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Job Description 
Character Artist
Frontier Developments plc.
Frontier are the studio behind Jurassic World Evolution, Elite Dangerous and Planet Coaster. We are Britain’s biggest independent publisher and developer of videogames, based among the world-leading technology cluster in the historic city of Cambridge, England. 

We are proud to be named one of the UK’s Best Places to Work by GamesIndustry.biz. 

We’re looking for a talented Character Artist to join our team and welcome applications from experienced candidates or Graduates. As a company we produce a wide spectrum of subject matter from stunningly photoreal to beautifully stylised, so populating our game worlds is always challenging and interesting. As a Character Artist in our exceptional and experienced team you will be building the cast for the next generation of Frontier games. 

Please note that this is a full-time, onsite role at our studio in Cambridge, UK. We are not looking for applicants who wish to work from home, or on a freelance basis. 

Responsibilities 
Create high-fidelity in-game characters using Maya, ZBrush, Photoshop and Substance 
Understand the character being created; their narrative, motivations and gameplay potential and weave that into your work 
Collaborate with fellow Character Artists to maintain the highest quality throughout development; on budget, on time and in the style. 
About You 
A good team player with a willingness to work collaboratively, willingly taking on feedback and guidance from the rest of the team 
Excellent attention to detail 
Ability to work within an established art style. 
Exceptional level of high-polygon character modelling in ZBrush or Mudbox (ZBrush preferred) 
Extensive knowledge of 3D packages such as Maya, 3ds Max (Maya preferred) 
Proven ability across all aspect of character modelling, including anatomical, cloth and hard-surface modelling 
Excellent Photoshop and Substance Painter texturing skills, targeting physically based rendering 
Familiarity with the entire real-time character creation pipeline: high-poly sculpting, retopology, UV mapping, texture baking, texture creation, setting up and exporting to game 
Awareness of the importance of mesh topology, to ensure that character models deform well when animated 
Experience with PBR and real-time engines 
Understanding of best working practices in terms of LOD creation and optimisation. 

Desirable 
An Art degree or relevant game art course is highly desirable 
Flair for interpreting concept art, turning character sketches into 3D models that accurately capture the spirit of the concept 
Adaptable attitude to working across a breadth of art styles, from high-detail realism to cartoon stylisation. 
What we can offer you 
At Frontier we believe your work should be rewarding in every way. We offer the chance to work on blockbuster franchises and world-leading IP in a studio environment considered one of the best places to work in the UK. 
We also offer a range of flexible benefits to our 400+ team, including life assurance, private family healthcare, pension, flexitime working hours, enhanced maternity/paternity package, in-house catering, support with relocation, a Cycle to Work scheme and free bike servicing, regular in-house wellbeing sessions, childcare vouchers, regular social events, and annual bonus and share save schemes for everyone to share in the studio’s success. 

We welcome and encourage applications from qualified candidates regardless of sex, race, disability, age, sexual orientation, gender identity, marriage or civil partnership, pregnancy or maternity, religion or belief.
Link: https://www.glassdoor.co.uk/job-listing/character-artist-frontier-developments-JV_IC2662516_KO0,16_KE17,38.htm?jl=3161180833&ctt=1554316952641














How do my skills meet the job requirements?
During my three years of study at the University of Wales Trinity Saint David I think I have acquired the necessary skills on 3D Modelling software related to the creation of characters.

· Create high-fidelity in-game characters using Maya, ZBrush, Photoshop and Substance.
As I mentioned above, in these three years at the university I have been in continuous contact with these specific software during different projects. During my first year I started using Photoshop to design characters and props, besides working on certain illustrations. Later that same year after getting a consistent design I focused on the use of ZBrush to create the high poly mesh, Maya for the retopology and UV unwrap and finally the Substance Painter 2 for baking and creating textures. in the next two years I have continued to have contact with all these software especially the 3D ones which has made me learn more widely about their use and their functions in general. The first project in which I used these software in my pipeline was in my first year and it was a platform RPG set in a fantastic world on an alien planet. In this project I was in charge of designing, modelling and texturing the final boss of the level and the protagonist. On the other hand, this last year I have been working in a racing game which has several organic characters as a child and several action figures among other toys. My job in this project was to model the child and some of the toys, using the software mentioned above 
 
· Understand the character being created; their narrative, motivations and gameplay potential and weave that into your work.
In these years I have learned how to reflect the story and background attitude of each character not only in its original design, but also in its 3D version. During the course I realized the importance of having contact with the artist in charge of designing the character to be able to capture it essence in its 3D version as faithfully as possible. For example, in my last project, one of the characters was a boy around 7 who lives in the 80's. Try to reflect this in the type of clothes you wear, in your hairstyle and even in the colour of your teeth. that children at that age have milk teeth even when they turn yellow during the time they fall. I have also learned that a 3D artist cannot completely depend on the orthographic since during the transition process of a character's design from 2D to 3D the character artist has to make their own decisions at some points.
· Collaborate with fellow Character Artists to maintain the highest quality throughout development; on budget, on time and in the style. 
Thanks to the experience gained in working as a team for my projects, I understand communication as one of the pillars when it comes to getting a consistent art and product. In the case of artists and modelers this is reflected in the style of the game and the personality of the character itself. In all my previous projects I had to participate with other artists, and we had to help each other.

· A good team player with a willingness to work collaboratively, willingly taking on feedback and guidance from the rest of the team 
Thanks to my experience in the university I know that working in a group is another of the most important keys of this industry, that is why I have become used to working in small groups with quite strict production plans and other planning documents like risks assessments or daily production diaries. I also consider myself a person who likes to constantly learn so I appreciate any type of feedback very much that helps me improve my skills as well as different opinions on the same subject.
· Excellent attention to detail 
As a 3D characters artist during my years of learning I have learned to pay attention to the smallest details, which are the ones that ultimately give personality and character to the designs and models. For example, in one of my first models, the character was a small elf born from a flower in the middle of a full moon. That is why the model had several flowers and flowers and for his body, the skin tone was the colour of the reflection of the moon on the flower from which she was born. Those little details are what give character to these characters and objects Therefore, it is important to devote much attention and effort to each character or prop throughout their development process no matter how simple it may be. 
· Ability to work within an established art style. 
I feel quite familiar with the fact of changing and adapting to other styles since that has been one of the principles in the learning of the past years in the university. During those three years I have worked on two projects with quite different style and theme, and in my free time, I also practice other styles with which I am not so familiar yet.
 
· Exceptional level of high-polygon character modelling in ZBrush or Mudbox (ZBrush preferred) 
I consider that ZBrush is my strong point since it is the software that I enjoy the most and in which I have spent the most time, therefore it is the one that I am more experienced. The first time I used it in the university I loved it and from that moment I have been learning from autonomously through tutorials, experimentation and practice. Today I continue to practice on my own sculpting beasts, objects, humans with different body types, etc.
· Extensive knowledge of 3D packages such as Maya, 3ds Max (Maya preferred) 
Personally, I use Maya. This was the first software that I was taught to use and nowadays I still use it a lot to do the retopology, UV Unwrap and some simple low poly models. I also know some other functions that I am not yet completely familiar with, such as Maya rendering as well as texturing since I use other software for this purpose.
· Proven ability across all aspect of character modelling, including anatomical, cloth and hard-surface modelling
Thanks to my two years in art school I understood how human anatomy works in many ways. Later in the university I reinforced that knowledge with the functioning of the anatomy in different styles. For example, the relation of size between the parts of the bodies in a more realistic style or in a more cartoony style and how this reflects the character's personality or background. Regarding the clothes and the hard-surface modelling I have been in contact with this kind of props and technique since in my final university project I had to work in several models with these characteristics.
· Excellent Photoshop and Substance Painter texturing skills, targeting physically based rendering 
Along with the aforementioned software, Photoshop and Substance Painter are two essential tools in the development of a character. Photoshop next to Maya was one of the first software that I started using in the game I made my designs and orthographies, as well as to create textures for the final model. On the other hand, I also understand the use of Substance Painter when baking textures and apply them. I am familiar with the use of smart materials, alphas and other program features that help give a polished finish to the final model.
· Familiarity with the entire real-time character creation pipeline: high-poly sculpting, retopology, UV mapping, texture baking, texture creation, setting up and exporting to game 
I consider myself familiar with the pipeline in real time of development since this is the method of production that I have used the most. In the projects in which I participated with my classmates we have always followed this production system in which we try to avoid bottlenecks and optimize the development process. In both projects I have always been in charge of carrying the pipeline processes related to the modelling of the characters.
· Awareness of the importance of mesh topology, to ensure that character models deform well when animated 
As a 3D character modeler, I understand the importance of maintaining a clean topology in the model to facilitate animator animation. In my final project I had to work side by side with the animator of my team to make sure that the model did not have any error or give any difficulty to my partner
· An Art degree or relevant game art course is highly desirable 
I will receive my degree in Creative Computers Games Design this year
· Flair for interpreting concept art, turning character sketches into 3D models that accurately capture the spirit of the concept 
As the modeler of my previous teams on several occasions I had to use other artists spellings to convert the design into a 3D mesh. Which is why I can say that I am familiar with converting sketches into 3D models without losing their “spirit”
· Adaptable attitude to working across a breadth of art styles, from high-detail realism to cartoon stylisation. 
As I mentioned, I have been in contact with several different artistic styles throughout the course I am familiar with the process of changing from one style to another. Thanks to the experience I have gained from studying style, I have also become familiar with the process of researching an artistic style, as well as with the operation of colours, shapes, etc.
In overall, I think I meet the requirements that this job offer requests. I believe that the past years I have gathered enough experience and knowledge related to 3D Character Modelling and teamwork in general. I also consider that I have learned to work under pressure as well as to use an elaborated planning so that the development is optimal in quality and time.
 


















 






CV
Aday Cejas Torres
Address: 94 Rhondda Street
                  Mount Pleasant,
                   Swansea
                    SA1 6ET
Tel: 639 20 12 79
Email: adaycejastorres@gmail.com

Personal Profile

I am a third-year student of Creative Computer Games design at the University of Wales Trinity Saint David. In my years of study I consider that I have developed an excellent analytical capacity and the ability to manage time efficiently as well as the ability to work in teams in an organized and efficient way all this with the help of my part time job as a floor tend to a nightclub which demanded organization and coordination between the different staff members. During my adolescence I was also participating in a rugby team, which taught me the importance of teamwork, that every effort is rewarded with small advances in life and that even if you fall and knock get down many times, you always must get up and try harder.
 My determination, dedication and desire to learn is highlighted by the achievement of having been able to study outside in the course of my dreams. Now I'm looking to further develop and use my skills in the industry, specifically in the design and development of video games.
 
Education
2016-2019                                                                   University of Wales Trinity Saint David
Course Name: BA Creative Computer Games Design
2015-2016                                                                     College of Arts Fernando Estevez 
Course Name: Bachelor of Plastic Arts


Work Experience  
November 2016-October 2018                         Bambu Night Club 
Job Title: Floor Tender 
As a floor tender my job was to make sure that the bar staff always had enough glasses, drinks and enough ice among other things. I also had to make sure there were no spillages or smashed glass in the building because with them the customers could hurt themselves. For this, the entire staff had to organize and synchronize perfectly, especially on very busy nights when an error on our part could cost the company money. At the end of the night, I had to make sure that everything followed a strict cleaning procedure and that the building was organized for the next night. As a floor tender, sometimes my bar staff colleagues needed help, so I had to be versatile to jump into the bar and give them a hand as soon as possible without losing sight of my other role, so I also gained experience managing money and serving customers.

Skills
· I speak fluent Spanish and high-level English
· I can communicate with Italian and Portuguese/Brazilian people
· Zbrush
· Maya
· Unreal Engine 4
· Marmoset
· Substance Painter 2
· Adobe Photoshop
· Sculpting with mud 
