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Introduction
For this written report, I will be explaining my developments split into several technical and soft skills that are relevant to a job requirement. To start the assignment, I will list the requirements and skills asked for in a job offer, the list will be referred to in order to build the main body of text. The main body of the document will consist of evidence of development over the past 3 years of my time on the course and in outside studies to work towards the skills the job offer is looking for. The document will end with a CV that also targets the creative job description in the field of games design. 

Job description 
The main area of practice that has peaked my interest and that I would like to potentially get a job in is animation, optimally within a games design position. Therefore, the discussed skills in the document are a generalised set of skills from a few game animation related job offers. Here’s a list of two job offers that I am interested in applying for;
1. UBISOFT Reflections - Junior animator	https://www.artstation.com/jobs/N57E
2.  Rebellion – Senior Animator 			https://www.artstation.com/jobs/b4V8
These are some of the requirements from the first option:Experience
· Bachelor’s degree in Animation, Art or other relevant training
· Experience in hand-keyed animation is desirable
· Experience in using 3DS Max, Maya and Motion Builder is advantageous
Skills
· Willingness to develop an understanding of how other disciplines interact with Animation
· Ability to work on animations from concept, through source and implement into engine
· Exposure to industry game engines, design toolsets and production pipelines is desirable
· Knowledge in using the following industry standard animation software; Maya, 3DS Max, and Motion Builder
· Good interpersonal and communication skills











Hard Skills

Animation and Maya
Having 3 years of experience with MAYA is one of the prime requirements for the job offer and I can say that I have developed my knowledge a decent amount over the 3 years of using it that I’ve had on the course. Before starting the games design course I’d never heard of the software but now have come to understand most of its ins and outs. I am aware of the importance of being skilled in using this software as a large portion of my time on the course was spent rigging, skinning, modelling characters and assets in Maya. Through practicing rigging many varied characters from humanoids to dragons, I’m able to handle the tools, shortcuts and interface of Maya at a fast pace and feel that I could keep up with Maya related tasks in an industry level job. My main software of use is Maya, but I do also use unreal engine for implementing animation blueprints.
In my first year of the games design course I only just started to learn the software and created a few environmental assets. I made sure to work on Maya outside of my time on campus in order to discover tools used for animation too. In my second year working on Space peril, my main role was to be the animator of the games characters. I found it difficult at first to skin characters that wear a lot of separate clothing pieces, as our main character, Captain. Locke was a complicated character compared to others I’d worked on by that time. But regardless, I managed to make a full rig from scratch almost entirely through self-study. I later learned about the human IK system but doing this for both Locke and the antagonist of Space Peril was good practice and as I’ve continued to rig characters from that point mostly from scratch, this shows a good development in my Maya skills. I also know how to skin using the weight paint method, though I’m still practicing on more complex characters to try improving the time in which I can do this process. I also know how to make basic Control Rigs in Maya and began learning and implementing this understanding on the space peril characters. Not only that, but I opted to implement the movement and death animations for Locke and assist with adding animation to the antagonist in unreal which required a basic understanding on using unreal.
During my last year on the course, I’ve also done some work with Maya for my game animation showreel. After a break from prop creation in the second year, I got back to it in order to flesh out my dioramas and scenes to present my work, meaning that I’ve recollected and practiced my asset creation as well as animation methods. In the area of animation, I’ve also started to improve on facial animation, having made several characters with large expressive heads to test various joints from eyelids and brows to Jaw and cheek bones. Other animation techniques I’ve developed in Maya over during the third year include retargeting animation, 2D sprite-based animation flipbooks, capsule skinning and regarding control rigs I’m now capable of basic uses of driven keys for finger curls, expression sliders and more. 
In my third and last year working on Turbo Tantrum, I’ve animated a lot of characters, toys, and cars which has been a good experience and I feel has expanded my horizons in the area of animation to prepare me to animate for an industry or indie standard product, be it a game or a movie. I’ve also aimed to grasp a good concept of applying strong animation principles in my work including weight of movements, exaggeration, squash and stretch and so on.


Unreal Engine
As a secondary software of focus I worked with the epic game’s unreal engine. Another software that I’d previously not heard of before starting the games design course. I am not very experienced with it but have tried putting together several test game scenes and cutscenes in my own time. I am aware that this engine is one of the biggest and widely used ones when it comes to producing games and I have a fair interest in further improving with it.

While working on space peril in the second year, I didn’t have much to do with the unreal engine but started to understand the concept of visual coding and variables when implementing the movement, jump, fall, and death animations for the protagonist. This process involved learning about blend spaces for a basic walk to run based on speed variables, animation blueprints and state machines, and to enforce the importance of impact and style to the animations produced. 
	Moving on to the third years work, there was a requirement for a fourth tech team member, and I took on the roles of level design and car implementation in the first semester on this team. From that semester I learned how to make a spline mesh generator, plan and layout a level for a racing game in unreal, and implementation of car pieces as well as how advanced vehicle blueprints work. While a lot of this isn’t very relevant to animation, this has helped me to understand the perspective of a tech team and what it’s like to work with an art team rather than in an art team. During this year I also practiced some more relevant techniques in unreal to an animation role. These include randomised head rotation, randomised animation blueprints which I used for a platforming game characters’ idle animation, and sequencers. I’ve been working on a cutscene to try and put together a sequence of animation that makes use of the environment and characters personalities, rather than game action animations as I’ve mostly been working on before this point. Doing this has also allowed me to learn about controlling cinematic cameras in unreal engine 4.21.

One more skill that I’ve picked up through my studies is that I understand the purpose of and how to write a GDD (Game design document).


Soft Skills
Teamwork
A major skill required to work in a games / animation job is to be someone who can function well in a team, and over the course of developing and working in groups for my coursework, I now feel that I’m a strong asset to a team. When coming up with ideas to discuss and add to the game that we were working on, since developing my confidence over the past three years, I’ve always been open to others’ ideas and have pitched ideas of my own. I’m not somebody who gets overly protective of my own ideas, when working in a team, I understand that the team comes first, not myself. In terms of motivating and keeping things positive, I now see how important these elements are as I used to be very negative and that affected people nearby in a bad way, I’ve worked on doing what I can to motivate other members and staying positive for the sake of producing the best work possible in a good team working environment.
In the second year, an exhibition was held, and I did my part to ensure it was a success in the prep process. Everyone was to busy to handle an important part of the setup, being the whole year posters, so me and a friend decided to take initiative on it and design, print and put up several posters. Also, within my group there were two out of four members unable to attend during the prep sessions which left me and the other member to struggle with decorating and setting up our section. I made sure to get there despite some personal issues occurring at the time in order to assist with the following; pinning up concept sheets, printing promotional art for the game, and organising decoration placement. 
During the third year I started to gather some confidence and worked more closely with members of the team despite there being many more than I had been used to working with in the previous years. As a member of the need for sleep team in the second semester I took on the role of animator to cover what would have been a concern for most of the team members who hadn’t done any animation in Maya beforehand. Whenever someone asked to have an asset or character animated, I would try my best to complete the animations and implement them to suit the requirements of my teammates. Another task that I handled over both semesters was the trailer, I always did my part to ensure that members got footage representing their contributions onto these trailers through consistent communication and discussion. Overall, I feel that I’m a much greater functioning part of a team than I ever have been.

Communication
Being a good communicator is another soft skill which I feel like I’ve developed a lot as of recent times. I am aware that communication is at the centre of team driven creative projects. I used to be someone who avoids communication as much as possible, but I’ve come out of that state of mind and started to apply my communicative skills where it matters working with others on the course.
An example of a good use of communication that I’ve shown particularly in the second- and third-year projects was that I did well to communicate my progress to the team in order to keep everyone up to date with the rate of progression on the project. My methods of communicating outside of contact in university included discord, Facebook messenger, and Gmail each of which I used effectively to communicate with members who were ill for example and to inform people of progress and plans in order to avoid bottlenecks from occurring. While in person, I started to try my best to speak up when discussion came about on things like art decisions regarding exhibition elements and functionality of animated assets in Turbo Tantrum during the third year. 

Organisation
I’ve developed in the way of becoming a more organised individual over the time I’ve spent in my studies too. Working on a team project involves a lot of sharing files and therefore I found that starting from the second semester with the space peril team, planning a naming convention and sticking to it was a good practice that benefited all members of the team. Another element to my development in this area is in the backing up of data. I always carry around multiple USB devices and these contained all my work done from home and in lectures so that I could transfer files to other members and locations when needed, and to help prevent data loss. I made sure that my work was backed up on a google drive location shared by the team in both the second and third years of the course. Other methods were also used to organise work such as Trello for example.
	I also made sure to organise my folder structures with sensible naming conventions and neatly placed files so that I know where my files are and to make it easier for my teammates. 

Planning
Ever since I started on the course, I came to realise that planning is an essential skill to keep on top of for the purpose of smoothly completing a project or a task step by step. I’ve developed my planning methods from simply coming up with what I want to do next to setting up a Gantt chart filled with weekly updated tasks, and a diary of progress in order to provide evidence that I’ve been following my plan. This was also done as a team with a team Gantt split by colour into multiple members plans which was useful in the way that we could always see where each of us were at and figure out when a character for example could be passed to the texture and so on. 

Adaptability
Another skill that I feel like I’ve developed is adaptability. I understand that you need to be adaptable in order to work in a game’s animator or an animation job in the way that you will likely be moved to different studios to work on different projects, and to be ready to learn new software, hardware and techniques on the fly. An example of this would be that before going on the course, a colleague told me that Blender is a widely used software for the art side of game design and 3D animation, so I started to study its interface and processes and tried making a character in it. But after getting the hang of this software, I was informed that Maya would be the software of choice over the time on the games design course, and so I had to start fresh with Maya and adapt to this new change. And now I can say that I understand Maya more than I understood Blender and that the change wasn’t a big worry, nor a big problem. Another example would be when going into the third year to work on Turbo tantrum, I wasn’t expecting to do much tech artist work and found myself having some important roles in this area. By adapting to different software, I ultimately feel like I’ve benefited in both the way that I am more open to change, and in the way that doing so has made me a more flexible asset to a team.

Problem Solving
My last key soft skill I feel would have to be problem solving. I started out on the first year struggling at almost every turn but managing to overcome most of my problems. By the second year working on Space Peril, I started to find where I fit in my teams for various projects including the creative practice assignments. In the third year there were several problems that occurred within my tasks and role such as the splines generating really sharp and deformed meshes despite the code being correct, nobody could figure it out so I used research via the internet and tested a number of solutions to sort it out and found that increasing the number of vertices on the mesh would allow it to bend and flow along the spline and essentially fix the issue. During the third year I also managed to offer advice to Connor when working on the checkpoint and lap system for Turbo Tantrum by applying my own understanding and logic to his work, which resulted in multiple lap blueprints for each car as a solution. I feel like I have developed a lot in problem solving and the more knowledge I gain, the more useful I can be to help solve problems.
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BA (Hons) Degree in Creative Computer Games Design: Pending
Work Experience – 1 week as an assistant teacher in Manselton Primary school
Hard Skills:
Experience in using Maya
Understanding of how animation works in harmony with game design
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Game design
Concept art
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Cover letter
Dear Ubisoft Reflections Employers
I feel that I am a capable animator and qualify for the job, I’ve worked on the required software and hardware and worked as an animator within 2 years of the creative computer games design course which I am close to graduating, and feel that I am also well suited to work under a team environment. I am somebody with a keen interest in animation and video games and it would be a pleasure to be a part of your animation team.
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