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Summary of Project
My project had the title of ‘How has Technological Advancements 
effected the usage of Pixel Art within Video Games.’

My dissertation covered the history of Pixel Art, analysing how it has 
evolved alongside technological advancements.

My practical was an asset pack created in a pixel art style. I made use 
of the research from my dissertation to inform the creation of the asset 
pack.



Aims and Objectives
The following are my aims and objectives for this project taken from my project proposal.

• The main aim of this study will be to critically analyse the effectiveness of pixel art as an 
artform to determine the best use cases of it and the limits of using it and to use this 
analysis to help inform the creation of an asset pack creation using the medium of pixel art.

• To achieve this aim, a few goals will be given to help reach the main aim of this study. 

• Firstly, early games will be analysed to determine why pixel art was such a prevalent art style 
that most would make use of.

• Secondly, modern games will be analysed to determine why they would make use of pixel 
art over other art styles. 

• Finally, to add more depth to the research beyond, general opinions on pixel art as an art 
style will be gathered from a wide variety of people.



Gantt Chart
Below is the gantt chart created for this project:



Research
Both sections of my research focused 
heavily on finding many different 
examples of pixel art within media. 
This means that my research pretty 
much entirely consists of video games 
that I’ve looked at and analysed for 
how they use pixel art. I have included 
some other references in my 
bibliography, such as films, books and 
websites, but the nature of my project 
meant that the bulk of my research 
was on existing video games.



Bibliography
Below is a zoomed-out section of my bibliography. This section is for 
video games, I also have sections for films, tv shows, websites and 
journals:



Dissertation - Plan
I started my dissertation by creating a bullet point plan of what I would 
cover.



Dissertation
My completed dissertation covered a brief history of games from the 
1950s to modern day. This history focused on pixel art games to 
answer the question I produced. I was also able to take techniques that 
some games used and apply them to my practical project.



Dissertation - Summarised
Half-way through writing my dissertation I began running out of ideas 
on what to include as I had given a brief history of games like I 
intended. To produce new ideas, I read through my dissertation and 
created a new list of bullet points to see where I was lacking.



Practical – Asset Pack
My practical for this project was an asset pack for a 2D pixel art style 
game.



Asset List
Below is the asset list created for this project. It does not cover all the 
assets created, however:



Unreal Engine Showcase



Before Last Presentation



After Last Presentation



Blueprints
I was able to make use of Unreal’s Blueprint system to create some 
basic gameplay for the project as well as moving and interactable 
elements such as the gems and the water.



Tile sets and Tile maps
Unreal has a dedicated tile set system that I made heavy use of in this 
project. You create a tile set and then apply that tile set to a tile map 
that gets placed into the world.



Sprites
Since I am working entirely with sprites for this project, I had to make 
use of Unreal’s sprite system. This would allow me to place them within 
the project as a flat plane.



Flipbook
The animated sprites make use of flipbooks that were then either 
placed into the world or used within blueprints.



Particle System
For this project I made use of Unreal’s built in particle system to create 
an effect for the double jump. This was my first time using this system.



Perspective
By making my project within Unreal Engine rather than a dedicated 2D 
engine, I was able to create a sense of perspective by layering objects 
in the 3D.



Sprite Reuse
I reused some sprites to create new unique ones. For example, all 
the gemstones share the same 7 sprites but are recoloured 
depending on the area they are found in.



Thanks for listening
Any questions?


	Slide 1: ‘How has Technological Advancements effected the usage of Pixel Art within Video Games’
	Slide 2: Summary of Project
	Slide 3: Aims and Objectives
	Slide 4: Gantt Chart
	Slide 5: Research
	Slide 6: Bibliography
	Slide 7: Dissertation - Plan
	Slide 8: Dissertation
	Slide 9: Dissertation - Summarised
	Slide 10: Practical – Asset Pack
	Slide 11: Asset List
	Slide 12: Unreal Engine Showcase
	Slide 13: Before Last Presentation
	Slide 14: After Last Presentation
	Slide 15: Blueprints
	Slide 16: Tile sets and Tile maps
	Slide 17: Sprites
	Slide 18: Flipbook
	Slide 19: Particle System
	Slide 20: Perspective
	Slide 21: Sprite Reuse
	Slide 22: Thanks for listening

