Toby Wheeler Critical Analysis
Game Designer (12 Month Contract)
Sony Playstation

(https://www.playstationjobs.co.uk/vacancy/3879-Game-Designer-(12-Month-Contract)):


Sony, PlayStation Game Designer Job

Going into the Industry I am looking to get a job in the video games industry as a technical artist using Unreal Engine Blueprints and to further develop my skills in the field by picking up C++ along the way. I have found a Job I am very interested in, and will be talking about how my skills I have gained from university will help me get the job I desire. This document will cover the skills I have that are needed for the job I want to get, and how I got them. 

Required Skills for Job Listing;


Hands-on experience integrating interactions and mechanics. (Section 1):

Over the three years I have been in University, I have worked with Unreal Engine on two projects, I was able to demonstrate skills developing a platformer and a RTS game. I have learnt how to implement mechanics using Unreal blueprints, this will help get the job I desire as the main requirement requires me to have the skills to implement these mechanics. 

I have worked with a melee system on UE4 by implementing animations I was given to initiate a melee combo string, the blueprints used allowed the player to pull of a 3 hit combo that plays animations and activates small hitboxes on the character to damage enemies. This skill has given me confidence to work on games that use melee combat as their primary function for combat, this method was also implemented to the AI, however, it used a random number choice generator, which allowed the enemy to attack with one of 3 attack animations, all with their own hitboxes. This skill helps get the job I am after as it shows that I can implement in game mechanics for melee based games. 

Furthermore, due to the nature of the project being a platformer, I also am able to add interactable platforms that move when the player interacts with them, this allows me to make platforms that fall if the player stays on them too long, open doors when the player gets close and much more, this can be further developed in the industry learning from the Tech Lead to get what they are looking for in the game. The skills I currently have will definitely help me get the job. 

Finally, I have worked a lot with interactive UI and UX design and functionality, I have learnt how to make PC and Controller based UI menus that link with multiple widgets in Unreal and use animations to highlight buttons that have been pressed or hovered over by the player, this allows visual feedback to the player so they can easily define where their selection is, so they can be sure they are pressing the correct buttons. I have made use of hiding widget elements and making them visible before I learnt how to link widgets together. This would help me get a job in UI/UX Design in the games industry and this skill has developed over the 3 years in University. 

My hands on experience comes from the two projects I worked on, the first project I was the Technical Artist Lead and implemented all mechanics in the game, including the UI design. I have had experience working on the engine through a course of various mechanics, like AI behaviour, UI implementation, and combat mechanics, all of which uses the Unreal Blueprints System. 

I feel like I have a lot of potential to grow and improve in the field of work, as I am a fast learner and adapt to problems fast, I would also like to develop skills in C++ or other coding languages to broaden the amount of jobs I can get in the industry. 

Portfolio that demonstrates ability to create satisfying mechanics. (Section 2)

I do not currently have a portfolio finished, but I would have a portfolio going into the interview with clear visual representation of the mechanics I have implemented in my projects. 

The portfolio I will have will be a showreel that showcases the mechanics I implemented in both Space Peril and Trash Can Empire. The clips used in the showreel will showcase the mechanic in action alongside a small simulated blueprint to demonstrate the blueprints working and how the game is played with the mechanics. 

Every skill I have gained from the course would be demonstrated in the showreel, furthermore, additional showreels will be made as my workload improves and I have more to show to help apply to this job application. 

Bonus Skills

Experience in Unreal Engine

As stated above I have a lot of experience working with unreal engine. I have used the engines blueprints system to make working prototypes and a complete working level. I have also used the engine to implement animations and import assets and textures into the engine. These skills will help me get the job because I won't need to be taught the basics of the engine. I have also worked with plugins so will know how to activate them and make use of them in the engine. 

This extra skill will help me get noticed out of the crowd as they are looking for people with unreal engine experience. With the 3 years of experience and room to grow. I feel confident that I meet the requirements especially for a tech team, I am passionate about my projects and am looking forward to implementing mine and other people's ideas into the engine.

Experience owning 'feel' mechanics (e.g. control systems, character mechanics etc).

I have worked with ‘feel’ mechanics in both of my projects as the technical artist lead in Space Peril and a member of the tech team in Trash Can Empire, I have setup controls for both PC and Console to allow the character to move around using button pressed for keyboard and axis’ for the analogues on console controllers, the controls schemes I have, I make sure feel comfortable and obvious. I tend to avoid obscure button controls like setting an interact button to left stick click, instead of the far more standard X or A button on XBOX or PS4 controllers. I take pride in making sure the controls are easy to understand too avoid player frustration when playing the game. 

I have also worked heavily on character mechanics in Space Peril by having various abilities like melee combat, picking up objects, jumps and opening doors. These simple mechanics were essential to the gameplay and I took pride in owning them and making the decisions on where they would be needed to be used in game. Working on Controls systems and mechanics to make the game feel like a game has been a great experience for me, and I fully plan to further those skills.

Finally, As technical lead on Space Peril, I was also in charge of choosing the music for the game, and adding any audio cues the game would need to give the player feedback, the sound effects and background music needed to fit the feel of the game and I picked music that the art team felt worked with the games style and gameplay, this allowed me to then go onto implement the music over the menus and the games background in Unreal Engine, I can use these skills in the future to make decisions to help the feel of the game grow.

Do I fit the role on the Job Description.

The job I desire has given a very clear description of what my role would be if I got the job. I am going to analyse the role and identify if I would fit the role in question.

First off, the employer states that I would be working with the lead designer to deliver the vision. I believe that I would be able to listen too and work with the lead designer whilst also giving my own suggestions to help with the vision. I am very good at listening and taking peoples ideas on board, I am able too make edits to my work based on feedback given to me by testers, art teams and anyone else. I also, am passionate about my work and would give suggestions to the team to show that I have ideas, but am also able to work well in a team.

Furthermore, I have already worked on implementing core game mechanics and in game interactions, so I know I could work with the team to fulfill the role of the job description whilst also making a working prototype and carrying out game testing sessions and documenting feedback. Furthermore, I would show proof of research with every suggestion I make, whilst also using that research to develop my mechanics to fit the style of the games I create, and make sure the research is relevant to the mechanic being implemented. 

Overall, I feel like I would fit this role because I am willing to communiacate in a team and put my ideas forward whilst tsaking ideas on board and helping develop the games development process, through research, communication and my own ideas as I use Unreal Engine to implement core gameplay mechanics at an industry standard level, whilst also growing my skills in the industry, by producing games, prototypes and whiteboxes at a professional level in the industry.

CV


Name: Toby Wheeler 
 
 Address: 22 Church Gardens, Cockett, SA2 0FE 
Phone: 07306 636936 
Email: tobleronewheeler@hotmail.co.uk 
 
	PERSONAL STATEMENT 
	I am a graduate Video Games Design Student from The University of Wales: Trinity Saint David, I work well in a team and have contributed to various team projects, I am passionate about making games and have great communication skills.

	SKILLS & 
QUALIFICATIONS 
	Key Skills: 
 
Communication:I am usually quite reserved in social terms, but when working in a team, I will openly speak my mind and help make sure the team works together, I am a strong speaker and can present clearly and calmly, I do however, struggle with on the spot questions, but am trying to improve 
 
Team Work:I have worked in many team projects across my entire school life, college life and university life. I have made 2 group games in University and have always made sur the team is communicating and working together, I am not usually the leader in the team, but am willing to step up and lead the team if the team lacks a leader. 
 
IT:I have worked with computers all my life and have various skills with various software, I have worked with Python, Unreal Engine, Photoshop, and have also set up a network in college. Fully versed on working with organisational spreadsheets, and an understanding of basic coding for cell protection and more. 
 
Relevant Skills:I have made 2 working games in Unreal Engine, I have made a pong type game inAppGameKitin college and have also made atext-basedgame using Python coding language. 
 

	 
EDUCATION 
	 
Bishop Gore: 

English Literature GCSE: B
Mathematics GCSE: C
Media Studies GCSE: C
English Language GCSE: B
Welsh Baccalaureate: Pass
 
Gower CollegeTycoch: 

BTEC Lvl 3 Extended Diploma: Triple Pass Grade
Distinction in Module: Developing Computer Games
Lvl 2 Essential Skills in Communication awarded.
Lvl 3 Key Skills in Improving Own Learning and Performance, Problem Solving, Working with Others awarded.
Lvl 3 Essential Skills in Information and Communication and Application of Number awarded.
 
Reaching Wider Summer University 2015:

Passed
 
 
 
 
 
 

	COURSES/WORK EXPERIENCE 
	Direct Experience: 
 
The only experience I have involving game design, comes from 1 module in my 2-year course in College and my 3-year University course based around Creative Games Design 
	Additional Experience: 
 
Work Experience: 
 
Local Paper Round (2016) 
 
· Delivered Local Papers 
 
Jubilee Court: (Date); 
 
· Fixed Broken Ethernet Cables and Helped Make New Ethernet Cables using Ethernet Wires 
· Help fixing computer hardware and placing hardware inside the computer machines. 
· Added users to the office network and installed software on the office computers. 
 
Beaufort Road Surgery (NHS) 2017 –2018: 
 
· Scanned Patient records onto thesystem 
· Scanned back log of patient records onto the system 
· Made administrative decisions as to whether a document is filed or sent to GP’s 
· Refiled the patient records using an alphabetised filing system 
· Involved with Medical Record Coding 
 
Hill Twine Solicitors 2018: 
 
· Invited to submit an advertisement design for a Facebook advert for the Road Traffic Department 
 
 
 
 
 
 
 

	INTERESTS 
	 
Gaming:I am a very avid gamer and enjoy gaming on multiple platforms and enjoy a wide variety of genres. 
 
Games Design:I am very passionate about making video games and designing video games, UI elements and implementing game mechanics and am working on my own personal projects. 
 
Competitive Tournament Administration:I host a wide array of tournaments for friends and compile spreadsheets for the groups that have the necessary information for the tournament, these spreadsheets contain a lot of cell protection and contain post-match reports, I enjoy running and participating in the tournaments. 
 
Analysis:I was hired by a Content Creator to be an analyst for an online YouTube based gaming tournament, I would record videos for the channel and analyse each match for power rankings and was paid too make the content 
 

	References 
 
(Available to contact after interview.) 
	 
 
 


 

