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Logo Research
[image: A logo with a black background

Description automatically generated]One of my favorite inspirations is from Neversoft studios logo, which I based the name of my brand from. I felt like this set the theme for my brand and the similar direction I wanted to take my brand idea. [1]

Below are a few examples of both video game studios and video game logos that directly inspired my logo designs and inspirations.
[image: A black and white logo

Description automatically generated][image: Home - Epic Games][image: Resident Evil Logo][image: Gears of War logo][image: undefined]
[image: ]
Here is an example of iconography from the video game Diablo 4. This logo represents the necromancer class, I felt that it fit into a similar style and theme of my brand ‘Necrosoft Studios’. [7][6]
[5]
[4]
[3]
[2]


[image: CDN media]


Further examples of skull iconography in video games created by Ceemdee [9].





[image: A black and white logo with a skull
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Description automatically generated]Below are some further examples of logos and designs from outside the gaming industry that gave me direct inspiration for my designs. 

 





[11]
[8]




Design process version 1
	[image: ]
	[image: A skull with flames coming out of it
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	First sketch design I felt needed to related to the name of my brand and theme necrosoft studios so I felt that it was important to include iconography from that type of fantasy genre 
	Then digitally painting my sketch, I first wanted to go with only dark themes and no colour.

	[image: ]
	[image: A skull with smoke and flames
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	I then explored different effects to the layers to achieve a different style of art 
	Trying then to use more eye-catching colours.  

	[image: A skull on a cloud
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	[image: A skull in a cloud with green smoke
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	Next I wanted to change the shape to be able to fit text into the logo
	Exploring more colour theory with the logo, tried adding in more colour to make it a more eye catching 


	[image: A skull on a cloud
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	[image: A skull in the clouds

Description automatically generated]

	Reduced the amount of contrast in the bright green 
	Added in text to the logo whilst matching a similar colour combination

	[image: A skull in the clouds
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	[image: A skull in the clouds

Description automatically generated]

	To add to the style I used a thick bold outline to the design to make it pop more
	Adding in some additional effects with some outer glow 











Outcome of the design 1 
[image: A skull in the clouds

Description automatically generated]

I really liked the overall design. I felt it expressed the right meaning behind the brand and name for Necrosoft Studios , but I could see it ‘s flaws in being a recognizable logo. It did come across maybe a bit to vibrant and the overall shape felt more like a banner or a graphic than a logo design for my brand.  
Design Process Version 2 
	[image: A drawing of a skull and text
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	[image: A black and white drawing of a skull with horns
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	First sketch and design of 2nd logo 
	Changing some details whilst painting it digitally and adding more shape to the design 

	[image: A grey circle with a skull and horns
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	[image: A red skull with horns and text
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	Added in some text to my design 
	I then started exploring colour theory for my logo. 

	[image: A red skull with horns and text
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	Then working on matching my colour combinations to get the right visual effect.
	



Design Iterations Version 2 
	[image: A red skull with horns and text
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	[image: A red and black logo with a skull and horns
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	Plain background but with bold font 
	Added in smoke and more value to parts of the design 

	[image: A logo with a skull and horns
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	[image: A logo with a skull and horns
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	Using different colour theme to original design and switching the back to a more subtle cracked effect 
	Using a different neutral colour scheme. 

	[image: A logo with a skull and horns
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	[image: A logo with a skull and horns
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	Trying out a more vibrant colour
	Another example using a different colour and mixture of tones 


[image: A red and black logo with a skull and horns

Description automatically generated]Final Design choice 

I decided to go with this as my final choice, the initial design colour scheme worked more for me as a standout logo design with the geometric shape of the design itself. I also included parts of other design iterations such as the cracked background and added in highlighted text that match with the runes I added to the design. (Note – Rune symbols translate to N & S) I felt that this design would also work well on most 3D models being a good geometric shape for most models. 
Additional designs 
Some further designs that I created that I really liked the design but felt didn’t fit the logo design criteria. 	
	[image: A cartoon skull with a logo
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	[image: A black sign with green text
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	Using a more cartoonish style for a logo, I really liked the design of this but just felt it was transparent enough at the purpose of the logo 
	A more subtle design with a mixture of bright colours and dark contrasts. The design unfortunately felt too weak 

	[image: ]
	[image: A skull in a circle
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	A different design variation with a cartoonish style with a sci-fi theme 
	A realism variation of a design, with a gothic theme 




[image: A sign in a grassy area

Description automatically generated][image: A grey stone wall with black border

Description automatically generated][image: A group of wooden pieces

Description automatically generated with medium confidence][image: A castle in the snow

Description automatically generated]Examples of Fortnite style textures and models 
[10]


Wall model 
	[image: A grey and blue grid with squares

Description automatically generated with medium confidence]

	The wall model made in maya, trying to use a similar artistic style to Fortnite with exaggerated shapes [10] 

	[image: A screenshot of a computer screen
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	Then made appropriate cuts for the UV map, I did this for all three of the models that I made. I wanted to get the best UV map I could so that I could achieve a good standard of textures to the model 

	[image: A screenshot of a computer
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	Once the model was complete, I baked the mesh in substance painter ready for its textures




	[image: A stone wall with a red skull and a red logo
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	I started to texture the wall with a stylized rock texture from substance painter, then I added my logo design with a graffiti effect to the logo adding it spray marks and drips from the paint to give a different iteration of the design style 

	[image: A grey brick wall with a red skull and a red logo

Description automatically generated]

	Then I added in the grooves to the bricks to give the model more height using a normal overlay to the layer 

	[image: ]

	Finally, I added some moss and dirt to the wall to get the weathered effect that I desired. 



Flag model 
	[image: A grid of a flag

Description automatically generated with medium confidence]
	[image: A white sign with sharp edges
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	[image: A black flag on a pole

Description automatically generated]

	I decided to go with a medieval theme using military/noble flag banners 
	I then moved the model to substance painter where I baked the model and started to choose appropriate textures to fit the style 
	Adding in texture by using a cloth texture for the flag itself adding dirt and a worn look 



	[image: A black flag with a red skull on it
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	[image: A sign in a field
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	Adding in my logo to the model 
	Finished model in substance painter 


Sign Model 

	[image: A wireframe of a sign
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	[image: A white sign on a black background
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	Using a similar theme to Fortnite I wanted to try using a stylized shape for the signpost model 
	Once the model was complete moving it into substance painter to bake the mesh and start texturing 

	[image: A wooden sign with a skull on it
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	[image: A wooden sign with a red skull on it
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	Using a similar stylized wood texture and metal effect from Fortnite. Adding in some ware and tare and dirt to give it a more stylized look
	Finished model in substance painter rendered 




Set Dressing Flag banner model
[image: A stone building with flags
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[image: A video game screen capture
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Above shows the flag banner model with my logo design, I felt it looked appropriate being on a castle to fit the scene, I did both a day and night screen capture. I wanted to include a night shot to see how adding more atmosphere to it would affect the overall outcome of the model’s environment.
Signpost Model
[image: A wooden sign in front of a building
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Wall Model
[image: A stone wall with a red skull and a red circle with a red circle on it
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[image: A screenshot of a video game

Description automatically generated]All models in Unreal Engine 5 before set dressing 
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