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Creating realistic, believable 3D characters is one of the most difficult
challenges that I have seen many artists struggle with over the years. 1 have had the
fortune of managing some of the best character artists in the business at Microsoft,
Crytek, and Ubisoft. All of them have told me stories about how they had to struggle
and learn the hard way before they were able to achieve their success. None of them
had a book to help jumpstart their learning and development. Although, a book is only
helpful if it was written by the right people...

At Ubisoft, we have had the opportunity to work with many art outsourcing companies
in China. Very few companies in China can achieve the international quality we strive
for in our products such as Prince of Persia and Assassin’ s Creed. CWC is one of the
few companies that have endured a long lasting working relationship with Ubisoft due
to their high quality standards. This makes the key teachers of CWC Training School
(Wu Wei, Xie Haitian, and Lin Dawei) the perfect authors for writing this book, as
they truly understand how to make believable, 3D characters for international game

companies.

By digesting this book, you have a great opportunity to learn from some of the
best artists in China. Then, it’ s up to you to practice and incorporate what you’ ve
learned onto real projects until you also reach perfection. It” s my greatest hope
that some of China’ s future character artists will be able to reference this book as

one of the reasons they were able to achieve their own success!
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