2008-03-23

Next-Gen Game Graphics



Thomas Klingström


Next-gen Game Graphics - Post Mortem
My main goal of this project was to learn and try the entire pipeline of creating a game character that meets up with the standard of today’s games. At the time when I started to plan the project I felt pretty confident with my modeling skills in general but I wanted to focus on topologies character wise. And by that I mean edgeloops, mesh deformations etc. I too wanted to learn about digital sculpting as well as matching low resolution meshes and how to trace maps like normal and occlusion from it. As a final step I wanted to try and implement the graphic created into a top of the line real-time engine.
I divided the project in two phases, the learning phase and the creating phase. During the learning phase I basically tried and learned all techniques required for the project. And during the creating phase I did a character and putted him into Unreal engine 3. The applications I decided to use was for modeling Autodesk maya, for digital sculpting Pixelogics ZBrush and for tracing maps Illuminate Labs renderer Turtle.

When looking back at the project I feel pretty pleased with the outcome of it all. I did work loot more than the supposed four hours a day, so I believe my planning was not as supposed. But by working a few hours overtime a day there was no problem to finish the project in time. I would like to recommend both the Turtle render, that was very efficient, as well as the Unreal engine 3 with it’s very helpful modding community witch I would not have been able to finish the project without it’s help. 

Al in al I’m very happy that I chose to do this project. It surely has helped me with the start of my graphical career.  
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