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Analyzing Job Requirements

By reviewing the last 3 years of studying within the University of Wales Trinity Saint David (UWTSD). I will analyze these job applications and pair my skills under accurate headings and discuss how I have developed throughout the process, to be able to recognize whether I would be currently applicable to the desired work sector, I would personally like to venture into after education. 


Experienced with Unreal’s sequencer for the generation of real-time rendered cinematics

Throughout my learning at university I worked on many projects, within those projects I utilized the sequencer tool within Unreal to design, layout and render cinematics for opening cutscenes. I was set a task to create an opening and ending cutscene for a project run by a student from a different cause. He came to the class with a brief and asked for assistance. I used the sequencer tool to key frame out the cameras movement around a haunted house while also keyframing parts of the house to move in time with the camera’s location. Within another project, where we produced a 4-player split screen racing game. I was set the task of making the world of our game come to life through animations. When needing to animate assets that didn’t have a skeleton rig, I used the sequencer to create simple movement track for animations using different parts of the art assets to affect the players experience. Most of the assets took to the animations well a few however, didn’t quite work as planned. I learnt from mistakes with frame speed, double keyframing and play rates. Some assets were given animations within Maya then when imported into unreal they would be given a movement track to then be utilized to effect the racers directly. 










Create interaction and functionality using Unreal's Blueprints system.

With 2 years of experience within the engine I have created functional blueprint systems, to name just a few: 

· Inventory System.
· 4-player Split Screen Multiplayer. 
· Respawn System Paired with Checkpoints.
· Lap System with Working Endgame. 
· Main Menu.
· Player HUDs.
· Portals and Particle Effects.

With learning how to create blueprints for tools such as the inventory system it leads to further development for systems such as a crafting system, lock and key mechanic or collectables for achievements. All these mechanics taught me how to be able to design using Unreal blueprinting, mistakes were made a long the way and as I have developed my speed and efficiency within the creating process. I can create vital mechanics such as health systems, HUDs and character inputs for movement within a couple hours.

Material Creation - Design complex materials in Unreal and guide modelling and texture artists on best practices for material creation.

Material creation was a constant feature throughout my University studies. Applying materials from textures to environmental assets as well as character models. With one project I had to design a landscape using Unreals landscape tool. I had to take photos of grass, mud, trees etc. I then converted them into textures turn them textures into a material then paint them onto the landscape. This was a very successful way of getting a large landscape with separate areas textured without having to create separate landscape pieces. One aspect of texturing I haven’t been able to grasp is very realistic texturing for real world scenes such as cities, vehicles and clothing. This is something I would like to invest some research time into. One of the more enjoyable tasks I have completed involved particle effects. I have created materials to be used within particle effects such as smoke, lasers and fire. 

 

 Optimization - Optimize content through profiling and enhancing performance with the help of diagnostic tools and instructing the artists on modelling and texturing best practices. 


Optimization became a huge task during my final group project in university. The art team had given us (tech team) assets to place in the world when they had textured them, they would go ahead and apply them as materials. The issue we came across was that the textures imported for assets were 2k. most of the assets would only take up a fraction of actual player screen. However, after discussing texture pixelization with my lecturer, we used the asset audit tool in Unreal to find out which textures have been imported with 2k resolution. I then informed the art to as soon as possible to ensure the quickest turn around for the correct textures. The art team also gave us assets with very high polycounts for the actual physical size or detail that the particular asset had. Using the statistics window once again we as a group were able to analyze which assets had high triangles therefore have an over excessive polycount. The art team was informed, assets were recreated where needed and the games frame rate increased and ran smoother due to the optimization of the games environment. Using these tools within the engine it allows for anyone to have a visual aid on texture resolution and asset polycount, this can help figure out what could possibly be causing low frame rate and jumpy gameplay. Other tips and tricks to optimize your game do exist. I will research into this area to make sure I can always have the best way to get the highest output of any game project I am assigned to. 
















Experience with VR Implementation in Unreal

[bookmark: _GoBack]Having worked within a game creation process that featured asymmetrical VR gameplay up until its latter stages of development I had experience of the highs and lows when it comes to working with VR. I learnt that its very temperamental, many aspects can go wrong. I worked with a team mate on implementing a VR character that could teleport around the room and interact with the environment in a destructive way. This meant I had to research into things such as affordance, replication and asymmetrical gameplay. The challenge that came with blueprint replication was a very exciting one. With the game having networked multiplayer everything that had any form of feedback especially visually had to be replicated. Even though the game didn’t have VR in the final version I still learnt a lot about the process and would be eager to develop another game with a VR requirement. 


Comfortable in a range of content creation software including Photoshop, Zbrush, Substance Painter.

While creating posters and advertisement material for when we ever needed to show off our game project photoshop was utilize. During the final project we had to create a surround. I designed on photoshop a themed surround that fit within the art teams’ style for the game, that we were advertising. Using a range of tools and effects such as blend tools, gradients, magic wand, satin overlays and layer effects on text and shapes. I designed a logo that was used throughout my personal showreel and business cards. I spent a year learning the basics of substance painter. Working on textures for mainly environmental models, that I had created in Maya or Zbrush depending on weather they were organic models or not.  When Maya added the bend tool, I created more assets within the software as I felt more comfortable within Maya than Zbrush. However, I’m willing to learn ways to develop my Zbrush skills. 





Must have excellent problem-solving skills

Problem solving is something I face constantly not only in games design but personal life. With myself being a member of the HM Rhossili Coastguard I take on tasks with multiple scenarios with the aid of working within a well-structured team. Whilst also developing my working with others skill, I have learnt to approach tasks with a calm mind even during high pressure situations. This has helped me when approaching difficult engine tasks, I have learnt to be able to think logically about the possible ways of finding the answers needed. Using tools such as statistics windows, output log and asset audit, I have learnt to be able to find and solve problems with a higher form of efficiency and details to share with other members of the group, when explanations are required. 
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Swansea 
Sa3 1BA

Phone: 07391787502
Email: Conradfurneaux@gmail.com


	Personal Statement

I am a confident, happy and outgoing person whom is always willing to give my all to whatever task gets given to me. Previous events in my life, undertaken through my interests and hobbies have allowed me to show off my creative flare, developed my imagination and given me first-hand experience of achieving high accolades.  Competing in the highest form of National Floristry competitions since the age of 14, has demonstrated my sheer determination to succeed, developed my resilience and proved my ability to work under pressure.  Not only battling against a range of experienced experts within this field but achieving the title of the youngest winner within this competition is an award I am most proud of. I feel as an individual, I am particularly determined and driven to become successful.  I am naturally organized and creative. I ensure tasks are completed to the best of my ability.

Leadership comes natural to me. Using my experience of working as part of a team, I often teach and coach young members of my local football club, displaying strong communication skills and commitment to others. This paired with being a volunteer coastguard my ability to work as a member of a team as well as a leader is constantly being tested and allows me to constantly apply what I have learnt when it comes to working with others. It is these transferable skills I possess, that I would use to support and steer a team into getting the best results for whatever the task dictates.  
	SKILLS &
QUALIFICATIONS
	[bookmark: _1i6jokoqq06b]
· Working with others: Coastguards, group university projects and coaching football. 

· Listening Skills: Receiving orders from higher ranking team members
and taking in feedback from piers and lecturers. 

· Working under pressure: Making sure I hit all my deadlines, preforming 
first aid to an Injured member of the public, assessments within education as well as Coastguards.

· Communication: Relaying tasks to others in a calm, informative and understanding fashion.

· Unreal engine 4: 2 years of knowledge gained while working in the engine ranging from inventory system to a 4-player split screen racer, as
well as level design and sequencing assets.

· Maya: 1 year working within Maya to create environments that I would 
then place within engine to be either animated or used as a static environment.

· Graphic design / Video Editing: Spent 2 years in college working 
with Adobe software, creating things such as advertisement pieces and showreels. 


	
EDUCATION
	
GORSEINON COLLEGE

BTEC LEVEL 3 DIPLOMA IN CREATIVE MEDIA

Merit, Pass

UNIVERSITY OF WALES TRINITY SAINT DAVID

BA CREATIVE COMPUTER GAMES DESIGN

N/A




	HONORS &
ACTIVITIES
	
· Rhossili Coastguard Rescue Officer (CRO).

· Football coach and player for South Gower Fc.

· Welsh champion florist u14 u16 and u21. 



	JOB EXPERIENCE
	Bank Farm Holiday Park (2014 – 2016)

Barman (majority of the time)

As a barman I constantly kept communication with costumers, dealing with requests in a respectful, thorough but efficient manner. Learning to be able to 
work long and late hours without burnout. It also taught me how to handle some
uneasy situations with a calm and respectful mind. You worked with piers behind the bar and I learnt the job mainly through listening and acting on the advice 
from my work colleagues. 

Cook (when needed) 

On occasions I would be tasked to help in the kitchen under the head chef. This gave me experience reacting in a fast-paced work environment such as a busy kitchen. Communication skills were honed a lot as I was constantly running through orders with waitresses and other cooks in the kitchen. 
 

	
	King Arthur Hotel (2016 – 2017)

Barman (Weddings Mainly) 

Working in the King Arthur Hotel taught me what it’s like having to
must stick to a strict work uniform. This improved my 
organizational skills, having to have to make sure my shoes were
clean and polished my shirt was ironed etc. when working weddings, I would 
have to communicate with a wide range of customers and must react to each
in a different way making sure respect and understanding was always apparent. 


	
	Bank Farm Holiday Park (2017 – Present)

Barman (majority of the time)

Working within the same role as previous. With some new jobs such as working
in the cellar organizing the stock and arranging the barrels. All this meant was a little more responsibility on the role which was never an issue. 

Pool Guard (On Occasion)

Due to my training as a Coastguard I have also been given the role as Pool 
Guard this is a job with high responsibilities as it’s an area with a chance of accidents occurring. I had to set pool rules and reinforce them without it taking
the experience away from the users. 
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