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Ewan Couper
Lead Unrea l  Art i s t

Exper ience

3D Technica l  Art i s t
Hauser  & Wirth ,  London
March 2022 -  Current  Pos i t ion

Assoc iate ,  Lead Rea l-Time Art i st
Foster  +  Partners ,  London
November  2020 -  March 2022

Real-Time Art i st
Foster  +  Partners ,  London
June 2018 -  November  2020

Real-Time Art i st
AVR London,  London
May 2016 -  June 2018

Visua l i sat ion  Intern
BMW Des ign  Group
August  2014 -  August  2015
 

References  ava i lab le  on  request

With  exper ience across  arch i tecture ,  automot ive  and the  arts  I ’ ve  deve loped a  comprehens ive  creat ive  and 
technica l  sk i l l-set  for  craft ing  h igh  qua l i ty  rea l-t ime env i ronments  and v i sua ls .  Work ing  in  mult i-pro ject 
env i ronments  I ’ ve  been respons ib le  for  lead ing  pro jects  and art  teams whi le  be ing  key  in  estab l i sh ing  p ipe l ines 
and de l i ver ing  immers ive  exper iences  across  desktop,  mobi le  and XR p lat forms.

Qual i f icat ions

Assoc iate  Management  Tra in ing
Foster  +  Partners
2021

2:1  B.A.  Hons ,  Game Art
De Montfort  Univers i ty
2016

Expert i se

Extens ive  exper ience wi th  Unrea l  Eng ine  4 and 5  inc lud ing  Bluepr ints , 
Datasmith  and Sequencer

A keen grasp  of  the  latest  rea l-t ime p ipe l ines  and requ i rements  for 
creat ing  h igh ly  opt imised assets  and scenes

A strong understand ing  of  art i s t ic  fundamenta ls  inc lud ing,  form,  l ight ing 
and scene compos i t ion  for  v i sua l  s tor yte l l ing

An eye  for  deta i l  and  rea l i sm when creat ing  mater ia l s  and model l ing 
env i ronment  assets

Lead ing  teams and pro jects  in  hybr id  work  env i ronments ,  de legat ing 
tasks  and fac i l i tat ing  an  inc lus ive  and engag ing  atmosphere

Mainta in ing  and improv ing  env i ronment  content  p ipe l ines  through 
research ing  and adopt ing  new too ls  and work ing  pract ices

Creat ing  team documentat ion  for  best  pract i se ,  naming convent ions  and 
d i rector y  standards

Work ing  under  pressure  to  meet  dead l ines ,  se l f  manag ing  and pr ior i t i s ing 
pro ject  requ i rements  in  a  mult i-pro ject  env i ronment

Strong communicat ion  sk i l l s ,  co l laborat ing  w i th  mult i-d isc ip l ined teams 
and stakeholders  for  rea l i s ing  pro ject  outcomes

Proact ive  att i tude towards  learn ing  and cont inued profess iona l 
deve lopment

Adobe Creat ive  Su i te
Autodesk  3Ds Max
Autodesk  Rev i t
Autodesk  Shotgr id
Perforce

Quixe l  Megascans
Rhino
Substance Su i te
Unrea l  Eng ine
Unity

Software


