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Task1
	Skills 
	Remote
	Hello Games
	Union Visual Effects
	
Studiob

	1.Technical Skills
	Expert 3D modelling in Rhino, SketchUp, V-Ray, Adobe Suite; beneficial: C4D, Blender
	Blender modelling, UVs, PBR, texture baking; real-time asset prep (Unity); optimization workflows
	Proficient in Adobe Photoshop, Illustrator, InDesign
	Advanced Adobe Suite; expert Figma; photography + video editing; web/UI/UX design

	2. Creativity & Conceptual Design
	Strong conceptual spatial design, storytelling, innovation, brand-world creation
	Ability to interpret references; realistic asset creation; visualization
	Creativity across diverse briefs, strong layouts, typography
	Creative flair; full brand + web creative process; multi-industry adaptability

	3. Communication Skills
	Confident in presenting ideas; clear narrative design; collaboration with teams
	Collaboration across teams; following structured workflows
	Communicating with clients; proofreading; pitching ideas
		

	Client-facing communication; explaining design rationale




	4. Organization & Workflow
	Managing multiple workstreams; detail-oriented, delivering to deadlines; leadership
	Organized pipeline work; versioning; following QA checklists
	Working to tight deadlines; multitasking across projects
	Process-oriented approach; working across multiple disciplines; hybrid shoots/meetings

	5. Collaboration & Teamwork
	Working with technical, production & workshop teams
	Working with UK & DACH teams; collaborative environment
	Collaborative meetings, sharing feedback
	Working with devs, marketing, social, search teams

	6. Software Requirements
	Rhino, SketchUp, V-Ray, Adobe Creative Suite
	Blender, Unity (advantage), Photoshop (basic), PBR tools
	Adobe Creative Suite
	Adobe Suite, Figma, photography/videography equipment,


Task 2
Self-Assessment
As an emerging 3D Designer and Digital Artist, I have conducted a self-assessment to evaluate my current strengths, weaknesses, opportunities, and areas for improvement. Using the SWOT framework has allowed me to critically reflect on my personal and professional development within the creative industries (Kolb, 2015).
Strengths
One of my key strengths is stress resistance, which enables me to remain focused and productive when working under pressure or managing multiple deadlines. In addition, I possess high levels of motivation and engagement, allowing me to sustain creative output over long production cycles. I work confidently within team environments where collaboration and communication are essential to successful project outcomes (Adobe, 2023). Strong time-management skills allow me to organize tasks efficiently and deliver work within deadlines. Furthermore, my ability to learn quickly enables me to adapt to new software, workflows, and design methodologies, which is critical in rapidly evolving digital design fields (Blender Foundation, 2024).
Weaknesses
This self-assessment also highlights areas for improvement. One challenge is procrastination, particularly when managing complex or long-term projects. To address this, I am implementing structured scheduling and milestone-based planning methods (Covey, 2020). Another weakness is perfectionism. While attention to detail is essential in 3D modelling, excessive refinement can reduce productivity. I am learning to balance quality with efficiency by recognizing when work meets professional standards.
Opportunities
There are significant opportunities for growth through continuous learning in 3D modelling, digital sculpting, and computer-generated imagery. The expansion of industries such as gaming, CGI, product visualization, and AR/VR presents strong career prospects for skilled 3D designers (Unity Technologies, 2023). I also see opportunities to expand my portfolio, collaborate internationally, and develop specialized expertise in digital fashion and real-time rendering.
Threats
The competitive nature of the creative industry represents a potential challenge. However, I aim to mitigate this risk through consistent skill development, professional networking, and continuous portfolio enhancement (Creative Bloq, 2022).

Evidence of Readiness
My readiness for professional employment is supported by both education and practical experience. I completed one year of intensive online study at a 3D modelling academy, gaining a strong foundation in modelling workflows, rendering techniques, and digital production pipelines. Additionally, I graduated from the Academy of Arts in Ukraine, where I developed artistic fundamentals including composition, color theory, and visual storytelling.
In terms of applied experience, I have produced 3D models for advertising purposes, demonstrating my ability to apply technical skills to real-world commercial projects. I have also successfully sold 3D models, confirming my capability to meet industry standards and client expectations (CGTrader, 2023). These experiences demonstrate my preparedness to transition into professional creative environments.
      Task 3
Set Employment Goals & Personal Development Plan
Set Employment Goals
Based on my SWOT analysis, my primary weaknesses—procrastination, perfectionism, and limited industry experience—directly influence my current employability and my readiness to enter professional 3D design roles. To address these challenges, I have formulated both short-term and long-term employment goals that align with my aspiration to become a highly skilled 3D Designer and Digital Fashion Modeler.
My short-term goals (6–12 months) focus on strengthening my technical capabilities and developing the professional discipline required in the creative industry. First, I aim to master advanced modelling and rendering techniques in software such as Blender, Rhino, and Marvelous Designer, as these are essential for 3D modelling in both entertainment and digital fashion sectors. This goal is important because technical excellence directly affects the quality and marketability of my work. Additionally, I plan to build a structured professional portfolio that showcases commercial-standard 3D assets, including those created for advertisements and previous freelance projects. A well-curated portfolio is crucial for securing internships or junior roles in creative studios.
Another key short-term goal is overcoming procrastination and improving time management by integrating productivity tools and structured workflows. This goal is essential because consistent output and adherence to deadlines are highly valued within professional design environments.
My long-term goals (1–3 years) include securing a full-time role as a 3D Designer or Digital Fashion Designer within a creative agency or a technology-driven fashion brand. This objective aligns with my aspiration to work on immersive visual experiences, spatial design, or digital garment creation. Over time, I aim to become a specialist capable of leading creative projects, contributing innovative design solutions, and integrating emerging technologies such as real-time rendering and digital fabrics into my practice. Achieving this level of professional maturity will allow me to contribute meaningfully to multidisciplinary teams while advancing my career prospects.

Personal Development Plan (PDP)
1. Skill Development
Actions: Complete advanced courses in Blender, Rhino, and Marvelous Designer; weekly practical modelling challenges.
 Timeline: 3–6 months.
 Resources: Online academies, tutorial platforms, institutional software access.
 Measurement: Portfolio improvement, render quality, peer and mentor feedback.
2. Portfolio Enhancement
Actions: Organize existing work and develop 5–7 industry-focused projects.
 Timeline: 4–8 months.
 Resources: Design references, ArtStation, Behance.
 Measurement: Completed portfolio and increased engagement.
3. Time Management
Actions: Daily time-blocking and task tracking.
 Timeline: Ongoing.
 Resources: Notion, Trello.
 Measurement: Reduced delays and consistent task completion.
4. Industry Readiness
Actions: Attend workshops, networking events, and seek professional feedback.
 Measurement: New contacts, internship applications, increased confidence.


	
	Short-Term Time Frame 
 
What do I want to 
accomplish in the next 
three to six months?
 
	Mid-Term Time Frame 
 
What do I want to 
accomplish in the next 
six months to two years? 
	Long-Term Time Frame 
 
What do I want to 
accomplish in the next 
two to three years? 

	Section 1 - My Goals  
 
What are my overall goals that I want to accomplish in this time period? 
 
 
 
Example: become a Student Affairs Officer; learn computer graphics 
 
 
 
	- Learn More about 3D Modeling and computer graphics skills 

Make My Startup Business with 3D Modelling 

 
	- master advanced modelling and rendering techniques in software Portfolio growth, improved render quality, peer or mentor feedback.
	-full-time role as a 3D Designer or Digital Fashion Designer within a creative agency; Professional big Portfolio 

	Section 2 - Skills and Knowledge to be 
Learned 
 
What specifically do I need to learn? What project do I need to work on? 
 
 
 
Example: Student advising; 
Banner; Dreamweaver; develop a procedures manual 
 
 
 
	 - Complete advanced online courses in Blender, Rhino, and Marvelous Designer.
	 - 3D Caracter; - study of body proportions 
3D Setting of environments
How to make game characters for movies or games; product selling


	 - A comprehensive  knowledge  of the physics  of tissue and the human body 

	Section 3 - Next Steps
 
How am I going to acquire the skills and knowledge? How am I going to do this project? 
 
 
 
Example: take Dreamweaver class; do an 
informational interview; set up a project outline 
 
 
	 Take Professional class; looking for courses for improving my skills 
	 search for materials and ways to create your own style in the project
	Informational seminars
; Experience job 


	
	Short-Term Time Frame 
 
What do I want to 
accomplish in the next 
three to six months?
 
	Mid-Term Time Frame 
 
What do I want to 
accomplish in the next 
six months to two years? 
	Long-Term Time Frame 
 
What do I want to 
accomplish in the next 
two to three years? 

	Section 4 - Resources
 
 
What resources do I need? 
 
 
Example: free time; funding
 
 
 
	 
Learn More about 3D Modeling and for this I need free time at least 1 year 

 
	 
master advanced modelling and rendering techniques
	   
full-time role as a 3D Designer or Digital Fashion Designer

	Section 5 -  Time Schedule 
 
What is my time schedule?  
 
	

	 
	 

	 
 
When will I start? 
 
 
	 Now 
	 Now 
	 1-2 year late 

	 
 
When do I expect to finish?
 
 
	  Next year 
	 Next year 
	 3 years late 

	Section 6 - Completion 
 
When have I completed each 
step? 
 
 
	□__________
      Date 
 
 □__________
      Date 
 
 □__________
      Date
 
	□__________
      Date 
 
 □__________
      Date 
 
 □__________
      Date
 
	□__________
      Date 
 
 □__________
      Date 
 
 □__________
      Date
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