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Personal Report
Introduction
This report will analyze my personal profile in order to assess my skills related to 3D Artists jobs. It will focus on the skills I have acquired over the last years and prove that I am the right candidate to work in games industry.


My Personality
I am an creative individual who enjoys working with 3D software. I am passionate about games, from making 3D assets and building the world to playing it.
I am energetic and ambitious person who has developed a mature and responsible approach to any task that I undertake, or situation that I am presented with. As a graduate in games design, I am excellent in working with others and work well in an international team. The experience I gained in university also helped me to understand the process of making games, 3D art and animation.

Skills

Modelling Skills in Maya
During the projects i was working on, my main role was to create environment assets and this gave me the chance to develop my modeling skills in Maya the most. While working on the project ,,Project EVE’’ during my second year, my task was to create assets that will be used in sci-Fi environment. The main objects that I had to create were parts of the lab, such as tables, armchairs, and monitors. However, on my last year I learned how to optimize my assets and how to create more detailed and more complicated objects. The environment I created during the project ,,TrashCan Empire’’ gave me the experience to working with low and high poly objects. The objects that were with high amount of polygons I could use for texturing to add more details and by doing this I could optimize them. I also had the chance to work on objects that were larger and more complex, such as entire buildings or vehicles in different styles. In all the projects I worked on, I was creating objects that were in different art styles, from realistic to stylized and cartoony. As I moved through all the years at university I gained knowledge about entire process of 3D modelling for games. I have also developed my skills in UV unwrapping as I was responsible for creating entire assets that will be ready to use in the game project, from modeling to texturing. I also had a chance to work on a character in the project ,,Project EVE’’ during the second year at university. I was responsible to retopology the entire character model and prepare it for texturing. 


Modelling Skills in Zbrush
When I was responsible for creating a character for the project ,,Project EVE’’, I had to learn the whole process of how to create it by using Zbrush. After I had enough knowledge of using this software I could experiment with creating characters in different styles, for example I created cartoony animals or a dinosaur. Later, I also learned the techniques that are used to create organic assets. During the project on which I worked in the third year of the university, I learned how to use Zbrush to create different details on objects and how to use high poly models for baking process when making textures. When I was working on the game project ,,TrashCan Empire’’ I was responsible for creating environments to for three different planets. As I had many organic objects on the concepts, I used Zbrush to create them, for example rocks. 


Animation workflow
When I was working on my personal project, I gained knowledge about animation workflow for game characters and game assets. I used this knowledge to create, rig and animate a simple ghost character for my endless runner game. I created different animations, such as attack or walking which I then used in Unreal Engine 4.

Substance Painter and Substance Designer

While working on various projects at the university, I have learned how to use Substance Painter and Substance Designer to texture 3D objects. During the project I was working on in the second year, I was able to learn the basics of creating textures for characters and objects in Substance Painter. I have learned techniques how to create glowing effects and transparency by using different channels. I also developed my skills in adding details by using normal and height channels. When I was working on the game project ,,TrashCan Empire’’ on my last year, I developed skills in optimizing the textures by creating them in lower resolutions and also I learned baking process. The textures I created for my personal project helped me to understand how different settings for the layers work and how to create my own smart material that could be used on different objects, but giving the same art style.
During the project ,,Project EVE’’ that I was working on my second year at university, I learned the fundamentals of Substance Designer. For this game I used Substance Designer to create simple tillable textures that could be used on the walls and floor in the environment. As I moved through third year I learned how to use it to create more complicated textures, such as water, grass or sand. 

Unreal Engine

In the second year at university, I had the chance to develop my skills in using Unreal Engine. One of my tasks in the game project ,,Project EVE’’ was to design and make game level, and build the environment and lighting in Unreal Engine 4. The knowledge I gained during this time helped me to understand the process of creating the level and the environment in the game. While doing this I had only basic knowledge which I developed later when I was working on my personal project - old stylized room. In creating this scene, the most important skill I learned was to create light and use other effects such as post processing or volumetric fog. In addition to this project I also worked on my own endless runner game where instead of focusing on visual effects I learned how to create simple mechanics in the game, how to add a character and how to add animations. I also learned what a particle effect is and how to create them, mostly when I built environment in the game ,,Project EVE’’ and I used the particle effects to make different Sci-Fi special effects, such as holograms.

Photoshop
Photoshop is the software that I was using to create all of my concepts and other work, such as alphas for Substance Painter or Decals that could be used to add details in the game environment. I learned how to use Photoshop to create concepts in a variety of styles, from realistic to stylized, cartoony environments. The most difficult task was to create concepts for the ,,TrashCan Empire’’ game project because I had to create three different environments where there were different buildings but everything had to be in the same art style. The experience that I gained helped me to create my concepts much faster, and the knowledge of color theory helped me choose the right colors so that the environment looked good and interesting.

Communication and working in teams

For most of my time working on projects I had the opportunity to be in different teams where I could learn how to work with other game designers. This allowed me to understand how important communication and teamwork is. During the project ,,Project EVE’’ I had to work together with the person responsible for the technical part in the game because I was doing the level design of our game and all the mechanics designed had to be produced by that team member. Group communication was also very important when I was responsible for creating an environment in the TrashCan Empire project, I had to work very closely with a person who was responsible for creating characters to keep the same art style of the game, for example by sharing the same materials and techniques. While working on projects at the university I could also experience working in international teams and how to deal with it.

Time Management
TIme management skills is one of the core skills I developed the most as I moved through three years at university. I had experience working on different projects that I had to spend a different amount of time. I have learned different techniques to manage my time, for example using of Gantt Charts that I applied to every project I was working on. As I was using this technique I was able to plan every single task for each week and adjust it if needed. Another very important technique which I learned was planning how to create assets. I have planned how each asset will be created in the 3D software that I was using, for example by sketching the asset and dividing it on separate parts to plan on what shapes and settings I can use or how I can UV unwrap the object. Another very important part of my assets planning was to use online resources and look how similar objects are created.

Creativity
I consider myself a creative person who always tries to think outside the box. I always try to make my work original, to the highest standards and always try to create something new that nobody has seen before. I think I could show my creative skills when I was working on a project I did on my third year at university ,,TrashCan Emipre’’. During this project, my task was to design three different planets. Each planet had different inhabitants and different environments, as well as the style of buildings that were found on these planets was different, from Steampunk buildings to Sci-Fi or primitive wooden cities. Also my favorite art style with which I like to work is stylized and cartoony because these styles have no limitations and nothing has to look realistically so then I can use my creativity the most. I think that I could show my creativity during the project I was working on during the second year, where I had to create and build a whole environment in Sci-Fi style. Because the environment was a laboratory, I had to design it in such a way that it would not look boring and would contain some advanced, Sci-Fi elements.

I think I am the right candidate for this job and I think that it will allow me to develop my 3D skills. I am a person who wants to grow and I am very happy that I could work with other artists and learn from them and share the same passion. I spent all my time for the projects I had to do during my education at the university, but I wanted to develop my skills even more and therefore I worked on my personal projects in my free time. I enjoy working on games, whether it is creating the whole world, one character or adding a few small details, and even working on mechanics and I would still like to develop my skills related to this. I'm sure that in this role I could demonstrate my skills and learn a lot of new things that help me to achieve my goals in creating my own game. 
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Personal Profile
I’m friendly, motivated and reliable person who works hard to achieve my potentials. I am also a quick learner who is always seeking learning opportunities. I have the ability to adapt quickly, act efficiency, think creatively and work effectively as part of team or on my own.  I am passionate about games, from making 3D assets and building the world to playing it. With the experience I gained during my education at university studying the games design course I have knowledge about designing and making games, creating 3D environments and characters and the animation workflow.

Skills
· 3D Modelling Skills in Maya and Zbrush
I have developed my skills in modeling environment and characters in Maya and Zbrush. I have been working on low and high poly sculpts that have been created for games. In addition to modeling I have other skills related to this, such as retopology, UV unwrapping and optimizing the assets to be ready for game engine.
· Substance Painter and Substance Designer
I am able to create textures for 3D objects by using Substance Painter and Substance Designer.
· Photoshop
Photoshop is the software that I am using to create simple game graphics, UI and concepts for environment and characters.
· Unreal Engine
I have experience with working in Unreal Engine on various game projects, from building the game world to creating simple game mechanics.

General Skills
· Working on on my own or as part of the team
· The ability to work in international teams
· The ability to communicate in English and Polish language
· Planning and organisation skills
· Problem solving
· Creativity
· Self-motivation

Education
· Pontypridd High School, 2012-2014
· Pontypridd High School, 2014-2016 (6th Form)
· University of Wales Trinity Saint David, 2016 - Current
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