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[bookmark: _lcnpihec6g5][bookmark: _wh6rzzaz4zf0]
Introduction
[bookmark: _u06milwrtugz]The goal of this project is to create a game ‘’Trash Can Empires’’, a top down strategy/tycoon for the PlayStation 4 platform. The gameplay of the game will take place in space and the player will be able to play on three different planets with the theme of, desert, jungle and toxic. On each planet, the player will have a chance to play another faction, whose goal is to get as much money as possible by collecting trash and converting them into money through various ways - for example by using the factory and even by sacrificing what they find for their gods. The player will be able to win the game after collecting the sum of money, but it will not be so easy because the invaders will try to steal it from him. The game ends when the player wins and accumulates the needed amount of money, or if he loses by losing all money.
The team consists of seven people, each of these people have their role that is required to complete the project. My role was to define the art style of the game and to design environment for three planets. The team decided that the graphics in the game should look ‘’cartoony’’ and ‘’stylized’’, but there were some examples and directions needed for the art team to help create the characters and environments in the same style. My goal was to design three planets, on which should be located three cities, which differs from each other, and three environments with a different theme. Each city is designed to contain four buildings that have the same functions on each planet, these buildings are: the main building, factory, turret and walls that will prevent the enemies from stealing money. In addition, each city has a designed vehicle that is used to collect resources. Also, as every planet has its own environment, I designed modular environments with different textures for each planet, for example rocks, trees and other plants.
[bookmark: _mudj54ev9bm4]Research Evaluation

I began my research with looking at other strategy games. I wanted to focus on how the environments are created, how much details in the textures I can see, what assets these environments include and types of buildings in the cities. For this research I used two games, ‘’Hypernova: Escape from Hadea’’ and ‘’SPORE’’. 
The next research that I have done was about ‘’cartoony and stylized’’ art style used in games. This research was based mainly on the exploration of various 3d models created by other artists. Mostly, the Sketchfab site was used in this study because it contains a huge number of models in different styles, these models can be viewed in 3D, from any side and so it was very useful to determine the style. This research helped to present the style of the game in the form of Moodboard, and also allowed to create a page with all the indications of the game style, which could later be used by all members of the Art Team.
I continued my research through making three moodboards on the environments that I am going to create for this project. I have used different images that are connected with the environment’s theme to help me understand and plan the environment, for example what type of assets I will need in each environment or what colours I should use. 
After I already knew what assets are needed, I started to study how they should look and what elements of a given style should have. For this research I created moodboards for steampunk, primitive and Sci-Fi styles. I also created additional moodboard for turrets and cannons.
My research also included the style of making concepts, how I should draw and paint them. During these studies I looked at the work of other artists, and I came to the conclusion that my concepts should be painted simply, should not contain too much detail and should be ‘’cartoony’’.
[bookmark: _liixp6pibemz][bookmark: _il0ayxz7q70x][bookmark: _ts8k735uijcp]Contextual Research
The resources that I have used for my research mainly came from online art websites, such as Artstation and Sketchfab. I used Artstation because I could find a lot of interesting work that other artists created, and that could inspire me in doing my own concepts. I also could use it for research on different digital painting styles. I used Sketchfab website as I could find a lot of different 3D models created by other artists. I was able to see them in 3D, from every side and that helped me when I was trying to define art style of our game and how our game will look like.
[bookmark: _odo1f3iqgv1g]Game Research
For my research I used game ‘’Hypernova: Escape from Hadea’’.The reason for this is that this game has similar mechanics and its environment is created similarly to what I aim to create. 
For these tests I used screenshots that showed what the game looks like and also videos showing its gameplay. It helped me to understand that the main building in the city should be the largest, and the turrets should be able to rotate to shoot the enemies from every side. In these studies I also found out that the environment does not have to contain many types of assets, there should be for example different types of rocks, trees and plants. I also noticed that the colours of the environment do not have to be realistic.
Another game that I used to for my research is SPORE. As in previous studies, these helped me understand how cities and environments look like in this type of games.
[bookmark: _rwqticie3v]Research Conclusion
[bookmark: _y8wmy5o5ww8c][bookmark: _6a2fgeta0ze9]
The research I've done successfully helped me to complete all tasks that my role in the team required. Cities that I had to design required different styles which I did not quite understand but after doing the research I was able to finish my task. By doing research about the style of drawing and painting, I could design the environment and cities in the style in which my team wanted, which is ‘’cartoony and stylized’’ style. Also research on styles for each city that were steampunk, primitive and SCI-FI helped me to design that each city would look different and in a style that would suit every planet.
I think next time I could do research with a larger number of styles in which each city can be created, so that I could choose the one that suits the most. 
[bookmark: _yh86xelw5p4h]Technique Evaluation

Throughout the whole process of creating my concepts, I used only one program, which was Photoshop. By using this software I could create all my concepts in simple and cartoony style. I made the decision to use Photoshop as I already knew this software and I didn’t need to spend my time on learning any new tools. This also allowed me to do my work on different computers where I could use the same software as I was able to save it as photoshop file. Photoshop also helped me to develop my style with its drawing and painting tools. I also used Photoshop to create all my moodboards and art style sheet.
[bookmark: _123k8iz57trd][bookmark: _ba6yw6vwrdo2]Development of Techniques & Skills
During this project I had a chance to improve my drawing, painting and designing skills. I learned how to quickly and easily design different assets to look in the style in which the game is. While making my concepts I always paid attention to details somehow and it slowed me down a lot, but now I've learned that even a quick sketch can show how the asset looks, with simple colours and some light details. I also developed a new technique of painting, in my concepts I painted the assets by using one dark colour that will define the shape and then I used second colour to paint it and at the end I used darker and lighter colour to paint lighting effects. 
I learned a new style very quickly, so I think that it was a good choice for this project, especially with the number of designs that I had to create.
[bookmark: _wwajqg9de87s]Overall Quality of Work Produced

Generally, I'm happy with my work, considering the restrictions of time and the amount of work I had to produce. I think that my style of design still requires a lot of time to look professional, but I think that the results are very good. In my opinion, some assets are designed better, and I did not pay much attention to some of them, for example I could focus more on barricades, or on different types of trees and plants. I think that in the future I should focus on making each asset I designed to be of the same quality.
[bookmark: _srhothdwpsqg]Technique Conclusion

I think the biggest success of my development was my style which I used to create concepts. I think that thanks to this I could finish my tasks at a given time. I believe that this style has made me realize that even a fast concept can present an asset and look professionally. During this project I also learned how to match the style of drawing to the style of the game because I think that the concepts that I have created successfully represent the style in which our game will be.
[bookmark: _td98qb9hz7t3]Development Evaluation
In my development process I tried to focus first on research to understand what I want to create. After I collected the materials I needed, I could move to design. I started my designs from simple sketches, I tried to make each asset have different variations from which I could choose the one that will fit the most. It also helped me to show these assets to my team and to get know their opinion. In my projects I tried to try different variations such as changing shape or adding other elements. After I was happy with my project, then I started to experiment with colours. Here, I also tried different variations of colours. At the end I could make the final project representing the final appearance of the asset. When I did my projects I had to make sure that they would match the style of the game, which is why I always used art style sheet that I created during my research.

In order to make sure that my completion task was successful, I tried to plan my work by creating tables, lists and a Gantt Chart. In early stages of my work I created a table that included all my tasks that have been planned weekly, however that was a simple plan, so I also created a Gantt Chart. Gantt Chart was planned just like the table I did before, but it was more accurate and I could easily mark which tasks are completed and which are not. For this, also my team had access and could see how far away I am with my work. When I started to do modular assets, I created a complete list which included all the assets that I had to create for my project. On this list I could also mark which ones are already finished and which are not. I think that everything that I created allowed me to successfully plan my work and thanks to this I managed to finish it at the given time.
During the project, I found some errors in my planning, because I did not include things that can slow me down like my job or illness. However, despite this, I tried to keep my plan updated to allow me finish my tasks. 
I think that in the future it will be a good idea to leave one spare week that will allow me to complete my work in anything slow me down during the project. Except planning, my problem was the choice of colours for the last planet. However, I have combined all the assets and colours that seem to work, but I think that future tests will be required.
[bookmark: _e3t0chqtl74a]Creativity

I think that my work is original and made with passion. In my work, I tried to focus on what I like, but also what will work with our game. I think I enjoyed my role and it helped me successfully complete my tasks. I tried to do my work in the best quality that I can, however with paying attention to the deadline. At some point I realized that with what I planned (three different environments for each planet) it is possible that I will not finish my task. I decided that I had to change my plans, and as a result I planned assets that would be modular, but with other textures. I think that even with modular assets I can create environments that will be unique. 
I also think that my work is original because I tried to create something that nobody has created yet. During my work, I watched the work of other artists, but I never tried to copy anything. I think from the originality of my work, it adds a style in which the game will be made.
[bookmark: _u6rnghyls7o5][bookmark: _tpdr6r39n3mj]Contribution within a group (group projects)
[bookmark: _nzthr67gr4s]During this project I have always tried to communicate with my team. The main communication that we used was through messages on Messenger, because everyone always had access to it. I also communicated with my team during meetings in the classroom, there were also organized weekly meetings where I could show my work to the team and see their opinions. With most of my work I did not wait for the meetings at class, to show what I created and see what others thought about it I used Messenger where I could simply send pictures of my work, it helped me change the design or decide which to choose much before the meeting. I also used Google Drive, where I put in all my work and plans where every member of the team could see it.
During my project there were a few compromises that I had to do, for example, sometimes from all the variations of the project I made, I liked one, but the team voted for another, so I had to choose the project that others liked the most.
[bookmark: _8nctpnx098jo][bookmark: _sklgfni6kjsq]Time Management
To complete my tasks successfully, I used different planning methods. I started with a table that included all my tasks scheduled for each week, with all dates. After that I created Gantt Chart which turned out to be much more accurate than the table, I put in all my tasks planned for each week, and I updated it every week to see what was finished and whether everything is going according to plan. In addition, before I started to do modular asset projects, I created a list that showed which asses I must do, which are finished, and which are not. think that my plan was realistic, I tried not to give myself too many tasks for each week, but I had to plan my work so that everything was finished before deadline.
[bookmark: _g26ufbob1ha]Development Conclusion

I think that during this project I have successfully completed all my tasks. This success was due to how I managed my time and how I created my plan. At the end, I was able to present all completed environments and show how our game will look like. I think the only problem may be the last planet because designing this environment made it difficult for me, but if the colours do not work, I can try to change them. However, to decide on this, tests in the Unreal Engine will be needed. 
I also think that I should include this task during my next planning.
[bookmark: _y1usi3qivpws]Analysis
[bookmark: _6oxtk56zhf10]Contextualising your work within a wider theoretical practice
For the environments that I have designed, I used colour theory. First, it helped me decide what type of planet I would create, I used a theory called Triadic. The colours that are in this theory are orange, purple and green. Based on these colours, I chose themes, Desert Planet (Orange), Jungle Planet (Green) and Toxic Planet (Purple). However, I did not use this theory only to decide about themes. This theory has helped me in my entire design process. I used it when I chose colours in most of my designs, for example plants.
[bookmark: _jv0a6bu97x5t][bookmark: _yud755ymcmc]Critique of your own practice (and action taken)
[bookmark: _5xklggj5ybpi]My problem was that I was slow to make my projects through the style in which I created them. To improve this, I started to experiment with style, and it helped me to create my projects in a faster time, but also in good quality. I also had to adjust my style to the style of the game. I think that this is the most important skill that I learned during this project. In addition to this, I have also improved my planning skills because I did not have to change my plans as much as I did before. I also think that my skills in choosing colors have improved because I used the color theory during this project and I learned which colors work and which ones do not.
During this project I think the communication between the two teams was bad. It resulted that sometimes, especially in the beginning I was lost with my designs. The idea of ​​the game was not finished and was often changed. One of the problems I noticed was that the team decided that they want to have upgrades to the buildings. However, this decision was taken too late to change my projects and so they will have to be changed later if the team decides that they want to have visual improvements. However, I believe that the communication will improve in the later stages of the project. I think that to improve this, the team should have more than one meeting weekly, and also the game should be tested within all members of the team.
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