Personal Development Plan:
	What do I want/need to learn to develop?
	What will I do to achieve this?
	What resources or support will I need?
	What will my success criteria be?
	Target Dates for review and completion.
	Have I now achieved this goal? (Progress on goal).

	Work on my work ethic, prevent distractions, etc.
	Organise my work ethic through tutorials and other means.
	Guides found on YouTube which encourage healthy working.
	To be able to work at a much more efficient pace whilst still addressing important aspects.
	N/A
	I have been continuing to work on my work ethic by studying for 30 minutes, then having a 10-minute break in that specific patten, I aim to increase the amount of time working as I become more adept to this style of research.

	Complete my university individual project.
	Continue to put in at least an hour of work each day.
	Unreal Engine 4, Blender, and Maya.
	Finishing the project to a high enough standard so I can consider it worthy of being on a digital game store.
	May 10th 2023
	I am currently in the middle of the creation of ‘The Curse of the Man-Tis', with the general area and game plan already created, I have recently created a main menu which incorporates the custom logo I made using pixel art and a CRT viewer software.

	Gain a greater understanding of composition in terms of music for games.
	Continue to use my licensed FL Studio to practice.
	FL Studio 20: Producer Edition
	Be able to make my own soundtrack for a future personal indie project.
	3 months for review.
	I have been practicing FL Studio for a while now and have learned how to create songs using a variety of keys and BPM, as a result I am happy to say that I can see myself continue to improve, I am currently focusing on proper musical mixing.

	Begin work on a small pixel-art/3D indie title.
	Once I have finished university, I will focus my hobby on a smaller project using the skills I have acquired.
	Asesprite, FL Studio 20 and possibly Unreal Engine 4.
	To create a small game possibly to release for free on a smaller site such as itch.io.
	2024
	N/A

	Possibly find a masters course.
	Understand my skill level and apply to a course based on my strengths and weaknesses.

	Assortment of Adobe products, Unreal 4, Blender, Maya and Z-Brush.
	To complete a master’s course so I can gain a greater understanding of game design.
	2024
	N/A

	Find a place in a game development team.
	Complete my university course to a standard I am content with and message teams I am interested in if they require an environment artist.
	Software to research and contact development teams.
	Gaining a job at a studio which I can then use to sustain myself.
	Review in a year and a half.
	I have researched a multitude of job opportunities yet am still deciding on a primary studio to apply for as my main choice of Rare is not hiring someone of my level of skill.

	Continue to practice my pixel art so that I may use it more frequently in a variety of personal projects.

	Through personal projects I will introduce more elements of pixel art so that I may continue to practice the art-style and improve.
	GIMP or Asesprite.
	To continue to advance my pixel art to a level to which I am pleased with.
	N/A
	I practice pixel art consistently as a hobby, simply by continuing to do so I do feel like I am improving as time passes.

	Begin a rookie-level online music course.
	Find a music course online which is suited to what I want to achieve without letting it take over my primary skills.
	Skillshare, Futurelearn.
	To be able to create music to a standard where it will be considered viable for a small video game soundtrack.
	2024
	Though at this time I do follow YouTube music courses as these are publicly available for free, I have not yet found an official, paid online music course to a standard I would be happy with.

	Find a healthy balance between my work and hobbies and integrating my hobbies into my work ethic.
	Investigate areas where my hobbies may be influential in my primary sources of education and understanding and how they may be able to influence them in a variety of ways.
	N/A
	Eventually being able to fully integrate my hobbies such as that of creating music into personal projects so I can practice both my hobbies and work area at the same time.
	N/A
	I have decided to create a small soundtrack for my final independent project as a result I can confirm that I am already finding ways to integrate my hobbies into my work.

	Continue to mod games I enjoy gaining a greater understanding of how they work and use them to improve my own when the time comes.
	Find games that I enjoy with a simple modding scene and attempt to create at least 1 modification per game I choose.
	Steam, Adobe Products, Notepad ++, etc.
	Gain a greater understanding of how other games are made to advance my own understanding of creating my own.
	N/A
	I used to mod and still do mod a variety of games yet in the future I aim to mod games such as that of Terraria [1] and Minecraft. [2]





Job Listing Table:

	Name and Address of Company
	Link:
	Type of Work:
	Job Role Advertised:
	Contact Details:
	Rationale for Inclusion:

	Mustard FX:
	https://www.mustardjobs.co.uk/fx/
	Artist
	Lead Artist
	+44 (0)117 929 6060
	I have an interest in helping the studio create innovative ideas to make their future projects creatively fruitful.

	Playground Games:
	https://playground-games.com/
	Placement Scheme
	University Student Placement Scheme
	07057499
	Playground Games’ placement scheme provides a great start into the gaming industry and will support my endeavours going forward.

	Supermassive Games:
	https://www.supermassivegames.com/careers
	Game Design
	Multiplayer Game Designer
	jobs@supermassivegames.com
	As a fan of multiplayer games, I have a keen interest in their design, balancing and internal decisions which make a fun, fair and engaging multiplayer game.

	Outplay:
	https://www.outplay.com/
	Game Design
	Game Design Manager
	info@outplay.com
	Though it would be a difficult position for me at this current time, the option of being a game design manager is incredibly enticing.

	RareWare Studios:
	https://www.rare.co.uk/careers
	Art
	Speculative Application: Art
	rcareers@microsoft.com
	Rare are responsible for creating my favourite game of all time, Sea of Thieves [3], it is my dream to work on the art or design team for this game.

	Rockstar North:
	https://www.rockstargames.com/careers
	Art
	General Artist
	Contacted on Site
	Rockstar Games are responsible for the Grand Theft Auto [4] and Red Dead Redemption [5] series, two which are highly desired to have on your resume.

	Two Point Studios:
	https://careers.sega.co.uk/studios/two-point-studios
	Art
	3D Artist
	twopointstudios.com
	Two Point Studios is responsible for the creation of Two Point Hospital [6] and Two Point Campus [7], two successful simulator games, I am interested in using this opportunity to use my 3D Art skills to maintain a position on the team.

	Hello Games:
	https://hellogames.org/join-us/
	Game Design
	Designer
	jobs@hellogames.co.uk

	As a designer for Hello Games, I would be able to gain a greater understanding of the principles of game design and secure myself a spot on the talented team of the developers of ‘No Man’s Sky’. [8] 













Cover Letter:

Jordan Langley, Recruitment Consultant
Guildford, England
44 1709 834 777
jordan.langley@aswift.com

Dear Mr. Langley,

I have recently found out that ‘Hello Games’ needs a Game Artist which has substantial experience in the works of 3D art and animation. This position was a great fit for me as it heavily involves areas of expertise and intrigue which connect to my studies and general interests in the game design field. As a Bachelor of Arts from UWTSD, I believe that through my creative prowess and university-level understanding of 3D modelling and environment design I would be a useful asset to the ‘Hello Games’ team and will bring a valuable set of skills to the table.
Throughout my time at UWTSD I have learned and gained a general perspective on all aspects of game design, however, I do have a particular interest in environmental design and have devoted my independent projects throughout university to that subject area in specific, involving myself in the environmental production of a multitude of projects, through which I have learned the fundamentals of environmental design when it comes to 3D Video Games such as that of ‘No Man’s Sky’.
Through creating a wild variety of 3D environments, I have gained a complete understanding of what must be done to make an environment seem intriguing and expansive whilst also knowing the limits of game engines. I also comprehend the general importance of efficiency in this field, with the time to create each set piece having to be meticulously planned out to understand time constraints as well as know when to advance onto the next model or area of focus.
Overall, through the years of my university life I have gained not only an understanding of how to implement 3D artwork into game engines such as that of Unreal 4, yet have also grown a fascination with the intricacies of how the environment of a game effects the player and the importance of theming each area of a game in order to make the experience exciting, unique and immersive. Environmental design is not the only area I am suited to however, with the expansive learning on the subject, 3D modelling is a skill which is used in all aspects of a game’s art, as a result, I am flexible in terms of the content I will have to create, whether this be dedicated to the game’s environment or not.
I understand that the game that the job is listed for, ‘No Man’s Sky’ is extremely reliant on its expansive world and heavy focus on its environments, as a result, I was keen to take the opportunity to continue my journey in game design and hopefully, if all goes well, be able to expand my knowledge on the subject even further and with such an impressive and expansive world, the concept of my efforts contributing to something so intricate yet grandiose is a thought that I am incredibly fond of and would truly feel like my efforts throughout university were definitely worth it.
I hope that you consider my letter of application to be worthy of approval as I have a great fondness for the company and the content it creates and continues to improve on. I have nothing but admiration for ‘No Man’s Sky’s’ continued support throughout the years and how despite all challenges the team faces they continue to exceed the expectations of the player-base, it would be an honour to work alongside such a team of talented individuals and hopefully add my personal prowess to them.
Yours Sincerely.
· James Purser
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