority: Consistently working



	Working consistently is the top priority as it will help me improve the rest of my goals.
	I would like to achieve this within a couple of months after increasing the amount weekly and gradually working toward the goal
	Unplanned events.

Other work like job and events that cannot be changed
	Setting aside time and planning out blocks of time where I will work on the goals of the day.

Using time management methods to balance my time.
	Organisation website and templates to help with schedule.
	Working on this weekly and tracking the amount of work that I am going to do. Want to focus on the amount of work instead of the hours as this means that I do work rather than just working and not being focussed.
Using the Pomodoro method of 45-minute work and 15 minutes break

	2nd Priority: Unreal engine blueprints and Niagara system


	This is around the second on the priority list, it will be used for lots of different game projects and will continuously be improved upon with continued learning and projects
	I would like to achieve a familiarity with the blueprint system by the end of May 2021, and then increase my knowledge after with new projects.
	Not knowing the different blueprints and outdated tutorials or documentation, might affect the amount I learn. 
Creating messy code or blueprints that might affect the project and make me re-do or scrap blueprints.
	Working on unreal projects daily and challenging myself work on blueprint that will challenge me.
Using tutorials to learn the basics and some complex stuff and using what I learnt to create different blueprints to solve and create stuff. This would mean that I use what I learnt instead of just following a tutorial.

	YouTube videos and other online documentation like the one unreal engine provides will be a good place to find answers. Also, people on the forums are happy to help with the problems.
	Currently, I have learnt some of the basics and the have some familiarity with the code and this allows me to take guesses with the code and work on stuff by myself. This is helping me reinforce my understanding of blueprints. 
Working on two projects that I am using to learn more about blueprints.

	3rd Priority: Streams 


	This is the third priority and ties in with other priorities and the blueprint stuff.
	I would like to have a regular streaming schedule for sharing my work and helping toward my working consistently goal. I would like to stream around May
	Fitting it in with my schedule with University and trying to work on stuff that I cannot stream like document work and stuff that is less fun.
	Planning out time slots and making sure that I plan out what I want to do on that day.
	Friends and family could keep my accountable if they watch the stream and others if the stream grows. 
	I have started streaming some things like modelling and texturing, but I am struggling to find stuff that would be interesting to watch. Also, I get less focused after around 2 hours as I have to talk and stay on topic, but this should improve in the future.

	4th Priority: Sharing Work
	This is a goal that I will work on regularly and can be done while creating work.
	I want to share what I create and allow people to play the games I create for feedback.
I will show my work off on stream and on the discord for the university. There are a few communities that I will join also. 
	Not sharing work because I think it is not good enough.


	Working on stuff on stream to force myself to share the work and be open to criticism. 
Working on a lot of stuff to get over it and be less precious with my work
	Showing different people like family could help but need to make sure that it is people that will be critical and not tell me what I want to hear so I can improve. 
	I have shared my work on streams with my asset creation work. I showed my work on stream and the workflow while doing it. 

	5th Priority: Learning the different parts of Indie Dev
	This is a high priority for the future after streaming and working consistently as it will allow to create the different things needed for my games
	I want to achieve this before the beginning of the third year. I want to have a basic knowledge of the different areas like animation and sound design.
	Getting frustrated when learning a new skill.

	Splitting up the different area into projects that are based on the skill I want to improve. So have one project for animations and others for learn how to create sounds.
	YouTube tutorial that gives me a basic knowledge and a way to master the basics of the field.
	Have learnt the stuff about animations and how to import them into unreal with skeleton.
Going to work on creating music and sound between the second and third year.

	Review Date:
	I am planning to review my work at the end of the semester and then I can improve and change what did not work so I can work on if further in the holidays before the final year. This will allow me to improve my skills before the third year and go into it with the ability to create a great game as my final project.
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After a lot of hard work and learning a lot through the last year and a bit. I have worked on my main project and a lot of smaller projects that have taught me a lot. Firstly, getting a first in my university studies was good but not the reason for me to create what I did. Learning how to use university as a time scale and use it for deadlines.  I am in a position where I can work on my game for a couple more months and release my first commercial game. Been documenting the process of creating these small projects and the third-year game on twitch and little demos videos on YouTube. This has been healthful getting feedback on the game and motivations to work on the game all this time. 
My knowledge of the game creation process has been drastically improving over the time and has allowed me more time to focus on the overall look of the game and the feeling the player will be when playing the game. Been amazing seeing people play my demo and small Game jam creations that I have published. It is a privilege to see people playing something that I have created. This has cemented my love for games and the process of creating them. 
My planning and time management skills has improved drastically over the time and learning to work on an actual game project with a larger time scale. It allowed me to learn about what I should create first and what is important for the game to function. I also learnt about productivity and not to beat myself up if I have not achieved as much as last week. Being able to split up work and a normal life has been a great help over the year.
Learning to share my work with other, was a great help and Twitch streams has allowed me to do this because I am always showing it even in its broken or unfinished state. While being able to show of finished products on Art station is cool as well. My Twitch channel has become more professional and has artwork like banners and logos. 
Learning VFX has been a lot of fun in your spare time and have created a few affects for the player to interact with and use. These have been done in the unreal engine Niagara system. Using my university projects to learn more about the system and create some Stylized VFX. 
Enough thing that I have used a lot in my project is the Blueprints system in unreal engine, this is the main system that I use when I created all my game in the engine. Creating lots of small projects and my main game helped me to improve my knowledge of the nodes and can use it comfortably.
Focusing on working on the final project that will become the game that I will later release as a finished game. The game focuses on giving the player a good experience for between an hour. The game has replay ability and simple for it to be achievable. 
Moving forward with my career, I have plans to release my game later in the year and continue growing my twitch channel and get more viewers and get partnered. This will allow me to start earning money and continuing to work toward my dream as an indie developer. The third year has left me in a good position where I can release the game and move on to the next game. 
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JOSH WEST

SUMMARY

Currenty in University and heading into the
final year. Will be working on my final project
creating an indie game.

'
development and have created a variaty of
games and projects showing different skils.

Q sxiLLs

Maya

« 2¥ears of Experience

« UV Unuwrapping and Retopology

« Modular assets

« Understanding of different shapes and
spliting up model

103 years of experience with game

Zbrush
* 1vear of Experience
« Hard surface Sculpting
« Organic Sulpting
* Stylized Sculpting

Substance Painter
« Stylised PBR textures
» Models textured using smart materials to
maintain consistent art stye.
* Mltiple mater
assets and change appearance and
functionality of the model.

Is to create modular

® EDUCATION

BA Games Design 2019 -
University of Wales | Trinity Saint David

sent

Modules Include:
+ Environment and level Design
+ Character Animation

+ Indie Game Development

+ hsset creation

+ UrDesign

BTEC Computing Level Three, 2017 - 2019
Coleg Sir Gar | Graig Campus
Distinction *

s PROJECT

‘TopDown Pixel Game
Works on as solo project using Unity and C#

* Coding Experience - Created systems that
allow different levels and dialogue
systems.

« Work with Tileset to create maps.

« Time management to hit deal lines for the
game.

Stylised Side Scrolling Game

Work as a teom, was working on environment
ond mechanics
« Creating a consistent artstyle for the
game that match the players character
« Workflow using Maya, Zbrush and
Substance painter
« Modular assets
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Unreal Engine

« 2vears of Experience

* Blueprints - Creating Mechanics and
functionalty to games

« Material Editor- work on different
materials for games and Post processing
effects for games.

« Working on Indie Titl in Engine.

« Creating Environments in unreal engine
using material editor, post processing and
terrain editor

« Experience in Niagara system.

Resprite
« Creating some background art and
tilesets
« Simple characters sprite maps

ge

importing megascans into uareal

+ Texturing in Mixer

+ Stylized Textures

+ Creating Levels and environments using
Megascans in uareal

Photoshop and llustrator
+ Used to create logos and banners.
+ Concepts and planning assets and design
for games and modular models.

Python
+ Created some scripts for simple
processes.
+ File sorter script
« Pong Game using Pygame.

SIN X1 Y JIN X1 Y ZIN X1 Y 1IN X1 7 /71N

\g Horror Game
Solo project using unreal engine
« Blueprint - created Al and vechicle
Movement for the player.
« Looking at player experience and feeling,
« Lighting - creating a night scene in to
drive around in.

RPG
Solo project using unreal engine

« Blueprint - Created different systems that
worked between characters like pickups.
and save functions.

« Characters - Player had three options to
chose from and could select them
between levels

« Stylised Environment - Created a playable
environment in unreal engine.

& WORK EXPERIENCE

Cashier
Stordust Leisure | Sept 2020- Present
« Working a5 ateam and serving customers
« andiing money and dealing with
complains.
chet
Frankie and Benny's | June 2015 - August 2020
« Work as a porter and work my way up to
become a chef.
« Working 25 ateam to prepare food and
workin a busy atmosphere.
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