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This report is a critical review of the student’s time and work completed while enrolled on the BA(Hons) Creative Computer Games Design course.
This report critically and constructively analyses the work done by the student across all three years of the course. This is necessary because it is an important part of the learning process to be able to review and analyse one’s past work. Therefore, allowing the student to track their progress and learn from past errors and accomplishments.
The report also looks at the contents of the student’s end of year show reel. It discusses why the work displayed was chosen out of all the work completed over the duration of the course. It notes too, improvements that could be made in the future to the show reel and the work contained within.
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This report will set out to examine and analyse the work completed over the duration of the course and also will outline any lessons learned or observations made. 
It also will outline the reasons for choosing the work contained within the show reel and will try to explain why other works were not chosen instead.
This report will then evaluate the results of the prior analysis and discuss potential future avenues of study.
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The first year can be seen as an introduction to many of the elements and processes to be used throughout the rest of the course. The most important of these include; working as a part of a production pipeline, project planning and pre-production, game design principles and Game History, teamwork and communication skills and practical skills.
Working as a part of a production pipeline is an incredibly important skill for any game designer. This falls under both teamwork skills and practical skills. Being able to communicate effectively and efficiently with the rest of the production team, leads to a better and more friendly work environment. A basic understanding of what is required of the other members of the team in terms of technical knowledge will yield better and higher quality work. It also has the potential to cut out unnecessary wasting of time, considering that less time will be spent correcting or adjusting one’s work to suit other stages of the pipeline.
A broad introduction to the various schools of learning within game design itself was given in the first semester. This was done to find out what production roles best suited each student. The roles explored include; modelling, concept art, animation, engine, texturing and digital sculpting. Out of all the different roles, an aptitude and general interest in 3D modelling and digital sculpting was shown and this area was chosen for further study. This may have been as a result of previous experience and passion for technical drawing and 3D CAD (Computer Aided Design) programs such as Solidworks. This decision has more or less been stuck to, with texturing also being explored and learned later on in the course.
The first year marked the beginning of the first and second year major project, which, for better or worse, would prove to be the greatest learning experience of the entire course. The major project in the first year would present a chance to begin developing the technical skills required of a 3D artist, but also the planning and communication skills needed to be a part of a production team.
The game history module in the first year gave valuable insight into the history of video games. The knowledge acquired in this module helped lay the foundation of a lot of further work. For aspiring game designers, it is important to learn about where the medium comes from so that previous experiences, discoveries, innovations and mistakes can be learned from and built upon.
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The second year was when a significant amount of the practical skills and experience were acquired. More time was spent by in the classroom developing these skills. A deeper interest and growing appreciation for the work of a 3D artist was attained, and along with further research outside of class time, this resulted in a great deal of personal growth as a designer.
The second year lead to advancements surrounding knowledge of pre-production and planning techniques. This was mainly due to several large oversights in this area in both solo modules and team projects. The importance of time management techniques, like Gantt charts, was realised only after this aspect was massively overlooked on several occasions. However, these mistakes were learned from and the resulting techniques were utilized in future projects. 
Initial failure of the production practice 1 module, lead to an eventual and significant improvement in academic writing skills and a rise in motivation and self-confidence.
Production practice 2 also contributed to this growth. Allowing work to be done with new team mates than previous modules gave an opportunity to experience working with completely new skill sets and work practices. This module also brought with it new practical experience in motion capture, filming/recording principles and anatomical study.
The second year of major project work lead to a greater appreciation of good research practices and what it meant to design something original. This came after the first year when, on the major project, many of the group’s designs were considered to be derivative of other people’s ideas. The reason for this is that the subject matter (in this case the literary and film genre ‘Cyberpunk’) referred to in the designs was not fully researched. The designs only used others’ artistic interpretations of the theme at the surface/visual level. The team didn’t fully research the deep philosophical and sociological ideas presented by the genre, nor did they read or watch any of the most famous representations of it. (Blade Runner (Ridley Scott, 1982) or ‘Do Androids Dream of Electric Sheep’ (Philip K. Dick, 1968).)
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Semester 1 of the third year was an opportunity to demonstrate and apply the techniques learned over the previous two years.
The start of a new major project, a Virtual Reality game called ‘Scrap Town Showdown’, granted a place to display the gathered knowledge and experience of planning, pre-production and practical skills.
It was in the third year that the opportunity was presented to learn how to texture. The need for this arose for two main reasons; the first was that Team Long Beard did not, at the time, have someone with enough free time to texture the game’s characters and assets, the second reason was that as a character artist it is important to broaden and bolster one’s 3D modelling skills with something similar and complementary like texturing. 
The project itself was a success due to Team Long Beard’s collective experience in working as a part of a production team, but also in their ability to communicate and share knowledge with each other. A major point to mention, is that the clashing of ideas or personalities was no longer a major issue. Each team member had learned, in the past, to not only listen and consider other points of view, they had learned to trust in the power of experimentation and objectivity. Simply put, whenever a problem arose, the team would rely not in their own individual knowledge, but instead a plan would be put into place to test or experiment with the idea and find out which one was really the best course of action to take. This removed each team member’s personal feelings or opinions from the equation completely and meant that the best solution, for the game, could be arrived at much sooner.
The Dissertation module allowed for much personal growth as a designer. It provided a platform to develop and expand prior knowledge of basic design principles. The dissertation was a chance to use the skills learned over the previous two years in both research and academic writing to achieve a much higher level of understanding surrounding the chosen topic. It eventually proved to be a rewarding and beneficial undertaking once the right topic was found. 
The second semester saw team Long Beard preparing for their final major project submissions and the University’s 2018 ‘End of Year’ exhibition. At the time this report was written, the exhibition itself had not come to pass. Though the preparation for it provided valuable experience in budgeting and finance. It also made Team Long Beard, consider how to best represent and market their project to the outside world. This was something not previously considered but the strength of the original game design and the game’s visual style lent themselves well to promotional materials.
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The final accumulation of the best work completed during the course is show reel.
A ‘show reel’ or ‘demo reel’, as is sometimes called, is a short video containing examples of a designer’s best work. Whether it’s character modelling, concept art or visual scripting, a show reel allows an artist to show their work to peers and potential employers in a simple and concise way.
It is in an artist’s best interest to make their show reel as easy to watch and find as possible. It should contain their best work, displayed as neatly and clearly as possible. It also must contain the artist’s personal information and contact details, otherwise they may lose out on valuable job opportunities.
In the show reel is a collection of the best examples of work completed over the duration of the course. The items of work shown are all from the game ‘Scrap Town Showdown’. The third-year major project created by Team Long Beard. This particular selection of work was chosen because it represents both 3D modelling ability and ability as a texture artist.
The work contained within includes; the base model of the enemy robot in ‘Scrap Town Showdown’ along with its four different variants, the player pistol and player shotgun weapons. Displayed alongside them is their polycounts and the programs they were created in. These two elements are important pieces of information. An asset’s polycount will have a direct impact on the ability of the game engine to render the assets in real-time. Too many polygons or tris, and the engine may not be able to handle it. The programs that were used to create the assets should be displayed so that anyone watching can gauge the artist’s ability with that program. 
The beginning and end of the show reel are also very important. The artist’s name and contact details should be clearly displayed along with any social media handles through which they can be contacted or followed. An online presence is incredibly important for any digital artist. Social media can act as a second portfolio and in some cases, can even be used to gain insight into a potential recruit’s personality and employability. LinkedIn, Twitter and Art Station are examples of the most useful sites for today’s digital artist to showcase their work and to connect with would-be employers.
Other assets that were considered for inclusion in the show reel include various personal projects and some work from previous years. Personal projects that were originally planned for inclusion like; a simple anatomical, retopologised sculpt of a human male and several cars created using blueprints sourced online and then modelled using NURBs curves and surface modelling in Maya 2018. These projects were omitted because none of them were on track to being completed to a high enough standard before the deadline arrived. The vehicles, in particular, proved to be a much larger undertaking than was originally thought and although a NURBs surface shell was achieved the conversion to a polygon mesh and the subsequent creation and addition of the necessary detail could not be completed on time. 
Work from other years on the course that almost made the cut include; the samurai created for Production Practice 2 in the second year. Although this model, at the time of creation, demonstrated increased knowledge of anatomy and digital sculpting, it unfortunately was not of a high enough quality to include in the show reel.
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The show reel, although demonstrating some of the skills required as a 3D artist, doesn’t show enough. Although the work shown is of a high quality relative to previous work, it doesn’t quite capture the full potential possible. There are a few areas that could be improved upon that weren’t displayed in the show reel. These include showing the UV maps and wire-frames of the assets. Knowledge of proper UV layout is important for a modeller as it allows them to better fit into an established pipeline at a production company, it can also have the added effect of helping to increase a games performance. Knowledge of topology is another very important skill that needs to be demonstrated. Good topology helps with lighting to render correctly. Both areas are important to texture artists. Good UV layouts make the texturing process more efficient and good topology helps textures to be displayed correctly without causing any unwanted artefacts.
Overall there is much that could be improved upon when it comes to creating a show reel. But the most important thing is making sure that it is kept up to date and constantly improved upon.
The skills learned in creating a show reel will always be useful to any digital artist.
Future work upon graduating the course will include finishing the vehicle models previously mentioned. Vehicle modelling is a fascinating and rewarding avenue of study. It requires a solid understanding of how lighting engines work, especially for realistic looking results, and a good deal of experience in the field of hard surface modelling. This knowledge does not come easy however, so it perhaps might be wise to start with smaller hard surface models to get a stronger grasp of each stage of the required workflow before a full sized realistic vehicle is attempted in the future.
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This report has looked at the work completed over the duration of the course and the many lessons learned. It also looks at the final show reel, its contents and why they were chosen over the other pieces available.
A lot has been learned about being a member of a functioning production pipeline, along with many useful technical and artistic skills that will be useful well into the future. An immense amount of personal growth can be charted across the many successes and failures described in this report and the course can be seen to have been a valuable learning experience.
The show reel, although demonstrating some of the necessary features, still needs much improvement. It must also be noted however, that a show reel should be considered an ever-evolving representation of an artist’s ability and therefore should be constantly changing and improving.
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