CURRICULUM VITAE

Benjamin J T Purkis

E-mail:         
benpurkis@fsmail.net


Nationality: 
British

Website:     
www.benpurkis.co.uk





Telephone:
07944 483477



Date of birth:
19.07.1985
EDUCATION

Sept 1997 –
Tring School

July 2003
Tring, Hertfordshire, HP23 5JD



GCSE    – 
Double Science (A, A), Maths (B), English Language (B), 

English Literature (B), Geography (A), Art (A), Electronic Products (B), French (C),  German (C)



A-Level  –
Biology (C), Chemistry (D), Physics (E)

Oct 2004 –
South Bank University, University of London

July 2005

BSc Special Effects – Completed first year and discovered main interest was computer animation; changed course to study digital animation at the University of Hertfordshire.

Sept 2006 –
University of Hertfordshire, Hatfield

July 2009


Initial study BA Digital Animation; specialised into Games Art in year two.



BA Games Art (Hons) – 2:1

FULL-TIME EMPLOYMENT

Apr 2011 –
Freelance 3d Artist
Keyframe Studios Ltd, London

Ongoing



Acting as a 3d generalist on both internal and client 




projects. Liaising with clients when acting as the lead 




artist on the recent Soul Calibur V trailer, modelling and 




texturing assets, writing tools using Maxscript and 





using the Rayfire plug-in and particle flow in max.

July 2008 – 
Games Artist

RMJM Architects; designers of the Scottish Parliament 

Oct 2008   



building, Dubai International Convention Centre and 




other worldwide projects: a three-month contract, 





working in a team of three, to create a real-time 





architectural simulation of the Gazprom Tower, St 





Petersburg using the Cryengine2, allowing clients to 




tour and use the building facilities. 
PART-TIME EMPLOYMENT
Jan 2002 –
Senior Paintball Marshal 
Delta Force Paintball,
Oakwood Centre 

July 2008
Responsibility for set-up, safety, smooth running and closure of sessions, and groups of 30–70 people in the field.
Jan 2004 –
Telephone Researcher 
Grass Roots Group plc, Tring


May 2004




Performed post-purchase follow-up research

EXPERIENCE AND SKILLS
· Strong knowledge of 3DS Max, Maya, Photoshop, Z Brush, Adobe Premiere and Audacity sound editor. I also have experience using XSI, Adobe After Effects, Fusion and am proficient at writing MaxScript and LUA. At RMJM I used C++ to enable the CryEngine 2 simulation to meet brief requirements, such as automatic server login

· Mainly specialise in environment and asset creation, scripting and rigging but have also modelled character models for my second year project.
· Strong team-working and organizational skills. I worked in small teams on both my second and third year university projects and also when taking responsibility for the rigging and skinning for the student film Yumbrella. I have also worked as part of a larger pipeline at RMJM architects and Keyframe Studios. While at Keyframe I led a small team working on the Soul Calibur V Gamescom trailer and also worked under a lead artist on a number of different projects. Alongside paintball marshalling and playing which have given me the ability to work creatively under pressure and in difficult circumstances, and a friendly confidence with people of all ages, cultures and abilities.

· Strong experience with the CryEngine2 game engine, in which my second and final year university projects were produced. Secured a three-month R&D placement with RMJM after showing our second year project. Used the CryEngine2 to make a real-time virtual environment for the Gazprom building project. 

· Good communication skills. At RMJM and Keyframe Studios I had to liaise with other artists, programmers, and project directors and discuss how best to achieve the project brief. I also created an online video tutorial for the Sandbox 2 game editor which was chosen as ‘Tutorial of the Week’ on Crytek’s official Crysis forum in April 2008, and also helped regularly with first year workshops whilst at university. 
· Particularly interested in upcoming computer and games technology, and have custom-built high end gaming and workstation computers.
· Skilled in a number of special effects disciplines, including mechanised model-making, prosthetics, lighting and sound effects. I provided special effects for the 2005 short independent film ‘Wasted’, funded by the British Independent Film Committee, and was the camera technical director on location. 

INTERESTS
· Computer games and technology, films and a wide range of music

· Tournament paintball – I was a member of the Breakout team, which came 4th in the international Campaign Cup, part of the Millennium Paintball Series

· Books – particularly sci-fi and fantasy

REFERENCES ON REQUEST




