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[bookmark: _Toc229261370]SECTION 1 - INTRODUCTION 
Our team set out to solve a pervasive problem particularly with the younger generations and is prevalent amongst students: doomscrolling. We noticed that students between the ages of 10 and 21, myself included, lose hours every day to the endless feed which impacts us negatively.
This constant distraction damages focus, increases stress, and can drastically hurt academic performance. Our solution was PAWSUMO, a gamified mobile app that turns focused time into digital rewards, allowing users to hatch and raise digital pets. Instead of punishing users for looking at their phones, we wanted to reward them for staying away. Instead of focusing on reducing screentime which we found contradicted our goal we pivoted to preventing doomscrolling and encouraging productivity.

[bookmark: _Toc229261371]SECTION 2 - INDIVIDUAL CONTRIBUTION 
My specific role in this project was the 3D Lead and Video Editor. My primary objective was to ensure the visual translation of our 2D concepts were put into a cohesive 3D environment, and to package our final proof of concept into a compelling trailer for the hackathon presentation. I wanted to prove that we could deliver a professional-grade prototype within a tight deadline using my background in environmental design and video editing precedency’s, bridging the gap between artistic vision and technical execution in which our team had a wide variety of.
This is how I personally see our goals. From the beginning as early as our first initial group meeting, I was also involved in some of its early research when we were in the idea generation and early concept formulation stages. I compiled moodboards, completed my own market research to personally learn and understand the problem further as evidence at the bottom of this document, including research into competitors and how we can start creating a USP. 
At these early stages, our group was essentially split into two parts, the designers and technical/backend team. As group we voted and unanimously agreed for Will to be the lead of the technical side and for myself to be the lead of the designer’s team. 
Essentially what this meant was, I would be responsible for organizing the designers cohesively, being their contact if they have any questions surrounding those aspects and streamlining this Will and the technical team, both myself and Will, working with our strengths and expertise to move the project forward in this manner.
However, as we had clarification on the project we collectively narrowed in on the scope and realised we would not have the time to physically create the app as it had many integrational aspects that the technically team expressed would be too complex for the time given to create a successful and presentable app prototype for the hackathon. This is why we pivoted to flesh out the concept instead working on a solid proof of concept which is when I was tasked on the vital role of creating this material including the trailer for our presentations which I will go through what this involved exactly.
I realised from a 3D artist perceptive that the role of creating the trailer would need heavy collaboration between me, Jarred and Ashanti to create a consistent visual style and look as well as have an input from the development team to convey any potential problems with future integration and issues that may arise from the way we promote the app as if it were in a working development pipeline, everything had to be considered and no decision was lightly made nor without the teams say.  As a result, I also I wanted it to be an honest and effective depiction, being the proof of concept for our core project, being the mobile app.
Regarding my specific tasks involved during this time, I carried out Adobe After Effects test with live action footage and green screens to see if creating a live action hybrid trailer would be feasible, though this wasn’t used in the final output, it was an important step of the creative and development process that I talked about in the second presentation. 
After this I pivoted to created and further development a fully 3D modelled low poly environment in Unreal Engine, using lumen lighting, particle styles, Niagara effects and cinematic sequences to build the first test environment for our 3D characters.
I also experimented with a stylised Parris café environment, with various aspect rations taking into account with UI/UX design into consideration. Ultimately this led me to the design of creating an isometric design for our app that my team agreed on. This was seen in the final trailer and presentation.
To achieve this, I spent a considerable amount of time, reefing the environments, animation the props falling into place, as well as rigging and animating the characters within the environment. I rendered with the movie render plugin, with high anti analysing and 4K resolution for higher quality and flexibility in for the editing process.
In Post, I ethically gathered sound and image assets from Artlist as well as experimenting with AI music to create us a unique soundtrack for the trailer I created. I also research similar hatching systems as one of my roles was to refine this system for the final presentation that I talked about. This included using data to formulate the best strategy and approach to crate an effective and engaging egg hatching system without negatively impacting our design or app flow.


[bookmark: _Toc229261372]SECTION 3 - TEAM PERFORMANCE & DYNAMICS 
In this section I will write an honest and transparent review of each of my teammates including myself. It’s important to note that, 0 would mean someone not showing up or doing any work and collaboration whatsoever, 5 being someone who had no flaws, communicated effortlessly and completed all work on time. No singular person is perfect, that does not exist, therefore it is difficult to accurately assess within such a short range, it will however serve as an idea of how each of my team members worked as a team and I will be completely honest in this review.
I would also like to begin with saying, that as a whole we achieved very well, and worked effectively as a team, despite some disagreements that I will explain below. As harsh it this system may seem I will list in order from low to highest.



Jared Nickson: 1
Jared in person is a very quiet and reserved individual. Unfortunately, a couple of the team, including myself and Ashanti had the most difficulty working with Jared. Fairly early on, and in general, he had a tendency to share his personal opinions, I,e, being too political, and oversharing. This primarily was when he shared his very strong opinions on politics with immigration and same sex couples, everyone has a right to their opinion but in this professional environment it was absolutely uncalled for. Similarly, he would often brag about being nation proud and would post about colonialism a few times with irrelevant pictures of British conquering parts of the world during that time and was unprofessional.
Despite Jarred being the quietest and certainly most controversial character of the team he did always show up early, had never missed a team meeting, contributed fairly well to the group discussions though it was with reluctancy and was always near the end. He did always complete the work asked and overall worked well with the team and staying in communication via our discord server despite the few disagreements and his personal views. It is for these reasons I would justify the 1 rating considering how I plan to balance these fairly considering everyone’s contributions and team efforts individually.

Ataur Rahman: 2
Ataur unfortunately had missed the majority of our team meetings, to reflect this I would say he was unavailable not just in person but online for 70% to 80% of the time during this module. It is important to note, we do have other deadlines but despite this everyone else made the effort where as Ataur told us how he had to prioritise his dissertation since he hadn’t started it, with mere weeks until his deadline. 
Of course it is fair for him to prioritise that, however, it is unfair to put the unneeded extra stress on the team as our workload was significantly increased because of his absences.
However, Ataur did still achieve and help us where it matters most, such as completed his assigned tasks last minute and being more than willing to help with anything the group wanted that were left over tasks even if it were outside of his comfort zone. He also excelled at the presentations themselves specifically with thinking on the spot, answering questions and understanding our team’s goal regardless of his time away. He kept up to date on our progress and as mentioned always came in with flying colours at the end, though that isn’t ideal, it was certainly better than nothing which was greatly appreciated. 
I can tell he is a high achiever, works hard, and is a very polite person. Unfortunately, it was just his long-distance approach that would often worry the group if he was even still there as to his very late nights. It is for these reasons I would justify a rating of 2, this realistically was very close to a 3 because he did amazingly well in the end.

Nino Aguilar: 3
Nino similar to Ataur he was absent for a few of our meetings, but not near to the same degree. To be completely honest, Nino would appear to often go along with the group than to contribute his own ideas, this was more so towards the end as he did very well at the start with bringing ideas forward and idea generation with our early concepts before we had finalised.
He too completed work slightly late at times but always compiled in-depth research which helped the group tremendously. These reasons alone are why I feel Ninio is suited in the middle of the rating as an all-rounder it felt more mediocre than anything else. 
However, I would like to commend him on one particular aspect. And that was his impeccable public speaking skills, he had the most confidence out of all of us and this really shined through in every presentation. 
It was always a delight to work with him, and again he was very polite. It is for these combined reasons I feel that a 3 rating fits well, purely because the rest of the group I personally feel deserve slightly higher ratings, but not so much as to give 5’s so easily as I explained in the introduction of this section that this is a personal and honest reflection of each member.

Will Rowlands – 4
There are few performative issues I can say about Will. However, there is one fairly major concern, this is his reliance with ChatGPT. It is unclear how much he used within his personal segments, but I know he often would feed the majority of the work into the AI, so much so it is quite unclear how much of the work was his own compared to the AI’s. He would also often rely slightly too much on his script within presentations and often it did feel like it was more robotic than human.
However, the positives does certainly outweigh the negatives with Will. He has excellent interpersonal skills, communication with the team in person, he naturally took charge and genuinely gave us a clear direction and personally felt to motivate us to do our best. 
He also had excellent vison and ideas when it came to group discussions and also spoke up, generally the most, out of all of us, so for this I commend him. It is just a shame he does not put more of his personality and charisma into his work, at least with what I saw during this module and the brief time I have known him, perhaps this would benefit him, perhaps if he had more confidence to do so. It is for these reason I feel it fair to give a 4 rating.

Ashanti Mighten – 4
Again, very similarly to Will, there are very little negatives to talk about when it comes to Ashanti.  Her biggest downfall has been time management, she missed a couple sessions and almost every meeting would be late, most often over 30 minutes so, despite always arriving with a Starbucks in a very casual manner. I understand if it is travel constraints but for our weekly meetings, I feel it was more disrespectful than anything to not make the extra effort to make it on time. 
Ashanti is however a very delightful person to work with, I must start by saying, she is most definitely the most talented individually we had the pleasure to be on our team. Her prior experience and quality of work were impeccable and personally very impressive.
Ashanti is not scared to fight her ground when it comes to it, this was in relation to Jared’s views that arose and caused disagreements and somewhat awkwardness within the team. She sticks to her mind, which is fair, however I do wish she would have done what’s best for the group, to be the bigger person and shut the ‘argument’ as I would describe it down than to cause tensions to rise. However, I cannot fault her for this as Jared was most certainly in the wrong.
Ashanti, being a 2D artist has very strong opinions on AI, rightly so, as a result she would disagree with the use of AI and her work full stop. One disagreement where Will used a logo she designed and fed it into AI to get variations caused further tensions though brief. And again, similarly when Will used AI icons in one of our presentations despite Ashanti’s prior clear reservations. What proceeded, was a longer debate on to change them for google clipart instead, that was a roundabout and wasteful use of time. Will eventually decided to let Ashanti change them. 
As a third party looking on at this at the time, I just wanted what’s best for our group and in the end, said so along with Nino who interjected positively, it was resolved quickly afterwards and in person meetings appeared to remain completely tension free and effective for the most part.
Lastly to end on a positive, Ashanti, always produced excellent work and on time, communicated very well between myself and the team, often taking charge within the group to make improvements which came to our advantage such being the one to push the visually appealing and more unique hackathon presentation out of the other groups. I commend her extraordinary efforts here and was an excellent team member overall. It is for these reason a high 4 would be fair.

Myself, Jonathan Frise – 4
It is always harder to evaluate oneself, but I recognise my flaws and will be open and honest in this reflection. Overall, I had been fairly quiet, more in general than in group discussions as I feel like I did sufficiently contribute my ideas when prompted. This in relation to the in-person aspects of the project have been the hardest for me. I feel as though I am getting much better, as I had not long been off social anxiety mediation and have been moving forward with improving myself when it comes to speaking up in groups and to public speaking that I was very proud of myself for.
This is precisely why I voiced my opinion in our initial couple of meetings to be the 3D lead, so that I can specifically be out of my comfort zone and improve, with the guidance of the rest of the group, Will and Ashanti in particularly I felt I did this very successfully. I always communicated on discord, giving feedback and openly discussing my work and progress updates with the team. 
I also always completed my task on time, though admittedly later than I would have liked, despite this I would also update my team, if I were behind or had a problem. I often would work on my tasks quietly, once finished I would then open it up to the group and have discussions on any changes they would like in which I was always happy to comply and work to better improve our app. This specifically when it came to creating the trailer, we voted on my many voice over retakes I made, and several video iterations of my design iterations and edited video work that we came to the agreement via discord using polls.
I have also always been on time, making an effort to arrive to our meetings early, ensuring I do not miss one and to always be available online. I made the extra effort of buying smart wear for our presentations and with the help of my group, particularly Nino and Will convinced Jared to make more effort in that respect too, so much so to other clothes for this, it is fair if he did not have smart clothing so that is not at all expected, it was appreciated when he did make the effort in the final presentation.
Overall, it is for these reasons I see it fair to give myself a 4 rating, on a more accurate scale I would personally put Ashanti at the top and Will very close below myself, if I had to choose or though each and every one of us excelled in certain areas and considering the project was heavily reliant on visual elements the development team also still did some excellent work, especially in terms of research and marketing, it is just a shame Jarred seemed so distant for the majority of the project that slowed momentum down at times and caused issues for other members.
I would like to add a final note however, as critical as my observations have been here though fair I thoroughly have enjoyed working with my team as a whole and am very proud of them for what we achieved in this time as a collective and we all, for the most took accountability for our own actions and work and I would be happy to work with them on the continuation of the project if we so wished.











[bookmark: _Toc229261373]SECTION 4 - DESIGN LIMITATIONS 
I built a visual proof of concept instead of a fully coded application. The project timescale ran from January to May. This duration proved insufficient for complete software development to create a app for our use case. I created video demonstrations and static layouts to convey the core mechanics. Our research supports the reward system. I needed a live application to gather real user data; this would have helped the process.
My choice to use a fixed isometric view created a limitation to an extent. The isometric perspective improves user interface clarity. This choice sacrifices immersion. You view the digital room from a single distance. You do not explore a full 3D space as depicted in the original trailer iterations as to be somewhat misleading to that degree. I prioritized rapid asset production over technical depth. A fully explorable room requires complex lighting and navigation systems. I traded technical complexity for a polished visual presentation, this ultimately proved successful but was in and off itself a limitation as we were conveyed to the core game mechanics we had already established.
I faced specific risks during development. I relied on Tripo to rig our 2D concepts into 3D models, a platform that also enabled predetermined animation sets, this while able to create quick iterations was a limitation due to unstable nature, for example, sometimes giving a good result and sometimes giving an unusable result. therefore, this automated process creates unpredictable results. 
I spent extra time correcting animation errors. I faced a strict deadline for the final presentation that needed to be managed. I risked missing the pitch event if the rendering process failed. I relied on artificial intelligence to generate the final audio tracks, though this gave me a certain level of creative control and adaptability it once again, could be unstable at times and took aa while to generate each track, before I found the right fit for our project in my trailers. The software produces inconsistent results. I managed these risks by scheduling extra rendering time and generating multiple audio options.






[bookmark: _Toc229261374]SECTION 5 RISK - FACTORS 
The five-month development cycle carried distinct hazards that I could identify looking back. I identified a major threat regarding our character pipeline certainly. Tripo automation speeds up rigging. The output lacks precision however, and bad geometry breaks character meshes during animation loops. I spent extra hours manually painting joint weights to prevent visual bugs.
Unreal Engine introduces high processing demands. Complex lighting calculations slow down export times. I scaled the visual scope down to a locked isometric angle to ensure the trailer files finished rendering before the submission deadline.
Audio generation presented a final variable. Machine learning tools provide fast music generation. The structure of machine learning generated audio varies wildly. I generated dozens of tracks early in the semester. I locked in the most stable file to pair with my manual sound design in Premiere Pro. This planning secured a professional result and I am happy with the final outcome.
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