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Cat Model 
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I modelled this cat in the first few 
weeks of GAD505. The first image 
(shown above) is a mock up sketch 
I drew in Adobe Photoshop, in 
attempt to plan what shapes I 
wanted. I chose this because 
when we started to learn how to 3D model, Joel suggested we do something 
basic but challenging. The idea came from one I had previously for a game I 
wanted to make. I took inspiration from various Japanese cartoon art styles 
where they use a simple combination of bold shapes to characterise 
something. This style also appealed to me because I was very new to 3D 
modelling, and I knew that I would be making things easier for myself if I 
kept the models low poly and simple.   
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Background Design 
 

For my background 
design, I used 
Adobe Photoshop 
CS6 and my Wacom 
Tablet to design a 
pastel looking sky. 
This was one of the 
main deciding 
factors in my colour 
palette, as I liked 
the look of blue, 
pink and purple 
together. I used a 
soft brush on low 
opacity to build up 
the background 
layers, and then a 
harder brush for 
the clouds and the 
stars. This contrast in texture is not as obvious when on a Skybox in Unity      
which disappointed me. However, since this is the first custom drawn 
Skybox I have made, I am fairly happy with how it turned out.   
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Coin 
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When making the coins for 
my game, I wanted them to 
be reasonably simple to fit 
the feel and aesthetic. So I 
used the cylinder tool to 
make the framework, and 
then the Boolean/ difference 
tool to cut holes in the 
cylinders. I did this because I 
wanted the coin to have 
some detail and shape to it, 
to make it stand out a bit 
more and look like a typical 
gold coin.  

Once I had finished this part of the design, I made a flat 
version of the cat’s head and put it on both faces of the 
coin. This made the model look more unique and 
interesting, which keeping it within the theme of the game. 
I then used substance painter to make the coin a bright 
yellow, and increased the metallic and smoothness values 
to make it seem shinier. This didn’t show up as much as I 
had hoped in Unity, because the lighting is slightly different. 
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Island Models 
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I knew I wanted 
floating islands in my 
game early on, as I 
decided I wanted 
jumping to be a core 
mechanic in it. I 
started with a 3D 
cube, and then used 
the extrude tool to 
give it a more 
distinct shape. I then 
softened it make it 
look more like 
natural forming land. 

I then hand painted 
it in substance 
painter with 2 
colours to make the 
contrast of grass and 
mud obvious. 
However I also used a detailed “dirt” brush to blend the two colours more 
seamlessly so that the island could look distinctive but interesting from 
further away but also up close.    
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Playtesting 

 
I did lots of playtesting 
throughout the 
development process. 
Here is one example: 

 

In this screenshot, I was 
testing the game 
mechanics (move and 
jump), in attempt to 
gauge how difficult it is to 
move from island to 
island and how this 
effects fun, time, 
usability ect. It was in this 
test I realised the jump 
mechanic wasn’t working 
correctly, as the player 
could infinitely jump 
forever. I fixed this with 
code at a later date.   
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Rocks, Trees, Flowers and Grass 
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When making the grass, I 
used planes in the hope they 
have less polys than cubes, 
and used the extrude tools 
to manipulate the shapes. I 
then coloured them in a 
dark green to make them 
stand out against the light 
green I used for the Island 
texture. For the rocks, I 
started with a cube and 
added extra divisions. I then 
changed the height and 
width of these to give the 
stones a more abstract 
shape so that a few would 
versatile across the levels.  

Concerning the tree, I made 
this at a later stage in the 
development process. This was mainly because I didn’t have much variation in height across the map, which I felt made my game feel 
boring. I started with 1 cylinder and used the bed tool to give it a more organic shape. I did this with multiple cylinders of different 
sizes, which I then combined to make look like branches. For the leaves, to keep it low poly and looking stylised, I used cubes of variant 
sizes with bevelled edges. I feel that this makes the tree look more interesting and suits my aesthetic well. I went with pink to make 
them stand out more and fit to my colour palate.  
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Hats and Hat Shop 
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I knew I wanted the hat shop to feel physical, in addition to the UI. So I made a model of a cartoon looking pig to be the shopkeeper. I 
then modelled this shop bench, just so the player could walk around the model and still feel as if they were in a fairly convincing 
cartoon shop owned by a pig man on a pastel space island.  
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Interactive Menu 
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For the interactive menu, I 
wanted it to feel like safe 
place with no enemies or 
possibility of dying. So I 
added fences around the 
parameter of the island 
accompanied by invisible 
walls. I also had to change 
the bridge model I made by 
adding invisible ramps so that 
the cat can cross them.   
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Cutscene 
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For my cutscene, I 
drew individual 
comic strip images 
and edited them 
together in Adobe 
Premier Pro. I added 
sound effects which I 
acquired from 
www.freesounds.org 
at the relevant parts, 
and animated a 
transparent image to 
make the film feel 
more interesting. I 
also used music 
which a friend made 
for me. I told him 
what I wanted and 
sent him short video 
clips of gameplay so that he could make me something with the right feel and pace. I also wrote a script (displayed on page 30), which 
was used for a voice over for the cutscene. I collaborated with another friend of mine who has done work in voice acting before. All of 
this combined into a short mp4 makes a cutscene which is played before Level 1. 

http://www.freesounds.org/
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