
Red Bull x Blu Tack LAB
PROJECT: DOOR TO RING

20005166
Keon Ok



2

2

CONTENTS: Proposal
Intro to project....................................................................3
RedBull................................................................................4
BluTack Lab.........................................................................6
Driver & Insight...................................................................8
Foresight.............................................................................9
Researches.........................................................................10
Case Study.........................................................................12
Audiance............................................................................16
Road Map & Early Adoption..............................................17
Problem Statment..............................................................18
Environmental and Social impact.......................................19
Video.................................................................................20



3

3

The virtual third space is upon us.
It is time to open the door to our ring.

“We will see more pro drivers coming from sim racing”
-Liam Lawson in BBC
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Red Bull
“Giving Wiiings to People and Ideas”
In 1987. Red Bull GmbH launched an entirely new 

product category: energy drinks.
Red Bull has expanded beyond the label of the orig-
inal energy drink corporation to encompass energy, 

passion, and culture.
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Red Bull: Beyond Energy Drink
Red Bull GmbH is more than just a beverage company.

Red Bull symbolises energy, speed, enthusiasm, and community.
From extreme sports to festivals, Red Bull sponsors over 20 different festivals, events, and sports.

Based on superior culture teams from around the world, Red Bull created theworld’s 
“Energy Kingdom.”

Now, It’s time to design our own world.
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Blu Tack Lab
“Building Your Comfort Zone”

Blu Tack Lab is a British creative studio that specialises in connective 3D 
space design for virtual reality and the metaverse.

We are at the forefront of the pre-neural media sector, connecting
meta-worlds with partner enterprises.

Our goal is to help businesses create virtual worlds and echo systems, while 
also protecting the community from harmful generative AI material.
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Blu tack: Over the Space
Blu Tack Lab isn’t only a 3D studio.

We want to seamlessly link people across spaces, both online and offline.
Where even our audiance staies in, we provide best expriance to our audiance over

VR, AR and even MR technology with our partner Meta’s next Gen HMD.
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Driver & Insight

The COVID lockdown has pushed Generation Alpha into the digital realm, increasing 
sales of sim-racing equipment and accelerating the sim-racing industry. Customers 
who purchased sim gear during the COVID outbreak are selling it due to a lack of 

connectivity with other users.

Furthermore, items like Prime Energy drinks help to define their identity by serving 
as a status symbol. In the future, influencer marketing may have a significant impact 

on Gen Alpha decisions, in contrast to Gen Z and Millennials, who prefer not to be 
influenced.

However, due to the generation’s characteristic of irresponsible consumption 
of Prime energy drinks, the rest of society developed a negative perception of 

high-caffeine drinks and ringed alert on the energy drink industry.
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Foresight
Gen Alpha’s interactions and identity are digitalized. As identities become more fragmented and distributed across 

multiple platforms, third spaces lose their physical presence in the world. Online third spaces, where people can 
opt-in and out depending on who they want to be that day, will become more popular. Along with this, people will 

commit to VR and transcending their physical selves. People will be able to completely remove themselves from 
platforms they do not want to be a part of that day and engage where they are needed. This will improve people’s 

well-being and strengthen communities by allowing us to connect authentically through escapism.

The cross-cultural optimism of algorithms Data mining envisions a future in which technology is utilised to identify 
people who are similar to you. To address Generation Alpha’s concerns about a lack of physical interactions in the 

future, the algorithm that brought people together digitally will now connect them to the physical world. Making this 
a better future.

With a lack of physical interaction, the world is moving closer to becoming fully digital, with VR now being utilised to 
hang out with pals. Meeting in queue species that were formerly physical, like a playground, by connivance.
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Research: Sponsorship

“Many “sponsor” stickers are from drivers who just like and want to 
support a specific brand or business without necessarily being compen-
sated. Many more also emulate a classic livery because it looks really 

cool, without any form of compensation.”(Peters,D. 2020)

However, because the influence of online-based services is not as strong 
as real-life leagues, the scale of sponsorship will not initially reach the 

expected profit, as seen in the motorcycle series. 
”The motorcycle sponsors have therefore taken slightly longer to reach 

the same level of marketing sophistication in a sport which is recog-
nized as having less money overall.” (Braham, B. 2008)

But in addition to the current motorcycle series secured system, our The 
Ring echo system will expand in the future.

“Sponsorship” is a key component of this project.
We discovered a new business model from the Meta-sim racing hub by work-

ing backwards from the sponsorship system.

Drivers can now purchase sponsor decals via Red Bull: To be featured in our 
The Ring echo system, The Ring and its sponsors must be a partners with Red 

Bull.
To sum up, Red Bull will secure service fees from drivers when they purchase 
sponsorship decals as skin, the sponsors need to pay for Red Bull to register 

their brand in our The Ring echo system.

Drivers can also earn sponsor decals as decorations, as well as real spon-
sorship, by winning the official sim league and demonstrating their ability 

as pro-sim-racer.
This system will also help their early career as real-life racing drivers.
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Research: E Motorsport

Sim racing is coming for motorsport fans.

Numerous official automobile-related brands host E-mot-
orsport cups. Toyota GR hosts the GT cup in Gran Turismo 7, 
while F1 has its own Esports GP in the Codemasters F1 se-

ries. and many professional racers attending Esports events 
and competitions.

One of the most popular racing simulators among profes-
sional racers, iRacing, is a Web-Luncher simulator.

Our The Ring echo system may use the Web-Luncher system 
on our Meta-racing hub to provide a seamless connection 

between our community hub and sim racing.
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Deep Dive: FANATEC

FANATEC’S NEW Stratge
Fanatec began developing and manufacturing simulation 

racing wheels in collaboration with real-world automotive 
manufacturers.

The initial project was to create a speedy realisation system 
with the BMW racing team, which Fanatec mostly employs 

for their next-generation wheelbases.
Fanatec launched the QR2 system and BMW M4 GT3 wheel 

together, which is identical to what BMW M4 GT3 racing cars 
use today.

This “You can use your sim racing wheel in a real race car” 
strategy was fantastic among sim racing users, resulting in 

an early sell out despite the wheel’s price of £1,499,95.
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Deep Dive: FANATEC
FANATEC Bentley GT3 STEERING WHEEL

The BENTLEY GT3 steering wheel project is the next initiative for a real-life racing car 
wheel in sim racing. The project has not yet been completed due to global semicon-

ductor shortages and screen issues.
However, it suggests that future trends in sim racing will involve active collaboration 

between sim racing and real-life racing.

Our The Ring project aims to create a simulation racing steering wheel that can be 
utilised in real-world karting using Fanatec. This collaboration would boost our ma-

ta-racing hub immerse with real life motorsports.
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Deep Dive: VR / Meta  Social Hub
GORILLA TAG is one of the most popular virtual reality games 

among Generation Alpha.
The game contains low-quality poly visuals but simple and 

addicting tag-style gameplay.
When it comes to the metaverse and creating a virtual com-
munity, the graphical quality of the game isn’t as important.
For example, in Forza Horizon 5, the game’s goal was totally 
different, but they still wanted to develop an in-game com-
munity among gamers, but they failed on that front. Also 

to operate games in virtual reality HMDs, reducing computing 
resources is necessary.

So we decided to keep our hub as simple as possible, using 2D 
textures and low poly graphics.
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Deep Dive: VR / Meta  Social Hub
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Audiance
Generation Alpha: Go Kart

Because go-karting is expensive, most kids in the upper-mid-
dle class participate. They require permission from their par-
ents to continue go-karting, both financially and physically.

Serious go-karting does not include indoor electric go-karting 
in this scenario. In this scenario, go-karting refers to ama-pro-
fessional karts powered by motorcycle engines that can com-
pete in official events. Also, they’re mostly doing sim racing 

already with surpport from their parents.

Their relationship with their parents is mainly positive, but 
they have a desire to establish their community and a fear of 
the future as professional racing drivers, as they understand 

that they cannot rely on their parents indefinitely.

Generation Alpha: Gamer/sim racer.
Generation Alpha who cannot afford go-karting become in-

terested in sim racing, yet sim racing is also too expensive for 
this age group.

Sim racing requires money, space, and time. Their parents will 
not simply allow them.

They have a deep enthusiasm for motorsports, but creating a 
community with go-kart gen Alpha is difficult because they 

lack exposure to each other.
However, they are open to console or VR games, which is what 

our project is looking into.
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Road Map & Early Adoption
2024-Pre-release preparation

Start developing the 3D world
and sponsor bidding open.
Collaboration with Partners 

starting.

2034-Normal lunching

Open service to the public.
operating system is

Meta’s next gen HMD vr 
device.

2029-Possible Early Adoption

Opening service as beta-service in
flat screen devices(PC)

Plans may vary. Depends on the num-
ber of VR users.

2040< -Future Adoption

Begin arranging the transfer process 
to the neural media environment. Our 

lab strategy is neural media-proof. 
Adoption may not be tough.
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Problem Statement
After ten years, environmental regulations for motorsports will become much more strict 
and because of that, there is the possibility that the size of entry-level motorsport classes 
will be replaced by a sim-racing league. The size of the Sim-E racing industry continues 
to grow and it will become more popular in society and even young age groups by lower-
ing the price of sim-racing gears.
It is critical to establish a pre-community for future motorsports today, since the virtual 
3rd space will become an important hub in the motorsport scene too.
However, our proposal will help to lower Generation Alpha’s entry barrier to karting and 
sim-racing by eliminating the burden costs of real-life karting by launching a career in 
sim-racing, providing a substantial opportunity for junior karting rookies.
The project’s timescale appears to be within ten years. The most important element is the 
quantity of VR users in Generation Alpha.
There is also a concern that the social image of energy drinks will be tarnished by exter-
nal causes and social virals (for example, Prime Hydration), posing a long-term health 
risk.
After ten years, our project’s new economic model will secure future consumers as com-
munity members by attracting potential audiences to the ecosystem.
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Enviromental & Social Impact
We secured the third area in the physical location, which may be used as a multi-purpose 
environment for event curation. It means we can avoid a carbon imprint from IRL events.
In addition, this free space will narrow the economic disparity between generation al-
phas.
Furthermore, this echo system will help secure future motorsports rookies. 
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WELCOME TO THE RING.
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Motorsport Revenue Model
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Sponsorship in Motorsport



25

25

Sponsorship in Motorsport

Corporate sponsorship of events contributes significantly to marketing aims, including
brand awareness as measured by recall and recognition of sponsor-event
pairings. Unfortunately, resultant advantages accrue disproportionately to brands
having a natural or congruent fit with the available sponsorship properties. In three
cued-recall experiments, the effect of articulation of sponsorship fit on memory for
sponsor-event pairings is examined. While congruent sponsors have a natural
memory advantage, results demonstrate that memory improvements via articulation
are possible for incongruent sponsor-event pairings. These improvements
are, however, affected by the presence of competitor brands and the way in which
memory is accessed.
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Sponsorship in Motorsport
To better grasp how sponsorship works in real life, I read a 
few scholarly writings on sports sponsorships.
The primary consideration in sponsoring and collaboration 
was their brand image and exposure to the public.
For example, in Formula One, all sponsors and F1 teams 
have separate contracts. If you’re a competitive team but 
crash in the middle of a grand prix, it could be considered 
out-of-contract because the sponsor anticipated your brand 
image to be competitive rather than crashing in the middle.

In that instance, even if the brand exposure period is suffi-
cient, the partner may not seek a long-term deal.
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Sponsorship in Motorsport
Entry-level leagues are ineligible for sponsorship because television does 
not cover them. As a result, the majority of drivers use their vehicles to pro-
mote small businesses or their own.
They may even advertise brands for free because the brand’s value out-
weighs their own.
This is a critical point of sponsorship in our project.

Players may be willing to obtain sponsorships, but they lack values; instead, 
they are simply customers.
However, the echo mechanism itself is not. Players are literally consuming 
sponsors while also being exposed to the audience. This is the primary target 
we are looking for. Our echo system will function as a large billboard, and 
some players may be sponsored as drivers if they demonstrate the necessary 
ability to compete in the E sport league.
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Red Bull: Partners
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Red Bull: Community

Most Formula One teams have their own junior team or academy to groom poten-
tial rookies and familiarise them with their unique system.
However, RedBull also has a Wing Finder, which is designed to connect workers in 
the Red Bull Echo system.
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Red Bull: Positioning map

Red Bull is the leading brand in the energy drink business.
Their brand strategy is activism-based and customer-driven, which means they 

entice people to buy their project by overcoming massive challenges.
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Simracing: Platforms

EA’s Formula One series is not a genu-
ine simulation game.

However, because the company is legally 
operated by F1, it has a wealth of addi-
tional material, such as F1 driver event 

matches and its own Esports league.

Assetto Corsa Competizione (ACC) is the newest racing 
simulation game in the business.

The popularity is just behind iracing, the most active 
racing sim with genuine moto competitions.
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Simracing: Case
Since 2016, iRacing and Gran Turis-
mo have featured gamer-to-profes-

sional driver cases.
These cases show the possibility for 
simracing games to serve as a fu-

ture entry-level motorsport league.
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Simracing: Culture
LFM is one of the ACC racing clubs.

This type of sim racing club operates 
on a licencing structure. To join the 
community, players must complete 
missions and obtain a licence from 

them.

To promote esports, F1 operates vari-
ous real-life locations in the Cloud F1 

Arcade.
It is a real-life motorsports hub with a 
concept that is extremely close to my 

work.
If I can bring the F1 arcade echo sys-
tem into the virtual world, it will be a 

successful project.
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Simracing: Case
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FANATEC: Products

Fanatec and BMW collaborated on the 
development of the QR2 Pro.

Because of the real-life grand QR 
system, Fanatec began collaborating 

with real race car manufacturers.
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FANATEC: Sponsorship
Fanatec has already had a significant effect 

on the motorsport and simracing scenes, hav-
ing launched their own challenge series.

Also, spotting the Fanatec emblem on any 
track in the world is not difficult.

However, in comparison to their impact on 
motorsport, the company’s actual size is quite 

small.
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FIA: OKJ
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Go Kart: Cost
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Audiance: Gen A-Sim racing
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1. Who are we empathizing with?

Gen A (0-15 years old) is interested in go karting races and racing, but 
their parents cannot afford it practically. So they are about to decide 
on sim racing as an alternative answer once they can afford gears.

2. What do they need to DO?

They must decide whether to enjoy simracing as a recreational activ-
ity or as a serious start to a racing career, but simracing lacks a solid 
foundation for this.

5. What do they DO?

Save money to guy sim racing gears or visit amateur indoor go karting, 
sim racing arcade with their friends.

also they’re a car game contents creator in social media

6. What do they HEAR?

They hear things from go karting gen a and sim 
racing youtubers and bring the motorsport to popular 
culture.

3. What do they SEE

A lot of pro racers and go kart kids enjoying their 
life in motorsport indust in social media and Youtube 
video.

4. What do they SAY?

They talking about meme of motorsports with friends

7. What do they THINK and FEEL?

They crave the life of a Go-Kart youngster. Some of 
the kids in the midst of those two audience categories 
are very interested in simracing owing to a lack of 
real-life experience, but they are only able to do it 
sometimes.
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Audiance: Gen A-Go Kart
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1. Who are we empathizing with?
Gen A (0–15 years old) Who’s doing real life Go Karting as a hobby or 
career in the UK
They are enjoying extensive outside activities, and parental support is 
essential in their scenario.
Obviously, their parents are middle-upper class.

2. What do they need to DO?

They get to develop a community with karting and non-karting kids, 
making go-karting more accessible and popular. To build a community, 
they require multi-purpose digital and physical space. They also expe-
rience concern about their professional careers as motorsport athletes 
and require more preparation for competition.

5. What do they DO?

They’re operating racing content social accounts eg: a Youtube channel, 
Discord Channel

6. What do they HEAR?

A lot of brain rot memes in online and social media- 
even in real-life communication instead of what they 
are actually into.

3. What do they SEE

Friends around building their communities and com-
municating with their memes and Gen_GoKart kids 
also be in the community together but can’t bring 
Go Karting to the community into a major topic with 
other friends.

4. What do they SAY?

They’re saying they want a place to communicate 
with people of the same interest and expand go-kart 
to culture..

7. What do they THINK and FEEL?

Feels isolated because few friends can enjoy go-kart-
ing together.

They are improving their go-karting talents and pre-
paring for a career as racecar drivers, but they must 
leave their pals in the nearby area at a young age.
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Visual References: Red Bull
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Visual References: Automobile
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Visual References: Blu Tack
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Visual References: Helmet
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Ideation

VR + Motorsport

= VR Sim + Roblox
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Moodboard
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Meta Hub Simracing

Social contents

Sponsor

Events

Wireframing

E sport

Enduro

Rally

Fomula

Nasca

Kart

Imsa

MotoGP

Career

Motorsport

New User
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Sponsorship
(Career+Skin)

Game Hub
(Community)

The Ring

Immersive &
Competitive

VR
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User Journey
Watch social media 

about The Ring.
Download from Epic 

games luncher
(They already own

account due to Fortnite)
or

In console(Ps/Xbox/Quest)

Conneted with other
users in the game

(The Ring)

Bring their own 
friends to

spand time/play 
arcade
(Hub)

Move to Sim racing
seamlessly through

system.

Make contents out of
The Ring arcade or

in a racing sim.
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The RingThe Ring

RF2RF2 LMULMU

ACCACC

FMSFMS EA F1EA F1 GT7GT7

iRacingiRacing

EA WRCEA WRC

User Journey: Sim Platforms
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Prototyping
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To save time, high-quality models are transferred from Assetto Corsa (sim racing game) for the Red Bull 
Ring circuit, including vehicles, drivers, and engine sounds.
However, converting Kn5 (Game Protocall) to FBX or OBJ proved difficult because many of the textures 
and shadings were incompatible with common 3D modelling programs (DDS).
I had to reshade and texture every model.
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Prototyping

Converted AC objects to 
Blender and separated 
all portions according to 
the texture map. Then I 
rigged the automobile us-
ing the rigging a car add-
on in Blender to animate 
cars.
I intended to complete 
this process with UE5, 
but things did not go as 
planned.
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Working on the UE5 vehicle was a 
complete disaster.
Additionally, the pre-made spon-
sor livery did not work properly 
in UE5.
The UV map in UE5 was so bad 
that I gave up.

Due to technical difficulties, I 
found a different technique to 
integrate my car modeing into an 
existing blueprint in UE5. Howev-
er, it was not a simple process.



62

62

Blu Tack Lab Brand Identity

For the brand identity, I used the same font and cloud that ap-
peared in our element 1 outcome. The could landing was one of 
Blu Tack Lab’s most distinctive design elements. It conveys the con-
cept of a safety net in the digital world.
For this project, I chose to drop an automobile from the sky as a 
tiny tribute to our element 1 outcome.
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Testing: Blender Car Rig
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CONTENTS

Blender testing focused mostly on texture and realistic scenes.
The realistic setting was intended to convey the evolution of motorsport from real to virtual, as well as to 
elevate the virtual and sim racing environments to real-life values.
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Testing: VR

To put my project into VR, I had to 
convert my automobile model to a 
UE5 VR preset project. As a result, 
I was unable to enable VR mode 
when driving through Vidio.
The vehicle and VR game modes 
were not working simultaneously.
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Realistic rendering -
 Blender Cycle (representing reality)

Cartoon rendering - 
Blender EEVEE 

(representing Metaverse)

Unreal 5 -
VR Demo

Unreal 5 -
Play through Demo

Movement to future (Time) ->

Testing: Timeline
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Testing: Sound
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I created an intro theme music on my guitar. The sound with 
logo is striped down F cord, which was inspired by VALVe, and 
our project is about the gaming environment.
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Iteration
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Unfortunately, most of the iteration pro-
cess has not been recorded.
The majority of my revisions included 
finding textrue for the automobile.
I have tried almost 30 different textures.

Finally, the black realistic wood texture 
for the realistic scenario and the blue 2D 
texture were confirmed.
After that, I decided to make 2D the ma-
jor concept of the Ring environment.

The UE5 vehicle proved difficult to oper-
ate.
The figure on the left represents the first 
adoption, while the one on the right rep-
resents the eighth attempt using various 
approaches.
The primary issue was that the UE5 auto 
skeletal system could not recognise my 
model with wheels, so I had to rig the car 
in Blender and export it with only the ba-
sic skeleton.

This procedure worked, although I needed 
to carry the original wheel separately.



72

72

Collaboration
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I have not officially collaborated, although there 
was some opportunity for collaboration on this 
project.
@pwistudio is a sim racing steering wheel tun-
er, which will be excellent cooperation while we 
build on our own steering wheel for The Ring.
@jmd_helmets are racing helmet designers who 
created the majority of motorsport stars’ hel-
mets.
Finally, I decided to use Billie Eilish’s “Chihiro” 
as the main soundtrack for my video, the concept 
of the album and the wording of the song were 
exactly what I was looking for.
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Reflective Statement: Group
Working as part of a creative studio was extremely helpful to me.
The major lesson gained from the first element was separating the working process based on peers’ strengths and supporting 
each other’s weak points while working efficiently. I joined the team to provide technical support with 3D modelling and because 
of that, there were communication issues among team members. Our group opinion was divided into three parts, and research 
was conducted to define the main idea without bias. Accepting ideas rather than pushing them pushed the group out of their com-
fort zone, and the project itself became no one’s comfort zone.
However, it meant that our project forced us to challenge ourselves, and it was the least biased project we had ever completed. 
Even though we were outside of our comfort zone when it came to researching and deforming ideas, we made the most of our skill 
set. (Because we formed our group based on our skill set, we spent a long time on the idea but not on the production section.) 
We formed our group with primary, video editing, and 3D modelling specialists. Work progressed more quickly after secondary 
research, and we didn’t have to spend as much time as we did before compared to secondary research. In my case and Tanya, we 
spent only 3-4 days creating all of the 3D scenes and editing the final video because we had already completed all of the re-
search, mood boards, and colour palettes. It was the most delightful time I’ve ever spent studying at CDFF. (I didn’t like working 
in a group, and it was unpleasant to step outside of anyone’s comfort zone, but I eventually understood the benefits of group 
work.)
Pushing our comfort zone and comfy ideas may accelerate our ideation and discovery of hindsight, insight, and foresight, al-
lowing us to devote more time to video creation. However, as we broadened our opportunities and discovered hidden sights, we 
gained a better awareness of our audience and the phenomenon that we were aiming for.
Also working with the group was syncing different workflows to the middle. All of the group members had different workflows 
and schedules, but at the same time, it was a great moment to try different workflows and get to know which workflow was suit 
for specific works, and how to work with different areas of people more fluently. It was like when we were forced to start primary 
research to make sure other parts, or video edits and 3D modelling needed specific order from the main visual research process. 
It helped us understand what is great power/time distribution to get outcomes within a limited schedule.
As we worked very hard to create videos that capture the mood of Gen Alpha and explain current & Gen Alpha social media 
trends to our audiences, the results are incredibly eye-catching with my satisfying 3D works and social media memes. To achieve 
a higher quality and more interesting project in the future, I would want to work collaboratively with someone who works in 3D 
or who shares my interests.
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Reflective Statement: Individual
As we had completed fundamental research on element 1, I could fully focus on my interests, which include vehicle culture and 
racing, as well as furthermore simulated racing cultures that are rapidly rising in response to COVID and environmental rules.
The concept began with a simple idea: soften the barrier between IRL and URL of Karting Gen Alphas using Red Bull’s culture 
echo system.
However, I underestimated the amount and difficulty of the labour and could not produce a satisfactory solution.
I was overly enthusiastic about the project and expanded it beyond its scope. When I recognised I was running out of time, the 
project was beyond my hands.
Also, I had a problem scheduling a personal instruction; I was unable to plan the Unreal Engine 5 tutorial on time, which created 
a delay in final production. Also, the difficulty of work was impossible to determine with David Reason (He used work from Cine-
matic, but we worked it out together in the end). So, following the tutorial, I had to spend more time figuring it out on my own.
Then I decided to take a different approach, which involved focusing more on Blender and using Unreal Engine for a brief demo. 
But, even though I shifted it to my comfort zone (Blender), the quantity of work was too high, and time resources were already 
leaking out.
Trying Unreal Engine 5, which is outside of my comfort zone, was more difficult than I anticipated.
My attempt to step outside of my comfort zone was completely unsuccessful.
My original aim was to create a virtual third space that links Gen Alphas in various scenarios depending on economics, communi-
ty, and experience. However, my outcome was unable to correctly contain those data.
Aside from the technicalities, my outcome does not accurately reflect my research.
In addition, working on Blender and UE5 required a lengthy and extensive iterative process. However, I did not record such excur-
sions, and my R&D document’s iteration section was nearly empty.
On that side, I have made numerous blunders and been unprofessional throughout this process.
However, I was able to summarise the final outcome by compromising R&D documentation and reducing the amount of material 
used in UE5 development.
But when I compare it to other projects, I can still see significant improvements. First and foremost, the number of document pag-
es and material for the project increased dramatically; secondly, the project wireframe is far more advanced than past projects.
For future projects in the third year, I intend to sharpen my hard skills. I also thought I needed to improve my InDesign and com-
munication abilities for the documentation job.
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