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If you take anything away from this
book, we hope you'll see that by
pencil, brush or stylus, all of our artists
flexed the most creative muscle of all --
their heart.

We believe that when making a film,
we have a responsibility to say
something important. For us our
message was simple: GET TO KNOW.
PEOPLE. Look beyond the labels
others have created. By forming our
own opinions and questioning the
opinions that came before, we can see
ofhers for their authentic selves. That's
all any of us could ever want

That s the spirit of Nimona
With Love,
Nick & Troy
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Our theme is about perception, expectation avd acceptavice. Every Visval choice ov the
film was designed to reinforce these concepts. We specifically chose a look that
allowed us 10 play with the conventions associated with classic, 2D, Favtasy
aviimation iv order 10 hold up o mirror to the medieval thivkivg that exists i
our world, so we could destroy it avid remake it Mto somethivig completely
avid viterly itself. Qur Visvals play with juxtaposition avd covtrast.

Classic, privicess fairytale versus gritty, futuristic dystopia. Truth
versus expectation. Light versus dark. | am this, vot that.

"True acceptavice is seeivig soameovie for who they are, not what we thivik they are.”

Using this theme as our guide, we l0oked to two
icoviic, Goldew Age artists 1o help defive those
covventions: Eyvivid Earle avid Charley Harper.
Avd after extevsive avialysis, we adapted
avid travislated some of their teviets imto o
rich, civnematic, 3D umiverse of our film,
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DESIGN

Fundomental Principlas

In order fo be specific about how
we stylized our forms, we relied
onthree fundamental approaches
layered on fop of each ofher:

EDITORIALIZATION

ol o necessary et
& arneifya s icon

roduced seryhing down'o
of that

ing.

VN THE

PLANARITY

DESIGN Geometry was designed purposely

Low o Simplicty LAW OF SIMPLICITY 1o reinforce lighiing. Plones ware
emphasized and art directed to

T _ create apoealing light shapes so

To create an icon, reduce an element to the our ighting style could work sasrer

out of the box without sacricing
simplest, clearest expression of its base concept design of perlormance

Hard or mostly hord transitions wil
becoms harder

Mok soft ranstonsexrsmaly tof o
anfaly and simpliy o sh

STYLIZATION CARICATUR\ZATION
Thea n of a specific visual
langy T lesin

Note: There will be o few

PP
s Siphfed
subject tself, butis @ .
story-driven alement.
This will be noted when it

“hercod oo

Oursiyle, a edrom
the work of
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DESIGN

Giabal D)

il anuings statoHTS
Bt he e g o CURVES
Rinena

/ MATCH KEY
ANGLES

sugTLe

STRAIGHY
CONVEX

NOT CONCAVE

VisuAL
Rest

THE MOTHER SHAPES

STRAIGHT

BIG

MEDIUM

LEAF SHAPE LONG CURVE

PIPE BEND
(FILLET EDGE)
s

Ashapo resuingfrom
amixofsights and

o~
=gy

small

small breakaway
details
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VARY LINL WEIGHTS

simple,

SHAPES!
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CONTEMPORARY  TRADITIONAL
MOTHER ANGLES s NATURALISM
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DESIGN
o

THE INSTITUTE

The language of the Instiute s
designed fo be perfed;, geo-
meric, rigid, sructured and
inorganic. f emphasizes verti-
cality and an airy, ethereal and
divine voice. It personifes the
glorious savior, the proector

e Design Dialects

o | Lo und'hewhwekm?mG\eummg
=T = metal, white polished marble

L~ V] ornate pafterning and gold
pr—— everywhere you look. Al nsti-

tute-related elements adhered

strclly to the design fenets
below.

ICON

SWORD

F DOMINANT
m W lANGLES
4444, 90"

i W /e
o <2

135° /45°
DOMINANT SHAPES worlZotaLs SYMMETRY

NIMONA

The language of Nimora was
designed fo showase her
voice. Itis spontaneous, or-
ganic, charmingly imperfect
and flud. I emphasizes thythm
and movemen and embraces
the specific nuances that come
together o crecte the unique
whole. Tactlle, handmade
textles, chaolic, asymmelrical
layering and grouping and
bold juxtapostion define the
language of Nimona

ICON

FLAME

DIAGONALS,

ASYMMETRY
1

S

&

ORGANIC RHYTHMS

DOMINANT SHAPES
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One of the most imporian fenels
we borrowed from our reference
ferial was the use of grids in
our foundafional longuage. This
was a fricky visuallene because
wha can work beautfully in sit-
ic, wo-dimensions can be ric
o franslate in dynamic, deforming
three-dimensional objects. To
effectively iransiafe he grid info
thres dimensions, we thought of i
s alatice. This applied fo both
rigid, geomefric grids and looser,
mors organic s Wo s o
application rles on fhis page fo
preserve the integrity of he grid in
the various stuaions encourlere:
on the fim.

THE GRID ON MATERIALS

Placing the grid in maferials

was a great way of having the

grid felt. See the MATERIALS
seclion for more deil

ON OBJECTS THAT DEFORM, CHANGE OR MOVE
Utilize hard landmarks where applicable Design for the rest pose

For obiects that had a mix of deformation areas o was no way fo froly mainfain the grid i
ondhrdsatc e Khacers ogoiede:  molon it ol infingpefomonce
mens, fc..), we applied the grd fo he siafic ver, we lecned that by designing the grid
landmarks. Then, even if the object deformed and 1o be present in rest poses, the character could

changed, he fixed landmarks sl aligned regard- Sl vt he g, thert move hrough. exstme

less of situation. For example, on a characler's deformations and come fo rest back af the next
face we applied the grid fo the hard landmarks: key pose. For example, on a plant, the wind might
Tomples,haines, sors, wine,nos, choeke blow it and characters might push i aside, bu't
ones, facil hai, ok wiliveys come bec o es pes agne
with the gri

ON STATIC OBJECTS

Static objects were much easier to apply the
gridio (herd sorfece objocs, el pects, bui-

’< ings, vehicles, props, matte painfings, efc.
N The frick with this was that we had fo make.
> \ sure there was enough complexiy so the grid

‘wasn't oo obvious.

Utilize the arganic grid

Rhythms, ines of acton and flow lines (even
in mofion) were used to convey the loss rigid
organic grid.

DESIGN

Rhythms and Tangants

Fluid rhythm and flow
the most td

NI

W Rhythm

M Explicit Connection

W Woteriall Flow
M Dovble-Back

PURPOSEFUL TANGENTS.
When thyihm or flow line:




A
‘C:HARAC‘T_ER

Tg eiforcs ourvisual metaphor

of perception and expeciation,

we organized everyihing so the

closer you go fo somehi

mote yousaw and uners cod,
< you moved away,

morthe he cbiet bocame o

xpeciafion of the obi

s
o
CHARACTER

Fetrema Closip







V'

CHARACTER
Il Spacifes

VILLAIN




WRTES You Too.

Q 6P
\AMQ"%@QS\FE" g
P \DE

V%

o

W
we

Yo

15 THE A

Umoam,

S32
ke
‘:‘Su
Q<
\Q
w &
Q
<










SO0 O

L SILK SWTCHING

SC0BBERLOTcHER
0F A
RuTTigH

FoPpoopLE !




carly explorations

[RSIC R L)
s



bj crawford

sculpt by

vieks saulls

aidan sujano

&
e
S




explorations by sord
o

explorations

wo
yon SU3°
R

oy










f f(

PPrinA.



Mm
/ 18D
/TR

explarations by

aidan sugane










S—

amaez ol

jose momvel Fe

explorations by

aidan sugano






o'
®

by aidan sugano

T —











































p ~

mmmmm

Imperfections




Ie_lin €age

nob










§
<
3







moment painting by

POt OF Faviaticism,

justified the means, 5o
she became o true believer who
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DESIGN

Teanslating the Sou

The world of NIMONA is &

futurisic one stuck in a mede-
val mindset As such, overy l-
ement needed fo be derived
from the medieval vernaculor
It clso needed fo feel different
from our world, which also
evolved from the medeval
world. We used these two
approaches o address each
design challenge.

MEDIEVAL SILHOUETTE,
CONTEMPORARY DESIGN
We fook @ medieval design or
sihouetie and consirucied ifin
the contemporary vemaculr.
We did things fike updated the
materials, construction fech-
niques, funciion, ec... buf we
also made sure fo refain the
overallnfenfion of he origincl
source materials. We thought
ofitas the modern reimagining
approach

CONTEMPORARY DESIGN
USING MEDIEVAL ELEMENTS
We also fook a medieval le-
men, fechnique and/r principle
and deconsirucied iffo vse it in
new, confemporary way.

° o
BIASING CLOTH

Rainforea Tha Fi

Always bias cloth to one sice.
Add weight, flow or wind to the
motivatod sido, and a cloan lino
o the other.

Clothing Of The Institute

The clothing of the Intiule is
much mere fileg, ight an

clean, bur shoud sil bias he
Fowing parts
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Kevin yang

Fx designs by

Kevin yan

carly exploration : aidan sugane
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ENVIRONMENT

A Dark Reflection

Mixing tre design languages
o medieval and luture can
present some interesting
challenges. We do not want
our world to feel like o
caricature or a pun. At the

relains heavy inflvences
especially in regords to
archilecture. 56 how do we.
difierentiote our world?

rom an application
siandpain, i easy 1o push
the fuurisiic and make i feel
unigue. Ilis hord, however, Io
o the some with the
medieval language and not
have it feel foo much ke our
world o like o caricafure.
When designing o werld
based on o mix of these wa
confrasiing ideas, focus on
ihe classic adage *form follows
funclion.” What s this, wha is i
for? Focus on purpose firs,
ihen use he approaches here
io help wilh appearance.

SCALEIT UP

MODERN LOOK,
MEDIEVAL TECHNIQUE

i
HOLDOVER,
REVIVAL

MEDIEVAL LOOK,
MODERN TECHNIQUE

'SHOWCASE AND REFLECT

(not pictored)

Toke on_archilectura
element. scale ituo. turn
it ino & building itsell
fe.g take an arch an

tinit into a skyscroper].

Modern ook o design

really good with these
moterials  and the
techniques of utilizing
them (g o skyscraper
made of hall timber).

An oudated look or tech

eruck house housing devel-

Madieval ook ond/or

s hovette with modern

techniques, materia s or

function {c.g. o castle
of glass ond
steel}

Show off the glory of fhe
pasi withou! delracing from
it Place e old ogeins or
within G modern seffng that
shows off the old or moke
modem  elements  more
sublle leg. The Hancock
Tower in Bostor

m
ENVIRONMENT
Urban Morphology

Wihils we are creating a
fontasy world designed on the
themes of the fim, i¢still needs
‘o focl like o real place. It
~eeds to be a olace that can
continu on without our
charocters. It should be rich
and genuine with ourpose and
story behind everything. It
should feel like a place trt
oeople have ived in and died
nfor generations. |t should
~ot feel overly designed or
serlect

To accomplish this,
pay altention o these high-level
concils:

-Age and Time
Locole

~Culture

AGE AND TIME

It is very imoortant thet we
make sure (6 showcase lime

millennic. Cverything hos
cen buit on whal came
a history. The

post is mportant. The
passoge  of  lme s
important.

Organic City Layout
Leveragng off of medieva
city organization. our city
not designed. It grew

Manhatton

newer cenlral avenues

specific neighoorhoads for

specifc  functions d

closses. older parts, newer
parts. elc.

Variety in Dressing

To hels showcase the

possage of time. leverage of
variety in visual frends

~variety of artistic substyles
within o medium {rmalliple
styles of siatuary. pailing
pop art. grofit, etc...}
~variety of architectural
styles and trends (modern
berogue. brutalist etc. )

~variety of building age and
wear (old. new. run-cown,
pristine, efc...}

Note: Ary substy & stl needs
o oe designed withir the

:

glabal design kanguage.

Conscious of this 50 as to not
water down e lool
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ENVIRONMENT

Urban Morphal

creating o
orld designed or the
he fim. it stil neads

To accomplish s,
pay ateriion o these high-leel
concets

L

~Culture

CULTURE
The culture of our world should
fich. distinct andpresent

I

t\’
nkth
ENVIRONMENT

orphology

e are crealing o

LocALE
While

concells thal el
what that charc:

assaf horowits

Topography
For_ihe majcrly of fhe
fngdor's ser, here were

bulll_emvironmar:
excenfions, ot

axsing londscape
e veirain of 1

i vened s
hen bul 1o, wolk
geograpni

one

Space

Space wihin the walls i
expensive and limited, 5o
cvery inch s used. Due 1o
the fix order, expgansion

meinly happen

ings, and sinc
cortiages, passages can be cal
through upper siories as wel
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Aramovers by

Plants on Roof

Ivy Plant

Leaves aways point down

Ground Plants

Clovers

hostas (large,
med, smal)

buttercupMedA

dandelionhedA
242

hyssops (large,
med,
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Designing Natur

When editoriclizing and stylizing
nature, *he gool is fo desigr the
icon. Identfy the key frais that
ko up that objact. Remove all

onnecessary defail fo creale fhe
simples! expression of thal
object. Organize it in regards o
e visual language of NIMONA.
clow ore some of the key aras to
pay aftention fo

LOCAL COLOR
What ore the b s that roke
up bl obacts Eow mach color

ally need to

nuance do you

2 you
the colors o
Coluesté keep 1 eoding doerly?
SHAPE

dentify the minimal nurber of
dilerent shopes needed o corvey
that object

‘GESTURE AND RHYTHM

thel makesiL up? Hake awelo
aights versus curves. and
Srom ot

REPETITION
When possible. crganize the
elements 1o adhers to an argenic or

m
ENVIRONMENT
Grazs and Foliage

Arecs with & high cmoust of
etail, especiolly high organic
detail, can very quickly break

aintain the
lastvetive quelity thor def
cur loce, ublize the guid

~Colo:
Based on Lighting

Value Grouping

Detail and Occlusio

“Silhouette

~Naturalistic Motion

Rich Variety in Dress

Reduced or femoved
cclusio

:Simple color and value

grouping

ctiedge silfion
/ beteen ight gruup;
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Branch and Twigs




Oak Cluster Leaf Clusters 525
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ENVIRONMENT

Every aspect of this world and
its culture has been permeate
with the myth of Gloreth and

these con by

SOCIOCULTURAL
how the ideology and
and pracipitated aut of the

masses
-pop culture. media.

S SLAYING MONSTERS ARE A
= GLORIOUS CONSTANT THREAT

Knights are our arhletes
serious. scory ond ever

s, our heroes.

f destruction

To the right
is noble and glorious.

pivotal me:

populoce in chack

ge:

to be conveyed:

PROTEICTING
, Ok
WAY OFR LIFE

e QRIS U e

N

THE INSTITUTE IS OUR
PROTECTOR

We keep you sale.

GLORETH IS OUR

SAVIOR

nography
o medicval
ik

sfitute=church} loret
image shoud b on ev-
eryhing:  iconography
imagery, sculplure, eic
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Materisls had @ huge job on this fim First, we
& mtecinla o replace specic geomet.

cplace geometric oin simplc
made about how, for exampls, w
ouid de: Zezern o




MATERIALS

Overview

n ur look, materials
textures and patierns all
function in the some woy
and can all be thought of
ieichangeably they wil
 flal, gra
deliberale wilh no physical
textural detail or bump
‘whatsoever. Materials have
been purposefully designed
to replace a cerlain cmount
of geometric detail. As such
geometri form and painted
matericls will need to work

ferials, so
very material, fexiure and
patiern must be designed in
our siyle with no excepiions

Shape
First, identify the iconic
shopes tha define that
material. Orgenize shapes
based on aig. medium and
smoll.

Hiarorchy is very important

and values should fee!
< overall noturclistic
However. they will need to be
abstracted and sty zed s

subtlety without break

structuras or making
monochromatic.

Try o limi the number of

calors fo just enaugh fo create
subllery and nuance, but nat too
much thot they creare falsa
gradients or feel realistically
Complex.

Estabiish a claar color and
value hierarchy that utilizes
natural eye filering to reinforce
LOS

primary
i

Line

Line is an extremely.

Try to maintain a good
Berorchy fhick, mosium,
ihin] of o waights Also
iry 1o organize your lines o
enforee the thyihms and
alance our the ofher
details. Like the othar
@ sura fo put in
sto
define The moterial snd

MATERIALS

Dotail Filtering (LOS)

Materols will also hove lo
e designed wilh LOS

o St mind and
sl take advantaga of the
~alural ftering of the human
aye

Organize the values, colors
and sizes of material

ith o purposeful
nierarchy so that aetails
disappear or unify o one
color as they recede

Uilize the Lows of ity
erimgerats o odce
salues and colors so they
can group accordingly.

BACKGROUND MIDGROUND

Line, strakes and details flter out Secondary and tertiary details prasent

Details collapse and unify into simple. Some colors/values fiter out creating o
single color masses uced. simpler moteria

mple geometric fo

Large geometric form detalls only

FOREG! ‘UND

Primary, secondary and ter

etal WM\ -

nd value

Geometric form detail

Utilize the Squint Test to check if your materials are simplifyl
squint down a you deians Can oy tead hesingle slze shapes e s
there o0 much sublry, nuance,edge , ine delalls, elc.
calues of colors balanced anaugh fa v yoo Muliple lsels of deo Teads or
Ay e e B S e e ot areest
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MATERIALS

Geometric v. ‘Painted  Deta

Even though our style s designed
to look flat and simp =, thot does
nat mean t should fecl or be built
that way. Geometric complexity
and subtlety sti | need to exist but
ina simplifed and caricatured
way. Materials ond form n

be designed in tandem to provide.
just enough detail to ciefine the.

but not too mucl

ok Motion and ighting wil
also reveal anc imply much of this
geometric detail. 50 be conscious
to not add too litle or too much.

When deciding what should be.
modeled delal and whal should
be painted material detail. ulize
the Law of Simplicity. Ask
yeursal

As @ camera passes over, how much
geometric detail do you need to give
the impression of that object?

Do we need to perceive dimension
or form, or can that detail live in the

painted material?

Does that object nee

details for aur simplified lighting to
A simple woy to think of this is.
If it feels like it could be o
texture or painted on, paint it

I not, simplify the geometric
detail.

MG

Medium form detals fiter out

oy of
geomerric datol wil be fell

more than see. especially In

motion.

m,ne el gt wosdgran
el ocks, knholes et |
e v Rt

Geometric detals are

ane plone changes can be
seenthis close

eric detal, axcopt the very large,
fiers ot complealy. Mterials fer anc
simplify. Color, vlue and shape define he.
cbiecr

A Case Study: Cobblestones
2s the camera
cabblesienes. evenin alby
15 sattings wih al

femoves. you il perceive form
You wil feel how houstie
clanges, how eturas wiop and

travel over the form. how larger
e e o . o1
I this cose. a reduced omeunt of
tratgeomelric detail s needlec and
fotenng  out ol forn
inappropriote.

wall eracks, color

ste_allcan be painted on because
Zven i our warld, those detals

Our aoproach (o lighting and ook
o this im il lotlen ou. the
wajorty of the geomelric detail
but that detoil wil sl
percead. w0 avoid fattering aut
100 much prematurely. Otherwise.
our environments wi tend to feel
10olal, low poly and comey.

MATERIALS

Material v. Object Pattern

Since the look of NIMONA
freats screen space as an
lushiation rather than a

frame using objects. As
such, there ore o few
diferens ways o fhink abou

NIMONA:

MATERIAL PATTERNS:
Haterials, textures and
satterns that exist on
oojects which are designed
o function as malerials in
aur llaLstyle. These Include
orints on fabrics. cloth types

on anmals, lextures on
caves, bark, stone. wood!
concrete, marble, st

OBJECT PATTERNS:
The organic or geomet

rganizolion of indvidual
clements. objects or grous
of objectsin a purposcful

our design language. This

organization of leaves ona
slant. Indhvualplonts n a
group. how

Sloced how bulldings are
grouped. how clumps of

MATERIAL PATTERNS

#aintain a good
bolance of complex
and subtle moterils
16 areas of visual rest

COMPLEX MATERIALS

SUBTLE MATERIALS

VISUAL REST
The rolic of material
complexity will b
based an graup
association

OBJECT PATTERNS

This can also aoply to When applicable, dress
los: and found elements objects in a cons/sient
ike snow palches that patlern or clong a g

cos
Both of these reference Images are good S:APES

exomples of using repeating Mot o

create o screen-zbace pat
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AL World and Self-Reflection % Special Case.

K/ Hammered Metals
MATERIALS sr0ad forms with
Reflection and Specularity

clues, colors and detoil
These

Matls, reflections a

hey
d detoll
ing the

natural properies o create
ized look. To mairain

D {the
oveage o e ol o
momen]. This apples 1o
all metol edges

g else: malte
wood sl / - 0

Everything on ths fim uses
those thiee types. Exira de
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COLOR

THE INSTITUTE

major lacation will have
peciic color theme. The
our major locations are:

tedioval Villaga
The Noble Kdeom

i
iy ot e o

e &t [FCAk e
even dressing choices |

SALMON PINK
Nimona- her ideology
acceptance, plurality. fudity
freedom and change.

el
e power and conrel mihe.
cily

LD
The Institute- their ideology
nonacceptance, rigid social
ules, historical/medieval
ihinking and control

he populace, The colors
should teflec he image fhey

osiion the Instiute as the
g aviar. The white

n color 1\ nr \h \ n\u
gecep il green o barken fo

e dylic

nslufe-related areas i
a0, sparlan and sler
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Each major location will have
a speciiic color theme. The
four major locations are:

~Medieval Village
~The Noble Kingdom
The Institute

~The Peasant World

- Nestled

e mouriains,
lueh green, pazeral
ayllc.

Peace  The medieval village
thet Nimona and Gloreth
grew up in s filled wih
potchwarks of warm
farmsteads. old grey stone.
thalched roofs and rolling
fields of verdant grass
Waterfalls feed the tranqui

wer that meanders through
the village center.

Fear - The colors change to
anclogous hues dominated by,
reds. The shadows ore deep
and pernicious ke the fear.

The
pristine uopia. A thriving
modern-medieval metropolis
It bleeds wedlth, prosperity
and apportunity. .as long as
you are nobility or at least
citizen

&

-

e e e
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LIGHTING

To reinforce fhe camera
naturalism and visual
homatics, filize lons
effects like lightleat,
spectal leak bokeh, buns
and flores. Like everything
else in our film, make

sure all lens effects are
designed wihin our siyle.

tout by o

zing




LIGHTING
Light ta Rainfarza T
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INTO LIGHT, INTO SHADOW
moving in or out of light

MPOSITIO!

entirely in

stepping out of
3

Light in our film repr

ts acceptance

nonacceptance and concealment.

how the char
utilize our lightin:

g
moving our characters into or out of lig

Our characters can be:
) A

entirely out of

ters
how we compose with light, the intensity of our light:

partially in

exposure of one's tru
choice in our film needs to purposefully reflect
re navigating in regard to those ideals, This can be seen in how we
s and even the act of

s of how this concept
light interacts with our char

Be

applies w

P

ware a few examp!

i

hadow represents

ml Light in our film represents acceptance and exposure of one's true
ealment. Every choice in our film needs to purposeflly

nonacceptance and conce

INTO LIGHT, INTO SHADOW
moving in or out of light

tilize our lighting, ho
moving our cha

W W Compose w
cters into or out of

Our characters can be:

stuck between

isolated by

moving in and out of

revealed, exposed or outed by hiding from

grouped in or grouped out of turning away from

how the characters are navigating in regard to those ideals. This can be's
hlight, the intensity o
ght. Below are a few examples of how
ON applies wnen light interacts with our characters

Shadow represents
e

W we

int
and even the act of
s concept

1

separated by



or
e emotional and psychological

o Utilize graphic compositional bloci
illustrate the therne. Based on th
INTO LIGHT, INTO SHADOW characters -aged and/or

through these elements, Below
framing against light or shadow . SRl
our characters are compos

OSITION Our characters can be:
surrounded by light. or shadow

trapped by

brought together by

&
divided by
78 e
s v
L
V-
outside of bringing others into pushed into or out of moving toward.

a9

gl

\4
L A

or away from

ments of light and shadow to further L]
I purpose of the shot,

INTO LIGHT, INTO SHADOW

obscuring or revealing with intensity

blow away all detail with blooms and bokeh

on the threshold of

verexpose to overwhelm them by exposure or flood with emotions

d to reinforce the characters' relationships to
racters are overwhelmed by acceptance. Dim
re being suppres: e lighting to the extrernes in

s and blow away detail to enhance the psychological state of our

i

obscure elements to focus the attention

= ' ‘.--_

doitall at once
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LIGHTING GRAPHIC KEY LIGHT
;

These are the mojor areas of
focus that define the laok on

NIMONA

Graphic Key Light _ Key Light
~Simplifed Occlusion

~Creaselines

~Simplifed Specularity
Shape-Driven Eye Dings
Stylized Hoir Specularity

Allkey lights should have o
hard, stylized terminator
o any grodaton

2 Where applicable,
broken o siylized

~Subsurfoce aspecific marorial. Howaver,
-Broken edge this should be vsed very
“Bloom

sparingly and will be
called cut in hese speciic

The ne excention to this rule
is skin, which will have o
clamped. tight gradient to
reduce the boiling' caused
by deformations

Cast Shadow Line

Allcastshadow nes (witho
ew exceptions) must stay
rozor-sharp without any
dither or grodation

\l

LIGHTING

These are the raor areas o
focus hat deire the leok on
NIMONA.

phic Key Light
-Simplified Occlusion
~Creaselines

~Simplifed Specularity
~Shape-Driven Eye Dings
-Stylized Hoir Specularity
~Subsurface

~8roken Edge

SIMPLIFIED OCCLUSION

Simplified Occlusion

The goal on Nimonais to
maintain the llat, graphic, 20
look. Soft edges can quickly
breck the siyle and push the
look into the more traditional

cclusion
needs to be handled
carefully. purposelully and
sparingly. Occlusion and
form shading should at |
times be:

~extremely subtle

~controllable {01t con be.
allored to the specifc
ighting situatian but not
excead the maximum

amount}

Occlusion Removal

There will also be cases
where we will need to
remove or mask out the
occlusion entirely from
certain objects to maintain
the correct density of detail

earrings. which are thin
enaugh to need oll occlusion

except potentially
in extrama closaups.

332
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LIGHTING CREASELINES

These are the major oreas of
focus har deline the loak an
NIMONA.

~Graphic Key Light Creaselines
~Simplifed Occlusion
~Creaselines

~Simplifed Specularity
Shape-Driven Eve Dings
“Stylized Hair Specularity

Since e o edicing

and support he subilty in

-Subsurface ‘acial oerlormarces.
-Broken Edge. sl of creaselines wil
-Bloom sallores 1o the nuances of

oach character’s neads. Seo
craaseline chaviovars for more
tlorrelion

LIGHTING

These are the maior areas of
focus that defire the ook on
NIMONA.

~Graphic Key Light
~Simplified Occlusion
~Craaselines

~Simplified Specularity
~Shape-Driven Eye Dings
“Stylized Hoir Speculariy
~Subsurface

“raken Edge

SIMPLIFIED
SPECULARITY

Simplified Spcularity

/ For refactive surfaces with
smllsurfoce area scale mail
‘ivets, studs, metal edges.
elc. .. the entire shape is
flooded vith the solid color
and value of the reflected
light that s occurring i that
instance. All world
relecions.sof boges and
occlusion have been removed,

be trning on and off and
changing based on the real
lighting information in order
tomaintain the naturalistc:
oroperties of the light and
materiol butin a simplified.
caricatured way

For the most part, this is
independent of the actucl
shape of the reflecive abject.
For oxamole. Nimona's
carring s simplifed to a solid
fa color for the base metcl
and the stylized highiight. All
geometric modeling has

been removed.

For more information. see.
Reflection and Specularity



LIGHTING
o

Th the major areas of

focus ther define fhe laok on
NIMONA.

~Graphic Key Light
~Simplifed Occlusion
~Creaselines
~Simplifed Specularity
Shape-Driven Eye Dint
“Stylized Hair Specularity
~Subsurfoce

~Broken Edge

-Bloom

SHAPE-DRIVEN
EYE DINGS

Shape-Driven Eye Dings

Eye dings should be hord
edges, simple, georetric
shapes withou® any saft
edges or grodients. Avoid
asing clicles. Only uilze
colygoral shages. Tiy o
cheo:

“eink

of that scene. For
example,  ihe nsile is
conlioling the scene,
ulize diomords. I Balliser
< in convrol, ulize squares

EYE DING CHART

LIGHTING

These are the maor areas of
focus that defire the leok on
NIMONA

~Graphic Key Light
~Simplifed Occlusion
~Creaselines

~Simplifed Specularity
ape-Driven Eye Dings

st

d Hair Specularity
~Subsurface
“raken tdge
-8loom
Limited So

There should be no more
than o anisoropic
his ot In this case,

there & ore relored to the
key and one relted fo e
il Be aware of balancing
er:n‘mhe: as :«s\ One

ghlight for the most
)ms e stror the

STYLIZED HAIR
SPECULARITY

Anisotr arity
Ansoliopic hait Highlighs
il lia be harcled Usg a

araphic aperoac bu shasld
b driven raturalisicall
the actual Ight.

soft, dithered edge

[t TG e

gt s e
- oo

(ighlighscon doviata

overalvend)

strand braaks

o hinttond deine strond
endelimp detai] 334
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Sample Frames

Fander by blus sky shu

Ty
RENDER

paintover by sidan sugans
TARGET PAINTOVER
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THE SHAPESHIFTER
Y THHOMANS

i




Imagine standing amidst a collective of cre.
e punkrock souls,all united inthe quest
foreriginaliy, innovarion and progress, Each
Page of this book you turn echoes fhe feryor
that birthed his cinematic masterpiace, from
the vision of ND Stevenson - the spark of
this charming tale — fo the fstferation of the
sciply and finaly to the breathtaking scenes
that ignite curiosity in the hearts of s ll, As
you fip through this book, aflow the surge of
unstoppable creativiy to inspire you, elevate
Your spiits and rekindle your passion for fhe
croft. Thisis exactly how we felt as we qlf
worked day and night fo breathe Ife info his
speciol tale, surrounded by the finest arfits
and visionaries a film could ever boast, W
cimed to disfil the essence of the fim info fhis
book, allowing you an oll-encompassing view
of our creative experience. Immerse yoursal
in the magic of ths captivafing fim we re
immensely proud fo present, o fim thaf fook
a/leftturn affer the three stars and headed
shraight into magical mayhem - Nimonal

Jeff Turley
081823
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