


Table of Contents
Introduction	1
Research	2
Teamwork	2
Working independently	3
Technical	4
Conclusion	6
Bibliography	7






















Introduction
This document will be reviewing and looking at my work and process of creating the game as individual and as part of a team. The report will go through the different stages of development and include some of the examples of what went well and what could be improved if I did this again.
I will focus on the art side of the project as this was my main role. I also did some of the mechanics in the project that I will mention later in more detail. This will continue from the first semester and the development that was made. 
[bookmark: _Toc71024639]Research 

There was a lot of different research involved with the project. The research depended on what I was working on at the time and the problems that needed to be solved in development. Looking at other models and the process of creating them helped me figure out a good asset pipeline to follow. Dongen (2007, pg.3) explains the importance of a good pipeline and how it can increase the production time if done poorly. I still need to improve some of my areas in the pipeline with more research and experience but overall, I think that the process has gotten better, and I can produce assets a lot faster, especially at the end with background models like the barrel and the platforms. Still need some practice with following references and keep a consistent art style.

Different design theories were research through the process, mainly to create an environment that would be consistent and match the player character that someone else in the group created. Patkar (2020) demonstrate how it is important to have the right colour scheme and complementary colours. Colour theory will help me going forward in my career to create better models and environments for my game, being able to covey emotion to the players. I used some of the theory trying to implement a Tetradic colour selection for the game while staying consistent to the character. 

The main focus of research was on tutorial and articles on stylized art. This focused on self-taught learning, which allowed me to figure out the process of creating different assets. Karanja (2017) argues that self-taught learning is critical, fast, and effective way to learn. I did a lot of self-taught learning through the whole process; this was one of the best things I did as it allows me to get enthusiastic about the project and produce a higher quality.

I will continue to use research to solve problems and find workflows that will help me in my development of my skills. I need to investigate making more professional models using colour theory and making consistent looks. Looking into tutorials and other people work to see how it was made and what I could take from it to learn. 
I need to use the research section more when working in the future. I could use it with the planning stage to see how long something could take or use to have more knowledge going into a task.
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Communication is key when creating games as it allows the member to know what other are doing and what is going well and what needs to be fixed within the team. Kent university (2020) explains how people should listen to and express interest in other’s ideas. Building on the ideas and coming to an agreement. When the team was coming up with the main style of the game, it took a while to come to a decision, but members came together with reference images to get ideas and decide on a stylized look. We would do this more in the future as it allows all member to discuss and show their vision of the game. I showed what I was working on each meeting to make sure that they could critic it and express their opinion and feedback.

Working on the game is a group effort and means that we must work together as a team to create a finished product. Working as a team allowed us to know what we should be working on and make sure that no one was doing duplicate work or something unnecessary. Kashyap (n.d.) shows how Gantt charts are used to show duration of task and how is assigned to them. The team had a main collective Gantt chart and one each for are task. I need to work on updating the chart regularly, as I did not do this much in the project. Although it did help me stay on track and see I was behind at the beginning when creating the ship model.

[image: ]At the beginning of the project, the team did not have much communication and needed to discuss a lot of important things about the game. The main turning point was that we had weekly meetings that we could us to see how everyone was doing and if they needed help. Having a group discord that we all could add stuff and talk about the game was extremely helpful. Having a central space for work and communication is something that I will take forward in the future.
Figure 1 Discord 
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This project was a team effort but there was part where I was working by myself creating asset for the environment and props. I had an idea of what the team wanted and needed for the game, but I needed to create it and have a schedule to stay on track. Dierdorff (2020) say how importance time management and how using it make you work smart and get more done. When working by myself I had lists and priorities that allowed me to stay on track and having a goal of bringing something to the meeting each time to stay on track helped a lot. If I needed to do something fast or needed to get a solid amount of work in, I would stream on twitch and this would allow me to focus more and learn more about the process as I was explaining as I went on stream. I prefer to use word document with list of what needs to be done weekly with everything in mind, would use Gantt charts in team environments. 
Having to keep track of my time also showed me the importance of independent working and being able to take ownership of what needs to be done. Youth Employment UK (2018) explains how independent working is taking responsibility for the work and solving problems. I had some problems at the beginning with particle models like the ship and palm tree, but I communicated it with the team, and we discuss what we should do. I needed to take control of the work and get stuff done to show the team, so when creating assets, I would make texture to show the team and they could critic them. So, I was getting work done by myself but including the group in final decisions. 
The independent working is becoming easier to do with systems like time management and streaming as it puts me in a state that I can focus on what needs to be done instead of being flustered with the amount. This is because of the priority lists instead of having a load of work that is not planned out.
I am going to continue with the streams to have a block of time where I can get a lot of work done. Also, with the Gantt charts I am going to be using them in a modified way to show me all the work that needs to be done, combined with the word document listing what needs to be done each week with plans for the day. 
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Building on what I learnt from the previous semester, I was able use this as a starting point and have some knowledge of the software like Maya, substance painter and Zbrush. I had to still improve my skills in the areas and software to create the models needed. Chang (2016) shows a multitude of ways to improve my technical skills, like reading, experiment, building skill sets and many others. I used these techniques to improve my workflow and the final product of my work by reading articles about the workflow and creating stylised work. Experimenting with software’s like Zbrush to see the different tools available and with maya with the curve tool to create more complex shapes.

I developed my skill further with the project by creating more things and using the tools continuously to be more comfortable with them. Zbrush is my main improvement in the project as I can understand how to get a model ready for Zbrush and fix problems as they arise. Still need some experience sculpting more models and different type like organic sculpting. 

Another technical improvement that is needed is Retopology. Blender manuals (2021) explain that topology is when you simplify the mesh to make it easier to work with and to decrease the poly count. This was a process that was new to me, so I need more experience to match up the models and plan for this process. I have used this with the background props when I found out about the process. Would like to do this with the ship later to see how it could be improved. 

[image: ]Image below shows the barrel model I made for the background. Using the new retopology workflow made a lot easier to create and showed me a lot about the process. It greatly improved the outcome of the process.
Figure 2 Barrel Model
Used the same process going forward with the rest of my models, like the crate and the tentacles.
During the development stage of the I was trying to create models that would be able to use throughout the level, meaning that they should be modular.  “Reusing art helps us mitigate the huge scope of our games” (Burgess, 2013).  This was important for me when creating assets because I needed to make the models reusable. When creating the models, I was thinking about how it was going to be used, for our game it was for platforms or background props. I still need to learn a lot about the process and the planning involved. Thinks like making models in separate piece like the ship. I did not do this because I was having technical problems of getting the shape right. In future, I would like to make modular art with the system in mind of how it will be used. 

At the final stages of development, I had to do some work with Unreal Engine, which I had some experience with, but it challenged me to develop my skill in blueprint to create the shop mechanics as well as the menus. I am glad that I took on this work as it was fun and refreshing to work on something more technical. 
I have got a lot of new techniques that I can use going forward and a lot of ideas that will be used in the future after exploring the different ways things are made and the end products. Zbrush and Substance painter have come a long way with the knowledge I have. Will continued to create more stuff to develop me still in the future.
Blueprints and Unreal are one of my main focuses going forward before the final project because after using it more in this semester I found enjoyment with the working out problems and creating systems. 






[bookmark: _Toc71024643]Conclusion 
Overall, I believe I have done well in the project and learnt a lot about creating a complete environment and how much work is involved with the assets and keeping them consistent. My technical knowledge has improved, from the different models and the problems that I had to overcome. I will use the lessons I learnt, to help me in the third year with my final project and plan to focus on smaller projects to get more confident in area that I have less experience in. 
The main goal is to get better with time management and do more pre-production before the final project to have a better idea of what I will create and have the skills and knowledge to create a better final project.
I plan to have a combination of art and technical development in the third year, with the final product. Meaning that I can work on different things each day and have something to work on if I have a problem, so I can keep up productivity.
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