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	This document aims to present a self-reflective analysis of the skills I have learnt over my 3 years of the Games Design course at University of Wales, Trinity Saint David.  This will be done by presenting the document in a similar way to a professional personal specification that could be used after graduation with the accompanying C.V/Resume.  By researching qualities often described as being essential in my desired roles (environment artist) job postings and presenting them as headings that can be answered will grant an accurate, contextual and relevant self-reflective analysis that can be used when applying to actual positions in the games industry as a personal specification after graduating.  Examples of relevant job postings that contained the information that formed the headings used will be presented in the document’s bibliography along with any relevant research used/mentioned throughout.

Proficiency in Substance Painter.
	Throughout my time at university I have become proficient in both using and navigating ‘Substance Painter’.  Through research undertaken in both lectures and through the developer’s forums, I have gained a knowledge of PBR shader workflows and texture baking among other key aspects and fundamentals in the texturing process.  I am able to hand paint textures for various styles/genres using Substance Painter, as well as understanding the process of baking normal details from a high poly mesh to a retopologised version, in order to enhance the texturing process/pipeline.  A knowledge and proficiency in the use of filters and smart materials has also been acquired during my studies, greatly improving efficiency/turnaround while also retaining a high standard and overall quality.
	While I feel very capable when using Substance Painter and consider myself proficient, there are still areas that I recognise for improvement and have planned to research in the future as there are always more methods to learn that could improve the texturing pipeline.  I plan to research the usage of the “Physical Paint” tool and adopt it into my workflow, allowing for even more realistic weathering effects on my texturing work.  Further techniques for the painting of Alphas will also be a main priority for future texturing research/practice as I currently only understand the basics of alpha creation when both modelling and creating materials; a process that was not researched/taught in lectures, but self-taught through online tutorials.

Working as part of a team to produce a single goal.
	The large majority of work I have produced while studying in higher education/university has been completed while as a member of a development team assigned at the start of each project.  This involved holding and arranging regular team meetings and update sessions in which goals would be set per team member at the beginning of the week and reported on during the next meeting later in the week.  Because of this, I now have experience working towards development milestones and weekly targets; improving my output and communication not just as a team player but as an individual.  Experience was also gained in working in specific roles when in a team, allowing for greater understanding of how a development pipeline is constructed and how the individual’s creativity plays a part towards the final goal/product.
	As working as a team was an integral part of my work in University, it didn’t allow much time for focused self-improvement through personal projects during term time; making it difficult to pursue new avenues of learning outside of the work produced for the modules.  I can remedy this in future situations by setting aside more time for personal work when creating planning documentation for any upcoming projects.

Proficiency in Autodesk Maya
	I consider myself to be proficient in using Autodesk Maya to create environment/prop models using my knowledge of hard surface modelling and UV unwrapping.  I am able to prepare and export model files (obj/fbx) for both Unreal Engine and Unity after having researched the optimum export setting for each in their respective forums/documentation.  When creating assets made up of multiple objects, I can optimise the file ready for texturing by using one UV map shared across each component; requiring less materials to be computed in the engine during gameplay, improving performance.  I understand the significance of spacing UV shells and the effect this can have on the texturing process and ambient occlusion baking.  Through my university education and lectures, I have become proficient in creating and importing high polygon count models from ZBrush; then retopologising and UV unwrapping them using Maya ready to be textured; while also applying my taught knowledge of rigging and skin weight painting to prepare them for the animation team. 
	While I feel that I can model to a high standard using Maya while under a time constraint, there are still areas that I can identify as a priority for future improvement.  I am very interested in expanding my knowledge of alphas, as their use was not explained/taught during class in University and I had to rely on online tutorials to gain a basic knowledge of the use of alphas.  I also want to research the usage of Mayas sculpting tools in order to greater improve the quality of my organic modelling process.

Good Communication Skills
	By attending the Games Design course at University I have gained further valuable skills in communication.  The modules of study I completed required regular presentations in which I would present my work alongside my team, communicating and demonstrating the progress made by using presentation software such as PowerPoint or Google Slides in order to convey a clear visualization of the topics highlighted in the accompanying talk.  I have also become proficient in group based iterative design sessions, using print outs of ideas/sketches in order to encourage my fellow team mates to refine group production by displaying the best qualities of each piece in order to conform to an art target.  I have greatly improved my communication skills when addressing a group by being able to quickly formulate 30 second “elevator pitches” to explain an idea or concept to a varied audience.
	My skills in communicating in a Games Design environment/studio have greatly improved during my time at University, but there has been a lack of attention directed towards outward, public communication in the form of both personal and commercial marketing.  For future studies, research will be carried out in the use of social media platforms as a gateway to marketing both current projects and personal skills; as this will allow an application of the communication techniques I have learned in University towards a public audience. 

Proficiency in ZBrush
	Starting towards the end of my first year on the Game Design course, I was taught the fundamentals of using and navigating ZBrush.  Since then, through self-directed study, I have gained an advanced knowledge in the capabilities of ZBrush as a tool for environment/prop modelling.  I am able to import a low poly mesh and use the Dynamesh tool to be able to sculpt high fidelity surface details to be baked back down to the original mesh during the texturing process.  This allows for fast, high quality textures and normal map creation in Substance Painter using it’s built in baking tools along with filters.
	While I am able to use ZBrush to aid in both the modelling and texturing processes, I also acknowledge and understand the other utilities that the program offers; and will be continuing my research into ZBrush’s use as a tool for retopology.  The act of automating the retopology process in ZBrush as opposed to Maya would greatly improve the speed and efficiency of my environment/prop modelling workflow.  I will also utilise plugins such as projection master in my ZBrush workflow in order to further improve the quality of my sculpts and in turn my texturing.

Time Keeping
	I have utilised time keeping skills during my studies in order to ensure that tasks are prioritised in terms of their due dates/deadlines.  The use of milestones and weekly meetings has allowed for a clear target with which to aim for when completing work under a time constraint during a project.  With the use of clear milestones and targets when creating project planning documentation in the form of a Gantt chart, I am able to easily gauge the priority with which aspects of the project must be completed first.  By also keeping a personal production diary, I have been able to track the daily progress I have made throughout my time working on projects throughout the games design course; allowing an evidenced log of my use of timekeeping skills and project organisation.
	The skills I have learned during my time on the course with regards to time keeping have proven useful in their ability to coordinate and organise my workload.  Going forward I want to focus on integrating the act of updating my project diary into my everyday workflow, ensuring that it is updated and evidenced with the entirety of my completed work.  I will also look to utilising tools such as Perforce that contain an automatic logging system when work is submitted, removing the need to manually construct a production diary separate from the project and team members.

Research Techniques
	Research has been the lynch pin of my university/higher education experience, with a majority of my time being used to gain a wider artistic knowledge in order to create informed, achievable design decisions.  Throughout my first year I worked on a retro sci-fi beat ‘em up; “Space Peril”.  This game required me to research a wide range of relevant media such as film, television series, music and art in order to craft a believable, visually pleasing environment/game world that fit with a team art target and complimented the original concept.  I also researched more technically advanced information throughout my third and final year, using online video tutorials and developer documentation to grant me the fundamental knowledge needed to perform a role out of my comfort zone as a technical artist as opposed to an environmental one.
	While the majority of my work completed during my time in university was research based, there are always ways with which to improve techniques.  I will continue to push myself to harness a wide range of varying information in order to achieve my production goals, paying special attention to research into team management and controlling project scope throughout development as this was an area that was admittedly lacking.
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About Me
I am a hardworking, creative team player with a passion for designing fun games and the worlds that make them possible.  I have always enjoyed being artistic using a multitude of tools including the traditional paper and pencils as well as the more advanced Photoshop and Substance Painter with a graphics tablet. 

I like keeping up with advances in technology especially the virtual reality systems currently on the market and those in the pipeline. I enjoy attending comic and film conventions with my fiancée and regularly make new connections and friends who are a much of a nerd as I am. 

Education
University of Wales, Trinity Saint David (2016 – 2019)
Bachelor of Arts (BA Hons.) in Computer Games Design

University of Wales, Trinity Saint David (Due to start September 2019)
Master of Arts (MA) in Computer Animation


Software Proficiencies: Autodesk Maya, ZBrush, Substance Painter, Substance Designer, Unreal Engine 4, Marmoset, 3dCoat, Adobe Photoshop, Adobe Premiere


Previous Projects

Space Peril (PC) 2016-17
Role: Environment Artist, Games Design

Tools Used: Autodesk Maya, ZBrush, Substance Painter

Misc.: A retro Sci-Fi beat ‘em up set onboard a spaceship.  I was part of a 4-person team that worked over 2 semesters to create a short gameplay experience to be presented and used as an end of year piece.  As the group’s environment artist, I created the entirety of the playable area (a spaceship interior), following a stylised art target set by the team at the beginning of the project.  I was also responsible for designing and testing elements of the gameplay.

Turbo Tantrum (PC) 2019
Role: Technical Artist, Games Design

Tools Used: Unreal Engine 4, Autodesk Maya, ZBrush

Misc.: An asymmetrical VR/Kart Racer experience, 3 players use controllers to play as toy cars racing around a track while a VR player tries to destroy them by throwing objects down onto the track below.  I created the asymmetrical VR gameplay elements that allowed for both VR HMD and Hand Controllers to be active alongside conventional controller based players in the same world.  This also involved creating a networked multiplayer host/client system on the Steam subset.  I also lead optimisation for the project, saving a total of ~4.5 million Tris from the game world.
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