CHAFTER I
INTRODUCTION

1.1.  Background of the Study

3D modelling refers to the technique of creating assets in a digital space that
has three axes, namely length, width, and dépth, or volume. In this digital age, 30
15 often used in variou ical

roCs: s, which utilizes bones,
weight painting, skinnin al rig, accompanied by
Mowing water effects us eometry nodes. Lastly, high-
res textures are painted in Substance Painter using a non-destructive layer approach.
Render issues might appear for the water simulation as it is a heavy computational
task. which needs to be optimized.

Thus, in this document, the author will discuss supporting theories, technical
methods, and workflow in the creation process of the "Monster Air”™ asset for
animation purposes in the film "Battle Park” by CV PARAMA.




1.2.  Problem Formulation

Based on background of the study, the following is the problem formulation
for this thesis:

How to implement sculpting, retopology and NURBS simulation methods
in creating a character with water visual?
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