
Low Poly 
Game Art
Pre-Production: Safe Place



Concept: Create an immersive safe space that 
allows players to indulge in a natural world 
untouched by humanity, giving them the 
freedom and ability to explore, interact, and 
experience their world at their own pace.



Project Goal:

- Considering time, resource and skill 
constraints, we will focus on creating 3D 
animated models of character and 
environment assets which can 
eventually be integrated into Unity for 
programming.

- We will be utilizing tools such as Maya 
2020 to build, texture and animate these 
assets. 

Photos from renderosity.com and autodesk.ca



Project Workflow:
Photos from renderosity.com, unrealengine.com and autodesk.ca

1. Pre-Production: Gathering concept ideas.

2. Production: Modelling > UV Editing >Texture 
Painting >Physically Based Rendering

3. (Optional) Programming: Integrating assets 
into Unity

We’ll start with creating and finalizing all 
character models (Animals and player), then 

move on to Prop models (Fruit, tools, 
interactive objects), then environment 

models (Trees, grass, mountains, swamps, 
etc.) 

Project: Safe Place
3D Modellers: Camille Ubay & Ethan Day



Genre

● Adventure- Revolves around interactions between people/characters and the 
environment without time constraints and challenges. 

● Casual- The game is meant to be a short and relaxing way to pass time. 
● Open World- Explore and Tackle objectives at your own pace, there is no 

structured storyline or end to the game. 

Photos are gameplay screenshots of Minecraft and Animal Crossing: New Horizons by Sabransky on Reddit.com and Nintendo



Environment
(Photos from the game “Among Trees” developed and published by  FJRD Interactive)

The entirety of the game would be set in a 
natural world sectioned into four different 
biomes, unobstructed by man-made creations. 

The game’s purpose is to inflict a sense of 
relaxation and tranquility. Accordingly, the 
color palette for all assets will be calming colors 
such as blue, pink, purple and white.



Characters
Photos from peduuzis on reddit.com, animapapir.com, stufioochi.com, and freepik.com

NPCs include various animals stationed in their 
natural habitats that the player can interact and 
grow friendships with using resources from their 
designated homes.

These NPCs can be found in either forests, 
mountains, or prairies depending on their 
natural behaviour. 

A human character would exist in the world 
as the figure that the player would control 
from the 3rd person and explore with. 



Model References (Top/Side/Front): World Layout



Reflections:

- Your own strengths/weaknesses 

- Your definition of game art (What and 
Why?)

Camille’s Reflection

- Your own strengths/weaknesses 

At the time being, I’ve only dealt with 3D 
modelling and animation, so I’ll have to 
spend some extra effort in learning how to 
utilize Unity and C#.

- Your definition of game art (What and 
Why?)

I relate game art to everything that  
contributes to a game’s visual elements. This 
would include concept art, character design, 
level design and animation. 

Ethan’s Reflection

- Your own strengths/weaknesses 

As a first year student, my only experience in 
this field is game design as a theory and basic 
JavaScript programming. I’m a fast learner and I 
am confident in my problem solving skills so I 
think I could shine with integrating our assets 
into Unity and gameplay programming, as well 
as modelling characters and environments. 

- Your definition of game art (What and 
Why?

I believe game art is anything  that the player 
sees or hears in a game, but more importantly it 
makes up the characters, environments, 
objects, and atmosphere. I believe the story 
including audio, acting, and writing, is also an 
important component of game art. 


