


Project warm up value paintings



Project warm up paintings and 
style/technique investigation
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Project warm up paintings and 
style/technique investigation



Project warm up paintings and 
style/technique investigation



Project warm up, 
graphic thumbnail 
practice



Project warm up 3D blender 
test



Project warm up 3D to 2D 
workflow practice



Project warm up paintings and 
style/technique investigation

This was a fun 
experimentation with 
the Quick Curve addon 
in blender. Trying to use 
it to streamline creating 
3D character base for 
paint over in the 2D 
render phase.



Quick curve 
render above 
into a really 
rough paint 
over bottom to 
see if it works 
well enough as 
a guide for a 
paintover 



Sparth inspired painting for the samurai part 
of my project

Project warm up paintings and 
style/technique investigation



Project warm up paintings and 
style/technique investigation

Thumbnailing 
simple stories. 
Trying to tell as 
powerful and 
interesting of a 
story in as clear 
and graphic 
way as 
possible 



Sci-Fi Inspiration mood 
board



Sci-Fi exploration in rough abstract 
thumbnails





Sci-Fi Renders exploration 



Sci-Fi Renders exploration thumbnailing, 
finding the story 



Sci-Fi Image 1- Front of the City



Sci-Fi- Blender Scene set up The next series of images breakdown the process of creating image 2 for the Sci Fi section. 
This will in general be the process for most of my images. 



Sci-Fi- Ship designs 

I realised I 
wanted to put 
some ships in 
my scene in 
3D so I 
decided to do 
some 
sketches and 
a blockout of 
my preferred 
design in 
Zbrush (5)





Sci-Fi - The render



AO map



Shadow map



Colour ID map



Sci-Fi Image 2- Inside the City



Sci-Fi- Colosseum exploration



Sci-Fi- Colosseum exploration

The next two slides show different stages of 
the colosseum and the different decisions and 
choices before at the more traditional and final 
design. 





Sci-Fi- Colosseum Final Model 



Sci-Fi- Colosseum Final Model 



Sci-Fi- Colosseum Final Model 



Sci-Fi- Colosseum- texture variations



Sci-Fi- Colosseum- texture variations 
(Final)



Sci-Fi- Colosseum- texture variations



Sci-Fi- Colosseum Octane render

Final render of the scene done in Octane. Background made via layering displacement 
maps in Octane.



Sci-Fi Image 3- The Colosseum 



Sci-Fi Image 3- The Colosseum Final 
sheet 



Sci-Fi Final collection of environments



Sci-Fi Creature/Alien Moodboard



Sci-Fi Creature/Alien 
Initial sketches



Sci-Fi 
Creature/Alien 
Initial sketches



Sci-Fi Creature/Alien 
Initial sketches

I didn't like the direction 
my initial sketches were 
taking so I tried to take 
the elements I liked from 
them and put them into 
some newer more 
alien/less gothic designs.



Sci-Fi Creature/Alien 
Base sculpt



Sci-Fi Creature/Alien 
Marvelous Designer 



Sci-Fi Creature/Alien 
Marvelous Designer 



Sci-Fi Creature/Alien 
Marvelous Designer 



Sci-Fi Creature/Alien 
Sculpt posed 



Sci-Fi Creature/Alien 
Marvelous Designer 
fabrics laid out on the 
posed mesh 



Sci-Fi Creature/Alien 
Costume details 



Sci-Fi Creature/Alien 
Mesh done



Sci-Fi Creature/Alien 
Zbrush polypaint 



Sci-Fi Creature/Alien 
Keyshot renders 



Sci-Fi Creature/Alien Keyshot renders 



Sci-Fi Creature/Alien Keyshot 
renders and final paintovers 



Sci-Fi Creature/Alien Final one sheet



Viking section Moodboard



Viking section- warmups and explorations



Viking section- Pre 
production sketches

While these were done 
in the pre production 
these were vital 
drawings to the final 
outcomes you see in the 
following slides they 
informed a lot of my 
ideas and knowledge of 
the viking culture



Viking section- Pre 
production sketches



Viking section- Viking sketches



Viking section- Pre production 
Environment



Viking section- Re-inventing the Pre- 
production environment







Viking section- Environment thumbnails



Viking section- Zbrush troll concept sculpt to place in renders



Viking section- Environment Octane renders



Viking section- Final environment + holodeck glitch effect



Viking section- Cinematic scene/establishing the vikings vibe



Viking section- Environment 2

I wanted to create a scene showing the vikings in their element- 
approaching an unsuspecting church to raid it for its silver and gold. 
These were some of the renders I was considering.



Viking section- Environment  2 Final image



Viking section- Environment 2 
process 

Read from top left to 
bottom right



Viking section- Eric Bloodaxe sketches



Viking section- Eric Bloodaxe headshots



Viking section- Eric Bloodaxe hero asset sheet





Knights section- Forest Moodboard/reference



Knights section- Forest thumbnailing



Knights section- Forest Blender blockouts

I wanted to try out a variety of lighting situations and 
moods for my forest that the knight would first find 
himself in. I created 3 different scenes and these are 
the bases I had to work with for the following final 
images



Knights section- Forest 1



Knights section- Forest 2



Knights section- Forest 3



Knights section- Castle Moodboard/reference



Knights section- Castle thumbnailing



Knights section- Castle Moodboard/Drawing





Knights section- Castle thumbnails for final image

I wanted to make a more coherent and final image of the 
castle my knight would venture into and these are the first 
plans for that piece 



Knights section- Castle Kit made by me in 3D Coat



Knights section- Castle Final image



Knights section- Castle alternative render/mood



Knights section- Castle- The Gates to Hell 



Knights section- Knight Moodboard/reference



Knights section- Black Knight Moodboard/reference



Knights section- Knight Pre Production 
sketches

While these were done 
in the pre production 
these were vital 
drawings to the final 
outcomes you see in the 
following slides they 
informed a lot of my 
ideas and knowledge of 
Knights armour and 
tone.







Knights section- Black Knight early 
concept 

Early concept Of what my Black Knight 
would potentially look like. While the design 
is interesting it did not necessarily hit the 
grounded realism I wanted this character to 
have as well as fitting the bill of a ‘Black’ 
Knight



Knights section- Knight Character concepts



Knights section- Knight 
Character concept Final



Knights section- Black Knight Character Final concept



Knights section- Castle remake 

After creating my characters I realised that my castle just was not hitting the mark. So I went back to reimagine a concept for this 
environment that matches the tone that the characters set.



Knights section- Castle remake finished 



Knights section- Interior  

To further expand the environment and layout and 
theme of the knights section I created this 
deteriorating interior where the main character and 
black knight would face off in a showdown of sorts

Some of the assets are from megascans and scan 
the world, however, the main things such as pillars  
statue stands etc were made by me in 3D coat.



Knights section- Interior Shot 1  



Knights section- Interior Shot 2  



Knights section- Interior Shot 3  



Samurai section- How it would progress

The following section is the brief look I was able to have at the samurai section of my project. Given 
the ambitious scope of my project I had to pull it back so this section had to be cut, however the 
next slides contain the art I was able to produce up until that decision was made. 



Samurai section- Samurai Pre Production sketches





Samurai section- Environment 3D thumbnails



Samurai section- Environment  thumbnails



Samurai section- Environment 1 final 



Additional piece that could fit in the 
scifi section 





My production schedule  

Middle of project End of project


