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Job 1
https://www.naughtydog.com/greenhouse/job/847196?gh_jid=847196
Environment artist (temporary assignment)
The job I'm currently looking at is a junior position for environment artists in a temporary assignment at naughty dog. The main responsibilities of this job that are listed on their website are:
· Create models and assemble scenes for both architectural and organic environments
· Trouble-shoot levels and maintain them to stay in frame rate, memory and design spec
· Additional responsibilities may be assigned as needed

During my time at university I have created many architectural environments however I have had a limited experience with organic environments. To get this job I would require working on my portfolio and looking into some more organic style environments and how to create them. The next point that the main responsibilities asks for is to be able to trouble-shoot levels and maintain them in a consistent frame rate. Although new to me I have had some experience with maintain frame rates in Turbo Tantrum and trying to maintain a high frame rate either by reducing the poly count were needed or by lowering the texture resolution in specific assets to try and make the game run better. Memory design spec also comes into play here as lower polygon count and lower resolution create a lower memory file size. While I still have lots to learn in this areas it is something that I currently have a understanding of. 

Experience modeling environments for games using Maya, or related experience/software
For the past 4 years I have been using Maya and so know the software relatively well. Although not at a professional level I have used this software in 2 main games and have created some personal assets of my own using this specific software. Many of the tools I now use are because of problem solving in the past which has forced me to learn more about the software. Additionally, I have briefly used Houdini and am currently trying to learn the basics of 3DS MAX. Because of this I believe that I fulfil this criteria that naughty dog are asking for in this one required skill. 

An exceptional understanding of form, shape, structure, and silhouette in regard to modeling 
The next requirement that the job asks for is to have “exceptional understanding of form, shape, structure and silhouette” while I wouldn’t say that it was exceptional I would say that my understanding of form and shape is there as I often try to model assets following real orthographic and following the real dimensions of what the product would be in real life. On top of that I have worked on creating buildings before. Based on the requirements and skills they have listed I believe that I may be able to apply.

Strong experience and techniques in creating plants, shrubs and vines using cards/flats
The next requirement is on a strong experience with creating plants and shrubs using cards/flats. This is something I only have a basic understanding on and would require further knowledge and skill in before considering myself good enough to claim that I have a “stong experience” in that feild. 

Strong artistic ability to visualize entire levels and detail with minimal concept art and direction
The next point is to be able to visualise entire levels and details with minimal concept art and direction. This is something I think I am fairly good at because of this course. Nearing the end of the production of a game we would occasionally have to make assets on the fly for games. This was due too not have enough time near the end of the year for someone in the class to draw up some concept art for that particular prop. So, because of this I would often have to create small models in a short space of time that would fit the theme of the game to keep the style consistent so that the game could be realised on time. On top of this in other group work I have been a part of there was no concept art for assets and so I would often look at real life images of the particular prop or similar items so that I can get the general shape and look of the prop in my mind.  

Strong technical ability to manage assets to fit memory, design, and frame rate limits
The next point is about optimisation and the ability to manage assets to fit within the memory limit whilst keeping the design in the hopes to make sure that the game runs at a consistent high frame rate. This is something I think I can do as I always try to keep the poly count as low as possible on my models to ensure that the game would run at a good frame rate. While I acknowledge that this is an area in which I can improve it is an area non the less in which I have and understanding and have tried to follow for the past few years. This includes deleting edge lops that are not needed and too reduce the textures resolution for assets that are not going to be the main focus of the camera.  

Strong polygonal modeling skills- able to generate clean and efficient models at a very fast pace
The next point that the job asks about is to have strong polygonal modelling skills with the ability to generate clean and efficient models at a very fast pace. This is something I believe I have to an extent. When it comes to simple models, I can create these within the span of minutes however when it comes to mode complex models that is when I need to set aside mode hours to be able to work on these models with a bit more detail and research so that the final product doesn’t look below standard.

Self-motivated- requires minimal direction, can carry on the vision for the level until completion and commit to deadlines
Self-motivation on a project and requiring minimal direction is the next point and this is something I have learnt to do in previous groups such as in the 2nd year when Alex, Owain and Myself would come into class on our days off and would work on Dimension Wars. Because this game was often rushed due to a team member who left. The game evolved as we created it and by the end, we managed to maintain a consistent style throughout which was true to the original concept art. 

Good communication skills – able to help others and ask for help when needed. Being proactive in sharing info and assets
Another point that they raise is good communication and the ability to ask and help others when needed. This is something I would personal like to say I am good at doing. Throughout the year I often have people ask me on how to do specific things in Maya and likewise I am able to do the same with my peers and we are able to learn new skills about other software through peer learning. This is something that the university environment has prepared lots of students for. As well as the university experience I have a job working in retail and often have to help people who are new to the job. 

Great team-player attitude - being flexible with new ideas, being open to direction and changes. Listening to team mates
The next point is about being a good team player and being flexible with new ideas. In general, I would like to believe that I am a good team player having been on teams such as needforsleep and Trainwreck I work well with teams in terms of helping my teammates achieve their goals as well as me being flexible to idea change if a specific idea doesn’t pan out as we had original planned. An example of having a good attitude when it comes to listening to change is in Turbo Tantrum. During the production I had been following a specific concept art of the bedroom which had more realistic assets in such as the wardrobe. In the original concept art, it was a normal wardrobe however when we placed it in the game team members Alex and Summer suggested that it should be done in a more Memphis style. So, because of this I looked back at some more Memphis designs the team had done and re-created the wardrobe for the game in a Memphis style.  

Deadline oriented- being able to manage and organize work so he meets all the deadlines and is able to adjust when changes happen
The next point the job listing requires that the person is deadline oriented and is able to manage their work accordingly. This is something that the university have taught us to do by requiring us to create Gannt chats and regular team meetings. This has meant that I have consistently been able to hand in models on time. The mains exception to this being the cars I modelled in the 1st term of the 3rd year in which I was heavily delayed because I had no knowledge on how to model cars before that. However, despite this because I always allow for contingency time I was able to complete the original design in time for the Christmas deadline. 

Foundation in the traditional arts
 It could be argued that because this course is an arts course. that it is applicable to this requirement and so would not require any further qualifications. 



Job 2
https://www.naughtydog.com/greenhouse/job/675555?gh_jid=6755553
3D Generalist (temporary assignment)

Minimum 2 years production experience in VFX/film, games, or marketing
Due to the way this course is structured I have 2 years of experience in production in mainly games however some elements in marketing. The production itself would be the creation of the game from start to finish. The marketing would come from the fact that in the second year we had to advertise out Exabition and include and arcade cabinet in the style of the game. In the third year we once again have to show off our games to the general public as well as creating advertisement for the game in the terms of a trailer and posters. On top of this during pre-production of the game the group would have to create a 10-page GDD which in it includes PEGI ratings and ideal demographics so that the game can be marketed towards them at. 


Ability to troubleshoot and execute a broad range of 3D software tasks including modeling, UV layout, and texturing
This task I believe I fulfil as for the past 4 years I have been creating models in Maya. Within the last 2 years I have been UV unwrapping my models and last year I began texturing them in substance painter. During this time, I have run into many issues and have managed to troubleshoot these by looking online at forums, checking YouTube or asking peers and lectures.  

Proficient knowledge of Maya
During 4 years of modelling In Maya I have learnt how to model basic objects from tables to more advanced models such as Cars and Guns. On top of this I learnt many useful tools in UV unwrapping to make the wraps as clean as possible. During this year I began to mess around with Ncloths and so now know the very basics on how to simulate physics on models. I have also looked at animation modelling deformers such as the bend tool which allows the user to bend geometry. Because of just some of these experiences listed above, I believe that I am now at a skill level to claim that I am proficient in Maya.

Strong sense of composition, light, and color
During the first year our lecture Julian taught us about lighting and colour theory. Because of this I have a basic understanding of these. However, I would not say that I have put these into practice enough to claim that I have a strong sense on the matter. Non the less it is something that I could learn more about through online tutorials or by working with a group that shows off the fundamentals of these theories.

Strong technical skills and ability to learn new software/techniques quickly
I would like to think that I am in many ways a good teacher as I have helped many of my peers on 3D modelling within Maya. I also have to help new people when they arrive for the first time at my job in CEX and while I know that it is not the same field the feeling of helping someone who is struggling is similar enough. When it comes to learning new software's of techniques this is something that I can pick up very easily if I understand it such as with Ncloth physics in Maya which took me an afternoon to understand. Compared to learning a brand-new modelling software such as Houdini which is vastly different from Maya this can take me longer if I am not working on it consistently. 

Ability to thrive as a member of our team
I enjoy working with groups that help each other and am a very sociable without wanting to get in people's way. This is something I have learnt while working in CEX and within group work at university. I'm a relaxed person who doesn’t get upset by much and doesn’t like to play the blame game. With this specific question I believe that I would work well with the people in the studio however that would be up to the interviewer to decide. 

Strong ability to multi-task, organize, and problem-solve while keeping a calm demeanor under tight deadlines
As I stated above, I'm a very calm individual and not much stresses me out. Maintaining work flow under pressure is something I find quite enjoyable from time to time as I see it as a way to push myself. Therefore, I think that I would qualify under this requirement. 

Excellent communication skills and attention to detail
Having worked in retail for over 3 years I have to talk to hundreds of customers every day and so when it comes to communication it's something that comes naturally for me. When it comes to attention to detail, I do notice specific things however it is only when concentrating enough and having and understanding on how that particular thing works. An example of this is with phones, because I work in a store that sells phones, I'm very good at pointing out cracks in phones. When it comes to modelling, I can spot Ngons very easily however if it's something that is new to me or I don’t fully understand then it can become harder for me to spot these details. 
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Address: Ty crug                                                       Phone: 07401 076074
                Abergolech Road                                      Age: 22 
                Carmarthen                                               Date of birth: 03/02/97
                Carmarthenshire                                      Email: loganfelixanderson@hotmail.com
                SA32 7JZ                 

Bio                                                                                                                                       
My name is Logan, I'm a 22 year old Uni student currently wrapping up studying creative computer games design in Swansea.  I'm creative, dedicated fun person who enjoys gaming and socializing with friends. My main strengths are 3D modeling environments in Maya. I enjoy learning new tools within the software to help increase my skill. I’m always a fan of constructive criticism and have no problem with taking a model back several times to make sure its correct for the game. Working in retail and within multiple groups in university I was forced to talking too people in public at an early age and so have no problem with talking in front of crowds.  

My strengths  
· 3+ years' experience with modeling in Maya
· 3+ years' experience with level design in unreal engine
· 1+ year experience with substance painter
· Good at presenting in front of people
· I am the type of individual that is always down to learning new software or improving skills through constructive criticism 
· Showreel available upon request 


Weakness
· If I'm working in an unfriendly environment then I can underperform and get stressed out. 



experience                                                                                                                    
September 2016 – May 2019 
University of wales St David trinity 
Computer games design 

In this course I used Maya daily and learnt how to model, UV unwrap, texture and use other software's such as unreal engine. I also worked within groups for all 3 years and had to manage my time and team to deadlines as a simulated game studio. I also had to show off my game each year to the general public and so had to learn marketing strategies. 


September 2015 - May 2016
Bournemouth university
Creative computer games design year 1
In this course I learnt how to use unreal engine at a basic level as well as teaching me the begging's of Maya 3d modeling. 

Current: Sales assistant at Cex, Carmarthen

November 21, 2016 – Present  
My job at Cex involved, demoing products to customers, testing products to be bought in, buying/ selling games, movies, consoles, TVs, phones etc. I also was involved with transferring in stock from other stores sorting the shelves and transferring stock out, both for other stores and for the epos picks that would be sent to customers buying items from our website.  Working at Cex I have learnt how to communicate well with customers as well as testing different products and gaining new information about products (specifically phones) I have also learnt how to up sell products so that a customer might purchase a higher priced item. 

Current: Ty crug holiday cottages 

2010 – 2017
My job at my Ty Crug holiday cottages mainly focused around helping customers with bookings, directions and queries. Although I don’t work there anymore, I learnt how to help customers over the phone and gained skills in creating the holiday cottages website. 


2013 – 2014: The Creselly arms pub
My job at the Creselly was mainly cleaning cutlery in the back. It was a good experience for my first job however it only lasted 4 months as the restaurant closed down shortly after. 





Education                                                                                                                                  
September 2016 – May 2019 
University of wales st David trinity 
Computer games design 

September 2015 - May 2016
Bournemouth university
Creative computer games design year 1

2008 – 2015
Queen Elizabeth High School 

Languages                                                                                                                                
English: Fluent  

Welsh: Basic knowledge 





