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[bookmark: _wh6rzzaz4zf0]Introduction

At the beginning of the semester; the team “Need for Sleep” (a group of 8) decided to create a game titled “Turbo Tantrum VR”, the idea was to create a cross- platform, party-play style racing game. 
Need for Sleep was split into two smaller teams, one being the technical team, and the second team being the art team. 
[bookmark: _u06milwrtugz]The art team decided to focus completely on pre-production and visualising how the game would look and feel aesthetically. We split up the roles and shared the body of tasks evenly throughout the production of the project. My tasks included focusing on the initial corvette concepts, the final car concepts, bedroom asset concepts, track asset concepts, VR asset concepts and the final track perspective concepts and lastly the group production trailer. 
[bookmark: _mudj54ev9bm4]Research Evaluation
As a member of the art team, the general approach to research was very visual. A lot of the information gathered and shared was through the creation of mood boards which heavily influenced the groups creative ideas and styles. This form of research is much more visual and provides instant inspiration; this was very helpful when creating initial sketches as those mood boards helped to instantly feed into creativity. As this projected centred around racing, it presented the team with new creative challenges as no-one had specialised in vehicle design on either past academic or personal projects. This meant that as individuals, we had to conduct explorative research to inform the way they designed the vehicles and how they would approach the modelling process. 
As the project progressed through the weeks, some aspects of research had heavy influences on the way I approached some of my designs. The fact that (as a team) we were constantly searching for new influences, created a dynamic workflow as these influences constantly inspired our work, especially in the first few weeks of production when we were learning about vehicle design. 
[bookmark: _liixp6pibemz]Games Design Theory
Need for Sleep was split up into two teams, the tech team focused mainly on design theory when it came to figuring out game functionality and the flow of play. They passed on a list of necessities that the game had to include, and the two teams shared ideas for features and aspects of the game. Although no physical research was conducted on game design theory, previous knowledge from Scott Rodgers’ design theory principles, helped the team understand certain rules about game art design and how to properly illustrate the intricacies of some of the aesthetic gameplay elements.  
[bookmark: _il0ayxz7q70x]Technical Research
There was a lot of peer support between groups and teams throughout production regarding approaches to some art tasks. As an individual, technical research was conducted through self-initiated learning, especially towards the end of the semester, when I had to create the Art Team’s trailer.
[bookmark: _Hlk535597286]Adobe Premiere pro was used to create the trailer and as this software was fairly updated and hadn’t been utilised in a long time, it was necessary to research tutorials both online and in the program itself, to get a better understanding of how to create a dynamic and concise trailer. 
[bookmark: _ts8k735uijcp]Contextual Research
The team decided that the game would be set in the 1980’s, so this era is where a lot of the visual and audio inspiration was drawn from. Whilst working the team regularly listened to 80’s playlists and even though this may not have directly influenced work visually, it did help the group get into a similar mindset and work ethic. 

Colour theory rules were also researched and refined throughout the project. I used these rules to create a colour theory practice sheet for my corvette designs and used the rules to refine my whole body of work throughout the project. Tutor support helped inform some interesting artistic ideas that the team then developed throughout the project.

I looked at Pixar movies like, Toy Story and Cars for inspiration and I also
watched a Netflix series called “The Toys That Made Us”. The series focused
on the origins and influences of these iconic toys and the toy companies
behind them, this had a large influence on helping to understand the
atmosphere surrounding classic toys and what made them so popular
throughout the decades. It influenced designs and inspired creations that had
a lot more “character” to them, instead of creating carbon copies with no
individuality. I found an interior design movement called “Memphis Design”
which largely influenced our work, especially when focus turned to
environment concepts.
[bookmark: _odo1f3iqgv1g]Game Research
I looked a gameplay and images from Toy Box Turbos and Micro Machines and this helped me to get a better understanding of the visual style that we were trying to achieve. It also helped to understand the perspectives we were going to be using during the concept stage. Constantly sharing research with peers helped to inspire and inform members on some features that may have been otherwise overlooked. 
[bookmark: _rwqticie3v]Research Conclusion
The decision to use mood boards was effective because as previously mentioned, it was a much more visual form of research and provided instant inspiration when creating design iterations and brainstorming asset ideas and design elements. As focus remained on pre-production artwork and concepts, not much technical research was explored or used during development, but it will be more than necessary to conduct in depth technical research to influence the production process and to find the most work efficient methods of creating assets. 

Contextual research was used effectively throughout the pre-production phase. By continuously exploring various sources, it allowed the art produced to stay relevant and at some stages of production, certain aspects of research had a major influence on the entire aesthetic. The discovery of Memphis Design had a big impact on the design process and it added an extra dimension to the body of work, it helped to create a distinctive style that could emphasize the uniqueness of the entire game

[bookmark: _y8wmy5o5ww8c][bookmark: _6a2fgeta0ze9]In this phase of the game development process the research process was fairly successful, but it did lack a large amount on in-depth research and this missing element is something that could have potentially influenced the teams work even more and allowed each member to create concepts that were technically advanced and made more use of three dimensional digital concepts, to help visualise the intended atmospheric aesthetic of the game. 
[bookmark: _yh86xelw5p4h]Technique Evaluation
The team split up production tasks evenly and we managed our time using established methods of time-management and planning; we used group Gantt charts as well as communication software like Trello, messenger and discord to keep updated on each other’s work and progression throughout the project. I used two main pieces of software for digital production; Photoshop and Krita. Krita was used as an alternative to Photoshop and this became my preferred software when it came to the digital developments of my concept work, as it felt more intuitive for my designs. 
[bookmark: _123k8iz57trd]Identification & Suitability of Production Methods
Photoshop is the typical standard software that we use when developing so, I started using it in the early stages of environmental concepts but soon decided to use Krita. As previously mentioned, I became accustomed to using Krita throughout my development process as it felt a lot more intuitive, it offered the ability to create and customise brushes and built-in tools to better suit the work flow of this project. This software seemed a lot more suitable of both the production methods and as it was a free but well-established piece of software, it also allowed me to constantly work at home and increase my work flow. 
[bookmark: _ba6yw6vwrdo2]Development of Techniques & Skills
The beginning of the production process didn’t include using any technology that was completely new to me; Krita is a piece of software that I have used in the past, although with this project, I utilised it more than ever before Regarding the time we had during the project, I believe that using software that I was familiar with was and effective use of my time and allowed me to save time I would’ve spent learning to navigate around new software. On the other hand, I didn’t make use of any new learning opportunities, I didn’t focus on improving my skills with 3d digital software such as z-brush and therefore didn’t make the most of my time as a learner. 

However, later on in the project after all concepts were created, the team still had the task of producing a trailer to demonstrate all our work. I took up the task of creating the trailer and this required the use of Adobe Premiere Pro, this is a piece of software that I haven’t used in over two years, so it required me to source research tutorials both online and in the program itself, to get a better understanding of the software. So this is an example of how I utilised the time that I had after the concept phase to expand and refine my knowledge on creative processes that I had a base understanding of, and it allowed me to create a trailer that was dynamic yet clear and to the point. In terms of the pre-production process I didn’t try anything new or use new techniques to improve my work, and in hindsight this is a missed learning opportunity 
[bookmark: _wwajqg9de87s]Overall Quality of Work Produced
I managed to achieve all the goals and tasks that the group set, and I am satisfied with the standard of work that I created. As an individual, I managed my time fairly well, by keeping a personal project plan (along with a group plan) I was able to clearly keep track of my tasks on a weekly basis and it allowed me to see how much time I had as I made changes to the plan and personal deadlines for concepts and research. The game that we are setting out to create has left a lot of room for creativity and hasn’t left the art team with many restrictions, this was very beneficial in this stage of production, as it allowed me to explore a wide variety of ideas especially when creating VR power-up concepts. Most of the work is of professional standard and the way the art team conducted itself as whole, reflected this. As a group, the combined workload may not meet a very professional standard, because, even though we constantly communicated and helped each other, some areas of our work didn’t flow as well as it could have. 
In the future to combat issues like this, we can communicate even more than we did during this semester and as a team we can develop our skills together by participating in group exercises and creating a more productive work environment.
[bookmark: _srhothdwpsqg]Technique Conclusion
We constantly communicated with each other throughout the design process and utilised our ability to share skills and suggestions.
In retrospect I can see that to achieve a higher quality of professional work, it is necessary to incorporate the use of 3d software to enhance my body of concept work. In the future stages of this project and any others, I will expand and refine my knowledge of 3d software like Z-Brush and Maya, to create more relevant concept work and I will actively try to make better use of my time as a learner. I will also set out to improve my understanding of Unreal Engine as this will greatly benefit the arrangement of future concept work.
[bookmark: _td98qb9hz7t3]Development Evaluation

The team divided tasks throughout production and my roles focused on the initial corvette concepts, the final car concepts, bedroom asset concepts, track asset concepts, VR asset concepts and the final track perspective concepts. After creating these concepts, I also took up the task of creating the Art Team’s production trailer, using the entire team’s body of work. I created a personal Gantt chart, along with using the group Gantt, so I could breakdown my tasks more accurately and not be distracted by the overall team chart. I updated and checked both production plans each week and made sure not to neglect one over the other. The weekly team meetings and tutor reviews were a valuable resource as they provided a lot of guidance and influenced the artistic direction of my work and iterative designs.
[bookmark: _e3t0chqtl74a]Creativity
I made the most of the creative freedom given to us artist by combining Memphis design with classic 80’s inspiration and styles, to create an aesthetic that would appeal to an older audience as well as a younger generation of players, so that the game could feel nostalgic for some, but fresh for everyone. By sharing and iterating designs among the group, we managed to create a unique art style and game aesthetic that can make a classic era “relevant again”. 
[bookmark: _u6rnghyls7o5][bookmark: _tpdr6r39n3mj]Contribution within a group 
[bookmark: _nzthr67gr4s]There was constant communication between the Art Team and as an art team we worked very well together and constantly provided support for each other. However, problems arose as an entire team; the tech side and the art side failed to engage with each other enough and this reflected in the outcomes of project production, as separate teams the work seemed strong but as a combined effort there was a lot of disconnection. I ensured that I was constantly updating team members on my progress and developments. This was done to a successful degree within the Art Team, but I lacked further communication with the Tech Team. As well as attending critique sessions, I kept a personal project plan and had to compromise on some personal deadlines, but still achieved all my tasks and my share of the workload.
[bookmark: _8nctpnx098jo]Iterative Design Practice

 




 







The beginning of the design process required a lot of time for design iteration. I reworked the corvette in the intended art style, but an issue arose when the group reviewed and compared our individual car designs; they didn’t look like they were created from the same art style. After using the reference sheet to create our final individual designs, the group decided I would complete all the final car designs. This was an important decision because it meant that the style would be consistent with all the cars. I used this practice to complete my other design tasks for the project; but I don’t feel like I utilised the iteration process as much as I did with the cars. 
[bookmark: _sklgfni6kjsq]Time Management
We managed our time using group Gantt charts as well as communication software like Trello, messenger and discord to keep updated on the of the project. I kept personal weekly Gantt charts which helped to emphasise the correct use of my time and how I needed to manage my individual tasks within the group. Keeping a separate plan helped me to get a better understanding of the time that I needed to dedicate to each task without the distraction of other tasks. Weekly tutor reviews also helped the team keep on track of personal plans and helped us to realise if our expectations were realistic or not. 
The prioritisation of tasks may not have been used to the best of its ability, as I focused on track assets before focused on bedroom designs and track designs before VR concepts; focusing on VR before bedroom designs would have made more sense, as VR is a necessary key element of the game. 
[bookmark: _g26ufbob1ha]Development Conclusion
[bookmark: _y1usi3qivpws]Group management could have been improved as we had moments in production when we weren’t sure of what direction to take. I didn’t make enough use of the iterative design process once the car designs were completed; if I did expand on design iterations throughout the entire project, it would have improved the body of work I produced. My additional personal plan was good but could have been managed more effectively as I overlooked how long some tasks would take. Despite misjudging the length of some tasks, I managed to correct and account for the time lost and managed to make up enough time for development of the team trailer. 
Analysis
[bookmark: _6oxtk56zhf10]Contextualising your work within a wider theoretical practice
As a team we researched and utilised design theories very well. We used a large body of references from the 80’s which continuously influenced the artistic direction of the entire project. The way in which the Art Team worked together showed a good level of professional practice and it demonstrated our ability to collaborate effectively. I continuously implemented and refined the use of colour theory throughout all my designs to create concepts that were well thought out; expanding my knowledge on colour theory is something that can be continuously practiced and utilised properly. 
[bookmark: _jv0a6bu97x5t]Critique of the Work You Have Produced
[bookmark: _Hlk535784797]I managed to use the team’s weekly reviews and tutor direction, to identify problems within combined and personal production methods. Identifying these problems allowed the group to create more effective methods of production and this had a positive impact on creativity; by refining and prioritising tasks, the team managed to create a larger body of work and produced a variety of iterative designs. Finding a coherent art style at the beginning of the project was a big problem, but by creating a list of attributes along with reference sheets, the team found an approach that worked for everyone.  I have managed to demonstrate a strong use of creative license by integrating Memphis design with the classic 80’s aesthetic to create a unique and dynamic visual style. I believe that the discovery of Memphis design had a strong influence on the entire team’s body of work and without it we may have risked creating a derivative 80’s aesthetic that lacked further creativity.
[bookmark: _yud755ymcmc]Critique of Your Own Practice 
When it came to completing all my initial sketches, developed and final concepts, I decided to use previously established methods of production. I chose not to explore other approaches to concept work, as I knew the time restriction of this brief meant I wouldn’t have enough time to experiment and create a large body of concepts, that the team could use. When the group faced problems, such as finding a coherent art style, I worked with them and created some iterative designs to try to match theirs, I then took upon myself to create a reference sheet based on all our ideas, that we used to influence and unify our further designs. I produced a large body of work or good quality, but this may have been further improved if I managed to utilise my time more effectively, and experimented with other concept art techniques such as, 3D digital work using programs like Z-Brush or Maya. To fulfil the requirement of a trailer, I didn’t necessarily learn an entirely new skill, but I did have to expand on my self-directed learning to refine my video editing skills and this is something that I plan on continuing further, in future projects. 

As mentioned before, as an entire combined team, need for sleep created a project that lacked continuity between functionality and aesthetic design; this is due to the lack of communication between the two smaller teams. This can be handled better in the future by communicating more between the tech team and the art team, and members should be more engaged and involved in each other’s work.

As a smaller group, the art team worked very well together and provided support to each other whenever needed. In the future the team can participate in more skill building activities or organise software workshops where we could all help each other as peers; this is something that I realise should be happening more, but if we come together and set up something more official we may make better use of our learning time and resources.


[bookmark: _5xklggj5ybpi]
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