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Introduction
This report will be covering reasons and descriptions for why certain pieces of work will be included within the Showreel over others. Each slide seen within the Showreel is placed where it is for a reason and will explained slide by slide in this report.
Page four will be covering slides one and two, a concept of a dragon and its final art counterpart which was completed within Photoshop. This page will also be covering slides three and four, a volcanic landscape concept and again, its final art counterpart. All these slides are described in detail why they are placed within the showreel. Page four will also cover slides three and four of the showreel, these slides include a volcanic landscape concept and again it’s Photoshop final art piece. 
Page five with cover slides five and six of the showreel, which include another volcanic landscape concept and final art. Page five will also include the same volcanic landscape and the dragon seen on slide one as a whole piece which can be found as slide seven. Page five will also include a description of slides eight and nine which are detailed concepts of Greek pillars and the design process of a Golem character. 
Slide six slides ten, eleven, twelve and thirteen. In order the slides consist of the final art of a golem character which was completed in Photoshop, a design which was created by following a reference, the concept of humanoid character design and its final art counterpart. 



Slides One and Two:
Slide one is a final concept of a volcanic dragon which was completed during the second year within production practice two module. This particular concept went through many iterations before it looked the way it did and required a lot of research into drawing different dragons and reptiles. When designing the dragon, heavy research was made into the environment before starting concepts. This research included looking at pictures of volcanic landscapes, textures and creatures who live in such environments. All these factors influenced heavily on the final look of the dragon. 
Due to its design process and iterations, the dragon will be the first design to show. 

Slide one of the dragon was chosen to be the first slide down to its simple but yet unique design, its big and bold which makes it stand out from the rest, this helps as its purpose is to make the audience want to carry on watching.

Slide two is the same dragon design as the first slide except it has been edited within Photoshop, during the third year of production. This design has been included within the showreel as it shows a variety of techniques and skills that were used to make it come to life. It also shows how the designs have improved over the course of a year and the ability to work on different forms of software, not just pencil and paper. 

Slides Three and Four: 
Slide three is an environment concept of a volcanic landscape design to act as a race track. This concept was done with pencil and paper and shows a set of new skills such a perspective viewpoint, level of detail and field of view techniques. To do this concept, a lot of research went into studying volcanic terrain and real mountain side roads in different parts of the world. 
These factors are the reason why this will be the first environment concept to be shown over others

Slide four is the same design as slide three but has also been touched up in photoshop. Techniques like using the burn and dodge tool were used on the side of the mountains to make them feel more dynamic and harsh. The clouds were also done by using certain brushes to make a thunderstorm, which really brings the design to life and gives it that dangerous atmospheric feel. The colours used are a selection of browns, reds, greys and purples. These colours blended together nicely so that the mountains wouldn’t look dull, the lava also used is a simple bright orange with a burnt red to add a small glow effect which also adds a lot more colour into the design.







Slides Five and Six
 Slide five is another concept of a volcanic landscape which was completed during the second year of production. This landscape was designed before the dragon (See slides one and two) as the environment in which it lives in. A lot of research went into real life volcanoes and lava flows to create this concept, as well as the shapes of the rocks and mountains. It was designed to look harsh and unforgiving, giving the sense of danger around every corner, this was done by adding sharp corners to a lot of the surrounding mountains and by making the volcano the centre piece of the design. 

The reason why this environment was added to the showreel over other environment concept is down to its level of detail. This concept had a lot of research put into it and really shows attention to detail, these aspects make it that much better than other environment designs and is the reason why this is added to the showreel.

Slide Six follows the same pattern as the first two designs on the showreel. It is the same design as slide five but has been edited via Photoshop. This again shows of different skills within digital art, such as the realistic ash cloud emerging from the top of the volcano. This was done by playing with the brush smoothness and occupacity, as well as using the dodge tool to give it that realistic eruption look. Also, the lava now has brown sludge running through it like real lava and has a faint glow surrounding it which makes it look and feel more believable. 

Slide Seven:
Slide seven shows a combination of the dragon and the volcanic landscape as they were both designed for the same project. The reason why this is in the showreel is because they both show that heavy research was included within them. For example, to create the dragon concept, research was needed from the volcanic landscape. This is the reason why these two designs work perfectly together. Also it shows that the work is consistent and can follow the same art style 

Slide Eight:
Slide eight consists of ancient Greek pillar concepts, designed for the third year of production. All pillars seen on this slide are different from one another, as well as all influenced heavily off real-life pillars in Greece. Although this slide doesn’t contain anything amazing, it does however show of the ability to draw small finer details and elements of architectural design, this broadens the variety of concepts within the showreel and therefor will be included.

Slide Nine:
[bookmark: _GoBack]Slide nine shows the process of a golem character design, produced for the second year of production. The golem, much like the dragon on the first slide, had a lot of research to influence its design, such as gorilla anatomy and other artists interpretations. This slide shows the audience how the designs are created by giving a step by step process. Having this within the Showreel lets audience know how these concepts are made and gives of a professional approach, rather than just drawing free handed. This slide really shows how the work has grown since the first year of production as it is also an orthographic, (See front facing golem) these are vital within the games industry as from the orthorgraphics the character can be modelled.  This is the reason why there is a front facing perspective of the golem, it also shows what has been learnt from doing this course. These reasons are we this has been included within the showreel as it’s the only slide in it that shows process of design. 

Slide 10: 
Slide ten is the final product of the golem seen on page nine. It has been edited within Photoshop using more skills and techniques than other character designs within the Showreel. These skills included layering to make it a lava look flowing inside the Golem, this shows of a lot of attention to detail as the lava also has a faint glow to it and even shows different shades throughout the design. 

Surrounding the final Golem are several iterations of its concepts before it looked the way it does. These concepts were all designed using the same research and each of them influenced the final look of the Golem. They were added to show the audience that time and effort was put into this character.

The reason why this slide is in the middle of the Showreel rather than being the last or the first is to keep the audience interested. Having a full character process was too much to be introduce at the start as well as ended on, whilst being in the middle gives a steady flow to the Showreel.

Slide 11:
Slide eleven is a design created by following a reference. This was done within Photoshop and shows off skills such as drawing perspective proportions, shading and blending. Although this design was mimicked from another piece of artwork, it shows the audience the ability to mirror work which could potentially be what an employer is looking for as it gives a personal art-style to the design.
This is the only slide where it shows a drawing from reference, but this is enough as it shows its purpose and there is no need to include more. 

Slide 12:
Slide twelve is a concept for a character. This concept is the only humanoid shape character shown within the whole showreel, its design was influenced with that of the dragon concepts seen on slide one which is clear from the characters’ armour. 

This concept is in the showreel as it shows the ability to create a human shaped character with accurate proportions as well as have a unique look to it without the need to look at other artists interpretations, so research was needed in human anatomy and medieval/ fantasy armour.

Slide 13:
Slide thirteen is the same design as slide twelve but has been again edited within Photoshop. The armour has been made to look 3 dimensional by adding shading to the inner leg and arm. To give the armour more depth and detail, a faded shine was added to certain areas, particularly the sharp edges to give it a more worn look. Scratch marks can be found around the armour, this was added to give off the idea that this armour is old, and battle worn, this was done by following research of actual battle-damaged armour found within the medieval time period. The cape was also designed to look torn and damaged, a soft brush was used to give off this effect, especially when it comes to the thin strands flowing in the wind. 

The reason why this design was left to the last slide over other pieces of art is down to the level of detail and skill it took to create this within Photoshop. It is the best humanoid character which was creating during production which makes it fitting to be the last slide. 

Conclusion 

In conclusion this Showreel presents the best concept work achieved within the three years on the course. It is clear that through the years, the pieces of work have improved through many aspects, such as including more research within designs and more techniques when it comes to digital art. 
This showreel shows progression and variety, with many designs for both characters and environments, as well as showing the audience the process in which these designs take place.
Overall this showreel presents all the necessary work and how, as an artist have grown and improved on skills.  
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