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Abstract

A knight traversing through a small village, seeking a corrupt creature to slay. For research I determined that creating a storyboard to map out the story beats I would need to include in my animation. Having tests of lighting and fabric would be of utmost importance to understanding how I would want to light my scene and the dynamics of the fabric would give depth to the animation. Character designs and environmental designs were also a focus of mine too. Knowing what characters would look like and how the environment is  laid out. The methods I took to complete this project included creating the village layout with cabins, a shop and a church making sure to have the cabins look unique in their own way by giving them certain qualities in their exterior appearance. Making sure to have an entrance to the village, with fences and an entryway, having some of the fences be broken. Creating models to fill the village and bring it to life. Such as: lamps, fences, wooden planks, bricks, bottles and etc. To accompany the lamps, I had created rope. And also, had made a curled-up piece of rope laying on the ground too. The bottles were made to add character to the village. I also created two character models. One being the knight and the other, the creature. These were the most challenging for me to overcome. I rigged the characters using the quick rig feature and moving the joints to the correct spaces in the bodies of the models. I made sure to create some food stalls too. Giving the appearance of a lived-in village. Next was the texturing. I used Maya to texture, using the material attribute editor to change the colours and dynamic elements such as roughness and metallic aspects of models and having additional colours for any details I wanted to add. For any other textures like blood splatters, I used high quality PNGs to get that effect. For the lighting I used a sky dome and tried simulating a sunset. Along with the sky dome I used a directional light to indicate where the sun was. 
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Introduction 

My animation covers a knight who has been sent to a run down, poor village, to dispatch of a human infected with a parasitic creature. This creature has taken over the body and made it its own, leaving no trace of man that it once was. This creature has claimed the lives of several residents and has stirred up a panic within the village. The knight wanders through the village, knowing where to go as he follows a trail of blood to the creature. The two have a standoff with one another but the knight ultimately comes out on top due to being properly trained for combat and having superior equipment and armour compared to the creature. The idea is inspired by the video game ‘The Witcher 3: The Wild Hunt’, which follows a monster hunter shunned by society for being a mutagenically enhanced human. It is set in a fantasy world not too dissimilar to something like ‘The Lord of the Rings’, but much darker. My animations target audience would be for ages 15+. This is due to the ideas behind the animation. Although my character models will be low poly, it does not detract from the malignancy and viciousness of the creature, from it’s doings, to its unsightly appearance.

Research and Review of Literature 
[image: ]For my research, I looked into various aspects of ‘The Witcher 3’s environments, mainly seeking out images of the video game,  I put the most emphasis on the smaller villages in the video game, consisting of wooden structures, cabins, dirt paths, farm animals in the middle of these paths etc [1]. 
[image: ]
 Another video game of note would be ‘The Elder Scrolls V: Skyrim’. [5] This video game has a lot in common to ‘The Witcher 3’ regarding its environments. The biggest difference between the two is that ‘The Witcher 3’ is a much grimier and darker take on fantasy. [2] 



[image: Fantasy village, Fantasy, Skyrim][image: from Skyrim to Elder Scrolls 6]

Furthermore, I created a storyboard to visualise what I had in mind for the animation, putting each image into video software to create an animatic. This would allow me to get the rough timing down and see how the scene flows overall. I had to go back and add extra scenes afterwards since the previous animatic was not fluid enough. But in adding those extra scenes, the animatic felt a lot more cohesive in its storytelling. 
Additionally, I designed a few concept pieces for the characters that will be present in my animation. Looking into pop culture as inspiration [6]. I also designed a couple basic houses to get a feel for how I wanted the result to look like. On top of this, I set up a few basic polygon primitive shapes to test a variety of colours for the sky dome I brought in through watching a video guide on how to do so. {3}
I looked up video tutorials to guide me on a variety of aspects. Including: Lighting, character modelling and cloth physics. I planned on texturing my models using Adobe Substance 3D Painter, but decided not to, and instead use Maya to colour the various models and bring in high-quality PNGs for the dynamic elements such as: Blood and dirt. 
If I were to have done something differently, or improved upon what I was doing in terms of research, I would have looked at a more varied set of structures that I could have modelled. Also, I would have looked into how to create very basic foliage to add to my scene. I could have done an additional amount of  lighting research, to understand extra effects I could have gotten for my scene. 


Methodology of the Work
To begin this project, I started with designing a house. I took into consideration that this is a poorer and smaller village, so the houses would be more like cabins. This spurred me to look into what the smaller houses in ‘The Witcher 3’ looked like for inspiration. The first design I made was an extremely basic cube with the middle of the top pulled up. For the next design I added more detail, changing the roof slightly, making it have a more elongated design. Following these designs, I felt I preferred the elongated roof over the pyramid roof. I had been doing these to get a feel for how various different roofs looked and to see what type I was drawn to. 
Following this I started designing the rest of the cabin. Starting with a basic door by extruding a small, selected area inward. Following this I added a window, following the same steps as the door. I then went around to the sides of the cabin and used multi-cut to segment these narrow rectangular shapes. I extruded them outward and bevelled them to give it the appearance of logs that have been cut in half and added to the design of the exterior. I am very pleased with the results of the cabin. The addition of the log effect on the sides of the house adds so much to it being a more unique design than just a standard cabin. There is not much else I would want to change about the cabin. The only things I would like to add are aspects I do not know how to add. Such as parts of the cabin being broken. 
To create the shop, I brought in a cube and reshaped it to what I wanted. I extruded the top upwards and selected the small section at the top that I extruded and scaled it outward to create the roof. I then used the multi-cut tool to cut quarter way down the model, selecting the face and extruded it out to make an extrusion where the name of the shop would go. To get the door and window I followed the same steps as I did for the cabin. Seeing as how the shop is a very simplistic model, I cannot think of anything else I could have added to it. The simplicity of the shop does go hand in hand with the rest of the village though. 
I then moved on to creating an entryway and fences to go along with it. These were straightforward, using scaled cubes to get the fences, and for the entryway, I used cylinders and cubes. To get an old looking fence, I decided the best thing for me to do was to rotate and place the planks at an angle detached from the other post. Along with the fences and entryway I created an outhouse to go along with that old and poor village theme. Scaled cube with its edges manipulated and bevelled. I am very happy with the end result of this. Having the slight touches of the wood planks being broken from the fence posts. If I were able to create a broken wood effect to certain areas of the fences and entryway, I believe it would elevate the whole model even if the additions would be subtle. 
I wanted to add something to the streets of the village at this point and came to the conclusion that adding a couple food stalls would really help liven up the village. I took cubes and scaled them, selecting the edge in front of the stall and bringing it slightly down for a slant. I then made some beams/poles from extruding the corner of the slanted stalls upward. I connected those two beams/poles by extruding one to the other. To get the roof I selected the faces of the now connected beams and extruded outward. Once this was finished, I extruded some cubic shapes into the stalls to look like sectioned areas for food. The last touch to the food stall was making some barrels to go behind. These were simple to make. Using cylinders, scaling the top and bottom most edges inward, then extruding the faces of the lid down to create the inside. Then bevelling the edges on the top to make it look smoother. In the end I decided to connect two stalls together to create some variation. This double food stall replaced one singular stall I had done. I am happy with the result of these food stalls. I cannot think of anything that could improve upon these stalls, seeing them as a high quality model. 
To go with the buildings in this village, I wanted to create a church. The reason for this is that I wanted to get across that this is a religious village. As with a lot of fantasy, religion is seen as being greater than the military and other groups in its status. So having a large church looming over the town hammers home this idea that religion is of significant importance. If I were able to create a church bell I would have. But at this current time I do not have the skills necessary to accomplish that. 
From here I started modelling my first character, the knight. I find character modelling to be challenging for me and this model is no exception. Due to my illustrations mainly being character drawings I would say my proportions for the character model are fine. It is mainly the shaping and connecting the arms and legs to the main body where I struggle. To get over this hurdle I tried to use the fact that the character is a knight to my advantage and extruded a lot of segments in the model to look like armour plating. This separates the different segments to look a lot better than if you don’t. And since the legs are not properly connected to the body, it makes it look like a design choice for the armour itself. Since I am going with low poly character models, I am not putting all of my attention on these models. I am trying to make the process a smoother one by helping myself. This includes making the hands more like mitts, where the thumb is the only separate finger. Seeing as how I am not as experienced with character modelling. I am actually quite happy with the end result of this model. Although there are aspects that could be improved, the design actually does look like a knight and has a specific style to it too. Which I unintentionally stumbled on to. Some areas that I could improve in with the knight would be that certain areas of the model are a little off. But seeing as how I have already bevelled those edges I cannot get them to align like how I want them to. 
At this point I had gotten feedback from my lecturer. This included details of how I could add into my environment. Such as: lampposts, fences throughout the environment and not just the entrance, wires/ropes and etc. This helped a lot in sparking some motivation on what I could add. So I started with the fences. I took what I had done with the entrances fences and repurposed them. I added fences going into the village from the entryway. Making sure some fence posts were separated and broken to give the town that specific atmosphere I want. Some of the fence posts I put along the ground face down. Or propped up on a building. I feel this really helps sell this as a lived-in village with a refusal to clean up. 
What I added next were some subtle bottles along the floor, along with bricks. These add more depth and once again help build up the lived in feel to the overall village. The bottles were simple cylinders which were scaled along the top and bevelled to get that glass beer bottle look. 
Next, I started the second character model. The creature. I took the same model I had used for the knight before I added any extrusions to it. When creating the head I used a cylinder and added more subdivisions to its height. This allowed me to manipulate the shape a lot easier to get what I wanted. Once I had gotten a shape I was happy with, I started working on the mouth. Since the character has no jaw I started by removing the bottom portion of the cylinders. Making it all look consistent proved to be a challenge. Overall, I am content with the body of the creature I have creature. But, the head could use a lot more work to get to a standard I am happy with. Although it works fine for the animation. My personal preference would have been for it to be of a slightly higher quality. When it came to adding the parasitic creature coming out of the mouth, I decided to just make it a regular cylinder. I will be rigging creature along with the host. This will help add another dimension to the character and more depth to the unsettling nature of the parasite. On top of adding the parasite, I then finished by giving the models hands. Similar to my knight, the hands are more like mitts. Areas I could have improved upon with this character model would be the face. I really do not know how to correctly model a face and having it look decent. Another area would be where the torso and the legs connect. I am not sure how to seamlessly transition from one section to the other. I tried different ways I could go about it but they did not work. 
Going back to the knight model, I started the process for rigging. I decided to use step by step auto rig to get the base skeleton done. Using the skeleton I readjusted the placement of them to have them be in the correct points in the body. At first I struggled due to me not remembering the process of rigging. I tried using the one click auto rig feature but that did not work. So I went back, researching in the process and finding out to use the step by step feature instead and followed along with the research on how to obtain a rigged character.
The rigging for the creature model was far more streamlined than the knight's process. Seeing as how I now remember the steps in which I have to follow to get the results I want. The only difference between the two is the addition of the parasite needing to be rigged. I have tried rigging the parasite but cannot figure out how. I have looked into it online but can’t find the results I’m looking for. What I am trying to accomplish is connecting the joints of the parasite to the rest of the body. I have removed the parasites joints as I could not figure out how to connect them to the model. 
I have decided to make a separate model for a version of the creature that is beheaded. This will allow me to swap from the original to the beheaded version once the time comes in the animation to do so. This will allow me to get across the actions I have wanted to animate since the start and will also help with portraying the skill of the knight's swordsmanship too. I separated the head from the body by highlighting the heads faces, then using the separate tool to detach it from the rest of the body.  
The next step I took in this project, was getting the lighting right. As a template I used the same nodes as I did for the major project lighting tests, but changing the overall colours used. This included using the node editor to add a sky dome and ramp effect. The ramp effect is similar to a gradient where you choose the colours in which it gradually goes from one to another. Using this sky dome, I played around with different gradients. Mainly using warm colours such as oranges and reds, since I am trying to simulate the lighting of a sun set. Using the render view to get a better feel of what the final result will look like, I believe I accomplished getting an accurate set of colours to Imitate a sunset, although it did take a lot of effort to make it so the ground not look brown. As the plain I used for the floor had a low roughness in the material editor, the light from the sky dome and directional light made it look brown. I played around a lot to try and lessen this but kept the same settings as I want it too look like the ground is wet.
On top of using these colour gradients and the sky dome. I also used a directional light to create a natural source from which the sun is, manipulating the intensity to get it to feel as natural as possible. Overall, I am happy with how the result of the lighting came out. I believe it to be natural and realistic. Adding an air of grandeur to the environment as it looks like a sunset. 
I textured the knight using Maya’s material attribute editor, making the armour grey and upping the metallic attributes of it. I also lowered the roughness too. All of this together makes the armour look like metal. I made the inside of the eye slit black and tried making some sections of the body look like there’s leather padding there although I am not sure how I feel about the result of that particular aspect. 
For the creatures textures I kept it simple. Giving him a pale skin colour and brown trousers with black shoes. I chose to make the parasite creature red to give it a dangerous look and made the inside of its mouth a pinkish colour, and the inside of the human's mouth black. I added a deep red around the mouth and lowered the roughness of that section to make a wet blood look. I upped the roughness of the trousers to separate it from the body and make it feel like a different texture when light is hitting it. I did try and add hair to the model but could not understand how to use Maya’s hair feature, deciding to keep the model bald. 
I made the cabins brown then textured the windows as the frosted glass preset. In the render view you cannot exactly tell that it’s glass and it looks more like there’s nothing there and I am not sure why it is doing this. Along with the cabins I also made the fences and the entryway brown too, although it is a lighter brown to stand apart from the homes. For the lamps I decided to make them black and lowered the roughness and upped the metallic elements of it. This gives it a shine that you would get from normal lamp materials. Along with that I selected two sides if the lamps and extruded them inward. I selected those extruded faces and changed the preset material to incandescent bulb. This simulates light emanating from the lamps perfectly. An area that I feel I could have improved on were having there be a wooden effect on the cabins. Similar to the grain you would see with a wooden texture. I made the walls grey and increased the roughness so less light reflects off it. I also made the church grey too, making the rooftops a darker grey. I tried making coloured glass by extruding a face inward to try and get the shape I wanted, upping the translucency, making it blue and then increasing the incandescence. But similarly to the glass preset I used for the homes, it does not appear in the render view. This may be because of the extrusions but I am unsure on why it is not showing, and how I could fix it. I made the ropes that are connected to two of the lamps a dark dirty yellow colour. I am not sure how I would get the colour of a rope but feel this does the job. 
There was not much to the animation and camera placement of the work. Since a good chunk of the start is of the character walking towards his destination in a first-person view, there wasn’t any character animation. But once he gets to his destination the camera changes. I kept the movements simple but effective, making sure not to mess up anything. The camera angles are what ensures the animation looks better. 

Results and analytical Discussion
Using oranges as the main colouration for the sky was done to give the scene a climactic feel. The colours of the models are basic since the village is poor and does not have the materials or money to have better infrastructure. The lighting paired with the colour of the sky really encapsulates the feeling of a climax. 






Conclusion 
In conclusion, I believe I accomplished what I had set out to do, which was focusing more on the environmental aspects of the scene than the animation. I also believe that I did a great job with the lighting. Really getting across this idea of it being at the end of the day and it being climactic. The models overall I believe are of a decent quality, with some being of poorer quality than others, but generally a good job. The character models I struggled with but I believe I did well with the model of the knight given my inexperience with character modelling. On the other hand, the model of the creature can definitely use more work. The animation overall is of a fine quality. Along with character modelling, I have always struggled with the animation side of work, but with this project I believe it to be of a fine standard. 






Bibliography 
https://youtu.be/t4yURtShogM?si=DPo-7pkNvYpmRPR- 
https://youtu.be/y0dBLVrCW4g?si=5ILkuHCWMCCPLNdc 
https://youtu.be/brGq4xTU8s0?si=ZR8v6CwnittHgJWM 
https://youtu.be/c538zkwxgTQ?si=CLvCNnUzv9OmqjMS 
https://witcher.fandom.com/wiki/Hanged_Man%27s_Tree 
https://witcher.fandom.com/wiki/Mohrin_Village 
https://gamerant.com/elder-scrolls-6-bethesda-skyrim-town-building-investment-storylines/ 
https://www.pinterest.com.au/pin/fantasy-village-fantasy-skyrim--499266308667908074/ 
https://avp.fandom.com/wiki/Inner_jaw 

References
[1] to Witcher, “Mohrin Village,” Witcher Wiki, https://witcher.fandom.com/wiki/Mohrin_Village (accessed Apr. 20, 2024). 
[1] “Hanged man’s tree,” Witcher Wiki, https://witcher.fandom.com/wiki/Hanged_Man%27s_Tree (accessed Apr. 20, 2024). 
[2] “Exterior environment lighting techniques in Arnold for maya 2020: #maya #arnold #lighting #3D,” YouTube, https://youtu.be/t4yURtShogM?si=DPo-7pkNvYpmRPR- (accessed Apr. 20, 2024). 
[3] “3D model a character in maya 2022: Catra - Torso,” YouTube, https://youtu.be/brGq4xTU8s0?si=ZR8v6CwnittHgJWM (accessed Apr. 20, 2024). 
[3] “3D model a character in maya 2022: Catra,” YouTube, https://youtu.be/y0dBLVrCW4g?si=5ILkuHCWMCCPLNdc (accessed Apr. 20, 2024). 
[4] “Quick rigging and skinning a character for beginners,” YouTube, https://youtu.be/c538zkwxgTQ?si=CLvCNnUzv9OmqjMS (accessed Apr. 20, 2024). 
[5] J. Carvalho, “Towns need to change from skyrim to elder scrolls 6,” Game Rant, https://gamerant.com/elder-scrolls-6-bethesda-skyrim-town-building-investment-storylines/ (accessed Apr. 22, 2024). 
[5] “Fantasy Village, Fantasy, skyrim,” Pinterest, https://www.pinterest.com.au/pin/fantasy-village-fantasy-skyrim--499266308667908074/ (accessed Apr. 22, 2024). 
[6] “Inner jaw,” Xenopedia, https://avp.fandom.com/wiki/Inner_jaw (accessed Apr. 22, 2024). 








Appendices 
[image: A computer screen shot of a computer program

Description automatically generated]
[image: A computer screen shot of a person with arms out

Description automatically generated]
[image: A screenshot of a computer

Description automatically generated]

[image: A computer screen shot of a person with arms out

Description automatically generated]
[image: A screenshot of a computer

Description automatically generated]
[image: A screen shot of a computer

Description automatically generated]


[image: A computer screen shot of a room

Description automatically generated]
[image: A screenshot of a computer

Description automatically generated]
[image: A screenshot of a computer

Description automatically generated]

image4.jpeg




image5.png
aﬁmﬁ amlococ [0]+ (et | - [ |} | GmEEOSE S ) | [ E mi_:i:
L e0:c00eB00LOCNCOE | E|EAE|NEIS g

(Mo s | BIEEC GED| e e ® 20 1484310 w0 a o [ ks

£ @senonia
@ sennorics

P = el PR EEEEEEEEE = E e = = L e

PR | womsarse < wesmoe | S@O0E © B )

© s ot sttt - o




image6.png
(EditMesh  MeshTools  Mesh Display. N Geente Cuhe Amald Hep

A | - _l!i%voq'@[“]wmw—» | B

—
Pl G EEO D SN} | A - o BT
DTS D .l.ﬁﬂﬁ.l&lﬂ*i ]

[

INmee

Lo St Feon At Oy St .
o8y S S D ED e D aGel 8 20 )\ @9} 0 o0 3 o [ KEisGR

e
e

B v
5 pmare

[ e ——
8 K gt oot s
i

- eomaieiotr
B @i
@
19 + —

S o B N i e e

L il | K| o omeue | S o B )
© st s I




image7.png
Vesne v | WmESE |

- ENOEEEEE S N | S0 SO e |

smenror || WO BB SN} A e - e .
 CNCPIOOOOLOORGOENE|HE|

o 0 T, ¢ e

. vouer
o
5.7 yos
Eree
v
0tz
5. yows
8.7 oo
e

8. e e
S orane

8¢

o

[ pomey :
@ aemnommese

e [} i o o o T o B T RS
(B
P,

Ty
P




image8.png
Leezesese

D mn—
[ rrv—
[EJ v ————
F -
8% s
7
[ e —
@ s
@aenonpese

©LoeRcoGve|+E ma amee

Vew Shaang tiny S s b

6 A | QTR wmnna | - semeror | | G E OO 1) | Ramwer 05

RS

[P —— .

WX e s/ | EOE CED) oEe tofe) #2011 89D 0 w2 w (6 AsinsmEsGE

0 0 0 0 0 4 0 0 0 0 0
sl | K| " edwasa oMt

P —

WO

| Emm—E e H
[




image9.png
e | B R W | —wl PO e | - semeor | | S EEOOE LN | | A S

Rgpny gnmsion feeing n riciong cutom WSt ndpn

€0 Eeet00L06RCOEE FE|AN|NERS

Wtk 4 BB e e B ake ] ® #0 | @@} 0 21w

1 ot et Gt
1t samaaaaen et

| S v—— - ) |
[ —

Ut St s Avious Ospr Shom e

anstom3 @

|El

H =
i

M Koot Cusigcharade ~ N /
My KrighCascaRigCharader 7
e ~ . . / ‘
N oo I
7T L7 e e e o 20 R
i ol s | R0 mouwsasa e | EGSE © B )
© b -





image10.png
A rie tat Cese el Moaty

et e e O

|- EEADEEEE S % | S QO[] o | - gememor | | BB EODE L1 | | Ao .
aoo&dcsoeesocadovteﬁ

BEm cEe naieie o0

@) 0 a0 3 1o (B ReesR
8. vouer

5.7 ges
e

v

.3 focr 2
s
.3 s

e

[presen

ceve

B R
ol | K| etwatase © dohmi

| EwE o &}





image11.png
4 Me ot Crste St Moty Dudley Wedows Key Papack Audo Viusse Defora Comtan MASH Cache Amoid Help

i ¥ ) BmE e ) | WS I 8 % | © QO O[] nomenme | - smeevon || il 8 © ® € 1 || [Ricawen 0T
=T Weimg ppassnmainsenmg 3 recany_Crem st it 3

€0 teee006L668606 | NEQS

e S D men ofe 80t 00 |4l e oniosx o G e

S ot e i,
A S o s
P

oy aom
ceve

[ p———
P ep—,
B i viangErst e
5 o 2cusomgenaaen e
[ pvnv——— -

ot smdotee

R

B
e e el el i e
— woll we | K | ecunse - mmewe | BN © B )
= =




image12.png
A Pl EGL Creole Seed Modfy Diplay Windows Ky Plaback  Audio Visusice Deform - Comulisin | MASH Coche Amold ety M ——
fnmsien ¥ | Mm@ e | ) RS (| EEDEEEEE G R S QSO toune | - s || B O OH N ) | A avETs
AT e ST

NP CIOSOOLOORGOENE | H|EGINERS

Ve Sy s S
e o, S S nam) ol s sl e #0 111258100 a0 B

U e recn e 2o e
s | it cinsti
sSiomelont aSkyDomet ght! o

one =)

P
7 s

89 Crtmrtsopsutat
¢ i anans
[ P —r—
< o 2ot
P 2hens
4 e 2cvsasgcrancan e
3 g 2t e
5 g s

T ) T e N N N R (G T S e M e e R D ERmORJbLnn

S ©

T ol o ) R |~ mecwsse | < ommim





image13.png
M4 T Eot Coste Seled Modih Cupley \Windows Key Paosck Audc Viusze Defam Conitrin MASH Cache Amald Nelo
wESC) LS ) 8 R (OO vomesune |+ smmary o

Soipiogsatng mng ey cun s  deton s

PECEeL6OLOCHCOENG|+E AH|NEISL

| |EuEsesEc | | EER

iy oing e Farsrr o
Clmmon s b (EOEOEED GHede@e1 0 40 |alepmic i 0 o 6

¢

I m |

s o scautipnsa o

P ——

e s

3

(.4

(R - |





image1.jpeg
o




image2.png




image3.jpeg




