
CLASS PROJECTS 
Professionalism/Professional Bodies 
1. PROFESSIONAL ASSOCIATION IN EVERYDAY LIFE  

Professional People 

¶ General Store Manager 

¶ Airplane Drivers 

¶ University Lecturers 

 
Unprofessional People 

¶ Shelf Stacker 

¶ Truckers 

¶ Nursery Teachers 

 
2. PROFESSIONAL CHARACTERISTICS 

Professionalism 

¶ Uniformity 

¶ Further Education Skills (Degrees, Masters and so on) 

¶ Managerial/Organisation Skills 

¶ Experience 

¶ Friendly/Team Worker 

¶ Well spoken 
 
Unprofessionalism 

¶ Casual clothed 

¶ Lower-end educational skills (GCSE's, A Level's, none at all and so on) 

¶ Unorganised 

¶ Lack of experience 

¶ Lack of communication skills 

¶ Badly alliterate 
 
3. PROFESSIONAL SELF IMPROVEMENTS 
 a) Dress more uniformally(a professional look for a professional product) 

b) Slow down my general talking speed(i generally talk too fast and the listener could miss out on 
general information, though it is good at the same time to keep people interested) 
c) Work on building better connections with clients and put myself out there more 

 

 
PEGI - Game Ratings (www.pegi.eu) 
PEGI is used and recognised throughout Europe and has the enthusiastic support of the European 
Commission. It is considered to be a model of European harmonisation in the field of the protection of 
children. 
 

ESRB - Game Ratings (www.esrb.org) 
To empower consumers, especially parents, with the ability to make informed decisions about the 
computer and video games they choose for their families through the assignment of age and content 
ratings, and to hold the computer and video game industry accountable for responsible marketing 
practices. 
 
My Reflection 
PEGI(The Pan-European Game Information) is an age rating system that is used to indicate appropriate 
ratings for games, dvd's and video games, as to reflect their recommended age for suitibility to the public. 
It is because of this that i will need to take the system into full consideration, as in the future when i do 

http://www.pegi.info/
http://www.esrb.org/


eventually come to create video games(if i'm in charge of the overall management of the game), i will need 
to make sure each level of the games design including graphical, scriptual and sound comes to a standard 
level of what will be suitable to aim at the chosen age audience of the game itself. 
 
Back in College, i studied Media and Film Studies and had to look into a similar system called OFCOM( 
which was used for Movies and TV.  OFCOM covered every area of a film/tv show and how far you could go 
with it. There where obvious loop holes in the system, where you could push the bars further, but they 
were the overall law to it. If a show or movie where to break one of the guidelines, the OFCOM would have 
to shut it down before it aired on the TV. If a show was to ever cause offence on the TV when aired, people 
would send their complaints into OFCOM to be dealt with further. It is because of my understanding of the 
OFCOM that i know how imporant these things are and that i will pay close attention to exactly what i'm 
doing relevant to the gaming laws and regulations of the rating service in action at the time of it's 
production. 
 
ESRB is very similar to PEGI, except they are alot more detailed to what a game contains so it tends to be 
the prefered over PEGI when coming to buying a suitable game for the reciever. So my reflection on PEGI 
can be applied in exactly the same way, it's just another company that i may have to take into 
consideration depending on exactly where i'm making the game at that time. 
  

 
Career Planning 
Considering i'm interested in many areas of Games Design i figured my personal task should more likely be 
something that would improve all my skills throughout the period i am on the course. 

 
Areas i'm taking into consideration:- 

¶ Character Design 

¶ Background Design 

¶ Composition 

¶ Pixel Art 

¶ 3D Model 

¶ Coding/Mechanics 

¶ Animations 

¶ Website Design 
 
I could focus on one area, but i think all of them would be better...as it will then cater for all my interests 
rather than just the one. I think my main plan for this project is it to do something along the lines of 
producing something everyday then posting them on a set up blog to show off my progression and possible 
improvement along the development line...and if i notice any improvement i could possibly log it down. 
 
Although this is my basic idea, i may look into creating a portfolio site during this semester, i had previously 
worked on one that was also a portfolio site for others too including bands and such so i may redraft it all 
and finish it all to a top standard. If i produced a website first i could work towards the first idea for 
Semester 2 so it works together in unison and in order. 

 
Sustainability 
1. DEFINITION OF SUSTAINABILTIY 

Sustainability is something that can be continued to optimise a specific area such as the work force, 
energy consumption, design relation(keeping everything as close together as possible so there is 
little to change and adapt later down the production line) and so on. 

 
2. INTEREST OF SUSTAINABILTIY 

Two of the events that triggered my interest in sustainability happened back a few years ago, when 
i worked on a few RPG Maker XP projects with some online friends. The problems were in relation 



to keeping a sustainable connection and design relation...when one guy would be doing something 
in a certain style another would be doing it in another, showing that when we compiled it all 
together it didn't match up like we wanted it to, which meant that this sustainability problem came 
down to yet another sustainability project of which “was connection”. 

 
With these two problems araising it brought up the idea of sustaining our project more to get it 
done, but even with the better connection and communication the project was eventually scrapped 
but it prepared me for future events and how i would try and maintain this idea of sustainability. 
Over the period of developing games one summer, my dad kept bugging me about how much 
energy i was using and showed me the difference between the bill of one month when i was at 
college and another within the summer holiday, to my surprise the bill for the summer period was 
increasingly high in comparison to that of my one during the college time. It was due to 
representation of information that i sought out a good method of getting my production done at 
the same time as lowering the energy cost. I managed to lower the energy cost by doing such a 
simple task as adding a screensaver, using one monitor rather than the two and turning off the 
wireless internet on my laptop as it eats up alot of power without a powerplug. 

 
3. PROBLEMS WITH HOLDING UP SUSTAINABILITY FOR ECONOMY AND ENVIRONMENT 

One main dilemma with trying to meet the needs of the economy and the environment is that it 
costs more to be good to the environment, due to the development of more environmentally 
friendly materials and transportation being made available...but it is because of this that the 
developers of the environmentally friendly materials can charge more than usual...making 
companies have to pay more to be greener. 

 
Another dilemma is that due to the economic downturn of this current time or perhaps even a re-occuring 
one in the future ends up lowering the eventual economy inturn from the company but this is also caused 
by the company because if its new to the business and needs more funds to pay staff and for production it 
will have to loan money which technically lowers the economies inturn. 
 
MY CARBON FOOTPRINT 

http://www.mycarbonfootprint.eu/ 
1. Reduce the temperature of your home by just 1c and save up to 300kg CO2 per household and year. 

This can be applied to a Games Design comapny very easily due to all the computers in the room as 
well as the crowd of workers each producing their own heat making heating very uneccesary unless 
in extreme conditions. 
 

2. Replace five ordinary bulbs in lamps you use around 5 hours a day with low energy (CFL) bulbs and save 
about 250kg CO2 per year. 

Due to working in a huge environment with different sectors, alot of lights will no doubt be in use 
at a continuous rate due to it is infact a working environment, by changing all their bulbs to energy 
savers they will save themselves alot of money and save alot of CO2 

 
3. Switch to Green Electricity and save about 520kg CO2 per household per year. 

Green Electricity is a great idea for saving energy and CO2, but the problem with it is that it costs 
alot to make the objects that produce Green Electricity and it takes up alot of land area to do so 
and also the fact that it's not 100% reliable due to they are powered off weather conditions. It is 
also down to the fact that a game studio would need alot of electricity continuously on the go that 
would mean alot of it would need to be provided at a steady rate. 
 

4. Plug 4 of your voltage transformers into a socket with a switch and save about 35kg CO2 per year. 
It's a simple and easy task for anyone to do and afterall every little counts, so it would be especially 
good for a Games Design company to do as the less money spent means more money earnt. 

 

http://www.mycarbonfootprint.eu/


5. When buying bottled water or soda, buy 1.5l bottles instead of the equivalent amount in 0.5l bottles and 
save about 9kg CO2 per year. 

Due to the amount of people working on a game for extended amount of hours, staff need to stay 
hydrated so they need to drink from time to time, so selling 1.5l bottles rather than 0.5l bottles is 
always a good and easy idea. 
 

Ethics 
1. !ǊŜ ǘƘŜǊŜ ŀƴȅ ŘƛŦŦŜǊŜƴŎŜǎ ōŜǘǿŜŜƴ ƳƻǊŀƭ ƭŀǿǎ ŀƴŘ ǎƻŎƛŜǘȅΩǎ ƭŀǿǎΚ Can you give examples? 

Although moral laws and society's laws are very similar there are some in which it becomes 
debatable. A perfect example is Homosexual marriage, some countries ban it but there are 
members of their society that may see it morally alright and vice versa for the places that allow it. 
There will always be people out there that will appose a law in one way or another so it is only 
natural as people have a mind of their own. 
 

2. What are human beings really like: selfish and greedy or generous and kind? Can you think of any 
examples of human nature being represented in these ways? 

Humans are everything, at some point in everyones life they will most likely act out one of these 
sins...so there is no straight answer to this question but there are obvious examples of people 
committing sins...such as Bill Gates donating millions of his money to charities every year...this is a 
clear sign of generousity and kindness as for greed and selfishness you can take this context of 
charities but the charities that are created through scam to get peoples money for their own needs 
through mis-representation. 
 

3. !ǊŜ ǎƻƳŜ ǇŜƻǇƭŜ ά ōŜǘǘŜǊέ ŀǘ ƳƻǊŀƭƛǘȅ  ǘƘŀƴ ƻǘƘŜǊǎΣ ƻǊ is everyone equally capable of being good? 
Examples? 

It is very obvious that everyone is capable of being good...it should also be noted that good and bad 
deeds are interpreted in different ways, say for example you go over to a girls house to cheer her 
up after she has a fight with her boyfriend, then her boyfriend finds out that you went over...he 
could misinterpret that as you trying to make a move...therefore being seen as both a good deed 
and bad deed. In the end though, everyone can do a good deed, they just need to be giving the 
time and the chance to do so. 
 

4. Does anyone have the right to tell anyone else what goodness and wickedness are? Again are their any 
examples to illustrate this? 

This is a question that can't be ruled by anyone as what goodness and wickedness are come down 
to the individuals opinion, with that said this is my opinion on that matter. So the overall answer is 
that anyone can tell somebody what goodness and badness is but it's down to each person how the 
see it and in which light. 
 

5. Are there certain kinds of acts that are always wrong? If so what are they? 
As said before this comes down to interpretation, you see it how you want to see it. People will 
always have differing views whether an act is right or wrong...there may be acts that are seen 
wrong in the majority but even so there's always those appose to it...so the answer is no, even 
though i personally find some acts even beyond wrong. 
 

6. Can you give some examples of art or design which could be considered immoral or unethical? 
Due to Photography being an art form, child pornography will come into this area and is seen as 
extremely immoral, due to obvious reasons and is instantly banned and removed when discovered, 
resulting with the producer or holder of it being sentenced to jail. 
 

7. Lǎ ǘƘŜǊŜ ŀƴȅǘƘƛƴƎ ŀǎ ŀƴ ŀǊǘƛǎǘ ƻǊ ŘŜǎƛƎƴŜǊ ǘƘŀǘ ȅƻǳ ǿƻǳƭŘƴΩǘ ŘƻΚ 
Personally if i was doing design work for a client, i would never give them the first idea and design i 
came up with as a final one, as i'm a perfectionist and it would torment me forever looking back it. I 



am never happy with anything i ever make, so i want to so the best i can within the time i have. I'd 
also never do a job unless i was completely interested in it, i've done projects in the past that i have 
hated to do and it ended up with me not trying as much so i have tried to stick with my new routine 
now rather than taking on any job. 

Legislation 
1. What is a law? 

A law is a set rule passed through by the Parliament Court and the EU Court, one of which only 
applies to England(Parliament) and the other that applies to all of Europe(EU). Breaking a law will 
result in a penalty or fine, depending on the judgement afflicted from the Law 
 

2. How do laws come about? 
When an outrage accurs about a certain subject, the government will put forward an appeal to pass 
the subject into the court, after it has been discussed and put forward the Law will eventually be 
passed through (usually years later). 
 

3. What is the purpose of law? 
Law is there to keep citizens in check and give everyone a basic moral of how to live their lives...if 
they are told something they tend to abide it more...which results in a better society, though there 
are always those who object to it and thus resulting in “crime”. 
 

4. What's the most important law you can think of? 
The Law of Gravity, because without it we'd go no where....literally. 
 

5. What laws have you broken? 
They aren't broken if i haven't been caught. 
 

6. Give an example of a law that people disregard or question or appears to be contrary to public opinion. 
The cannabis law is often raised and always seems to be seen half and half as whether it should be 
legal or not. My personal opinion is it should be illegal unless prescribed medically. 
 

7. What kinds of laws particularly affect artists and designers? 
There are some laws that restrict the public from being able to access certain areas, which means 
the artist may know about the place but can't view it to draw it so. There's also laws that restrict 
freedom of expression, dependant on what they are trying to do relevant to certain other laws. 
 

8. Can you think of any famous cases  where artists or designers have either been in conflict with the law or 
have used the legal process to protect themselves? 

Seth MacFarlane the creator of Family Guy produced an episode called “When You Wish Upon A 
Weinstein” that featured a song called “I Need a Jew” which parodied “When you wish upon a 
Star”. It was because of this connection to the original that Seth Macfarlane was charged with 
Copyright Infringement and that the song which goes:- 
 
“Nothing else has worked so far 
So I’ll wish upon a star 
Wondrous dancing speck of light, 
I need a Jew.”  
 
May cause offence to the jewish community, even though it was created as a parody and for 
humorous intention. 
 

Laws relevant to Games Design 
Misrepresentation is a law any games Designer should be weary about, the law can apply to people and 
even places. Resistance a game for the Playstation 3 depictated a London based Church being infested with 



monsters, so the Church took offence to this and planned to press charges for misenterpretation. Though 
the Church ended up dropping the charges, it just goes to show you how doing such a minor thing can have 
such a huge consequence, though many believe this happened due to the Church wanting money, as 
religion is slipping away. 
Advertising in games also needs to be taken into consideration, as advertising without knowledge and 
permission from a company can end up resulting in a courtcase...the same rules often apply to tv and 
cinema too, as i had learnt from reading the OFCOM back in College for Media. 
 
And finally Copyright being the final and the most obvious one, there have been many cases of Copyright 
Infringement in video games over the years and it's the biggest one to look out for because if you make one 
thing look like something similar you can have a huge court case on your hands. It's sometimes shocking to 
realise that it can spring from something so minor. 
 

Money 
AFTER YOU'VE PAID YOUR BILLS, WHAT WOULD YOU BUY WITH IT? 

It generally depends on my current situation, if i have an invite to go out somewhere i often put it 
towards travel costs and leisure costs for that day but elsewise i would probably spend it on DVDs, 
Games or Electronical Gadgets as i'm personally a nerd and enjoy having something new and 
technical to fiddle with. 
 

MAIN OUTGOINGS 

¶ Spiders Nightclub 

¶ Town 

¶ Pizza Hut 
 
HOW DO YOU MONITOR WHERE YOUR MONEY GOES? 

¶ At an ATM 

¶ Via Online Banking 

¶ Mental Log 
 
DO YOU FIND IT EASY TO BALANCE YOUR BUDGET? 

It's so-so really, it depends on my current situation...when there's birthdays around the time i tend 
to find it hard as i'm generally a bit overly generous, elsewise i tend to be alright with my money, 
making it last as long as i need it to. 
 

HOW DO YOU FEEL YOU COULD MANAGE THIS MORE EFFECTIVELY? 
If i didn't have to pay board i could have more money to manage but elsewise there isn't much i can 
do, as i don't tend to go out to night clubs very much or overy often...i think the only way i could 
cut down spendings is by walking to University more often, though i tend to walk most of the time. 
 

YOU ARE ASKED TO PRODUCE A NUMBER OF ART/PHOTOGRAPHS/CRAFT OR FASHION ITEMS FOR A 
CHRISTMAS MARKET STAND. 
 

Income 
Loan for Start Up - £500 
Art Sales - £50-75 per Painting 
 
Outgoing 
Canvas' - £20 Each 
Paintbrushes - £10 for a set of 3 
Paint - £5 per Colour 
Frames - £10 per Frame 

 



CREATING A PORTFOLIO SITE FOR A CLIENT. 
 

Income 
Funds for time to make the site - £1000 
Possible tip for good job - £? 
 
Outgoing 
Adobe Photoshop - £200 
Adobe Dreamweaver - £200 
Graphics Tablet - £80 
Server space and Domain for a year - £150 
Food, Board and Drink - £130 
 
TOTAL: £760 
PROFIT: £240 + £?(possible tip) 
 

 

Marketing/Marketing Research 
1. Give an example of a product and service that you think is well marketed. How have you been persuaded 
to buy? 

Batman: Arkham Asylum was well marketed for the Playstation 3, unlike the Xbox 360 version you 
were told on the advertisement that you get extra content where you could play as the joker. The 
main reason this advert was more of a success was still back to the hype behind the whole death of 
Heath Ledger and the release of Dark Knight on DVD...although a tragic moment, it had pushed the 
Batman series further than ever before and made Batman an even bigger figure than before. 
 
The main thing that persuaded me to buy this game was the fact that i had always been a huge 
Batman fan and since the game conveyed the darkness of the series, it really caught my eye along 
with being able to use all of his gadgets and fight many of his enemies over the years from the 
Comics, it just said an instant “YES!” to my brain.  
 

2. And an example where marketing has put you off. 
Although i love Cadburys chocolate, i have pretty much put off buying their brand ever since they 
decided to do a very annoying advert with two kids that shifted their eyebrows to a very irritating 
song. There are two things that annoy me about it...one is the fact that it's not funny, it's actually 
extremely irritating and the other is the fact that it has not one thing to do with Chocolate at 
all...and just ends up being misleading and pointless, for a such a huge brand you think they'd know 
how to make a good advert and a relevant one at that. 
 

3. What do you think about Hull College’s marketing?  Who are they trying to reach? Is their branding 
appropriate? 

Hull College is definitely trying to apply to the Teenage Audience, there are posters placed all over 
where they show students on their way into the college, that look happy and determined and on 
their way to better things...so it catches the eye of the teenagers and shows them that they can 
make it too. 
 
The new logo for Hull College isn't exactly amazing though, it doesn't really tell me anything about 
the College it's just 4 abbreviated works with a little extra colour, so there could be a lot more 
effort in their but their posters convey what you need to see, so i guess the point gets put across. 
 

4. What famous brands come to mind and why? 

¶ Sony – Sony are a huge corporation, with a brand from anything from games, movies, music, tv's, 
laptops, cameras, phones, camcorders and so on! It's hard to not notice them. They pop mostly to 



mind as most of my technology is Sony based e.g. PS3, PSP etc 

 

¶ Apple – Apple are just as big as Sony, being one of the world leaders in Operating System and 
having one of the most famous phones on the planet. They mainly pop to mind because i take my 
iPhone everywhere with me. 

 

¶ Fender – Fender are a company that make guitars, i play guitar alot and the branding on my guitar 
head says Fender in gold, so everytime i look over at it, it subconciously becomes embedded. 

 
 5. Choose an aspect of your personal project / targets where there is some sort of product and some sort of 

customer. What do you need to know about these customers and how can you find this out? How might 
you promote your product? What is your competition? 

 
Considering my personal project will be a talent portfolio site for artists, bands, my own and so on, i 

need to make sure it looks trendy and catches the eyes of the audience it's aimed at. When it 
comes to promoting my site, i have pushed forward the ideas with bands to join it and many seem 
interested and on board with it. As well as this i have created a facebook fanpage that has an 
increasing number of members that can get the latest information straight to them and thus 
inevitably creating more traffic by passing it on. 

 
Associated Marketing Task 
 

The statement I said in question applies directly to this, getting touched with bands in order to gain 
more artists was a good step forward, I have a handful of bands such as As The Blessed Fall, 
Vultures in Vivid Colours, The Hype Theory and so on that are two thumbs up on the idea, I even 
managed to score a huge Metal band from Scotland by the name of Bleed from Within to join up 
and even have footage of them performing live for the site too. 
 
As well as referencing back to the bands, there is also the reference back to Facebook. If you know 
Facebook well  enough, it is a very good area for Viral Marketing...everytime a member on 
facebook becomes a fan of your page, it is posted on their wall...when it is, everyone that's online  
will see it come up on the Live Feed and no doubt click on it to check it out and even join. By 
making the fan page interesting and telling the members what they want to hear without making 
false promises, it's a sure catch to get some more viewers and interests in the site itself and 
possibly more artists. 
 

Curriculum Vitae(CV) 
The following page contains the CV 



Matthew Colin Hardiman 
 
13 Riverview Gardens 
Sutton Park 
Hull 
HU7 6DZ 
 
Tel: 07525 203521 
Email: matthewhardiman@msn.com 
 
PERSONAL STATEMENT 
A young and budding man, graduated from Wilberforce College as a Film and Media student. I 
have many skills relating to both Media and Film and also have many other related art skills. I work 
well in groups and try to bring my bright spark to them but also maintain a strong leadership role, 
so it can be, both fun and organised. I am looking for a role that will allow me to express my 
creativity and ideas and perhaps push me beyond my limits, so that i can improve upon myself and 
bring the best to the company. 
 
EDUCATION 
 
Hull School of Art & Design 
BA (Hons) Games Design (2008 – Current) 
Currently studying and awaiting final year for final grades. 
 
Wilberforce College 
(2004 -2007) 
A Level - Film Studies  (D) 
BTEC Nat Dip – Media (Merit) 
GCE Video Production (Pass) 
 
Winifred Holtby 
(1999 -2004) 
GNVQ  Forensic Science (Pass) 
GNVQ  Hospitality & Catering (Merit) 
GCSE Maths (C) 
GCSE English (C) 
GCSE Cooking(C) 
 
WORK EXPERIENCE 
 
October 2005 – Current Day 
Asda Stores, Kingswood 
Porter 
Four, almost five years of experienced teamwork, the job requires patience, friendly interaction 
between customers as well as colleagues and striving to do the best for our customers to our 
utmost degree. I have recieved many invitations to special lunches for my efforts as well as 
recieving good referrals and rewards, i always do my best to look my best.   
 
 

mailto:matthewhardiman@msn.com


INTERESTS 
 
Socialising – I've always enjoyed making new friends and discovering new and interesting 
personalities. I always enjoy to give people a good laugh, i think it makes everyone it a little more 
happier. 
Skateboarding – Ever since i was younger i have always skateboarded, which has always kept me 
in tip top healthy shape, a healthy body means a healthy mind and pushes dedication forward. 
Creating – Ever since i can remember i have always been caught drawing and making stuff, 
anything that came to mind would be put to paper and then made till i was happy with it. I'm 
always trying to be innovative and new and produce the most eye catching translations from idea 
to product. 
 
SKILLS 
 
Art/Design – I'm well knowledged in drawing, varying my skills from surreal, to real life, to anime 
and much more. 
Computing – I have a media background and can do anything from video edit, to composing, to 
create websites, to animation and plenty more. 
 
For references, please request and they will be provided as so. 



PERSONAL PROJECT 
4 TASKS TO ACCOMPLISH BY THE END OF THE YEAR BASED ON WEAKNESS 

1. Look at areas of interest and employment in games industry. 
2. Script writing/creative writing 
3. 3D Skills (basic modelling) 
4. 3D Texture Development 

 
INTRODUCTION/PROPOSAL 
For my personal project I have decided to develop a portfolio site to show off, not only my own work but 
those of contacted and connected artists too, whether they're a band, comedian, animator and so on. By 
doing this I can show off my work that cover most of my weaknesses and use the site for my other idea 
which I will be continuing into the Second Semester, which will be referred to in the evaluation. 

 
RECORD OF YOUR ACTIVITIES 
1. Look at areas of interest and employment in games industry. 
 

I've always been interested in working for a games design company ever since I played my first 
video game. The studios I was more interested in was those based in America and Japan, because it 
wasn't till the past couple of years that England seemed to be taking over the Game Design scene 
that has given me a second reconsideration of where I perhaps would like to go. 

 
Although I'm more interested in some more of the English studios, I still think Canada is one of my 
preferred areas of interest. I looked into some companies in Canada and the one of which I 
previously wanted to work for and still do was Capybara 

Games(http://www.capybaragames.com), Capy(as oftenly referred) is an independent games 
studio based in Toronto that originally began making games for mobiles and even won many 
awards for doing so. Now the company make iPhone, DS and even downloadable console games, 
which is such a raise in potential of such a short period, proving that the company try to be 
innovative and have good success in being innovative too. 

 
One reason this company favoured my taste and eyes more was that they tend to stick to 2D 
games; pixel art or graphically smooth resembling that of vector graphics. It's often brought up that 
2D games are dying and 3D is the way forward, so it's inspiring and joy bringing that there's a 
company out there that's still passionate about making them, as this is my favourite game studio. 

 

Another company I would be interested in working for is Square-Enix(http:/ /www.square-
enix.com/jp/), a Japanese Company very well known for it's RPG's such as the Dragon Quest and 

Final Fantasy series'. RPG's (Role Playing Games) are my favourite Genre of game; as their stories, 
characters, music and environment tend to be more in depth and make you feel a part of 
something more than just a game. Since i've grown up playing RPG's this is an obviously good place 
of interest and of possible future application. 

 
The only downfall to Square-Enix is that I will have to learn Japanese and possibly move there, 
which will be a rather huge change in society and culture...that could be a problem if i'm not as 
prepared, though this is something to consider a lot further down the road but I should look into 
taking a part time Japanese Language course meanwhiles, so i'm prepared if anything would arise. 

 

 
2. Script Writing/Creative Writing 

 
CREATIVE WRITING - POEM (EVERYTIME) 
Every time i see you 
The sky begins to fall 

http://www.capybaragames.com/
http://www.square-enix.com/jp/
http://www.square-enix.com/jp/


 
Every time i'm with you 
I couldn't ask for more 
 
Everything about you 
Is everything i want 
 
Even though i'm not that great 
I'll try to prove that wrong 
 
Eyes like a galaxy 
I'm counting every star 
 
A smile like a rainbow 
I love to watch afar 
 
The hair of an angel 
Of which god never knew 
 
I'm hoping and i'm waiting here 
Cause everything is you 
 
CREATIVE WRITING – MUSIC ARTICLE 
Each one of us has a different music taste, some closer to others and some further away others. 
This prompt me to think why don't we like the same music...Do we hear it in a different manner? Is 
it to do with the first thing we hear? Can it be some form of genetic memory? 
 
Nevertheless most people believe it's something to do with your life experiences that affect what 
music you listen too....but if that is indeed true then why do we listen to music at such a young 
age...when we're yet to understand what true life is like. 
 
The most likely subject of kids listening to music would be music they could dance along too, 
because when a song has a good beat the ears tell the body it's something good and the body 
reacts to it...yet this is still not the point as if we all listen to this when we're little how do we grow 
up to listen to what we do? 
 
This is where i got to, as music taste may be heavily inspired through emotions and life at that time 
i also believe that comes from a derivative of other music...and example is as so:- 
 
Mike listens to Heavy Metal....one day he listened to a new song by his favourite Heavy Metal Band 
"Made Up Band" called "Made Up Song" that brung in a Techno Breakdown near the end of the 
song..through a band doing this, the subject is more than likely to like it as it's from their favourite 
band, obviously there will be a few that wont...but this is the point, if they actually liked the song 
they are then prone to like more songs that contain Techno thus expanding their music taste. 
 
So what i'm saying is if bands continue to adapt into different Genres, people will then begin to 
expand their music tastes...therefore making the usual statement "I'm not into that kind of music" 
less and less, as the potential to like every type of music will rise. 
 
Although emotions and experiences will have affect what you listen to, it still doesn't effect what 
genre as it's down to the fact of arrangement and lyrical approach of the song.  

 

 

 



 
3. 3D Skills (Basic Modelling) 
 

 

 

 



 
4. 3D Texture Development 
 

COBBLE 1 

 
COBBLE 2 

 
 



 
COBBLE 3 

 
WOOD 1 

 



5. Images of Portfolio Site I Built 

 

 



 
EVALUATION 
My original idea for this project was to create a resource everyday for example one day I'd create a 
composition, then the next I would created a texture for a 3D model, then a short script, then a 3D texture, 
then an animation and so on. This idea seemed good as it would cover 3 of my activities at once but the 
main problem was having the time to be able to do this everyday, considering I am continuously working on 
the other projects we're required to do along with having to go to work every Saturday and Tuesday so I 
don't have the time I would like. When it comes to Semester 2, I am planning to re-arrange my time better 
so that I can take on my original idea and log it down for it, in case referenced later in CATS Level 2 
Semester 2.  

 
1. I think did a good job at describing why I had a personal interest in a certain game company but I could 
have listed more and talked more about the others, although this was an insight into areas I would like to 
work more than any other so the choices would usually be minimal as they are personally top dog. One 
problem with the sites is that they do not display any information of how to get a job, although Capybara 
Games has an email left to you in the bottom left corner, it doesn't really tell you if this is only for a specific 
query. 

 
2. As for the creative writing I think I did a really good job of expressing my self through my writing, a Poem 
is always good for this because you limit yourself to expressing an emotion or event within such a short 
area and I believe I conveyed this emotion very well. I personally see no downfall to the Poem I created 
because it says what I want to say, therefore a finalised and happy product. 

 
The Music Article came to me one time when I was on the bus home listening to music...so I began to write 
it down on my phone.  I wanted to cover the fact that everyone has the potential to eventually like every 
song because when a Genre you like adapts with something else it opens your taste up even further thus 
eventually branching you off onto other Genres. It was because of this idea it got me to really think about it 
all and write up an article documenting my idea. 

 
I wouldn't say the Article is right as there is no right or wrong, but i'd say it's as close to right as you can get, 
many of my friends agreed on the article and mentioned about their experiences with this situation. 

 
Mike Berry 

“Yeah I know what you mean, I used to listen to Punk-Pop all the time as you could guess when you 
saw my music via MSN...but when A Day To Remember came along I started to drift onto heavier 
stuff and on to Metal...weird move but you know i'm weird...times are changinƎέ 

 



Vanessa Smith 
άWell I don't like Metal and I don't think I ever will, unless something drastic happens to the music 
scene but it is possible! I listen to a lot of pop but recently i've been listening to more Techno stuff, I 
feel like i'm turning into a Chav but this is down to the fact that they've been adding a lot more 
¢ŜŎƘƴƻ ƛƴǘƻ Ƴȅ ǳǎǳŀƭ tƻǇ ƳǳǎƛŎΣ ǎƻ ƛϥǾŜ ŜƴŘŜŘ ǳǇ ōǊŀƴŎƘƛƴƎ ƻŦŦ ŜƭǎŜǿƘŜǊŜΦέ 

 
With people agreeing with me, I believe I did a satisfying job of this article, though I do believe I could  have 
elaborated more and talked more about it, comparing Genres and music trends but otherwise i'm happy. 

 
3. 3D modelling isn't exactly my strong point considering these are pretty much the first buildings I have 
ever built in a such program, they are basic, blocky and detail-less but for a start in practicing and 
developing my 3D skills this is definitely a step forward. The models have been modelled for our Dock 
project and I have been told they are good, but Steve Conlan mentioned that i'm using too many faces and 
told me what to do to fix it, which will help me develop even further. 

 
4. Having to use Adobe Photoshop to develop seamless textures was definitely an interesting one, I never 
imagined it would be as time consuming as it was and that I would actually be pretty good at it but I believe 
I've done a very good job on it considering I'm new to such a thing. I've had to develop many textures for 
our Dock Project, some proving more difficult that others due to I am linking them all together by placing 
them in a folding box layout and using pixel art(a skill I have developed over the years from making mini 2D 
RPG games) to connect them together seamlessly, then saving them at an appropriate size for the 3D 
program(3DS Max) to use and render them perfectly without a hitch. 

 
My downfall in this area is that although I found the cobble textures really easy to do although time 
consuming, the wood textures proved extremely difficult, due to the extreme detail in texture as well as 
making it even more time consuming. Personally what I need to do is spend more time working on more 
textures to improve how quick and efficiently I can create them for a game standard, otherwise I've done a 
good job for what needs to be done. 

 
And finally for the  website I built as my main task. The sites colour scheme and structure is very appealing 
on the eyes and points out the things i want you to check out the most. Although some of the images are 
place holders for later information upon further development, they are at a reasonable size and will 
eventually scroll as they are built into flash so that they can be more interactive with the viewer, keeping it 
simple and funky at the same time. 

 
The down points to the site where the lack of ideas of what I can fill some blank points in but i'm sure with 
more time I can develop it fully to look more complete and offering more to the viewer when they visit the 
site. Another problem, although I am unsure may be the Twitter feed to the left, although it's a good thing 
to have there too keep people upto date on what i'm currently doing, it may take up too much space but 
this is just a personal conundrum, so I will have to survey this to find out what other people think. 

 
Other than these points I think overall it came out balanced between good and bad, so i'm not 100% happy  
but i'm not disappointed either. I think next time I get time to get back to this I will put more time into it 
and ask the viewer more on what they want and expect, so I can deliver ahead of design and make the best 
out of the site.  


