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 This stage is about refining the concepts of the image, where the concepts are refined by playing around with color and different compositions. Through this you are able to begin creating compositional elements. Once the composition is finalized, it is important to break down the composition so you can be able to work on the narrative. Concept Art: 2D to 3D --------------------- At this point, it is
essential to start using the 3D modeling software. 3D modeling is the tool that can bring your concepts to life by modeling the design, physically creating the forms, textures, colors and lighting, lighting effects and so on. In this stage, all the concepts are 2D drawings. We would like to emphasize that this stage is very important, as the modeling of the forms should allow the team to apply the concepts
of the game to the 3D, based on the concept art being created. This allows you to begin preparing for the in-game environment. Concept Art: Animations ----------------------- Finally, the last stage is when the model is ready and the animations are ready. We will have some tips to follow when creating animations. Tips --- - Be specific about the movements of the character - Use a game engine or use a

tool like Unity to help you render the animations. - Try to use as few animations as possible, sometimes you can put more movement in just one key frame. Development ----------- In this final stage, all the concepts are organized and key frames are added. We would like to reiterate that you should always try to use as few animations as possible. Another thing you should always keep in mind when
creating animations is that you should not think about the in-game characters as just characters. We think about the characters in the context of the game, with the help of the animations you are creating. The animations should communicate how the characters behave in the game, even if they are not there. Summary ------- The animations should communicate the game concept. From here you can

begin working on the in-game environment. This is where you will be creating the actual environment of the game and the scale of the characters, for example, working on character mobility or something like that. For a better understanding, we provide the following image that shows the three stages of development. ![Stages of development](img/stages_ 520fdb1ae7
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