CHAPTER 1

INTRODUCTIONS

1.1 Background

Games have become a popular medium for artistic expression in the digital

and plot. along with

extra side missions where players can advance the game and enhance the skills of

their characters.

Simultaneously, as Jspangse animation culture expands globally, people's
preference for characters that resemble anime is growing. The phrase "anime-like"



describes a style that resembles Japanese anime but is not realistic. Instead of
adapting realistic art style that typically imitate the sppearance of the real-world

‘objects that has rather high-resolution textures, realistic animations, and advanced
lighting and shading methods, stylized art style is applied to this project. Stylized
art styles adopt and artistic images with non-literal npproach that might include

Throughout this research, the author will create 3D Asset character
modeling that are aimed 1o captore 4 distinetive stylized Japanese Anime style for
the Prism Odyssey game. Designing the 3D character asset will take references



through anime-stylized games like Genshin Impact. To schieve this, utilized the
‘modeling technique such as NURBS and polygonal modeling to help create the
characters in order to produce smoother yet cartoony contours that are similar to the

character initial design.

The issue for this research can bestated as follows in context of the

1.4 Research Objectives
The following objectives of this research can be inferred from the research
problem and limitations which conclude:



1. Create 3D character assets for the game Prism Odyssey.
2. Being able to utilize NURBS modeling technigue into creating a 3D
character asset according to the intended stvle.
L5 Research Beneflts

have been raised, the systematics of writing this research is divided into several
chapter which include the following:



CHAPTER 1 INTRODUCTION, contains the background, problem
formulation, problem Limitation, research objectives, research methods, research

CHAPTER Il LITERATURE REVIEW, contains literature studies and
describes the theories that are used i the discussion of the object of research and
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