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Introduction

" This project aims to challenge the conventional portrayal of : ’

rider-mount relationships in games by designing a unique :
character and creature duo explored through concept art. In
many games, mounts are often treated as simple transportation
rather than fully realized companions, with their relationships |
to the rider sometimes coming off as underdeveloped.
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To address this, this project focuses on creating an original duo é
for an adventure-type game, whose design reflects a more

NG dynamic bond, using avian-inspired forms and behaviors to 7. )
re \ shape their connection and link them visually. & s )
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Influences / Inspiration - The Last Guardian, Avatar, Fantastic Beasts all

use uniquely appealing designs and methods of communication between
creatures / riders.
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Key influence - The Last Guardian €% The Last Guardian: Bringing Trico to Life - IGN First D
Copy link

[ found a video where the game’s creative director, Fumito
Ueda, speaks about how they were able to achieve a believable
feel with the mythical creature (Trico) in the game. A key
point that was spoken about is the challenge of conveying a
sense of emotion through the creature - one way they tackled
this was by making the creature’s eyes change to specific
colours according to it's mood, e.g, red when trying to appear
threatening. Small details like this are something I could
explore within my project to push the emotional storytelling

further and bond between the creature / rider - e.g, as a Watch on @B Yodlibe
method of communication.
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- reference phoitos
- design inspiration
- textures for photo

bashing ;
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(Pictures taken around

Longleat Zoo)
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Additional photographs taken
around Longleat Zoo, to inform
my designs by keeping them
grounded in reality. There are lots
of close-ups of different feather/
skin/fur textures that could be
used for photo bashing or as
texture references. Some animals
had features that made them more
characterful/expressive, such as
wonky teeth or scars - something I
could look at exploring through
this project to improve my
designs.

The parrot/hand photographs are
useful for seeing how a smaller
creature might be carried.
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Primary research - I visited a bird show and took a

series of slow motion bird flight videos to inform my
creature design - | knew I wanted the creature to fly,
and was going down a more avian design route -

so these were useful for

keeping my work grounded.

T 2

! Recording these in slow
motion allows for the
feather movements to be
captured more clearly.
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In these sketches, I set out to explore a wide range of

possibilities for the creature design, pushing myself to generate as many unique % #
concepts as possible. Drawing inspiration from my primary research - photographs
taken at the zoo - | aimed to keep the designs grounded in reality, ensuring they maintained
semi realistic looking anatomy for believability.

One of my key project goals was to create something unusual and distinctive, or surprising. To
achieve this, I experimented with blending features from different animals in different ways,
resulting in creatures that feel more intriguing and surprising. By combining familiar animal
features and anatomy in unconventional ways, I hoped to strike a balance between both
mythical and believable looking creatures.

This phase of the project was been usetul for helping me refine my i1deas and discover which
directions to go 1n, for further development. Moving forward, I plan to take some of the more
successful sketches and develop them further to enhance their uniqueness and visual appeal.
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Sketches exploring the idea of having a creature with a
pelican-like throat and tail that can inflate to represent
different moods — perhaps as a unique way to communicate
to the rider. This would align with my project goals of
the two having a deeper connection, such as their own
form of language.

JowllBocnc!

B (kg Jetehes
J afternative
cu:\j le

f/’;%



Incorporating different
beetle wings and armadillo
traits for a unique look
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From my previous sketches exploring
different variations of beetle wings for
the creature, I chose to take this
design forward to develop further. The
combination of beetle, mammal and
bird elements give it an unusual
appearance, with a slight alien feel,
which aligns closely with my project

goal of creating a unique
looking design
The body is covered with shorter

feathers to blend the avian and insect
parts of the design together more

seamlessly — trying to avoid it looking
too much like recognisable
animals.

—

Having two-toed / clawed feet also
-~ helps to fit with the more alien feeling
- design I am trying to go for.



W WQ/ Influences / Inspiration - #

OGTGEnJunebee osinflightiscience i T Y—_— | o Researching how different types of beetle wings
k) v - S AR C°"y""7 unfold to use as a reference for my own work. I
v;\ e \\ S liked the 1dea of the creature’s wings unfurling from
\; o AN its shell, similarly to beetles - slow motion videos of
C . BT this process made it easier to see each stage clearly.
X ' As I want to keep this design’s anatomy looking

relatively realistic, these will act as a useful guide.

Watch on [ YouTube Watch on [ Youlube

‘ Male Cockchafer beetle unfoldingjits win:

in Elight! 6k fps
A
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Watch on @3 Youlube



Wing unfurling diagrams influenced by my beetle research — the shell pops up to allow the wings to fold out,
before going back down — but remaining slightly tilted upright during flight, potentially to act as a back rest for
the character / rider during flight. While unfolding more like a beetle, I imagine these wings would flap more
similarly to dragonfly and hummingbird wings — becoming a blur when flying.
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W OWZQ/ Influences / Inspiration -

AVATAR

FRONTIERS » PANDORA .

AVATAR

FRONTIERS ~ PANDORA
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Purpose - buld

These images show concept art for
Avatar (film and games) banshee
harness designs - I chose to take
inspiration from this example
because I like how the harnesses
look purpose built, and have a
handmade feel while also looking
practical. They blend nicely as a part
of the design rather than something
that looks out of place. As plan to
explore harness designs for my own
creature design, this will act as a
perfect example for me to follow, so
that it can be neatly integrated into
the creature’s design.
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1 encountered oS Wlth Yy 1n1t1a1 bluesk_y This sketch also shows the scale of the rider compared to the

harness sketches - they didn't allow the creature’s wings creature, and demonstrates how they would use the harness -

to unfold while being worn. To target this issue, I ! “ this positions them closer to the neck and shoulders of the

shell rather than around its front legs, with hlnged areas the creature is able to fly while wearing the harness.
Lto allow the wings to unfold.

e i e

| sketched a refined version that attaches to the creature’s  creature, to avoid blocking the wings from opening B8 key
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Keeping the successful parts of
my previous designs, such as
segmented areas and adjustable
straps, ] produced a more
developed harness design. These
sketches demonstrate how it
allows the wings to move, using
hinges at the wing joints.

This version also includes stirrups
for the rider to use during flight /
riding, inspired by horse
harnesses, which also help to
provide a more practical /
believable appearance.

The lower sketch shows how this
might look in motion — and with

an added handle for grip.




WWQ/ Influences / Inspiration - »-m-{

These images show examples of
natural moth and butterﬂy
patterns, colours and shapes to
inform my own work. I plan to
explore how I could achieve an
iridescent effect on certain areas
of my creature design - such as
the wings - which could act as a
surprising pop of colour in
contrast to the rest of the design.
This links back to my initial
intentions of creating a more
unique / engaging design.
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Exploring pattern options influenced by

moth wings from my previous mood board.
While the shapes look interesting, I ended
/Q\ up going for a slightly less busy approach

to allow the rider to stand out too.
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Colour iterations exploring how the wings could offer an exciting,

hidden pop of colour. To inspire these, I looked at

images of tropical birds — this does help to give ' \
/ ( ) /

them an exotic look, but I chose to tone it down
a bit with my later designs.
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7 de: ‘igns were startmg to look too

| Ibusy, I tried a different method - using my primary
research photographs to overlay and blend different
textures to a base sketch. I think this looks more
realistic than before, and the textures help to make
the design more visually interesting, however I still
plan to tidy these up further.
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More design variations

I went through a lot of design
variations before ending up at the
final result - the problem I was

trying to solve here, was the issue of
the design looking too busy - |
explored alternative colour palettes
and patterns but ultimately what
made the difference, was breaking
the design into clearer shapes, with a
better sense of contrast - this helped
to cut out any extra noise and left
me with my final design

S———

By changing the side/abdomen
feathers to match its ears, the design
appears more cohesive with
matching shape language. The
lighter colour also breaks up the
form nicely.
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M@MQ/ ‘ Design sheet - 4anese | f
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Shiny coated

leather
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\ Stretchy, adjustable
bands wrap under

shell and neck 31
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Exploring the character’s stance / walk -

I tried to go for a slightly more creature-humanoid
looking character by exploring the idea that it could
walk on all fours - this would further enhance the
surprise / uniqueness of the design. I used some of my
lemur photographs as references for this - while
useful, I think this resulted in a design that looks far
more like a creature than a character.
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W WQ/ Character head crest movement

As it 1s key the character is able to communicate with
the creature, I explored how I could incorporate
movement inspired by cockatoo crests into the design
- using its head feathers to indicate emotions. This
also offers the opportunity to include a hidden pop of
colour in the design, and helps to add a sense of
surprise to the design too.
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WMQ/ Size comparison guide
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8 286K views - 7 years ago

&2 N G How to Paint Feathers - Painting Techniques for BIRDS!
) '.‘.\‘\ i ol

Painting feathers tutorial

As I wanted to go for a semi
realistic style for this project, being
able to paint feathers was key - |
followed a feather painting tutorial
for this, which (despite being

a traditional painting video),

[ found really useful

and was able to bring \‘

simila.r laye.ring | -\
techniques into my own = sl I
work, giving the rider / «
a fluffier look, and ' '

) . )
1mproving the creature’s

iridescent effects, which
now look more realistic.
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Industry comparison - Avatar

Compared to one of this project’s main
influences, Avatar, I think [ was able to
achieve similar results in some areas. While
the styles are different, the level of detail fi

AVATAR

shown in my creature design is similar to what AVATAR ‘ oy AR,
-FRONTIERS = PANDORA; e B

is presented in their renders.

[ tried to use similar layout techniques, such
as with the harness, to show how it fits around

the creature - despite this, it does not feel as
deeply integrated or hand crafted / purpose

| built as the banshee harnesses do - this could
| be improved with some additional

| personalisation - the rider’s items, graffiti or
similar.

&

Shiny coated

leather

The Avatar design sheets show multiple - \ : - NUIN =2 AL
angles, some posed with the creature’s mouth ‘ y : X :
open too - to push my work further, this is
something I could do to improve my own
design sheets and give the characters a more
developed look.
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Conclusion / Evaluation -

Overall, I am pleased with the outcomes of this project, and the quality of the work presented. I believe the character and
creature designs align with my initial intentions - to create an engaging, visually unique duo with a strong sense of
connection. This bond is particularly effective due to the shared avian features in both designs, which help to link the
characters visually and reinforce their relationship. The character’s ability to communicate emotions through the positioning
of its head crest adds an extra sense of dynamism to the design, making interactions feel more expressive. Additionally, this
feature contributes to a stronger silhouette, improving the overall visual impact. The combination of a humanoid-avian
hybrid with a more creature-like counterpart also helps give the project a unique look.

Despite this, there are several areas which could be improved, such as:

Sculpting and painting over the final designs in ZBrush, which would provide a clearer reference from multiple angles for a
3D modeller. Additionally, creating more action-movement sketches of the duo would provide improved reference material
for an animator, as these could involve key interactions. Exploring the relationship between these characters and their
environment could further enhance the project by adding depth and a stronger sense of narrative. This could be achieved
through more environmental or key art sketches. Another aspect that could have been stronger 1s the creature’s ability to
express emotion. While the character has a clear method of communication through its head crest, the creature lacks an
equally distinct way to convey its emotions, which could make interactions feel slightly one-sided. Adding in more
expressive features - such as changes in posture, iris size (eye-pinning, like birds?), or movable elements - could
significantly improve this.

Additionally, the call-out sheets could have been more detailed and presented from alternative angles. Certain elements,
such as the harness, would benefit from more breakdowns to be clearly understood from a 3D modeller’s perspective - as
well as sketches demonstrating how the rider uses the harness. 42
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The end - thank

you for viewing
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