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Introduction
Our project is a survival horror game called Clockwork; 
I primarily worked on concept art and planning.

[bookmark: _mudj54ev9bm4]Research Evaluation
I tried to fit in some research for every aspect of what I was doing; so, I was able to improve upon what I already know, and learn new things, meaning I could make my work better. I didn’t limit myself to just researching before I tried to do something, I tried to include research during every step of my work to ensure I was constantly improving and working on what I know.
[bookmark: _liixp6pibemz][bookmark: _il0ayxz7q70x][bookmark: _ts8k735uijcp]Contextual Research
We had a few prominent sources of inspiration within our work; primarily from film and television. As the game itself is supposed to be Steampunk/Victorian Era themed- we found a few really good sources of inspiration; one being an episode of Doctor Who called ‘The Girl in the Fireplace’, where there are ‘Clockwork Killers’.  
[bookmark: _odo1f3iqgv1g]Game Research
Our main game inspiration was Dead by Daylight. While the game has a different theme to what we’re going for (as it is multiple different types of characters from horror films together), it had similar mechanics; fixing an object to exit the room and escaping killers. In dead by daylight, you must fix generators; in our game, you must fix the clockwork dolls. 
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Research Conclusion
I’d say overall, my research was successful. I got to expand my knowledge on level design and improve my concept art techniques. However, I do feel I could have done a lot more research on modelling within Maya, as I took very little part in that. I think in the future I’d like to take more time to research the engines and learn to model so I can help more with that.

Development of Techniques & Skills
One of the most helpful videos I found during my research was called ‘So You Wanna Make Games?? | Episode 2: Concept Art’, on the YouTube channel ‘Riot Games’. I wanted tips on how to create effective and useful concept art for the game; and I found that the video gave some useful and insightful tips on how to do this. One of the most useful tips from the video that the concept art didn’t have to be a perfected finished image that was in full colour; concept art is used to visually solve problems when designing the game. I hadn’t previously thought of it this way- but when I did, I found it more useful to create multiple quick sketches of furniture/characters within the game, rather than spend hours creating finished illustrations. Creating quick sketches of items people wanted to see would fit in with the theme was an invaluable skill within the production process.

[bookmark: _wwajqg9de87s]Overall Quality of Work Produced
[bookmark: _srhothdwpsqg]I feel I could have put more into the modelling of the game, but I’m excited to try and learn more on the next project. In the future, I think more research could be done into Unreal, as I feel as a group, we were a bit lost on how to use it, which is why none of us are particularly happy with the outcome.

[bookmark: _u6rnghyls7o5]Relevance to the brief
Personally, I feel the project stays relatively close to the brief. We made the prototype for a survival horror game; my only comment would be we may have gone overboard on level design.
[bookmark: _tpdr6r39n3mj]Contribution within a group (group projects)
The team primarily worked together in class, however we did talk about it outside of class to be sure everyone was on the same page. It was quite difficult, especially as I joined the group quite late, however once Maddie and Beth had given me a rundown on the games premise and where we were at in terms of planning, it was easy for me to find a way to help the team to make the game.
[bookmark: _nzthr67gr4s][bookmark: _8nctpnx098jo][bookmark: _sklgfni6kjsq]Time Management
Time management was something I could have improved on personally, and within the groups. Time management presented one of the biggest issues, as we spent so much time planning that we had very little time to teach ourselves the engine. I didn’t really make a plan as to how I’d do things, and the group didn’t have a plan either, we simply 
Development Conclusion
The development process is where I feel we all worked our best; both as a group and individually. We all communicated what we wanted, and we worked together to form a plan we all could work with. Whenever we ran into issues, we were all able to easily solve them.
[bookmark: _y1usi3qivpws]Analysis
[bookmark: _6oxtk56zhf10]Contextualising your work within a wider theoretical practice

[bookmark: _jv0a6bu97x5t]Critique of the work you have produced
Overall, I’m satisfied with the work I produced alone. I think the concept art I made helped with the making of the game, and I’m happy I was able to use skills I already have and develop new skills to do this. As a group, we encountered a lot of issues we had to work together to solve. The biggest issue, in my opinion, was time management. We spent a lot more time planning the game than making the prototype; meaning our prototype wasn’t up to the standard we wanted it to be. That’s something I’d need to consider more during the next project, as it’s an incredibly important aspect. Another way we could have solved this issue could have been making the game as we planned it; however, our knowledge on the engine was very limited, and we all struggled to get to grips with using it. However, I’m still happy with our outcome, even if it wasn’t up to all our standards. We tried our best with what we knew, and tried to teach ourselves what we didn’t know, which I think was the most important part of this project.
[bookmark: _yud755ymcmc]Critique of your own practice (and action taken)
I feel my work could have been improved, however, it’s an improvement on the work I was doing before this project. I took the opportunity to research concept art and investigate how different forms of media utilise concept art, and I found some techniques I’ll use on future projects. I think the use of concept art was a success throughout the project. 
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