Chris J. Pollitt. Ba.Hons.

	Address: 17 St. Marys Close Southam Warks. CV47 1EW
Home: 01926 817667  Mobile: 07811830138 E-mail: CPollittArt@live.co.uk



My name is Chris Pollitt, I am UK based and I specialise as a real-time Character Artist, although I am just as content with any real-time asset creation and or general 3d modelling. I am also a capable digital sculptor.

· Industry Experienced
I've worked as a Character Artist for Sony Home (PS3), sculpting high poly meshes for normal maps, along with creating low poly meshes, textures, rigged poses and lods for a plethora of character assets. I gained a good insight into working in Industry, as well as learning their workflow.
I've also had work as a environment artist for a serious games company on a Coventry development project for Coventry County Council.

· Experienced Modder
Experienced long term member of Mod communities (5 years), working on multiple Mod-Teams as an active team member, spanning several game engines;

Unreal 3,
Crysis,
HALO,
Quake3,
Jedi Knight: Jedi Outcast,
Jedi Knight: Jedi Academy,
GTA3,
Oblivion,
Morrowind,
COD2,
Enter The Matrix,
Zelda: Ocarina of Time.

· Experience As An Active Team Member
I've worked with several Mod-Teams as;

Technical Lead - University Team Project - Unreal3
 Importing meshes, textures, environment assets, level construction, lighting, shader and material writing, team workflow, tutorials, level design play-flow. Explaining Tri-limits for assets, what should be repeatable and decals, as well as asset creation.

Lead Weapon Modeller - Mod - Jedi Knight:JA
Modelling, texturing, material shaders, setting up tags and asset pack files structures and weapon physics for in game use.

Junior Environment Builder - Mod - Jedi Knight:JO
Supporting Senior with setting up AI paths and actor trains, along with item/actor spawns, lighting, NPC AI behaviour. Environment blockouts as well as full construction of some interior and exterior levels.

Character Artist - Mod - Crysis
Modelling, texturing and rigging of fps multiplayer race. I was making one of the two rival races.



· Maintaining And Upholding Responsibilities As A Team Leader

During University one of our tasks was a team project, I was one of the students elected to be a group leader but I decided it would be better if I was a group Technical lead because I was one of the few people who know how to use a game engine.
The group I was assigned with had 8 members with 4 Team Leaders; Group Leader, 3d Lead, 2d Lead, Tech Lead. Although I had changed my roles our group leader was great and knowing my previous experience in mod teams held no abuse of power letting me set the foundations of how we carried out the project. Our brief was a tight one deciding for us the style and genre type as well as location and theme.
Although our team had the least mishaps we did have two members who clashed mid project, one person couldn't read peoples gestures and face expressions and the other had a short temper, so misunderstandings happened. Knowing the short tempered one as a close friend I opted to sort out the situation. After sitting them both down and resolving the misunderstandings the group continued as normal without further mishaps. 

	· 3d Studio Max (9)
· Zbrush (3.5)
· Photoshop
· Mudbox (2010)
· Unreal3Ed
· Xnormal
· Active Team Member/Leader

· Knowledge of Various Engines

· Continuous Improvement

· Digital Sculpting


	· Rigging
· Real-time Shaders
· Crazybump
· Radiant
· Brief Animation
· Life Drawing
· Intermediate Anatomy

· Experienced Modder

· LoD building

· Environment Building


2009 - Freelance Work 

- Character Artist

 - Sony Home (PS3)
· After university I was asked to do work for a freelance company as a Character Artist for Sony Home (PS3), sculpting high poly meshes for normal maps, along with creating low poly meshes, textures, rigged poses and lods for a plethora of character assets. I gained a good insight into working in industry, as well as learning their workflow.
2008 - Commission Work 
- Environment Artist

 - Coventry City Council
· During summer at University I carried out some paid commission work for serious games company as an environment artist as part of visualisation of development project for Coventry County Council, in which I modelled and textured detailed buildings. This involved taking onsite photo reference, modelling to building real world scale using building plans, making tiling textures. The environments were for the fps Unreal 3 Engine, and had a fps viewpoint in mind so the "player" would have a ground level view.



QUALIFICATIONS

Industry Experience.
Game Art Design Ba(hons).

3d Art & Design National Diploma.
High school graduate.

INTERESTS

'Go' (Goban) Ancient Chinese territory game (officially ranked 13kyu), Modding video games, Digital Sculpting, Drawing, Skateboarding.
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