Christopher Harper
Technical Artist 
PERSONAL PROFILE
I am a driven and creative Technical Artist with experience, who takes an active part in the industry outside of my employment as it always gives me a new and fresh ideas to bring back into the workplace, be this through active participation in forums or visiting game events and talks such as E3.


I am currently employed at Traveller's Tales, providing support for all the tools, with a main focus in character technical art. I am involved in the creation of tooling for both programmers and artists and am responsible for workflow design between the two teams, bridging the gap between artist and programmer to ensure development runs as efficiently as possible.
SOFTWARE SKILLS
Maya, Zbrush,Photoshop, Python, Mel, Maxscript, C#, CG, Unity, Substance Painter, Substance Designer, Quixel Suite,  Xnormal
WORK EXPERIENCE
Traveller's Tales (Feb 2017 – Present)
Technical Artist
Various Titles: Lego Dimensions (DLC), Marvel Superheroes 2, Ninjago.
Responsibilities:
Working closely to improve pipeline efficiency, especially within the Character Art team.

Researching new methods and workflows for our expansion into PBR.

Became owner of various tool such as the Character Loader, and the automatic texture exporter, which takes images from a concept sheet and turns them into game ready textures

Created an automatic Minifig generation tool

Set up and integrated a validation tool to all departments to allow artists to better check their work before submitting

Took over tools distribution management – including personally managing the plugin  that contains the custom shader we have for Maya and the bespoke tools we have.
Playground Games (Feb 2016 – Feb 2017)
Technical Artist
Forza Horizon 3
Responsiblities:
Migrated the current terrain export pipeline to C# from maxscript to improve efficiency

Supported the terrain tools system

Improved and became owner of the road generation code base, now maintain and add new features as the team requires them.

Shader generation and management

Constantly searching for ways to improve the tools for the users.
FortuneFish Ltd (March 2014 – Feb 2016)
Technical Artist
That Bouncy Thing (Android, Unity Engine, 2014)

That Bouncy Thing Advertisment (Maya, 2015)

Cat Logic (iOS, Android, Unity Engine, 2015)

2 Undisclosed Projects (Unity Engine, 2013-Present)

Responsiblities:

Managed my own department

Lighting and Rendering of realtime graphics and CGI (Trailer rendered with Mental Ray)

Compositing of That Bouncy Thing Advert

Render Farm Creation and Management

Tasked with writing all the custom shaders (authored in CG) and FX for the varying titles worked on, whilst being aware of and overcoming the limitation of mobile hardware.

Animation

Consulted on animation critiques.

Modelling and Texturing

Character Creation

Asset management and workflow.

R&D:

Tool created for “one click” light probes solution enabling lighting of a scene by taking samples from the around the 

probe within the game scene  to give the feeling of bounce lighting on characters in the game world.

Network Rendering Management system designed as a wrapper for Mental Ray this system was designed to enable more successful overnight renders, ensuring that each  frame was completed - the system automatically detects crashes and failed frames and attempts to re-render.

Realtime dynamic fur for mobile - Shells and Fins with Unity Dynamics

Pyroclastic Fireball development

Art Department training and documentation - including detailed explainations of Linear Workflow, export procedures and tips for greater workflow efficiency.

Effects:

Pyroclastic Explosion Effect driven by time with shockwave 

Dynamic puddles during rainstorm

Particle System Explosion

Footprint decal system 

Skills: 

CG shader language, transferable into it’s sister language HLSL.

C# knowledge - often programming graphics related elements, either animators, particle systems  or rendertexture effects into shaders or working them into game elements to create various on  screen effects.

Other General Responsibilities:

Knowledge of video bit rates / compression methods and associated processes to maintain build size and integrity, whilst maximising overall quality.

Experience in Unity Performance profiling / analysis of batching.

Usage of Xcode GLES frame debugger and profiling tools to analyse and maximise 

shader performance.

Working directly with Art and Gameplay Programmer Leads.

Node system experience (Maya Materials, Nuke).

Authoring scripted tools to streamline new and existing workflows using Python and C#.
JP Mundy (Nov 2013 – Jan 2014)
Freelance Contract
Creating 3D assets for a short video illustrating Laban Roomes’ rise to success as the creator of Gold Genie. Providing creative direction, and handling character modelling, rigging and animating.
Platinum Property Partners (Aug 2013)
Freelance Contract

Rigging and animating a 2D character for training videos.
EDUCATION
Only University or education that is relevant to games
Bournemouth University (Sept 2010 – June 2013)
BA Hons Computer Animation Arts
Grade: 2:1

Somerset College of Arts and Technology (Sept 2007 – July 2009)
FdSc Enterprise in Computer Games Technology
Grade: Distinction  
AWARDS
Viridor Young Environmentalist of the Year 2009: Higher Education Category -

Creating a Game that explores Environmental needs and promotes recycling

Student of the Year 2007/2008 for Enterprise in Computer Games Technology -
awarded by Somerset College of Arts and Technology through University of Plymouth colleges scheme.
LANGUAGES
English: Native 

HOBBIEST AND INTERESTS 
Avid gamer, cinephile and occasional didgeridoo player, who loves to read. 

Regularly attends life drawing sessions.

Cycling, recently completed the 50 mile route in the GNBR.

Bouldering, hoping to get outdoors in the summer

REFERENCES
References available upon request
