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	Over the three years of studying 3D Computer Animation I learned a lot and acquired lot of skills which I kept and will keep developing. It is a large variety of skills from digital drawing through film making, digital sculpting to report writing or social skills such as collaborating with other people. Some of these skills are always required in the industry and some are only dependable on your position. After all the projects I worked on during my time at university my preferred position and a position I will aspire to is environment artist.
	Environment art is not only something I have passion for but something that suits my strengths in 3D industry in terms of work that has to be done. Reflecting on previous years and the projects I worked on I always ended up putting most of the time into props and environments. First noticeable project where I was working on props was group project with two other classmates. I was tasked to design a shrine in Asian style. I put a lot of research into this and designed and created a concept art for a few shrine ideas in different styles. When I was finished I actually really liked the work I have done which doesn’t happen too often to me. Considering the work was a digital painting which is one of my weaker values it still put me on a way of researching environment art. 
	As every artist’s art is influenced by the art of other artists around them, be it posters, movies, games etc., so is mine. My biggest influence in 3D art are computer games and especially the old school ones which I play a lot of. Most notable is the game Old School Runescape of UK based company Jagex. The style of this game really influenced mine with its really low poly models which can still be clearly identified, no baked textures only simple colours and simple animations which are still very charming when used with these low poly models. This kind of style is very attractive to me in all aspects of animation, modelling and texturing and I try to replicate it to certain extent is every piece of my work. This can be both good and bad at the same time for my future plans as an environment artist. While knowing how to create low poly models can be extremely useful for a game environment artist to achieve good optimization and high performance it can also be harder to get a job unless I learn how to replicate other art styles so I can fit more different companies working on different projects. Same goes with texturing. It is good to be able to achieve nice looking environment or props just by using colour schemes and lighting but knowing how to make nice textures is crucial for an environment artist, it is what bring the props and environment to life. Still I would prefer finding work at a studio that has this old school style which I enjoy working on. 
	Currently I am only familiar with few of the software I will need to know how to use. There is multiple software for multiple things an environment artist will need to use: modelling, texturing, composition, level beautification colours and lighting and also the game engine itself. There is different game engines that different companies use such as Unreal Engine or Unity. Since Unreal Engine is available for free to anyone I am currently learning how to work in it with the help of tutorials available online. For the modelling software I am already familiar with Autodesk Maya but lot of studios use Autodesk 3ds Max which I would like to learn to use as well. For the sculpting program I am familiar with zBrush yet I am not very good at it. With enough practice over the years I hope to improve myself and my work in this sculpting software. Finally a software essential for creating textures and materials is either Adobe Photoshop or Substance Designer/Painter. I am familiar with both of these softwares but not confident enough to create some high quality textures since I am quite lacking in the knowledge of UVs and texturing. This might be an overwhelming amount of software and tools used in this profession but already knowing how to use some of them gives me a good idea where to start and what softwares should I prioritize in learning. Having already started with learning the Unreal Engine I can import my models in there and experiment with the programs I am less skilled in such as creating textures in Substance Painter.
 While learning and experimenting with all these programs I am going to start creating my personal portfolio. My plan is to start putting the best pieces into my portfolio and keep replacing them with better at every opportunity. Since I will be applying for environment artist position only I don’t plan to include any characters or character animation in my portfolio but I do plan to include some animation and vfx in my props and environments to showcase the range of my abilities. 
“If you’re aiming for an environment art position only, you don’t need to have characters, animations or VFX stuff in your portfolio. It’s a plus but as a beginner you want to focus your portfolio because mastering a discipline can take years and your art samples should have a consistent quality. You don’t want to have a portfolio with amazing environment scenes and props but bad character animations next to it.”
  -Robert Hodri, Senior Game Environment Artist
As I plan to work in a team of 3D artists I have to be aware of my weaknesses and strength and how to improve them to prevent hindering my team. My biggest weakness is not 3D related and it is my poor work ethic which means I procrastinate a lot. I think this can only get better by working in a professional environment where would be no chance for me to postpone work. As a result of this I also am able to work really well under pressure or small amount of time. As a matter of fact I think I work the best under big amount of pressure which can be helpful in this line of work. My other weakness is not being able to listen to feedback I get from other people, usually interpreting it as that other people have different style as I do. This is something I have to work on since in the industry I will be listening to a feedback of lot of people and will have to adapt to the style of the project. Weaknesses concerning my work are those I already spoke of it is the texturing and UVs. I have been avoiding baking UVs and making textures for most of the time but it is one of the most important part of creating good looking assets and environment. In my previous projects I worked on we can perhaps talk about the insufficient lighting and rendering experience. On this I am slowly working as well while learning Unreal Engine which I will be using to render from now on.
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