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Main Project Development

Continuation past submission

Time constraints and a delay in this project meant | didn’'t get as far into the development as | had originally planned, however as | was getting deeper into the
development, | redlised to what extent this had become a very meaningful and personal passion project, and in order to do it justice and become something | was
satisfied in, | needed to give care and attention to the whole experience, so my plan shifted to demonstrating my skills and the concept for this submission, but then
continuing past submission and refining and producing the experience as a whole over the summer. | want to get to a point with it where it really celebrates Sophie
well and my effort and passion for the project can be felt by the user or anyone who finds out about it. I also hope this project becomes a strong representation of my
skills when looking for jobs and for that to happen | need to give myself time and flexibility to build and refine it. While plans and timetables are good, through university
and reiterated during this project, | have learned that my personal project ideas and plans usually require more time than | am given. Of course, this wont be an issue

if a job gives me projects to complete that have gone through other people for a better judgement of time, or in a group where development is more efficient. Another
factor that would also be eliminated would be the infrastructure, where software requirements and access to hardware will be quick due to different processes and
protocols to universities.
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Retrospective Analysis

The project design process

During the development, | created a common design process that | continued to refine with each section of the mix. With this design process | learned the steps and
the development structure required for this project. It started by breaking the mix and process down into sections, then starting two Unity projects, one for building
and animating the scenes for each section, and the main project file. | import the mix sections one at a time into the animating/key-framing project where | could easily
build an environment and animate objects to the music without having to wait through the whole mix to get to that section. Often | would make 2D assets in illustrator
and Photoshop, and | came up with different ways of making use of particle effects to create a range of visuals, so these 2D assets were mostly used for these particle
effects. Sometimes | also needed to use blender to create 3D files such as the Sophie logo, and found that my overall workspace consisted of lllustrator, Photoshop,
both Unity files and Blender all being used in conjunction with each other. | had set up dedicated folders for each section of the experience, and this allowed me to
approach each section as mini-projects. Finally, | had to come up with a formula to figure out the placement of the visuals with the mix, | did this by finding the transition
in Adobe Audition, and working out the difference in the delay in unity and converting it to unity’s time scale: (Time in Audition x 3600)+10. This formula wasn’'t exact and
was in constant refinement. It will become more confident when | can get more correct timings in the experience to test it against.
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Retrospective Analysis

Planning analysis

With obstacles encountered during this project, my original timetabling was thrown off and my plan changed. | found in this project, once everything was ready, | could
easily work in ‘sprints’, such as with KC when we had limited time together, we worked non-stop on the mix, getting it done quickly and efficiently and giving us extra
time for refinement. Despite the obstacles for development of the visuals, the same can be said, and the last few weeks | worked hard and efficiently on creating a
demonstration on my brief plan and the variety of visuals and skills | could produce. | based my timetable on estimates of my development speed from the test files (I
started the test files during the planning and brief-writing stage), and these estimates remained accurate even towards the end, as during the last development sprint
| was working at about 10 minutes of the mix per week, with a 15 minute experience being produced in a week and a half. | believe if | started production when planned,
| would have a rough, but complete, beta version of the mix from start to finish, possibly with time to produce a menu and loading sequence, however | don’t think not
achieving this has taken any value away from this project, as | have learned the same processes and planning steps, as well as overcoming hurdles during a large
project development, that | would have whether | completed production or not. Ending my submission with an unfinished project, but a strong plan, has enabled me

to look ahead, and think about adapting my project to work on it at home, and not feeling pressure to work against the deadline might even help the project become
better, more thought out and more valuable to employers and people who might be interested in my work. While | was waiting for facilities | also found that the program
| started using, Microsoft project planner, was both difficult to read and write plans with, and eventually | stopped using it. Instead | found use in my phone’s notebook
app, and a stripped back app called Noterly that places notes in android’s notifications until they're completed, a testament to the fact that the best productivity tools,
particularly for me, are the most accessible and simple to use ones. When thoughts came into my head, | wanted to write them down fast and scribble them out easily,
and the notes app was the best place for me to do this. Being able to write all my thoughts became extremely useful, and something | hadn’t done enough during my
time at university. It was alesson | learned that, even if marked work, or design development isn’'t being carried out, even thinking about the projects, discussing them
with people, brainstorming ideas, is all extremely valuable, and writing them down to then be included in documentation makes the overall process so much more
seamless. These notes and thoughts then lived as a widget on my home-screen, along with a deadline countdown widget, and my to-dos in my notifications. These
tools combined with a modular development approach streamlined this project, and are techniques | would carry out in other similar projects and furthermore in the
continued development of this project.
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Retrospective Analysis

Social media communication

A key part of community engagement during this project, besides the public project update page, was my use of social media posts and updates on Instagram

and Twitter. | started making use of social media for my work during the CoLab and Pitching and Prototyping modules, and continued it with this project. | contacted
artists like Isaac Cohen on instagram, who responded and showed interest in my project (Isaac Cohen is the visual artist who works for PC Music, specifically
Hayden Dunham AKA QT), as well as contacting Sophie adjacent fan pages such as @xcxshake and @xeonparadise on instagram. Both pages shared my work and
information on their stories which helped me reach the target audience and receive another music submission, a remix of infatuation, from a fan. | also posted stories
for project updates on my websites, drawing traffic to the page, and video snippets of my development. The goal was to keep my development process as publicly
transparent as possible. | also opened some polls to gain insight for next steps, such as where to open the Sophie Project Update page, which everyone voted to keep
on my main website.
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Conclusion

What went well?

The biggest success of this project has been how much | have learned, considering this idea and VR development as a whole was a complete unknown to me. | had
only used Unity 3D once before and so beginning this project was a total leap of faith. I've learned and developed the fact that | seem to be confident when learning
new digital mediums, programs and design processes, and this was the ultimate test and evidence to myself that this is true. | also think this is evidence enough to
an employer that | can pick up totally new mediums and have confidence in the face of a new design system and process. This project has also given me so much
confidence in the industry I'm interested in, extended reality, and even from the short time developing, it's given me a huge understanding of how one might design

in this field. When I look at other XR projects, | have some level of understanding of how they may have been created, or how I might go about creating them myself,
instead of the process being a mystery to myself. Aside from learning more about Unity and the technical skills involved in this project, | entered a very personal

and meaningful part of my life which is the music and community | feel a part of, and creating something for this space has been a dream, and is an ongoing goal

for myself. Just from the beginning of this project, | have seen how it has helped me connect with fans and other artists on a small scale, and | believe as this project
evolves more over the summer, more connections will develop and my network within the community will broaden. Celebrating a subject as sensitive as an artist
who has passed away was also difficult and emotional to approach, but my passion for this project, and the combined excitement and support from others who liked
the sound of it confirmed to me that it has been approached well. | made sure to keep the development process as clear and transparent as possible, calling for
submissions and working with KC to make this a collaborative effort instead of a personal and reserved project. The goal was a love letter to the community as much
as it was a celebration of Sophie and | believe | have taken the right steps to make sure this had a collaborative and community focused process. Being in a three-
person course with similarly collaborative course-mates showed me that | enjoy group and collaborative work so that experience was what | built on, especially during
the mix development.

The mix was also a huge learning experience but KC and | had a good creative bond and the ideas that we had for transitions and song placements created a really
special final result and a very solid base for the visuals to build on. My initial test programs helped me learn more about the time needed for development, as well as
getting the hang of setting up the scripts | had found for the project, and the process of using them for a VR experience. These became so important not only as proof-
of-concepts but to help me plan accurately and go into the main project development with confidence.

| think my modular approach to the project reflects how a large project would be carried out in a job or even a team. Seeing each section as its own mini-project let me
focus on development and fine-tune it, before introducing it into the main file and then being able to focus on incorporation separately. For other future large projects
I will also take this approach, finding ways to split it down into areas of focus. The mix made this process easy for me as it was, by nature, a timeline with clear cut
sections, but there would be other ways to break a project down in this nature, for example in a multi-scene VR experience, | could focus on each scene, or break the
scene down further into features of the scene to approach one-by-one.

Overall, despite not finishing the whole thing, | think | have demonstrated a wide range of newly developed skills such as mix making, online project communication,
large project planning, modular development processes, Unity VR development and Unity key-framing. This project had been an idea for a year and with nothing but
excitement, it developed into the beginning piece of work that | am already extremely proud of.
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Conclusion

What could be improved?

Despite being very proud of this project, there are definite areas of improvement. The first issue | encountered early was in my lack of research and though about
the planning tools | would use for this project. | went straight into using Microsoft Planner, and found that it was clunky to use and hindered my plan and ability of
following my timetable. To avoid this | should have tried a couple of planning tools or though about what is the easiest and most convenient for myself in this project.
Approaching the planning system with more research would have given the rest of the project a stronger starting point.

| also believe | should have carried out more testing building up to this project, and diving into such an ambitious project idea was a gamble. Luckily | learned the tools
and processes quickly, but | could have easily ended up biting off more than | could chew, and experimenting and familiarising myself with Unity more before the
start of this project would have given me more confidence going in. Overall this wasn't an issue and | can say that I have learned a lot by not knowing the many of the
processes before the project.

The biggest area of improvement and cause of delay for this project was the fact that UCA can take a long time to give access to hardware and software. They have
strict procedures for allowing new software to be downloaded on computers, and the need for admin to install required programs makes the whole process quite
slow. | wasn't really aware of this going into this project, but | should have been more prepared and contacted facilities and staff about gaining access to the required
software and computers before the project started, to give myself more wiggle room and the ability to keep on top of the timetable. However, to an extent | see this
delay as a positive, as it allowed me to take a proper step back from my plan and approach the development and documentation with more care. | have a habit of
getting too involved in the design process that | forget to write the documentation until the very end, but being delayed half-way through this project meant | had time
to document and write out all my thoughts, and overall this has helped me write a more precise design document over other projects during my time at UCA.

Another factor holding me up in this regard was my confidence when approaching staff | was unfamiliar with at university. My confidence is still an area | need to
improve on when asking for help and if | pushed myself a bit more | would have sorted out issues quicker. This is something I'll be forced to overcome at a new job, but
it's easy to fall back into the comfort zone in a small course in a small uni, and | think it's shown a negative in this regard (however my experience has been incredible
overall, and small courses and universities also have huge positives).
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Conclusion/Project Screenshots

This idea was chosen over my excitement for cutting edge technology, especially the immersive nature and creative benefits of extended reality, and my love for elec-
tronic music, and the queer roots and subcultures within this music community that make it so experimental and future-facing. | believe this final project has done a
good job in placing me in this space, both network-wise, and skills wise, and to a personal level it has allowed me to express my appreciation for a very meaningful cre-
ative and huge source of inspiration in a project | am extremely proud of. This project has sparked the beginning of a new stage in my career and life, and also marked
the end of one, and as | continue development on it over the coming months and continue though life, it will be the landmark piece of work to symbolise my time at UCA.
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Scan this code to visit the final screen
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