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DESIGN A CHARACTER OUTFIT! P0|N'|'S TO CONSIDER

Stampede has vibrant and t
our aimis to dellver somethmg tor everyone
with the character content we create.

$head like the example to the

As our characters are dnvmg karts we spend a lot of time looking at
thellfaBKIGRHER - be sure to consider this in your design.

To start off the Brief, | looked into N arorte s o s U T e el
for an outfit that could fit in the game

what pieces are on art station for universe ~we want o ee your creatvty!
me to do Style Studies of so ‘
when | get to drawing the
concepts | can do it in their style POINTS TO CONSIDER

and when rendering it should e —

help us understand how it will drive e.g. is it

almost match up with the

Think about where the surtaces are fo pplying cool liveries to - wi
there be[€no i ,

StUdiO. I alSO lOOked at What the ::::Ise::etnva — tttdis

brief entails and highlighting key ::’.'h";:;‘::zﬁf:.::i':::;';!:e-s.mmc:x‘;',f:‘;r::'::.‘;""‘"&
. than2.

things about the world of the

games and the way the designs

work, like having spacefor &

as that's

where the game camera is.

POINTS TO CONSIDER

DELIVERY OF ASSETS - —
+ Body
Rough sketches explorlng anumber of There’s a lot happening on screen in game so we keep ourldétailold
sig ¢ and whit |@id'Simple - we avoid high frequency noise.
showmg your process of defining Kture of “new"” and “worn” item:

y ‘new” this is pristine and has no damage. The
culour choices [Worn*items iave albitof historytothiem It's a bit like the Empire and
Front and rear three guarter renders with = g g Rebellion in Star Wars - the Empire has new perfect shiny equipment,

¥ 2 z ings — 1
shading of your fmal design the Rebels have more battered things - both are cool!

Personalization - art often feature in our artwork,
they are a core part of our visual identity. We sometimes use them to
make “real world” items feel more part of our world.

We always plan to include in our designs e.g. on the
body this would often be the| - this helps

us focus texture detail.
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= _raciNc ROYALE

The early thumbnail stage of the development which are from the mind map | had made which made it
easier for me to snowball from a couple of ideas, | moved forward with number 1 and 14 due to me not

being able to decide from them both and how simple they are and better looking compared to everything
else and if | have the time to | can come back and do the other design | didn’t choose
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Moving on to the colour iterations of the, | was choosing more shark colours or sandy type of colours
because of the beach theme the kart has to it, | also did not want to get close to the colours of the

)




| did a different version of the colours since | was unsure about the back shark jaw being there and wanted
to see what it would look like with out it and so | could also add more colour variations, and to add more
options | could have chosen from also with the brief mentioning that the character has be to visible from
the back whilst in the kart. | also didn’t want there to be a lot of noise/details on the kart due to the fast

paced the game is.
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| decided to make a 3d model of the Kart so | don’t spend too much time on trying to get it into
perspective and | find it much easier for the to do my rendering style on this, | did struggle with certain
parts of the 3d model like making the wheel arches (but cutting into a sphere and zremesh it to lower
points) and cutting areas out so there is space like in the thumbnail (moving the vertexes of the shape to
fit the sections. | was using the thumbnail reference in Zbrush.
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Whilst rendering out the kart, making the tyre decals into perspective because | didn’t want them to not fit the shape they
are on and if they didn’t they would stand out because everything else is in perspective, | also struggled with making the
base colour of the kart look bland with out the details which | think is down to texturing and not going over it with a textured
brush. | enjoyed adding the details to the kart it helped give the kart more of a personality, | feel like there are areas for me
to improve upon such as the highlights on the kart, they stick out too much | feel like they should be more subtle, and | my
texturing could be a lot better the base of the kart feels like there is nothing to it and does look metallic
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