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1. Introduction

The title for this study will be ‘How has Technological Advancements effected the usage of Pixel Art
within Video Games.’

This question will be used to study the evolution of pixel art as an art form and to analyse how
technology has affected the usage of pixel art from the earliest examples to the modern day. This
study will look at how pixel art can enhance or detract from the media it’s used in.

The main usages in this study will be games however there are additional usages that can be looked
at within other forms of media, even extending into physical forms of art. These sources will all give
insight into the effectiveness of pixel art as an artform. This study will also focus on the technology
used for these usages which will be considered for the general outcome.

To support this study an asset pack for a 2D platformer will be created using pixel art as the art style.
The main priority of this asset pack will be to create an environment; however, additional assets will
be created to help showcase the environments created. Additionally, a template of a 2D platformer
will be created in a game engine to further showcase the assets in their intended form.

This asset pack will give additional insight into how a pixel art game is created and how that style
effects the choices made in the creation of the game. It will also give insight into the limits imposed
by using pixel art as the main style within a piece of media.




2. Background to the Proposed Research

The background of this study will mostly focus on how pixel art is used within different forms of
media.

Due to there being a very wide range of sources that could be pulled from for examples, the sources
will have to be selectively chosen. Therefore, the sources will be limited to cases where pixel art has
been used particularly well or poorly. The main media used for this study will be games such as
‘Super Marios Bros.’ [1] and ‘Terraria’ [2], however, other pieces of media will be used as well such
as films like ‘Wreck-It Ralph’ [4].

Additionally, the sources can be extended into more traditional forms of art such as cross stich or
mosaic that use similar ideas to pixel art.

Furthermore, studies conducted by different people from different professions on pixel art can be
used to further inform the research.

Finally, books covering this topic in different ways like professional studies or guides on how to
create pixel art can be used such as ‘Pixel Art for Game Developers’ [5] and ‘Graphic Design: A New
History’ [6].

Figure 1 Wreck-it Ralph (4]

Figure 2 Stardew Valley [3]




3. Aims & Objectives

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.




4. Methodology

4.1 Research Methodology

4.1.1 Philosophy

A phenomenological philosophy will be used as most of the data will focus on people’s subjective
viewpoint rather than focusing on hard facts about the subject. This will give good insight into the
effectiveness of the art style.

4.1.2 Approach
An inductive approach will be used as it will be easier to come up with a conclusion by gathering all
the data first.

4.1.3 Strategies

4.1.53.1 Literature Review

A literature review will be used to study the wide variety of sources that can be chosen on the
subject.

4.1.3.2 Software development
An asset pack will be created in the style of pixel art to give insight on the subject.

4.1.3.3 Survey
A survey will be used to collect opinions on the subject.

4.1.4 Risks & Limitations
The main risk will be data loss. To combat this, backups will be made to ensure minimal data loss.

Time management will be an additional risk as poor time management will result in the project not
being completed on time. A Gantt chart will be created to combat this.

4.1 5 Ethical Issues
There will be minimal ethical issues as the only data I'll be collecting from people will be general
opinions.

4.1.6 Validity, Reliability & Generalisability

4.1.6.1 Validity

Studying the different uses of pixel art will be a good way to understand how it’s used and why.
4.1.6.2 Reliability

Since the sources used will not change, this subject can be reliable researched in further studies.
4.1.6.3 Generalisability

This study could be applied to other art styles as well to determine their usefulness within media.




4.1.7 Data Evaluation Methods

4.1.7.1 Data Collection

The main data collected will be different media that makes use of pixel art.

General opinions will also be collected. These will be collected through surveys or online forums. The
surveys will be given out through various methods such as by posting them on the previously
mentioned forums or by disseminating them to people within the university via messaging apps.
Minimum and insufficient data won’t be an issue as plenty of data can be collected on this topic.
4.1.7.2 Data Evaluation

Data will be collected into charts and graphs which will showcase the results of the research.




5 Resources and Planning

5.1 Hardware Resources
One hardware resource will be required, being a computer with an internet connection to assist with
research and creating the dissertation and asset pack.

5.2 Software Resources

The following software resources will be required to assist with the project; Microsoft Word for
writing the dissertation on, Microsoft Excel for creating the bibliography, Photoshop or Aseprite for
the creation of pixel art assets, Unreal Editor for creating a 2D platformer template to test the assets
on.

5.3 (Optional) Information Resources

A search engine will be used to find information on media that will be used as part of the research as
well as sources that discuss the subject matter. Also, the university library will be used to find
additional sources. Finally, online forums will be used to collect general opinions.

5.4 (Optional) Human Resources
An online survey will be used to collect general opinions.

5.5 Project Plan
Below is the link for the Gantt chart I'll use for this project.

https://uowtsd-
my.sharepoint.com/:x:/g/personal/2100874 student uwtsd ac uk/EQxp3UsSRSMpCYMOwyuwa0B
ABSO-INlig LXYhlajjireA?e=TpdKJA
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