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Critical Review 

Shape and Anatomy 
Before university I took an art and design class in college, part of that course was a module for life drawing, this was part of the foundation of development needed in creating a strong skill set and understanding of human anatomy. I am looking to develop my abilities in figure drawing, as I firmly believe that there is no end to building a creative skill, there is always room for improvement. 
For a module of my course in the first semester of my 3rd year, I completed my dissertation on character design and the importance of colour theory and how it impacts upon the over design of the character and how it may influence how the viewer feels when they see the character. I also look into how many people tend to use silhouettes to influence and help understand why their character design might good or bad, and how they can improve upon their developments and concepts. 
I hope to look deeper into the uses of colour theory, again in my dissertation I spoke about colour blindness and how colour theory may effect how people with colour vision deficiency, I would like to use my skills to draw attention to minority groups, or to things that maybe over looked easily. I would like to create characters that would aid in helping those with a low range of colour vision even to those with achromatopsia. 
Zbrush 
 In my third year I work predominately on the characters in our project Trashcan Empires. For this project I used my skills in Zbrush to model and create the characters for our games, 
I am aware of the impact that high poly models have upon the engine and the importance of retopologising and creating a low poly model allow the engine to run smoother, 
I would like to improve my skills in modelling as the characters I’ve created have been simplistic, cartoony and stylized characters, the majority of the detail that has been applied is through texturing. In the future I would like to develop my detailing skills and improve my skills so that I can create polished, realistic characters as well.
I would also like to learn how to UV and learn much more about the use of alphas and how to create effects like hair. I think it would be beneficial to learn these things in the near future as I would like to explore a multitude of styles when making models. 
Maya
I have used Maya to model elements of characters armour and accessories. By using this software, it has allowed me to create clothing while keeping the number of polys down as well as proceeding to obtain a tidy model. I would like to expand my knowledge of Maya and be able to create a variety of models whether they’re predominantly character based or even for environment. I have still much to learn in Maya, but I prefer creating inanimate objects in Maya as I feel that I am more capable with the tools it gives me then what Zbrush offers.
UV –
My experiences in university have taught me how correctly UV a model, aiming to achieve a clean UV and doing my best to utilize the space given to me on the view port. By giving myself room I can create more space on the model for texturing detail. I believe I am good at keeping the Checker map texture consistent across the body resulting in an even distribution of resolution for detail. I know its important for everything created to be tidy and cohesive and to have UV shells uneven in resolution it can result in a scruffy end product. 
There is still much room for improvement when creating UVs for my models, As I’m steal teaching myself how to best make use of the space while also keeping the UV map clean and organised by keeping relevant parts of the model together. 
Retopology  
Throughout this learning process I feel though my skills in retopology are improving, I think that I create enough polys in the model to keep it looking decently smooth by still not packing it with too many polys. I would like to improve by adding flow loops in my retopology around areas that bend due to posing or animation, as well as improving my retopology around the eye and ear area, depending on the model. I also feel like I can do retopology well however I would like to be able to complete clean retopology for models efficiently. 
Texturing
Once completing the Retopology for a model I would export it ready for substance painter to texture. I enjoy using Substance painter as it give me the opportunity to see how and where I’m applying the different textures onto the model, in addition to this also allows me to work with some of the unique brush and materials it has, while also allowing me to create, adjust and adapt premade smart materials. It’s also enjoyable to get creative with the texture channels, adding in elements like height and emissive. Being able to bake the high poly model on top of the retopology allows any details to be carried across in the models that I’ve made. 
 Good communication with other disciplines 
While progressing through this course I feel that I can communicate well with other members of the group from different disciplines. In previous years I have worked well with level designers and environment artists aiming to achieve a unified art target at the beginning during the concept work process. I enjoy working on my own however I take on and accept criticism well and any way I will improve my work through guidance as I seek constant improvement.  This can be guidance given from a peer or a lecturer, it is always taken into consideration and I will do my best to achieve 
Organisation and time management. 
As I have progressed through the years, I have learnt to manage my time to achieve a smooth workflow with room for errors and time to adjust and make alterations to my designs. 
Since the first year of university working in a team, I have worked with the rest of my group peers to develop team Gantt charts so that all members of the team have access to a clear plan. Having this allows all group participants to see the progress and developments of others as well as offering assistance if they have the time.  
In addition to these I have created a weekly planner so that I can work and schedule my own time to benefit and make time and good time flow managing my personal tasks. I only implemented the use of a daily task planner in my third year but it allowed me to make more time and gave me insight to how I could work best for the group, creating time during my week for my alternative assignments and classes, I also used an app called Google Keep, which gave me daily reminded of the tasks I had yet to complete for the particular parts of my assessment. 

Flexibility and being adaptable to change
Due to coming to a few opening days that the university held I was fully aware that the program director at the time thought that one of the ways the students would benefit most from the course would be to work in groups. 
Having an opportunity like this allowed me to understand the advantages of teamwork. It gave me understanding of how teams could be structured and how varying aspects of a team can benefit it greatly. 
It also showed me how important it was to get to grips with roles within the team, understanding pipelines and workflow and needing the benefits of a risk assessments would grant members to manoeuvre out of difficult or tricky situations, or how to adjust their current aims, and prioritize tasks. 
Direction and Art Style.
Since the first year of university we’ve been taught that having a cohesive style is crucial to making a game look that little bit more professional, no matter if the style is complex or simplified, I aim to achieve the best work I can to create unified work with my assigned group. Though in pervious year of this course I had worked more on my skilled to make my work look unique and to stray away from generic styles, I strongly feel like in the third year me and my peers created a unified art target and I enjoyed working to her specifications and requirements. 
It is important to me to continue development in this creative process so that I progress and increase my work to a polished high standard, I would hope to adapt my skills to aid in contributing to a large group of work and achieve the same clean work
Communication with Team
Due to working in groups throughout each project, its been key that all group members keep in good communication with one and other. I feel as if I have improved my communication skills during the course of these classes as I feel that throughout this last project, I have proceeded to keep my group members up to date with problems, absent, and any ideas through online services. I also feel like I can explain ideas I have in a confident and clear way. I used apps on both pc and phone to keep in contact with the group, e.g. Facebook Messenger, Discord. As well as this as a group we used Google Drive. All members of the group used specific naming conventions so that it would be easy to locate and implement specific items into the game engine. Due to work in characters I needed to ensure that these would be easy to find in case I am not around to place it into the engine myself. 
I would like to improve how I manage my files by consistently following and updating them regularly,
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Skills 
From a young age I have always had a key interest in characters and their design. From spending a lot of personal time through high school creating characters/drawings and uploading them onto DeviantArt. 
Since then and having the opportunity through college to attend life drawing class I strongly feel that I have improved greatly upon my drawing capabilities, Though I believe there is no cap to development in creative studies.  I am always open to critique and guidance from peers and superiors and will happily make alterations and iterations to designs if that is what is required of me. 
Throughout my time in university I have been taught how to tackle a range of tasks, though character design and modelling will continue to be a prominent focus to me past this point in university. I am confident in my skills using software such as Zbrush and Maya and will continue to learn and develop my skills in these programs. I have a keen eye for detailing, but also enjoy adapting style and technique to fit with other creators and artists. My dissertation covered the use of importance of colour theory and the use of silhouettes in designs to make a strong well-designed character. 

Hobbies and interests
I have always been an avid player of games, and whilst on this course I took the opportunity to indulge in a wide variety of genres. In addition to playing games I enjoy watching movies, drawing, and textiles. I am drawing to outfits, and how little intricate pieces can draw the eye into details.
I want to become a confident character artist, sharing my skills and concepts within a creative team in the industry, continuously progressing, learning and developing my abilities.  
Education 
University of wales trinity saint David
· BA(Hons) – Creative computer games design 
Coleg Gwent – Crosskeys
· BTEC - Art and Design
(Modules)
· Photography 
· Life drawing
· Printing
· Ceramics 
· Digital 
· Visual studies 

Digital/Software 
· Maya (3 Years)
· Zbrush (3 Years)
· Adobe photoshop (5 Years)
· Paint Tool Sai (3 Years)
· Adobe illustrator (2 years)

Traditional Skills
· Life drawings
· Ink Printing
· Ceramic Sculpting

Use 
2D drawing, Design iterations Character Design, colour theory, silhouette designing, character orthographics, high and low poly modelling. Retopology. asset design, environment concepts, asset modelling. Storyboarding for cutscenes, Art and Design. 
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