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Ewan Henderson
Swansea, Wales
Mobile: 1234 567890
ewanhenderson@mail.com
https://www.artstation.com/ewanhenderson

Personal Statement
A [GRADE] Graduate from UWTSD Swansea’s BA Computer Games Design committed to pursuing a career in the design and modelling of environments for video game levels. Demonstratable skill in current industry standard 3D software and a desire to learn more with plenty of teamworking experience. Eventually looking to secure a role as a senior environment artist.
Education
University of Wales Trinity Saint David
(2019-2022)
[Completion expected July 2022]
Key Skills:
· 3D Modelling to engine workflow
· Unreal Engine 4 proficiency 
· Teamwork & Communication
Notable Modules: Environment & Level Design, Game Design & Asset Creation
Carmarthen School of Art at Coleg Sir Gar
(2018-2019)
Level ¾ Diploma in Foundation Art & Design – Distinction 
Key Skills:
· Artistic Thinking
· Iterative Design Processes 
· Self & Peer Reviewing
Software Experience
Unreal Engine 4 – 3 years
Autodesk Maya – 3 years
Blender (modelling & animation) – 4 years
Substance Painter & Designer – 1 year
Others : ZBrush, Meshmixer, Adobe Photoshop
Relevant Game Experience
	Date:
	Information:

	Jan 2022
	Participated in a closed pre-alpha for Project P by Odyssey Interactive and provided feedback.

	Dec 2021 - Present
	Participated in an ongoing closed beta for an untitled game by Unkown Worlds.

	Sep 2021- Jan 2022
	Insider for Halo Master Chief Collection & Halo Infinite by Bungie

	Feb 2021 – July 2021
	Insider for Sea of Thieves by Rare



Work Experience
Bartender & Waiter, River House, Swansea
(May 2022 – Present)
Duties Include:
· Providing a high-quality dining & bar experience to customers.
Escape Room Operator, Breakout Live, Swansea
(Oct 2021 – May 2022)
Duties Include:
· Dealing with customers, gauging players understanding of puzzles when giving clues. 
Interests
Photography, Tabletop games, 3D Printing, Fire spinning, Mixology.
References
References are available on request



SPECULATIVE APPLICATION – EWAN HENDERSON – 1901997 – BA COMPUTER GAMES DESIGN

Dear Hiring Manager at 	[GAME STUDIO],

I am writing to express my interest in joining [GAME STUDIO] and have my CV attached in the hopes that you can refer to me when a potential vacancy in 3D modelling and environment design opens up. I feel like my personal approach to work and beliefs about game design are in line with the studio’s principles.
As you can see from my attached CV and portfolio, I have relevant experience in 3D modelling from a variety of packages from Blender to Fusion 360.  I also have experience in working a game asset pipeline from concept to engine from using Unreal Engine 4, as well as producing assets for others to continue working on. I particularly enjoyed [GAME NAME HERE] and would love to be a part of the team that creates such diverse and memorable environments. Having studied photography, focusing on macro style images, I believe my eye for detail would provide great transferrable skills to creating detail rich environments.
Moreover, I am a confident communicator and can provide excellent feedback to try and think outside the box or generate iterations of designs. I would greatly appreciate an opportunity to discuss my qualifications and portfolio via an interview in the future.

I can be reached by email at 1901997@student.uwtsd.ac.uk  or via mobile on 0000-123-456 and I greatly look forward to hearing from you!
Yours sincerely,
Ewan Henderson



	
Development Plan





	NAME:
	Ewan Henderson
	STUDENT NUMBER:       
	1901997

	COVERING THE PERIOD FROM:
	28/02/2022
	TO: 
	01/06/2022



Planned outcome

Where do I want to be by the end of this period? What do I want to be doing? (This may be evolutionary or “more of the same”.)

	What do I want/need to learn or develop?

(Specific & Relevant)
	What will I do to achieve this?

(Specific)
	What resources or support will I need?

(Achievable)
	What will my success criteria be?

(Measurable)
	Target dates for review and completion

(Timebound)

	Start developing Substance Designer skills




	Use Allegorithmic tutorials and experiment with noises to make a variety of textures. 
Redo the dirt texture that I'd started.
	Adobe/Allegorithmic tutorials
	At least one finished texture rendered in unreal engine/Marmoset Toolbag
	18th of March (two weeks)

	Blender / 3D Modelling skills





	Understand and experience multiple aspects of Blender, mainly Modelling, and UV unwrapping
	YouTube Tutorials: Blender Guru, 
	Being able to produce showreel quality meshes.
	1st of May (8 and a half weeks)

	Augment CV towards Game Design





	Duplicate my current CV/ make a new one aimed purely towards applying for game roles rather than other jobs
	Lecturer advice
	A fully finished and concise CV ready for industry
	May 2022 (8 or so weeks)

	What do I want/need to learn?

(Specific & Relevant)
	What will I do to achieve this?

(Specific)
	What resources or support will I need?

(Achievable)
	What will my success criteria be?

(Measurable)
	Target dates for review and completion

(Timebound)

	Develop Ideas for showreel – including breakdown of processes involved




	Discuss what makes a good showreel, research other environment artists’ showreels. Reverse engineer how I'd go about making each piece.
	Lecturers for feedback +
Artstation for artist portfolio's and inspiration
	If I have a solid foundation to start building pieces for my showreel it’s a success
	Beginning of Easter Holidays

	Use product of previous PDP task to start working on each piece




	Set out a timetable for working on each product
	Mostly my own software, but need access to uni for Premiere to compose the showreel
	A finished showreel, or at least all of its components
	9th of May (One week before showreel hand-in)

	
Trim Sheet usage – to be applied to a blender 3D model




	Have created a model in Blender, UV unwrapped ready to be textured.
Use tutorials (specific to blender) to create a wood trim sheet.
	Youtube tutorials and most likely blender/ UE4 forums
	Having a reusable wood trim sheet for multiple future assets.
	25th April (3 week into easter)
30th May (Extended)

	Start Exercising each week.



	Go to the gym before or after work, or before or after working on uni work
	Gym membership (already have)
	Better wellbeing and fitness
	End of May

	
Develop Modular Asset pack for larger project




	Use familiarity with blender & trim sheets to make a lot of building assets
	Youtube modular asset guides & UE4 vertex painting tutorials
	Being able to fully start on my larger environment/city project without needing to built more assets (exception for bespoke/ on-off pieces)
	June 2022

	
Large scale UE4 scene




	Build a large scene within UE4 using many modular assets to create a portfolio worthy piece.
	Modular assets from previous PDP task. 
	A finished scene ready for animated/still renders for my portfolio
	July 2022 (after modular asset pack has been made)




