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Introduction
The purpose of this report is to give an idea of what sort of role I could potentially fulfil within the games industry as a graduate, this should make it more clear as to what I am able to accomplish after the three years on the course and where I could apply the skills of which I have developed.
I will start out by looking up types of jobs in which feature requirements and expectations that I could possibly manage, regarding hard skills, soft skills and software understanding. After clarifying an example of a game designer job that I’d ideally like to get into, I will discuss each of the requirements/expectations in depth looking at where I stand and how I’ve improved over the years. The last segment of the report will be focused on a CV that provides necessary evidence of me being a good match for the type of job that I will highlight at the start of the report.

Technical artist Job requirements
After browsing a variety of game design job offers on LinkedIn, I have found the best and most suitable option for a centrally technical artist dedicated individual. Here’s the requirements and expectations

Company – Pole to Win (PTW)
Job – Game Developer (Unreal Engine)
Requirements:
· 3 – 5 Years of Game development experience
· Problem Solving skills
· Strong Communication skills
· Engineering or Computer Graduate / Post graduate
· Good knowledge on 3D application Maya / 3ds Max
· Creating Various kinds of shaders in Unreal Engine 4 for production
· Good understanding on UE4 Material editor and performance factors
· Performance optimisation for VR platforms
Entry Level




Soft Skills

Teamwork – Through my three years on the games design course I have grasped just how important it is for a games design studio to have a strong sense of teamwork flowing through each and every team member, all having their own strengths and talents, the team must work together and around each other in order to create the best experience possible for the player. 
At the start of the course, being the socially awkward individual that I was, I didn’t manage to handle most teamwork situations very well, especially with most assignments being kept to individual scopes. However, my teamwork skills began to improve over the second and third years as all students were encouraged to work together on small and large teams as if they were in a games design studio. In the second year I worked together with three others on a major project ‘Project EVE’, the game idea was initiated by Martyna at the end of the first year, usually I would feel rejected with my ideas not being to standard however by working on someone else’s project, I managed to overcome that uncertainty. Taking the tech artist role on the team after taking a liking to the procedures and creativity involved, I was solely responsible for the core gameplay of this project, I managed to not complicate things by adding or changing things to the way I like them within the game, instead I kept doing as Martyna requested in order to shape the game to her ideology being the creative mind behind this project. Whenever anyone from the team would need me to implement a new mechanic, I would act on it as soon as possible and update them as soon as I finished each element, this way we could be on the same page and ensure the result would be as hoped. Lastly, the exhibition in which all members attended to show off the game to the public came about, as a display of being an asset to the team, I made sure that our game’s poster would be exported just in time, all costs were evenly paid for and I made an executable a week before this event unfolded.
In the third year, I had to cooperate alongside a full team of seven students, three of which, myself included, were to work on the engine. Despite some difficulties along the way, I did what I could to assist the team by passing the engine back and forth allowing all members on the tech team to achieve their weekly tasks and keep up to speed with the project plan. In order to keep working on the game consistently, we all had to agree on who had done the most each week so that the others would be able to merge their contribution to that particular copy of the engine, this way less work and time would be wasted and we could all manage to continually add to the game with little delay. As I was striving to polish my skills within the unreal engine, I found myself helping others with small issues in their games and sharing my understanding on the functions of Unreal quite often, even outside of my development team, I was helping others when opportunity came about.


Organisational skills – Over the last three years I have been convinced that being well-organised is an essential aspect to working on a game project. I always carry a USB device on me in which I fill up with all the models, textures, images and game builds made for the major projects, this way I can always get them when I need them. Backing my files up is one of the main procedures I’ve been using as I do my job, if any major issues arise, I’ll have some previous iterations available to fall back in that scenario. Lastly, I have been utilising the google drive for additional storage space and as an alternative backup for my files, when working with my colleagues, we always upload our files to the team drive in which all members have access to. 


Planning – In order to create a fluent and interactive experience, planning is key. Working on two major projects in the second and third years, I have made sure that I planned out my tasks and workload right off the bat through the usage of Gantt charts and personal priority lists. My plans tend to have me tackle the main functions of a game first such as movement, attacks and AI etc. leaving visual elements and minor mechanics for the end of the pipeline such as particles and gameplay factors that aren’t used as often or don’t halt the game flow. I have made some ten-pager game design documents for some of the ideas we’ve worked on lately, this document is crucial for planning ahead and I understand how to lay one out optimally.


Problem Solving – Through my graduate time working in teams, problems occur left, front and centre in which elevate the importance of being a good problem solver. Regarding problems, glitches and errors would occur many times as I worked on my main role as I experimented with new types of mechanics and blueprints etc. When problems would occur, I always let my team know and investigated solutions on the net, I’d prioritise getting the mechanics functional on top of fine-tuning them, this way, big problems were tackled as soon as possible, and minor problems were acted on later if the mechanics still served their purpose to the fullest. 





Communication – One of the most common requested skills within a games design environment is communication, I feel as though this is not exactly one of my strongest points, though I have improved over the last three years.
	In the first year I struggled to even speak to anyone who may need help or would want to discuss anything important with myself, after entering the teamwork environment in the second year, I started to make more efforts to ensure my voice was heard and I could be far easier to interact with. When working on ‘Project EVE’ and the wild west diorama, I gave as much input as I could within my group chat applications, whenever someone wanted a texture re-done on the diorama, I would ask for the issues and work out a better texture for that asset. Meanwhile in ‘Project EVE’ I was discussing my progress every week and taking on all the member’s feedback to adjust the gameplay for the better. Whenever the team leaders wanted to have a team meeting, I’d ensure I’d be available and there on time, discussing things in person was one of my biggest flaws, however I started to communicate all that was being done, what was going wrong and even which artistic decisions could work out best for the art teams. By discussing these small yet effective pointers weekly, I was for the most part, able to avoid trying to implement any mechanics that would potentially take a long time to pull off or even cause bigger issues to arise within the engine, aiming to do what I could manage and maintain the functionally we wanted.
	In the third year, communication was key to manage, being part of a bigger team, in which could resemble the size of a small Indie studio where two teams need to pass ideas and contributions back and forth constantly. The members on the tech team all discussed what sorts of tasks we could specialise in based on our current knowledge and ideals at the time before even entering the unreal engine in the first semester. Once all three tech artists were comfortable with their workload ahead, we had to discuss with the art team what they should prioritise designing, modelling and animating etc. This way, in the worst-case scenario of being unable to get all three of ‘Trash Can Empire’s ‘planets implemented, at least the desert planet would be up to scratch in its visual style and mechanics as opposed to getting a lot of un-used assets completed in which couldn’t be implemented in time. There was a moment in the second semester where something went horribly wrong regarding a mechanic breaking the game, I made sure that we were prepared for an optimal solution around the issue by suggesting a few ideas such as going back a version or two, this lead to a few weeks loss of progress heading to a build that had this new mechanic working in test phases, with the others busy with their workloads, I took on responsibility and re-worked the game back to its state in just one week. By addressing issues like this as soon as they occurred rather than keeping quiet about them, solutions were being found allowing the team’s moral and rhythm to maintain a progressive standard.




Hard Skills

Unreal Engine / Epic Games – As I have already stated, I would ideally like to fulfil a technical artist’s role within the games industry, at least to a low level in an Indie company, this is because of how I’ve adapted to the unreal engine and how I want to learn more about it. The first year on the course lacked any interaction with the engine unfortunately though I had been working on some minor projects within software like ‘Clickteam Fusion’ in which got me intrigued in visual programming. For any application that requires some degree of understanding and experience with working within the unreal engine, I should be able to manage after developing my skillset through the last two years.
	In the second year after being introduced to the engine, I made sure to take all notes during lectures that I could in order to prepare for the role being revved up to try it out. Firstly, I can navigate the engine’s interface quite well regarding shortcut-keys and window usage etc. due to working almost entirely in the engine since the second year. In ‘Project EVE’ I started out by applying my basic understanding to get a playable character set up and have a variety of movement options such as; Walking, Running, Jumping, Attacking, Interacting and more. These core mechanics may not have been exactly ‘fun’ to utilise; however, they would be enough for a simple platforming experience, all the player mechanics in this game were simple enough to not forget about and all felt quite responsive when pressing the input buttons and keys. In terms of more advanced elements, I was asked to make some puzzle elements, therefore I got a key system working using Boolean variables in which would allow players to explore the area to find their way out. I created an energy system in which would be updated constantly allowing players to use abilities like a shield or hack into computers only if they had enough energy to pull them off. I also made a puzzle segment at the end of the level where a player had to pick up some energy capsules and place them in their respected stations in order to power-up a teleporter that would end the game with a victory menu, this is where I got the grasps of referencing within the game world, allowing for mechanics that have assets and components interact with each other. Moving on to AI, I had to get two enemy types working a bit differently from each other, one that follows the player and hits them at close range, the other would wander around and shoot at the player when spotted. I managed to get enemies that pose a threat working to a very basic level, plus I had to implement Alex Sheldon’s animations within animation blueprints and blend spaces for these enemy characters and the player ‘EVE’. I also took care of implementing UI elements into the game screen, using a gained understanding on widgets, I set up some simple menus and a main UI for the gameplay, displaying; health, energy, items and more.
	As a member of the three-member tech team, there was less to do regrading quantity of game mechanics, however I did what I could within my knowledge. I set up the movement for ‘Trash Can Empire’ by having a pawn move around with no gravity on the left stick and a separate controllable reticule on the right stick, meaning that I can make actors with controllable components possible. I had my focus on the building and defending mechanics in the first semester, this involves using efficient blueprints in which I could place around the map and have the player build on top of them using inputs and simple menus. When building factories, the player would add to their progress, this allows for a different objective than reaching a goal actor to be functional, changing the way a player must play the game altogether. Turrets and barriers were implemented on request, these could be bought with little costs, in order to stop enemies taking larger sums of money, by testing these mechanics a bit, I was able to balance them out a bit for the optimal difficulty and purpose to the player’s actions. Working on this game had me learn a fair amount about how cameras can be used in the engine, I got screen shakes of varying amounts to occur, camera changes to focus on assets and planets, and even camera viewpoint changes to occur upon input. Across both games I worked on, I also got the hang of using particle systems, I have created a range from fading dust to laser beams, the variety I’ve made could serve a lot of different purposes in an artistic perspective.  
	Being so intrigued by the Unreal engine, outside of the major projects, I have re-enforced my skills on solo projects in which have allowed me to grow and perform more swiftly as a tech-artist. I’ve set up base blueprints and gameplay features in white-boxed first-person shooters, both 3D and 2D platformers and most recently a turn-based RPG game. The RPG game test I’ve worked on allows the player to navigate a semi-top down map, encounter enemies and battle them using two attacks and an option to jump to avoid enemy attacks. With all that in mind, I feel confident enough in my Unreal engine skillset to work on almost any basic type of game experience.



Sony Vegas Movie Studio Platinum – Lastly, I should mention that I have some experience in video editing using this software package, when I’m asked to show evidence of my progress, I often record clips using OBS and edit them in Sony Vegas. I was also tasked with the first semester trailer of ‘Trash Can Empire’ and the trailer for ‘Project EVE’, both of which were completed in time and featured clips obtained from each team member involved.






CV

Name: Daniel Newton Burns
Age: 22
Soft Skills; Teamwork, Communication, Time management, Organisation, Planning, Problem Solving
Hard Skills; Unreal Engine basic knowledge and experience, Video editing with Sony Vegas, Basic Modelling and Animation in Maya

Grades:
· Mathematics – C
· English – C
· Art – B
· ICT – M (Merit)
· Graphics design – C
· Media studies – B
· Welsh Baccalaureate - Pass

Qualifications:
· Art and Design BTEC Level 2 – Pass
· IT BTEC Level 3 – Pass
· Creative Computer Games Design BA (Hons) – Pending

Work Experience: Assistant Teacher at Manselton Primary School










Cover Letter
Dear PTW employers
 I feel as though I may be capable of fulfilling your offered role of ‘Game developer’ as I aim to graduate in my Creative Computer Games Design course this year. My skillset consists of being capable of utilising the Unreal Engine, creating assets in Maya, good communication and problem solving. I am a passionate gamer who strives to learn more about how they can be made and optimised for the best player experience possible, I would be grateful if you would consider giving me an opportunity to kick-start my games design career here.
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