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Report Advanced digital skills 

Development of skills (MoSense project) 

When I started this project, I thought that it would be a great idea to learn something new 

and develop a new kind of skill. Using Arduino was a way of incorporating the digital design 

aspect of my work and the complexity of coding to give myself a new challenge, when put 

together there was a bit of a complication. The complication was the fact that due to not 

being an avid coder or scripter and more of a visual blueprint kind of person, it made the 

project a lot more difficult, especially when I had to learn a lot about 3D printing at the 

same time.  

All though it was a difficult project at first and that I have started a new project on my own, 

as apposed to being with my group partner, I did learn something from how designing a 

project, and a digital device can do to increase your overall skill depth. Using the software, I 

already know from my first year of the course I was able to incorporate all my different skills 

into one project as opposed to just a finite amount. Using Cinema 4D to develop a 3D 

modelled Arduino case for the ‘MoScense’ project, was a good idea at first but as I have 

moved onto different modelling software i.e. Maya, Zbrush and Mudbox, I found it hard to 

remember all the key parts of how cinema 4D works as a piece of software and ultimately 

had to ask for assistance often. Whereas, when I use the software I have mentioned above I 

have never needed to ask for assistance as I have been using these pieces of software for 

half a year for Maya, and 2 years for Zbrush.  

But although I haven’t learned much on the modelling side of things I did a lot about how a 

Arduino functions as well as how to 3d model different objects into a 3D printed format. 

Learning how to use different software into one project was really cool, in the sense of 

integrating 3D modelling and an AI controlled device that measures your heart rate while 

when powering up the object the Neopixel ring would flash a solid colour thanks to the 

code. I do think that I have learned from doing this project but if I had found out a bit 

sooner that what we were doing was a stretch, I would have changed the project a long 

time ago, resulting in a better project and an increased skill base for my 3d modelling and 

sound design work. 

Development of skills (Attenuated environments project) 

After I decided to cut off the ties with my partner and the MoSense project I thought I t 

would be in my best interest to start a new project that develops on the core skills I have 

acquired in my first and second year. The main skills that have been a major factor that I am 

proud of, would be my sound production design work, as well as my integration into the 

Autodesk workshop known as Maya.  

Using Maya to create the 3D modelled scenes for this project was a lot easier than for the 

use of 3D printing or any other software such as Cinema 4D. bearing in mind that I only 

started to develop my skills in Maya about 3 months prior to this project, I believe I have 

come far on the idea of learning how to model within this software, as well as how to UV 

unwrap and allocate different meshes into the right part of the UV mapping section of the  
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software. This was a great idea to learn how to use this software and understand the 

fundamentals as next year I will be going to another course that focuses on the game design 

and animation side of developing my digital skills. Maya helps with this as it is the main 

software used to animate and sometimes 3d model a character or object into different 

models with keyframes and weight painting. I haven’t quite learned about the weight 

painting side within Maya just yet, but I can understand the fundamentals of the overall 

process. 

One of the best skills that have developed from this project was the sound and attenuated 

environment design section. By researching into different ways to alter and incorporate 

sound into different environments that are based on what kind of 3D model there is in the 

scene, I could understand exactly how attenuation works, how changing the decibels and 

distance the sound could be heard and how the sounds can be heard from different areas of 

a person view.  

Looking into the formulas for how sound is attenuated was actually a great way to increase 

my understanding of how sound works, understanding all the different expressions and 

values for the different formulas made me realise that this is one of my main incorporated 

skills that have developed over the 2 years. I was able to develop on the importation of 

different sounds and the creation of them to an increased extent which is shown within my 

previous work on sound design. 

References to previous work 

Looking back at the previous work I have done for the past two years, I have learned a lot 

from all the different projects I have completed. The first reference of my work would be 

the 3D modelling side. By understanding the fundamentals of 3D modelling with the use of 

Cinema 4D and Zbrush I could develop different ways of creating my ideas, when I look back 

to the first year I have improved dramatically on the side of 3D modelling rendered objects 

that don’t do much except for looking pretty, as opposed to creating decent models with a 

purpose in animation or for character movement.  

An example would have been the 3D modelled turrets I made for the digital skills module, 

these where a great way of learning how to 3d model hard surfaced objects as well as 

rendering them in different ways but served no purpose other than too look pretty as the 

textures couldn’t be brought over from Cinema 4D, which ultimately effected the final result 

of my game, so it then was turned into my digital skills project. 

When creating my games last year, I had the issue of not understanding the bear bones of 

game and interactive design within different software, with errors in creating 3D modelled 

characters that were too high poly and couldn’t be imported in my first game, UV mapping, 

texturing and animating different objects within the scenes. Now I think I have combated all 

of that and made sure that all my models are relatively low poly and have been textured 

appropriately so that they look and function the way they should. 
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Other skills that have developed other the course of this year was my digital illustration and 

art work. I feel as I have grown from the previous work that I have created for the digital 

skills module as well as the game I created last year and is reflected in my design work I do 

for my second game and my concept designs for MoSense and The Monomorphs game. 

I found I was quite proud of how I designed the concept art for the MoSense project and 

how digital painting would allow me to convey my ideas, last year was a bit tough for some 

of the art work I created as it was the first year of doing any form of digital illustration, one 

reference would be the game I made last year and how I used adobe illustrator to draw my 

character title screen. Now I don’t use adobe illustrator anymore for artwork as it was too 

janky and awkward to control the line work without having a drawing tablet to illustrate on, 

but using Photoshop was a lot easier to get around as it was more focused on digital 

illustration using pixels rather than vectors. 

Conclusion 

In conclusion I believe that I have improved dramatically from last years modules and have 

incorporated different mediums and software into all of my work. Learning new software 

has been tricky but once the fundamentals were there I could improve a lot faster, this was 

shown through out the attenuated environments and my sound design/3D modelling side of 

the advanced digital skills module. If I had to do anything differently I would say to ready 

myself a lot more with how 3D printing and creating a physical object would work, as well as 

how to incorporate the IBM Watson into the MoSense project with the Neopixel light 

system that was going to be include within the model. I would have liked to have spent 

more time with the team I was with and developed this project further as it was a great idea 

when first presented but as I have went with my strengths with the sound project it hasn’t 

turned into a broken project. 

 


