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ABSTRACT

The advent of next-generation games has made the game industry a big step forward.
The next generation is supposed to represent a TV game with higher CPU hardware
facilities, that is, wearing a helmet can feel the vibration of Wii boxing, holding a boxing
glove can sense the atmosphere of gloom and terror. The coming of the next generation set
off a small wave of technology and art. In short, the addition of high-end technologies
such as normals, highlights, self-luminescence and node-like materials (unreal 3 engine,
occlusion, etc.) in art has helped us to leap from 2D to 3D. The human body can also be
wired according to the muscles, which makes our model more beautiful, K movement will
be more regular, and mapping will also be much easier. Game role is a carrier of direct
interaction between game and player. Game role image determines the player's first
impression of the game. Through the basic knowledge of some design elements to provide
players with information, as far as possible to reduce the cost of learning the game, that is,
the basic role of game role design. This paper explains the principles, norms and processes
of role model design through careful analysis, so as to analyze and summarize the creation
of the next generation role model, the production of high-model, the baking of normal
mapping, and how to select appropriate modeling software and modeling methods for the

production of game roles.
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