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1. Introduction

[bookmark: intro]VR is a completely new way of interacting with technology, it can be used to improve many aspects of 3d production like 3d modelling and sculpting, level design, animation, Real-time compositing, and Spatial sound design.
Using VR to create game assets has many advantages, being able to use both hands in a 3d environment makes designing and modelling assets much faster, you can also get a much better idea of the scale of an object when you are viewing it in Virtual Reality.
Virtual reality allows artists to express their creativity in ways that were previously not possible.
This Essay will analyse how virtual reality is used in the artistic creative process and try to identify any improvements which can be made to increase popularity in the future.
It will also look at reasons why some people are hesitant to adopt the new technology into their workflow
As B. kim, said in his paper [1] on Virtual reality as an artistic medium, there has been a lack of discussion about the use of virtual reality as an artistic form of expression, this paper was the most recent information I could find on the subject and it was written in 2016, VR Art has progressed a long way since then. 
The drawbacks of using virtual reality as a creative medium include, motion sickness, disorientation, discomfort to the wearer and eye strain.
I believe these problems will be overcome in the future as resolution becomes better, eye tracking is implemented, and headsets are lighter. Many companies are working on solutions to these problems including HTC Vive and Facebooks oculus medium.
As stated in [8] the effects of nausea and discomfort on the brain caused by virtual reality were measured using electroencephalography (EEG) this data was cross-referenced against a questionnaire asking the subject how much nausea and discomfort they had felt during the test.
This type of information can be utilised to discover how nausea and discomfort can be reduced in the future.
VR has established itself as a creative medium and I think despite its drawbacks it is here to stay, it is being used in the construction industry, the architectural industry, and the computer graphics industry.
VR is also used by many independent artists and game developers.






2. Background to the Proposed Research

[bookmark: background]Several 3d modelling and sculpting application have been designed for use with VR these include, Kodon, Oculus Medium, Gravity Sketch, and google blocks.
These tools can be used to speed up the process of creating 3d assets and to give the user a clearer view of what they are building.
Some programs allow painting in Virtual Reality such as tilt brush and Brushworks VR, Tilt brush allows the user to paint in a virtually unlimited 3d environment using an HMD and motion controllers,
Brushworks VR is a 2d painting program that allows the user to paint on simulated canvas using motion controllers  
Programs like Kodon and Oculus medium allow users to model and sculpt 3d assets, an experienced user can make assets quickly by putting together previously made shapes, this is particularly useful when creating concept art, being able to place objects in 3d space and look at it from any angle gives the user greater control over the creation process and allows the work to be carried out faster.

















2. Aims & Objectives

[bookmark: objectives]Title: Virtual reality as a medium for artistic expression (Working title)
Research aims:
This paper will explore in-depth how artists can use Virtual reality and augmented reality as a medium for artistic expression, and improve their 3d production workflow, this paper will also evaluate the different ways people have used VR to create art. 

This essay will Explore in depth the potential of using virtual reality as a creative medium.

Research question:
How are VR 3d creation tools used to design and create characters?
Objective:
Evaluate methods established by previous digital artists.
Use VR sculpting and modelling tools and compare them to conventional 3d modelling programs 
Research question:
How can VR be used to improve the spatial sound design
Objective:
Research spatial sound in virtual and augmented reality.
[11] An experimental study of spatial sound usefulness in searching and navigating through AR environments. This paper looks at applying spatial sound to object displayed in augmented reality.

Research Question:
How is VR used to create landscape concepts?
Objective:
This project will evaluate different methods used to create landscape concepts Using VR Creation tools.

Research question:
How does the film industry use VR within the Real-time composition pipeline?
Objective:
Research and evaluate the use of VR in the Real-time composition workflow.

Virtual Reality has a lot of potentials that have not yet been utilised.
As suggested in [1] it is the artist's responsibility to establish the language of virtual reality as an artistic medium. 

Virtual reality is a new technology, and it is difficult to compare works of art created using VR with more traditional works of art.
How art is experienced greatly influences a person’s perception of the art, Virtual reality art exhibitions can make it possible to experience traditional style artworks in a completely different way.
It is my intention for this research to help digital artists to find new ways of incorporating Virtual reality into their workflow.



4. Project Design


4.1 Outline of Project Process
[bookmark: projectdesign]For this project, I intend to analyse available data about VR art and using VR as a creative medium.
This will include reading relevant journal entries, academic papers, and books
this will also include watching relevant tutorials and videos.
4.2 Data Collection

4.3 Data Evaluation
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