


To summarise the art test was to create a 
realistic charact fitting the styles of example 
games listed. Deliverables include renders, 
UE scene and a development log.

The Brief



Concept

I found a plethora of concepts as well as 
different colours schemes but in the end, I 
settled on the images in the bottom right as I 
though the style was more cohesive as well as 
it matching the brief a lot more.



Concept

I settled on this concept because it went hand in hand 
the example games, this being the likes of Baldur’s 

Gate and Dragon Age. From a personal take, it 
matched the style of The Wheel of Time and The 

Witcher which are also known to be outstanding in 
the fantasy genre. To put it simply, I wanted to create a 

character that mirrored the brief.



Creative Process

I started with the female base mesh inside of Zbrush and I used masking to extract the clothes. Form there I refined 
and edited to push the form of the sculpt in hopes to achieve the realistic look I am going for.



Creative Process
I refined some areas 
such as the belts and 
clothing.

I also finished the sculpt 
with the added cape and 
braid, ready for the groom 
creation.



Creative Process

In terms of the head, I started rough, trying to refine some of the anatomy as well as pushing 
the form to achieve the realism I need.



Creative Process



Creative Process

Head 4k

Clothes 4k

Accessories 
2k

Metal 2k

Inner Eye 
2k

Outer Eye 
2k

Fabric 2k Hair 2k

Body 2k

I separated the mesh 
accordingly. 
Utilising the 4 4k 
texture sheets we 
were able to use.



Creative Process

With the texturing I started with a simple base colour which I then refined and adjusted. 



Creative Process



Creative Process

For the hair I created hair fibres in XGen where I then bake the fibres down to create the texture 
for hair cards which I placed inside of maya using GS CurveTools. 



Creative Process



Creative Process

In the end, the groom came out 
well and I was happy with the 

result.



Creative Process

To pose the character, I 
took the model into 3ds 
Max, and I utilised the 
human base rig. 



Creative Process

I created 3 simple poses for my character using the CAT rig.



Creative Process

To help with the renders I found a simple 
scene on FAB. 

(No date). Available at: 
https://www.fab.com/listings/ccde8d34-48fc-4876-b1cd-
1658af34ffbb



Creative Process



Creative Process
After making some tweaks there was a little 
improvement in the renders. I adjusted the 

HDRI as well as the directional light and the 
result was better.



Creative Process

I chose a different HDRI for these renders as I 
wanted something different and the cloudy sky 

really adds another element to the images.



Creative Process



Creative Process



Creative Process



Creative Process



Creative Process
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