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[bookmark: _Toc513220130]Chapter 1 - Introduction
This report covers the work produced by a student from the Game Design course, for their end of year showreel. This will detail the individuals three year process of studies, uncovering the work conducted and skills they have learned and developed over this period. 
The work shown the in video will then be analysed to understand why over that work was chosen for presenting over other examples, along with their development. To then their continuing trajectory after their studies for career paths and networking profiles.
The purpose of this is to ensure detailed analysing of the individuals work flow and development to determine if they’re goals and achievements are planned and managed to become reality afterwards, to pursue their relative field in order to create a career out of the whole experience. 

[bookmark: _Toc513220131]Chapter 2 – Past Years
[bookmark: _Toc513220132]1st Year
This is the starting point for this individuals current level of work, being everything originated from here, they’re knowledge, understanding, work ethic and quality of work. This year laid the foundation which would be built upon for the coming years, the focus here was to give the student an understanding of the process and to determine their area of interest within its production pipeline.. The course offered several assignments in which allowed the students to experiment, to truly give them the time needed for developing their skills further or to determine the section in the production pipeline they feel more accustom too. 
This gave this student the opportunity to experimenting with several sections in this year. They worked within the Concept Art section, in which designs the look and characteristic of the game through drawing. The Texture Artist section, in which creates the visual look of assets through colour and texture. And the 3D Artist section, in which models the characters and assets within 3D software [appendix 1, 2, 3]. It was discovered by the student early on that 3D artist section showed more interest that would be their chosen area to work in, this would then be their primary spot within team productions.
But one of the key skill sets taught that would serve in all future projects to come, would be team management skills. By working within team projects, management within them is key for planning to produce a game within the given period of time. Management of the project covers all aspects of it to ensure all areas have been planned and documented. Areas such as role allocation, knowing who should be working at each section of the pipeline within the team. Time management, to plan when work needs to be completed at sections of the project. All these aspects of the project would be planned and documented to be used as evidence of their work, but to also be used by the team to reflect upon throughout the project. Ensuring everything they had planned would be achieved [appendix 4, 5, 6]. 
These core skills serve as the starting point to any project, but during this period the skills were still new to the student that needed developing, along with the skills within the production pipeline.

[bookmark: _Toc513220133]2nd Year
Similar to first year, this year also housed the opportunity for the student to carry on developing their skills and knowledge, within different sections of the production pipeline through different assignments. Along with developing their project management skills, the student would have a better understanding of time management to complete work and with a better understanding of their current abilities and possibilities of complete the project. This as any other form of skill would only develop through practice and iterations. By this point the student felt most confident and comfortable with working as a 3D artist within the production pipeline. This was definitive through their further work within other sections of the pipeline, similar to the year before with other projects working as concept artist, texturing artist and a new section static mesh animation, which is a 3D model that has no joints to animate but moving the single 3D assets itself [appendix 7, 8].
Another area that was experimented within was technical art through unreal engine 4, in the form of light composition within the given game level. This saw the beginning of a new found interest, within another field in the production pipeline [appendix 9]. Primarily this year’s purpose was to develop the student’s current skills to become better, but to still allow some area of experimenting to discover and work within new sections. Along with developing their project management skills and documenting. This year also found for this individual the new interest with the software unreal engine 4. 

[bookmark: _Toc513220134]3rd Year
This being the final year for the study, focused on taking the skills and knowledge from both previous years and applying them all onto a major project for their final year exhibit. Following on from previous years it would suggest that the student would continue working within the 3D art aspect of the production pipeline, yet was found in a situation in which their team already consisted of 3D artists and none with experience as a technical artist. With their short experience within the software unreal it was then decided that they would lead as the technical artist for this team. Their project management skills obviously would be effective here to plan a new game project within the time period, whilst a member of the team learning a new software in the process. 
The focus for this period was to conduct in-depth research into the software to gain a core understanding of the software application and how to work as a technical artist. With this change in field it had also changed how this individual wished to pursue after studies. Rather than focusing within 3D art they felt the need and wanting to become a technical artist. This factor had changed everything they had though up to this point, but ultimately changed for the better. 

[bookmark: _Toc513220135]Chapter 3 – Reflection of Showreel
The work presented in the given showreel was created by Ben Russell, with the purpose of demonstrating their capability within the given software of unreal engine. This showreels purpose is to be used as a form of demonstrating the students ability and quality of work to be part of their portfolio as a brief taster as to what the individual can achieve. The content that is being displayed is regarded as their best work over the academic course, specifically to their chosen area being technical artist. 
Reflecting over their time three years studying it shows that the student has changed their placement within the production pipeline from 3D artist to technical artist, this change has effected the showreel regarding the work to be presented due to the first two years of this students studies primarily worked the 3D artist. Therefore there is no content available from those years to include into the showreel itself. But the skills and understanding from those years have developed to ensure new content would be created in time for presenting. Therefore side projects were planned and managed from both personal interest into the topic and to produce quality of work for the showreel. 
The original concept for the showreel was to demonstrate both technical and 3D modelling abilities through a side project known as ‘Fixed Subway’ [appendix 10, 11]. But this idea was later discontinued as it was identified that the showreel itself would be very broad and without a clear focus as to what this individual wished to pursue. Therefore the showreel idea had changed, with the focus being entirely on technical art work. 
As with all project the ideas can develop and evolve into other forms, other projects developed during this period were also stopped for different reasons. Some being the final outcome of the initial idea did not meet the student’s expectations, or that they didn’t believe the final outcome resembled what would be their best work [appendix 12, 13]. 
The final major project that this student was working on was also not displayed within the showreel, this decision was made due to them wanting to represent work that only they created, to show only their own capabilities so that the viewer would not be distracted by other members work [appendix 14, 15, 16]. They also believed that the work itself did not resemble their best or proudest work, therefore did not display it.
Since the showreel now focuses solely on technical art. The student wanted to present different works within the software to demonstrate their diverse knowledge and skills in several areas. The work is broken down into three core section, that the student wished to focus on to primarily achieve a role within those areas as work. They are;
· Visual Scripting – (known as ‘Blueprinting’)
· Custom Materials/Shaders
· Particle Systems
Blueprinting is the software’s form of programming on a visual bases. As the course is design driven rather than programming, this form of visual scripting helps keep that designer aspect to their degree but also defines their skills as a designer [appendix 17]. Scripting itself is the form in which functionality and mechanics are created within the game. The mechanics and functions range from several possibilities, as shown in the showreel. They range from manipulating time, to portals to other environments. Or the snow building up overtime as the game progresses. This skill is core to any technical artist for working within gaming software, as it’s the core fundamental to give the game life.
Materials/Shaders are like paints that can be applied to an asset in game to control the visual look of a scene. They control and define the surface of which the assets is made from. For example with different materials an asset can look like metal, wood or even water, it also can make it appear smooth, rigid or liquid. These are apparent in the showreel through the weather systems, both as the snow building up and the rain path that shows areas of dry, wet and puddles. That particular material is known as a ‘Vertex Paint Material’, in which gives the controller the ability to paint certain sections of an asset with different textures in that material creating those different areas [appendix 18, 19]. Another materials shown in the showreel is the dissolve effect which demonstrates the ability for the user to control certain parameters through an instance to manipulate the asset in different ways [appendix 20]. As a designer and as a technical artist to create materials/shaders is needed as the skill shows understanding of visual application and shows the ability to manipulate a scene to meet the given needs. 
Lastly Particle Systems. These are similar to materials in the form that it can also control the visual look of a scene. They’re most known form are small, simple images or meshes that are shown or moved in large numbers through the system, each represent a small portion of the effect that when all together create the impression of an entity. These particles can be created in many forms as displayed in the showreel, such as GPU Sprites. These are an efficient form that allows for better rendering, which is ideal in games. This is shown in the showreel through the weather systems and also the ‘Flower Field’ [appendix 21, 22]. Another type of particle that was created by this student uses ‘Mesh Data’. This type of particle uses created assets known as static meshes instead of sprites, which are specific models to create a specific effect. This is done in the showreel through the flowers and the entire ‘Cartoon Cloud’ system [appendix 23]. 
This then covers the core areas used and demonstrated within the showreel to show diversity in work and also to show the students understanding of the process and sections within unreal, that way can be applied to different areas within the same software. The showreel itself gives introduction to the individual and also an outro detailing two online profiles for viewers to contact them after watching if interest persist. The length of the showreel was also considered to become around the two minute mark, in order to contain enough variation in content to show brief amounts of work, and not too long to not drag the video out. 
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The work presented within the showreel demonstrates what the student believes to be their best work over this academic period. But because the change in avenue regarding placement in the production pipeline this ultimately shows the students best and most current work being that of 2018. This then effects how the work is compared because there isn’t any comparison there, meaning this demonstrates the beginning point for this individuals work. But this doesn’t mean the work created thus far has not improved. It can be said that over this time their workflow and understanding of the process and the tools within the software have definitely improved. Their knowledge of the techniques and usages of specific tools has improved to create more efficient workflow along with able to complete the given task within less time, meaning quicker at producing work to the same quality standard. Future work will be conducted to further develop the given skill sets currently through the creation of side projects, being fully functional games to single pieces of work. These goals would serve as a guide for this individual to carry on pursuing this filed as a technical artist for the purpose of gaining a job or clients to create work. 
From this they have created an online profile to represent themselves and their work, known as ‘BRTechArt’. Their presence is currently available on ‘LinkedIn’ and ‘YouTube’, these sites would work in conjunction with one another to build up the student’s portfolio. 
LinkedIn would serve as the students profile for contact and to understand the person they are, through their information of skills, accomplishments, profile description and such [appendix 24]. This site would be where they would connect with potential employers or clients, with branching and networking out.
Their YouTube platform would serve to share video of their current projects and work to keep their viewers up to date on their situation and what they are currently doing, the videos presented would range from overviews of current projects or single pieces of work [appendix 25]. If enough presence wishes to understand how this could lead into creating tutorials of the work to share with others. Other videos would consist of being updates of specific projects with their current placement of work, or showing specific sections to captivate the viewers in order to maintain an audience through that means.
Both these sites would reference one another to ensure viewers and connection from both are aware and can easily locate all work related to this individual. Once a substantial amount of work has been created a personal professional website would be created containing all the needed information as provided from LinkedIn with also imagery and video of completed project and space for developing and future projects.
These would all serve the purpose to advertise the individual work as both a portfolio to demonstrate their capabilities and quality to use as a form of applying for jobs. But to also keep presence within the growing field to ensure that their profile is still in connection with the community and the industry.

[bookmark: _Toc513220137]Chapter 5 - Conclusion
This report has detailed the journey taken by this individual to determine their future goals and pursuits. It was identified within the last year the student had changed their area within the production pipeline that changed their direction for the future. The work presented within the showreel also shows the quality and work ethic of this individual spanning over the current year, truly showing their development over this short period. But allowing previous years and work not to go unused.
With every experience project over the course of this academic degree, demonstrates learning and development across all skills. Developing this individual to become a game designers, focused on created games through the means as a technical artist. With help for the future work and profiling to come, to be used as a platform of network and possible employment.
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