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Refi

When creating the clothes i decided to inspire
myself with middle eastern clothing rather than
the common european wizard design with
pointy hats and long beards.

. and many more colours.



The pattern on the
cloth
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s UVSets Help

The skull is split into the main, top part and the lower
jaw. On the UVs | had to separate the teeth from the
rest since they heavily warped the textures on the
adjacent elements.

(0/14) UV shells, (0/8) overlapping UVs, (0/168) reve:

. ‘, | created the cloth by reshaping an orb that had the
aoy el top and bottom cut off. | straightened out the UVs on

the cloth because I actually wanted the pattern on it to
warp like it would on real cloth.

Isolate : persp {0/97) UV shells, {0/0) overlapping UV's, (0/0) rev!



Modelling

| decided to make hooves instead of feet. Both
for the arms and the lags the UV locations are
the same for left and right, since they are
identical.
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When making the arms you can make one and duplicate
it to the other side. Be careful not to do it too many
times, you don’t want one arm inside of another.

On the chest
each vertebrae
and rib are a
separate object.
This made them
easy to UV but
very hard to
weight paint.
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Arms Legs
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| divided the UV
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avoid the texture ‘ '
being pixelated at

the edges. “

https://skfb.ly/oHOQx
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ANIMATIO - Walking (),
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The walk cycle looks quite rigid due to the characters bony build. The character moves
slowly because it is creepily sneaking up on someone. —
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ANIMATIO - Idle ()

For the idle

animation I =
simply added
small
movements in
the fingers and

neck to make o -

the  standing A
position more I
interesting.
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https://skfb.ly/oHNun
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ENII\/IATION - Attack/Spell Casting V)

The attack is a spell cast without the spell.
The character jumps into the air and floats
there white making vague and mystical
hand movements.

https://skfb.ly/oHNHL
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https://skfb.ly/oHNHL

Reflection

This project was only the second time that | worked on creating and animating a character model, therefore | had a lot to learn. Since |
decided to make a skeleton model | had to study bone anatomy, in particular the chest area. The model is in the style of Legend of Zelda:
Breath of the Wild so keeping the model at a low polygon count went a long way towards making it look consistent with the game look.
At the same time | had to find a good balance between the simplicity of my model and its ability to move . If the mesh was too simple it
would deform badly when rigging. 1 am very happy with how I improved at coming up with, developing and documenting the concept
art. Making a detailed design has always been hard for me since i tend to stray from any initial ideas as | work, this applies to not only 3d
modelling, but also painting or sculpting. For the rigging learning how to attach asymmetrical elements was quite hard, but worthwhile,
because asymmetry can make a model much more interesting.

The biggest challenge in the whole process was the weight painting. not only was it a completely new skill to learn, i also realized the the
shape of my model made it particularly hard. All the ribs and spine elements had to be painted not only separately but also from the
inside. Lastly I worked on animation. Since the character is a skeleton | intentionally rigged it in a way that the bones and limbs warped
shapes as little as possible, the side effect of this is very rigid movement. The rigidity is especially obvious on the arms, because they are
very straight and very thin. A thing that I did not manage to achieve was the Botw cell-shading style on the final model. While | did
figure out how to do it in Maya it was not a good program for presenting the final work.

Overall I am very satisfied with the final model. While right now, at the end, |1 know there were things | could have done better
throughout the process, | am happy because the project was a great learning experience. Starting with the concept art process that helped
me learn how to look for inspiration. Moving on to modeling, texturing and UV editing that | already knew how to do, but could improve
at. And ending at the completely new skills of rigging, weight painting, and animation.

https://zuzannastawowska.myblog.arts.ac.uk/2023/06/01/exploratory-practice-game-arts/
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