TASK C:
RESEARCH:
[bookmark: _Int_NlpCmfGx]The logo I will be making is for my hypothetical game concept, ‘Pooch Party Online’, which I have covered previously in my Game Design Document. The concept of the game is cute and chaotic, aimed at kids, teens and young adults that enjoy party games and playing online with friends. [image: ][1][image: ][2]
[image: ][3][image: ][4]
Since ‘Pooch Party Online’ is a chaotic and busy game with fast pacing, I wanted to look at a very similar concept with the game ‘Overcooked 2’ [1]. The Overcooked series promotes the same unique selling points as my concept, boasting a fun experience with friends and requiring quick-thinking skills and mechanics. The logo represents the game in the sense that it captures the mayhem and panic players may feel in the game. The logo has uneven, bold lettering with many references to the game tucked behind the letters. There is no spacing between the letters as they are squished together tightly. This gives the feeling that there is limited time to be worked with, as a more relaxed game would allow the characters to breathe more.
Kirby’s Epic Yarn has a more rounded appearance. There are no sharp edges and the letters do not overlap. Some of the letters also have a yarn texture, which associates it with the relaxing hobbies that yarn is used in, such as knitting and crocheting. Juxtaposed with the first game, ‘Overcooked’, this one seems to have a much more laid-back feel to it. The patch in the background frames the logo nicely, giving it a bolder and more even composition, and the knitted border gives it an organic, handcrafted look.
[bookmark: _Int_vMrknK3i]The ‘Slime Rancher’ logo is different from the other two examples, as it’s very loose and appears more freehand rather than using a standard typeface. We can see that as the letter ‘e’ is written differently in both words, despite it being the same font. It matches ‘Overcooked’s logo with its messy appearance, but it is still uniform in colour. The font resembles a thick jelly-like liquid in a bright pink colour. This style is very cartoonish and fun, which gives the player that expectation.
For my colour scheme, I have always envisioned something that is bright and saturated, much like the artwork featured in the 2D rhythm game, ‘Muse Dash’ [4]. The style of this game is cute and cartoonish, featuring very bright visuals which immerse you into the fast-paced upbeat music of the game. They are bold and sharp, featuring heavy shapes and creative patterns. Although crowded, the contrasting colours make it readable, and this style works very well for the type of music you can expect in the game.
All these fonts are presented in ways that match the style of their game, even managing to capture the pacing and gives you a feel for how the game will play. Even without playing them, you can assume what they are about. These fonts are all sans serif fonts, which helps them feel more casual and fun. 
DESIGNING:
Before I started designing my logo, I made the background grey so I could see the colours on a more neutral background. I created a few quick variations below numbered 1 – 5 using the program ‘Clip Studio Paint’. I wanted to use primarily yellow and blue also, as these are the colours visible to dogs.
1->[image: ]2->[image: ]
3->[image: ]
4->[image: ]5->[image: ]
REVIEWING MY ROUGH DESIGNS:
Making these draft logos allowed me to experiment with techniques and come up with ideas, which later I can merge to make my final design.
1. The first logo here was on the right track. I had bold text with a paw-print in the background. I knew I wanted to incorporate a paw-print or a bone somewhere in my design. The paint splatters on the white shape in the background gives a messy and chaotic vibe, however I think this failed in practice as it is too busy, making the text almost unreadable as your eyes struggle to find a point to focus on.
2. Being mindful of my mistakes with the first one, the second design came out a lot cleaner. There is a sense of colour at the top with the paw-prints, and the blue background nicely frames the logo, giving it an even composition. The paw-prints are all different shades of blue and yellow, which show diversity and suggest there are many different dog breeds to play as. It is less straining on the eyes, and your gaze is instantly drawn to the bold logo in the middle, which is highlighted to look even bolder by the white outline. There is a nice texture over the image, and it captures the hand-drawn look. Where this logo falls flat however, is the theme. It is not entirely obvious at first glance what this game may be about, as there are no pointers besides the paw-print decoration at the top. 
3. With this logo, I incorporated the shape of a bone to give it a defining silhouette. Using negative space, I erased part of the top to create a dog’s mouth. This small change makes it a lot more obvious what my game may be about. I didn’t like how the text almost seemed to fade into the bone, which is where I turned my attention more to the typography.
4. The lettering in this was inspired by ‘Overcooked’s logo. [1] I wanted to experiment with the typography a bit, so I put the letters at differing heights and messed around with the shading and textures. There is a sharp light coming from underneath and behind, and a wavy shadow. This logo was readable but plain.
5. This logo was my favourite of all of them, as I merged all the ideas together. There is a clear idea of the theme as there is a dog at the top and the letters of ‘pooch’ resemble dog fur. The tennis ball at the top shows some action whilst also framing the logo and giving it more of an even composition. The letters overlap but it doesn’t look too crowded. The word ‘party’ is bright and colourful, and I made them into balloons to match the theme.


FINAL DESIGN:
[image: ]
I went with my final design, tweaking it slightly to improve it. I decided to keep it simple, with bright, bold letters. I changed the ‘party’ to one uniform blue colour, adding the yellow back in in the background as it is a lighter colour, and I didn’t want to draw attention away from the foreground. I made the ‘pooch’ font the same colour too, as the previous version looked too messy and unreadable. It still captures the variety as the word has the different patterns and coloured spots.

TASK D:
Fortnite uses little curves in its architecture. Many models are wonky with rounded corners, but they still appear blocky.
[image: ][5][image: ][6]
For my models, I wanted to create a run-down wooden billboard in the middle of the countryside. Fortnite has a variety of different environments, and many of them exhibit this wonky style. I replicated this by adding bends to the wood and making the stone walls uneven. I used cartoon textures, adding some brush strokes and shading to the corners to improve how it would look on the models.
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