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	[bookmark: PDP]What do I want/need to learn or develop?

(Specific & Relevant)
	What will I do to achieve this?

(Specific)
	What resources or support will I need?

(Achievable)
	What will my success criteria be?

(Measurable)
	Target dates for review and completion

(Timebound)

	I want to further develop my skills as a character artist.

	I will watch more tutorials on using Zbrush and substance to improve my character sculpting skills and texturing skills


	Zbrush, and Substance Painter Tutorials and documentation.
A PC and a pen tablet
	Sculpting and texturing an awesome character.
	Start date 20/03/2022

End date 10/04/2022



	Learn to use Character generator to create character.



	I will watch YouTube tutorials
On texturing characters in substance painter and using Autodesk character generator
	Substance painter
Autodesk Character generator
YouTube tutorials
	I hope to design original looking characters that are good enough to be used as NPC’s
	Start date 10/04/2022

End date 20/04/2022

	Update my CV to a format that is more suitable and add new relevant information.




	Look at example CV’s and Research relevant information about Designing a CV for an environment artist.
	A computer and the internet
	A fully finished CV suitable for applying for jobs in game design
	Start date 20/04/2022

End date 09/05/2022

	Write a personal statement/ accompanying to apply for jobs as an environment artist
	Look at relevant job applications and research writing personal statements
	The internet and time
	Having a professional looking accompanying letter
	Start dat20/04/2022
End date 09/05/2022

	Get better at environment design

	Learn more about lightmaps and lighting in UE4
Make more high-quality 3d asset.
	Follow the appropriate UE4 learning paths and watch tutorials. 
Ask friends in the industry.
	Making a detailed environment for a game
That is fully PBR and lit to a professional standard.
	Start date 09/05/2022

End date 01/07/2022



	
Make a new art portfolio and update my Art station account




	
Work on making the assets I have better and making new ones
	
The characters, environments, and assets from my previous steps
	
Having an art station account that attracts potential employers.
	  Start date 01/07/2022

  End date 02/072022
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[bookmark: CV]Samuel Riley
Address 
5 Rowton villas, Ynyscedwyn Road, Ystradgynlais,
Powys
Telephone: 07443034474
Email: troniccomputing@gmail.com

Personal Statement
I have worked at different jobs and run my own business but using software to create art and music has been my passion and I have always found the time to progress my skills as an artist. When I was 38 I decided to commit to becoming a 3D artist and game designer full time. In 2018 I applied to UWTSD and my application was accepted. I have recently graduated with a (2.1 honours degree) from (UWTSD), in Computer Games Design.


Education

University of Wales Trinity St David, 		2019-2022
· BA (Hons) Arts in Computer Games Design: 2nd Class Honours (2:1) 
- Graduation: 01/08/2022

Open University, 		2015
· CompTIA Network+ Certification 
· CompTIA A+ Certification

Coleg Sir Gar - Graig College, 	2004-2006
· Music Technology - Gained 30 points toward a degree

Steer Studios, 	2002-2003
· Studied Sound Engineering

Technical Skills and Experience

Software Experience

· Unreal Engine, 7 years, blueprint design, highly skilled, environment artist, skilled.
· Maya, 7 years, 3d modelling, highly skilled, animation, moderate.
· Zbrush, 4 years, 3d sculpting, skilled.
· Photoshop, 15 years, texturing, and concept art, skilled. 
· Krita, 4 years, concept art, Skilled.
· Premiere.
· After effect.
· Substance, 4 years, Asset and character texturing, Skilled.
· Source control, Tortoise, and perforce, Familiar with.
· Ableton, 20 years, highly skilled.
· Logic.
· Pro tools.

Further Experience

· Experience working on team projects using Unreal Engine 4, with responsibility for the development of user interfaces, Game A.I, and Game mechanics.
· I have experience making animation blueprints. 
· I have experience making material shaders.
· I have experience using cinematics and composite video inside Unreal engine 4.
· I have experience using FTrack to collaborate with teammates and organise projects.
· I have experience using Photoshop for painting and texturing.
· I have experience using Maya to model 3d assets to a high standard. I have also rigged and weighted characters in Maya and animated short animations. 
· I have experience sculpting characters and assets in Zbrush.



Work Experience


Self Employed, Tronic Computing		September 2015 - April 2019

I was the Founder of Tronic computing, which was a small PC repair business located in Powys that specialised in building gaming PCs and VR systems. Tronic computing also provided web design and data retrieval services and provided a telephone help service for customers. The business was closed in 2019 due to personal injury and a desire to follow other pursuits.

Freelance Events Organiser and Sound Engineer, Bristol 		2012 - 2015

I worked freelance as an Events organiser and Sound engineer in and around Bristol. I also produced and composed music. In 2013 I released my musical work through a Record label named Division bass. I wrote and produced music which has been used in the video game Sui Generis by Bare Mettle. Entertainment.


Clean Room Operative, Shield Medicare		2011-2012

Responsibilities:
I was responsible for inspecting products to ensure they had not been contaminated, sending samples of the product to be analysed and keeping a clean safe working environment. 

Reason for Leaving: 
I moved to another location for family-related reasons.

Production Hand, LyteLadders		2007-2011

Responsibilities:
Making ladders, keeping a safe working environment, accounting for stock, ordering supplies when needed, adhering to health and safety practices, and training new employee's when required.

Additional skills/attributes:
I am good at working in a stressful environment

Reason for leaving:
I was offered a job with better pay


Hobbies & Interests:
· I enjoy composing and producing music
· Kayaking helps me to destress
· I enjoy walking in nature 
· Playing VR games 
· Reading Sci-fi novels
Reference’s available on request
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Cover letter
Dear Jon Doe
I am writing to apply for the Environment Asset Artist position with Technicolor Studios advertised on Art Station and I very much hope to become the newest member of your team.
I feel I meet the skills and training requirements that your company seeks, as set out in your advert and I welcome the opportunity to put my knowledge to work for such an exciting and innovative organisation.
I have recently graduated from the University of South Wales, Trinity Saint David’s with a BA in computer game design and have over three years’ experience of working in a freelance capacity in the industry.
Creativity and content building
I have experience working with all the industry standard programs and software, including using a PBR workflow, sculpting, UV unwrapping, texturing, and hard surface modelling. I have experience with terrain and foliage, and have an excellent eye for proportions, composition, and lighting. I have worked on concept art, and I have good knowledge of colour theory and the language of shapes. I have experience using Unreal Engine 4 and can design custom shaders landscapes and blueprints to a high standard. I have the creativity and skills needed to create unique background designs for the games that Technicolor Studios create and believe my input will help create content that will stand out against competitors and have gamers talking.
Research and improvements
I take a methodical and detailed approach to create realistic designs that fit with genre, environment and era using extensive research. I also have a highly developed imagination and enjoy working on futuristic and fictional content.
Productivity and working style
I am adept at working flexibly and at a pace to meet tight deadlines. I always remain calm and focused, in stressful environments and work collaboratively with colleagues to meet deliverables using a range of project management tools and techniques. I will always seek to identify improvements to increase productivity and quality in all my work.
Communication and collaboration
I have a deep understanding of the need for clear and concise communication across all teams and channels and utilise a range of communication tools including video conferencing email, phone, instant messaging, forums, and specialist tools like FTrack and Trello for collaborative work. I am an inclusive team member who respects other people’s differences and will work hard to create a working environment where people can bring their authentic selves to work. Overall, I feel I would be an asset to your organisation, and I would appreciate the opportunity to discuss further about how I can contribute to the success of Technicolor Studios. You can contact me on 07123456789, via LinkedIn or via email at troniccomputing@gmail.com.
I look forward to hearing from you.
Kind regards
Sam Riley
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This is the Job advertise which my cover letter is for,

https://www.artstation.com/jobs/y1kd?utm_source=jobs_digest_mailer&utm_medium=email&utm_campaign=digest
I have included the decryption below in case the link is no longer Valid,
[bookmark: Jobdescription]Ad by Technicolor studios [1] advertised on Art station.                                                                                                   “job Description
Asset Artists are responsible for producing high-quality assets for our high-end games.
We are looking for a highly talented and motivated, Environment & Hard-surface modeler to
join the Technicolor games Environment team. As an Environment modeler the individual will be working on foliage, props, vehicle, weapons and architecture.
Skills & Requirements
Qualifications
Asset Essentials:
· Excellent artistic eye for proportions, shape language, composition, and lighting
· Create photo realistic/ Stylized real-time game environment models including UVs and textures
· Sculpting and create materials for AAA quality, photo-realistic/ Stylized environment in a PBR workflow
· Specific experience with terrain and foliage
Any of the following technical skills is a bonus:
· Experience in set dressing in game engine is a plus.
· Basic experience with Houdini for creating procedural modeling is a plus.
· Basic experience in creating/writing shaders is a plus.
· Prepare environment assets for export to game engines, as well as set up within game engine.
Any of the following experience is a great advantage:
· Working with game engine experience is a plus.
· Experience working with Scan/photogrammetry workflow is a plus.
· Thorough understanding of environment art pipelines with excitement to push for next gen techniques.
· Traditional art skills (figure drawing, landscape, animals, composition, perspective, etc.
About the Company
We provide access to all the latest opportunities to join Technicolor’s award-winning creative powerhouse studios around the world.  
We offer access to free learning and development to take your first steps in the world of visual effects.” 
Content
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