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People seem to like Quill



Connecting with Quill

Driving an emotional response



Exploring the 
human condition

Wheel of Emotion by Robert Plutchik, 1958. (Image Source: Wikimedia Commons)
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Welcome VR
How can 

Polyarc stand 
out?



Character based VR experience





Confronting 
the past

Traditional gaming is a 
learned experience



Accepting 
compromise

Being mindful of 
gameplay abstractions



Characters as 
gameplay 

avatars

Image Credit: Penny Arcade

Maintaining player 
immersion







Bringing the 
player into the 

experience

Breaking the 4th wall

Image Credit: Marvel Comics



Quill makes eye contact





Petting Quill



Don’t leave her hanging.



Puzzle Hints

Temp Footage: Obviously really old. 



Speaking of the player
Player IS the camera



Stage plays

Very similar to VR 
performances
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Inventing Quill

The evolution of a character



No tropes

Image Credit: Telltale Games

Image Credit: Marvel

Image Credit: SNK

Some actions transcend the 
character using them



No cheese!

This is not how we make 
Quill unique



Honest 
performances 

only

Exploring character 
depth



The
animator’s

job

A focus on acting 

and honest 
characterization



Quill speak

Using sign language



Reaction system



Interrupting 
gameplay

Limited interruptions, utilizing 
Quill’s idle cycles



Gameplay animation inspiration

What do the best have in common?







Combat



Linear Narrative 
Segments Temp Footage: Creepy stalker-

Quill is our prototype for the 
looking-out-of-book idea. Will 

capture real example when 
we’re further along in 

development. 
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Right…
And we start… 
Where? 

Identify where time is spent



Character pipeline
Keeping the pipeline simple, yet powerful



Iteration limits
Animation must never be a workflow blocker for design





Character setup vs… 



Character setup vs. Animation control rig 



Questioning 
Existing Process

How Important are Maya 
files, really?

Image Credit: Autodesk



Storing the rig is a 
challenge

Screenshot credit: Anna Fredriksson

Questioning 
existing process



Leveraging the FBX file format



Those who have 
come before us

Choosing our own path



FREEDOM
Supporting one archival format





Saving Maya 
animation data

Saving Maya animation files 
remains an option. 



Knowledge based decision making



Rigging 
pipeline

Alternative learning 
methods





Animate faster 
without quality loss

Streamline the process



Unlocking the animation 
sandbox

Finding the optimal 
rig setting in every 

possible context





“I need to alter 
my rig in 

meaningful ways, 
as I work to be 
most effective”



Simplify the 
animation rig

Allow for automation



Limiting custom attributes to the 
face rig

Doubling-down 
on space 
switching



Show spine video





Physics can set you free
Using particle physics 
to aid in overlapping 
action







OutlineConclusion



Animating 
Quill

Creating an emotional 
experience

Image by: @JesseCox



Animating Quill: 
Creating Emotion

1. How will Polyarc
stand out in a 

crowded, highly 
competitive industry? 

2. How do we make 
Quill stand out as a 
unique character?

3. How do we compete 
with a team of 15, 
and a tiny budget?



Check out Polyarc’s
other session in the 

GDC vault

How Quill defined Polyarc's VR character 
design process



Questions?


