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ABSTRACT
This academic report convey a critical discussion regarding the professional trajectory and final work pieces –comprehended into a video show reel presentation- for the concerning student Alexandra Lucia Pinto Cabrera.  The document shall represent the progression obtained by the same student through the last past three academic years in which it was part of the degree course BA Creative Computer Games Design, and a discussion conveying the different aspects in which the student have evolved and achieved a higher professional standard.
For a better comprehension of the same, this document has been divided into two main chapters that will cover the matter of the professional trajectory and the final resulted art pieces that appear through the show reel presented under the same module Critical Review (M6X02045). 

First of all, this document shall start with an introduction regarding the original artistic capabilities state in which the student entered the programme, in order to present the base level in which all the abilities have grown.
Continuing during the same first chapter this document shall explain in detail how the student have progressed and estate which features learned have been of importance for this evolution to happen. Finalizing this same chapter the author shall conveyed a discussion concerning the actual capabilities in use by the end of the programme, as well as certain aspects that can be improved over time.
	Consequentially, the second chapter shall convey the discussion concerning only the video show reel; analysing the chosen pieces that appear within it, their usability in order to represent the author’s best work so far, the theme and how it does express the author’s art style and how it all works in order to embody the effort reaching a professional standard. 
This shall be documented in this order for a better understanding of the final results provided by the concerned student after the academic programme. It does symbolise as well the actual capabilities explained in the section above now in a physical approach.
	Finally, a third section of this document will be focused in the necessary approach for future work and how the student shall continue exploring different aspects of video game developing processes in order to carry on its professional career.
	This document shall be finished by a section utilized for references and bibliography in order to provide all the information in which the student’s work - through the creation of the show reel- has been based. All the references that appear in the concerned section shall be interpreted as simple tutorial tools that the student has researched, not as new terminology or techniques that were not comprehended before and need a definition.
In this same section the music acquired for the show reel shall be stated in terms of origin and its usage.
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INTRODUCTION
The following document will cover a critical discussion concerning the personal showreel developed under the established criteria for the module Critical Review (M6X02045) and the actual student professional trajectory through the past three academic years, as part of the Level 6 modules assignments from the BA Creative Computer Games Design. 
This showreel will cover a demonstration of the professional trajectory and best pieces of work of the concerned student Alexandra Lucia Pinto Cabrera, consequentially constructing this report in order to cover the quality and adequate material represented in it, as well as their appropriateness for representing the student professional profile.



CHAPTER 1: PROFESSIONAL TRAJECTORY DISCUSSION
During this section this document shall convey a quick discussion regarding the student’s progression in terms of competences during its time joining in the concerned academic course.

BACKGROUND FROM PREVIOUS YEARS – ORIGINAL STATE
	As the concerned student entered the academic programme BA Creative Computer Games Design coming from an artistic academic background, it is necessary to mention the original level of knowledge that was at the time in order to comprehend better the progression acquired over the past 3 academic years.
To begin with, it has to be stated the actual artistic background of the student; a 2 years college level of artistic studies, focused in traditional art. For this same reason, the student had knowledge in anatomy, sketching, different art techniques, sculpting and photography, while it was lacking a background in digital practices experience, having only a final year with 3D concerning digital studies using Blender and Photoshop. 
Another aspect that mattered at the beginning of the same academic university course was the missing of knowledge in terms of video games history and development processes due to the absence of related courses and material about the same matter in the country of origin. 

ABILITIES ACQUIRED OVER THE 3 YEARS OF ACADEMIC BACKGROUND
Experimenting with diverse development tasks was one of the steps that the student undertook in order to understand the making of games, the regulations and necessities that these different pipelines require and how to improve into a more professional level. 
Tutorials during the first year provided the student with a good basic level of knowledge into specific pipelines, such as modelling, animating, sculpting, texturing and engine technical regulations. These providing a good time for learning certain software that were not accessible before for the student – such as Maya, ZBrush, Unreal Engine, Unity Engine, Substance Painter, Adobe Premiere and OBS-. 
On another hand, the lectures covering video games industry history resulted a great help for achieving a basic level of knowledge for the student to understand better the evolution of the same and the advance through technology that has been done. This is considered an important step that the student undertook due to the importance of the same subject in the concerned career and for the knowledge of the technology limitations at the time. 
Concept art could be comprehended as the reflection of the application of the traditional art knowledge into the course capabilities and requirements. Constant feedback from lecturers helped improve in art choices, anatomy affairs and comprehension of concept art applied to 3D aspects, providing the student a new vision of the usability of the same conceptual art pieces. A constant research into existing concept art pieces from different backgrounds also helped the student realize better ways of showing the art through different positions, compositions, etc.
 At the same time, the continual usage of digital art software and 3D software provided time enough for the student to improve in painting techniques, proportions and understand better different ways of creating conceptual art pieces while considering their later creation in 3D.  In this way the concerned student not only has progressed in the creation of art and design of different assets and characters, but it has also reached a better understanding of a professional looking piece and what it requires in order to reach the same level.
	A very important aspect in which the student has been able to grow is the creation of 2D/3D textures for their viability within game experiences. The continuous work load driven by the concerned student into this has provided it a better understanding of its making, its improvement and the different methods for representing materials and textures from real life or cartoony worlds into new art creations. Through the past three academic years the student has been able to experiment enough with the concerned software and different approaches and considers this one of the most important aspects in which it has grown.

ACTUAL CAPABILITIES 
	Continuing the aspect of the level acquired after the past three academic years in the concerned degree, the show reel expressed for this same assignment can be understood as a reflection of the same creative capabilities. 
First, after developing a better comprehension of the usability of conceptual art for video games and the necessary features that need to be considered for the creation of possible game assets, the concerned student has come to produce concept art that is adequate for referencing during modelling processes due to its correct anatomy and comprehension of possible movements. Even though the actual concepts produced by the same have been proved to be working without a problem in 3D, the author comprehends that there is still room for a better output and more research for further work and more complex possible pieces. For this same reason, the actual capability of the author in terms of conceptual art production can be understood as an ever-growing wave that reach further with experience and research over time, never to be considered good enough.
By all means, the learning processes of modelling, sculpting and animating in which the concerned student has been part of during these past three years have made this possible. The continuation of experimental sessions with the same work pipelines during hours outside academic periods helped the author reach the necessary comprehension to achieve the actual level or work production in concept art.
On the other hand, another work pipeline aspect in which the concerned student has evolved and reached a better level has been the production of textures for 3D and 2D assets.  While the production of 2D textures for HUD and Icons is extremely connected to the develop of 2D art in other areas such Conceptual Art, the production of 3D textures achieved shows the comprehension of different aspects essentials to the texturing process. 
The final textures produced by the student for Major Project can be seen as an example of the same; the concerned student proves with them a good understanding of the usability of texture maps, concerning software such as Photoshop and Substance Painter and their impact in the final resulting model in game. The student has been able to develop a personal art style during the production of the same, simultaneously researching and experimenting with hand painting and stylized techniques for 3D texturing. 



CHAPTER 2: SHOWREEL ANALYSIS
During this section this report shall consider the work presented during the show reel video and its value as a representation of the concerned student’s capabilities and preferred techniques.

CHOSEN PIECES – HOW DO THEY REPRESENT THE STUDENT ACTUAL LEVEL OF WORK
	The actual work presented through the media can be understood as a collection of diverse conceptual art pieces that represent best the author’s art style and usual work for video game designs under a cartoony aesthetic.
This has been developed this way for starring a sole style in which the student has been focused during the academic period of the course and for not mixing different styles that may halt the flow and feel of the video piece.
The pieces present various conceptual ideas for characters, mobs, environmental assets, weapons and locations, covering a wide range of possible items presentable in games. They all represent the actual level of design and detail that the student can offer for a cartoony game considering the rest of the development team pipelines and the necessary features that won’t affect their viability and usability in game (complexity in design, polygons, possible animations, etc.).
Some of these chosen pieces have been produced as well as external personal projects that shows the interest of the student in developing video games that suite this type of aesthetic and in its possible design ideas. 

QUALITIES & FEATURES – WHAT DO THEY HAVE TO MAKE THEM BE THE BEST SO FAR
In order to comprehend their importance, it is necessary to analyse the different aspects that makes them be of interest of study as the student actual level.
In view of their creative process; most of these pieces have been measured entirely by the concerned student, not being related to any other student fondness. This means that each piece of this show reel was designed from head to toe by the author, and they signify original ideas contributed for several projects. 
In terms of techniques, several of these pieces have been produced by utilizing different digital art techniques that imitate traditional art. An example of these are the pieces Hostelry -digital watercolours and ink- and Thief -digital acrylics and ink-, in which these procedures have been utilised as best as possible for achieving a rich vibrant fantasy colouring and prove the author capability of attaining this cartoony and lively style by different approaches. This also demonstrate the author wish to investigate different techniques and possible methodologies in future works.
Moreover, most of these pieces have been produced in the latest months of the academic period during the senior year, demonstrating the final results of the author´s art evolution through the years. These art works could be understood as the culmination of the past three years of research and their nature as the best so far in the author´s professional career.

THEME & AESTHETIC – HOW THIS SHOWREEL REPRESENT THE ARTIST
	The overall aesthetic chosen by the artist for this media has been produced in order to fit the cartoony fantasy style of the art pieces. The fantasy theme expressed in background images and music have been considered a feature for improving the feeling of the type of game in which these pieces could be presented.
On the other hand, the same theme and aesthetic represents the actual student preferable field of work in terms of game genre and settings. It fits the type of conceptual work that the student enjoys and would like to develop in further projects and possible working experiences. This media could be understood as a fantasy cartoony thematic video that only cover the student experience in the same field for possible job opportunities in the equivalent field.

MUSIC CHOICES – DOES IT FIT THE THEME AND PROFESSIONAL PROFILE EXPECTED?
	In terms of melody, the theme applied to the video has been chosen based on a research for fantasy setting music. It is a royalty free music theme of 2:00 minutes long called Wood Elves, downloaded from Purple Planet Sound Cloud, which presents a soft melody with nature sounds and a depth long drum base. 
The chosen melody seeks to fit the cartoony fantasy setting of this video, enhancing the possible feeling of game experiences in which they could be represented. It also adapt to the inspiring and artistic setting in which this video has been produced, avoiding loud noises that may interfere with the appreciation of the art work from the audience. Finally, its rhythmic pace creates the perfect tempo in which the art pieces can appear following the same time duration for their correct appreciation –each piece covering 10 seconds-.
References and source for this music file can be found in the Bibliography section by the end of this document.
TECH INFORMATION – HOW SHOWING PROGRAMMES & ROLES CONTRIBUTES 
	This video show reel has represented as well the programmes, software, utilized for the completion of these art pieces in order to present a professional profile.
To begin with, all the presented pieces have been produced working with Clip Studio Paint – an advanced tool known worldwide and used in different industries such as Video games, comic and Illustration-, this fact backing up the ability of the user to create pieces within this tool and take it to a professional level. Tweaks about lighting, colour wheels adjustments and grey scale layers were produced in Photoshop during the cleaning stage and it also provides evidence of the user knowledge about the same software.
The presentation of these programmes contributes for an easy comprehension of the possible techniques utilized since various tools and brushes may differ from software to software, as well as establishing the author’s capabilities of working with industry standard tools.

SIGNATURE & ARTIST PROFILE – CREATING THE RECOGNITION
	For the show reel it was necessary to clean and establish the recognition of the artist through the use of the author’s signature or logo. This has been produced this way due to its usability on the internet as well, since all these art pieces have also been shared through digital media in this method and a part of the audience may recognized quicker the false name of the concerned student.

CONCLUSION
	This document have conceived a critical analysis of the concerned student professional trajectory through the past 3 years of academic background as part of the degree BA Creative Computer Games Design, as well as the showreel resulted from this improvement in its artistic techniques.
This document serves academic purposes only and seek a better comprehension of the student professional trajectory progress over the concerned degree academic period and the final results given by the end of the same. More in depth analysis for this matter would be produced if given more available space in this academic report.


FURTHER WORK – CONTINUING THE TRAJECTORY
	As the artist trajectory is an ever growing career in which the artist needs to renew its knowledge and continue pursuing a better quality and style that suits its work, the concerned student shall take different approaches into consideration and keep growing for a professional profile.
This means that the concerned student shall continue developing artworks that may expand the range of styles and possible techniques that have been utilised so far. Learning new tools and techniques that appear in the market is a necessary aspect for this development in the professional field of concept art, as well as is an opportunity for the artist to discover new techniques that adequate to their liking and style work pipeline.
There will always be a need for improvement in digital art techniques as the artist is fairly new to its practise and its continuously going to be an ever growing feature of its career as an artist. An example would be a notorious need for improvement in lighting and shadowing techniques that hasn’t been fully understood and put into practise over these past three academic years, as well as a correct use of proportion and possible different perspectives that could help represent the work in an enriched way. 
[bookmark: _GoBack]Another notorious characteristic is the simple forms and details applied to all these pieces, as they have been result of a short developing time and modelling constrictions. For the future it would be a great help to experiment with more detailed assets and characters, as well as participate in the modelling and sculpting of the same for understanding better the limitations of the possible models.
This is an aspect that shall be carried as the artist continue pursuing the professional level desired; by this it means that the artist will keep growing all its artistic life time, not in a specific time period, as it is a continuing wave of discovering and improving. Experience is always required for growing, and job opportunities and personal projects shall help the artist keep growing towards a higher level.
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