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[bookmark: _Toc57643340]Introduction
I am, the environment artist for a game called pirate’s edge. This is a game where you are traversing a 3d side world and trying to escape a monster to complete the level. The main responsibilities, I have is creating models and creating a consistent style that would match the player art and be the same throughout the whole game, meaning the asset must look like they come from the same world. 
In this document, I will outline the different things that I did to follow the brief and the responsibilities my team gave me. Also, the problems and the different things that I would do differently. 


[bookmark: _Toc57643341]Research Evaluation
In this section I will look at the different ways that I research and how I would change it in the future to better improve the process of creating game ready assets.

When I started, I did not think that research was that important and I only needed to create things for the game. I quickly learned that this is not the case when I tried to create a ship model for the game. I knew that I need some research of ships and the shape as well information about how to make modular assets. I started to research ships in real life and ships in video games.
 I also used research to solve problems in the development stage. This speed up the process and allow me to make assets faster and better quality. I would research a topic and learn the basic first and then slowly improve over time learning new things by doing them. I did this with the wood texture practice.
I also did research on some theories that will be used in my work. Things like colour theory and how to make an environment style consistent. Colour theory was remarkably interesting and showed me different ways to improve my work and how to make it much better. I also found some books like the design of everyday things. Would like to add some of the theories in the book and the colour theory to make the game better.
Lots of my research was done using YouTube and other online self-taught website. This allowed me to find solutions to my problems with my work and continue to create and learn. I would like to continue to use this dynamic process in the future.

[bookmark: _Toc57643342]Research conclusion
The research was ok, but I have learnt the importance of researching before you decide to create something. I will do more research moving forward about the process of creating things and different theory like colour theory because I know I have a lot to learn. For creating asset, I think I will do research at the beginning of the process and then have a more dynamic approach to solve problems as they arise. 


[bookmark: _Toc57643343]Technique Evaluation
To achieve the look that the team decided to use I would have to potentially use a new workflow to create some of the textures for the assets. This meant I would have to use photoshop as well as Substance painter.  This means throughout the process I was learning lots of new techniques and workflows for creating textures and models.

Photoshop different production method would allow me to create a more hand painted look for the assets if the team chose this option. I found this way of working harder than Substance because I have not done it much before and I am not a good painter but with practice I could improve. I also tried to make texture using Substance painter.
Substance was quite confusing at the beginning of using it but there was a lot of helpful tutorials online that could help me work it out. As the group did not decide on a clear idea of what they wanted and said they wanted a stylised look, I started to experiment using Substance. This led to a few different results, at the beginning the textures were quite simple but over time I learn new ways of creating textures like adding colour variation. There is a lot I still need to learn about the process and different types of texture like water and sand. I would like to further expand the types of textures I create for stylised art. 
In the future I would like to start re-using Substance designer to create some tile-able texture for the game. Also still improve my substance painter skills to create a good style for the game.

[bookmark: _Toc57643344]Development of Techniques & Skills

Lot of my time was spent learning new techniques and getting better at Substance painter. I was trying to learn the software and skills needed to create the game environment that the team wanted. Texturing was the key thing that I learnt throughout the process and this is what I spent most of my time on. Lots of it was in substance painter and some was in photoshop. I have learnt basic and some intermediate skills to make stylised and hand painted assets for the game. I know that if I want to create fantastic assets, I need to improve the other parts of the process like Zbrush. 


[bookmark: _Toc57643345]Technical Conclusion

I would like to learn how to create an environment that is consistent and uses art pillars for the game environment. I would use certain rules for the environment that will allow me to be consistent with the art style, there would be around three rules and will be discussed with the team. This would mean each piece is from the same world, like in sea of thieves where everything looks well used. I am happy with the stuff that I learnt and will continue to improve and create assets.



[bookmark: _Toc57643346]Development Evaluation

In the development process my main role was to create the environment that the player would be in and the level assets. When creating the some of the prototypes I would have been better of with creating a basic look of the game and having more research and concept art. I started looking into textures and other ways of coming up with an art style a little late. As a group we were a little indecisive when choosing an art style. 

When I was thinking about creating some of the environment, I was aware about how some of the levels would be repetitive in some areas. So, I was trying to come up with a way to do this, with some research and discussion with the team, there was a realisation that we could use a ship model that would be modular and allow us to make it longer and shorter to add variations. Other things the team discussed was to add islands that the player could use as a platform.
The main problem with the development stage was that the team didn’t think about the environment as the player. We should have thought about these together and created an art style that could be used for the game. I will have to do this with the team in the next semester and do this early. 

[bookmark: _Toc57643347]Creativity
Throughout the development stage I was looking into different art style and what would work for the game itself. I created a few of the ideas to allow the team to decide on a style, this meant I had to learn new ways of creating and continually learned through the process. 

[bookmark: _Toc57643348]Group project
I think that we worked together a lot more as we got off topic a few times that lead to us not discussing what we needed to. I believe I should have worked better with the team and talked about the environment design and what the team wanted. This could have allowed us to create an art style and have it match the player. I attend all the meeting and spoke in them, but we could have had some more team discussions throughout the week to talk about problems and anything that arose. I did struggle to share my work in the beginning because I was not confident, but I slowly started to as I learnt. 

[bookmark: _Toc57643349]Interactive design process
I started to share the work that I did, which meant that I could get some feedback. I continued to add improvement to the texture with feedback and while continuing to learn new things over time. I knew that I could improve the work that I did so always wanted to learn a new way of doing things and what to add.



[bookmark: _Toc57643350]Time Management
I have improved my time management a lot this term as I would set myself tasks and a plan of what I wanted to get done for the day. This would keep me accountable for work I did. I think I could have done better with time management because I could have done more with my time and created more. I could priorities task more like having a piece of work done before team meeting to show them and get some feedback. 
Deadlines I created were not very realistic I have learnt; I didn’t give myself time to create the ship model and when it came with lots of problems my time or just a week was not realistic. I did not give myself the right time to learn what I needed to learn. 
The next semester I would like to use the same task list as well as some other things like time slots where I will work on different pieces of work for the game and other assignments. I would like to achieve a work like balance in the future.


[bookmark: _Toc57643351]Analysis
When I look at my work, I created I am happy with it but there is a lot more that could be done, and more thought and theory could go into to make it amazing. I could use colour theory a lot more in the game to create a world that truly feels alive and real to the player. Next semester I would like to create a colour palette that the group agrees on and use it with other techniques to create something amazing. I could use artistic pillars that will define what the probs will look like, meaning that everything needs to look used or over stylized in a way.

[bookmark: _Toc57643352]My practice
I have learned a lot over the term and will continue to while creating the environment. I did start my learning by creating simple assets and adding textures to them. A lot of my learning was to increase my skill to create the asset and model needed for the game in the next semester. I think that I have increased my skills and will continue to while creating stuff in the next semester. 





[bookmark: _Toc57643353]Development Conclusion
Looking back at the development process, I am happy with the progress I made and will continue to make improvement throughout the next process. I will do this next time by increasing my skills by creating assets for the actual game.

[bookmark: _Toc57643354]Conclusion
Overall, I am happy with the learning that I did and the work that I produced. Throughout the pre-production I was trying to improve my skills and learn the techniques that will allow me to create the environment that the player will be in. If I did this again, I would make a few changes, like doing more research into colour theory and trying to implement it into the textures I created. I will try to do this next semester when we create the full game as I have more knowledge about the workflow so it will be easier to create.

Research and planning would need to be improve as well. In the beginning of the semester, I will be looking into what needs to be done with the game art and communicate with my team better to make an environment that compliments the character designs. 

I am happy with the improvement that I made compared to the previous year as I have created more asset and been more consistent. I know I have a lot more to do and improve apone that’s the fun part of creating games.
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