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My Gantt chart showcases a structured development schedule for the creation of my low-poly bakery asset pack, spanning from October 

2025 to May 2026. The project began with research and reference gathering during October and early November for the proposal, allowing 

time to investigate existing visual styles within online media, asset packs, and relevant academic sources linked to stylisation and immersion 

for my dissertation. The concept art development takes place between October and January. This was to focuses on establishing the overall 

visual direction, colour palette, and aesthetic consistency for the pack. Asset planning and scope definition then overlap with this process 

from December to February. The modelling phase starts in January, continuing through to April. This was the longest stage of the project and 

involved creating each model from the asset list within Autodesk Maya. [1] During March, the workflow progresses into UV unwrapping and 

texturing, where my assets were prepared for materials and visual polish within Ibis paint [2]. These stages overlap intentionally to allow 

assets to be textured accurately as I model. Finally, the presentation phase took place during April and May, focusing on importing the 

completed assets into Unreal Engine 5 [3] and compiling my work into one place.

Gantt Chart



Project 
dissertation
How do stylisation and realism in 3D 

design influence player immersion and 

emotional engagement?

In my dissertation, I talked about various research points 

such as Cognitive load theory [4], Perceptual load 

theory[5] and the Uncanny valley [6] within various games, 

media examples and real-world cases. All of the research 

was necessary for me to apply what knowledge I had 

gained and funnel it into my 3D asset pack. 

My viva was prepared to work hand in hand with supporting 

the data I would have to find for my dissertation. This is 

where my primary research overlaps between the two in 

the form of a survey I conducted to 20 people varying, from 

University peers to members across online gaming 

communities from google forms. [7]



Reduced from over 35 planned assets, down to 24

when overlooking my project scope.

Updated Asset List



Utilising the same research list from the beginning of my proposal by adding to it all throughout the project.

Research list can be accessed here: 

Research Journaling

https://uowtsd-my.sharepoint.com/:x:/g/personal/2305278_student_uwtsd_ac_uk/IQAjzT8tVAzkQKnyjq5Qp1pMAXzDRwbJbrGru8R2f-gtQps?e=8fdzhF


Research Journaling



Research Journaling



Early food concept art 

inspired by various online 

and in person examples.

Showcasing A loaf of 

bread, A donut and a 

cookie with two variants 

displaying various states.

Food Concepts



Creating a 
Survey
• Looking for quantitative and qualitative 

data to enhance the direction of my 

project

• Aims to work from feedback given by 

participants 

• Interested to learn the demographic of 

my work

• Hoping to see support for my research 

on the positive effects of stylisation in 

gaming



Reinforcing the understanding of the demographic for my work by gathering basic information about the users 

before showcasing my early concept art and models.

Survey Results



Results varied between realism and stylisation, however the latter proved to support a much higher positive 

emotional effect amongst users, when  compared to realism. 

Survey Results



When participants were asked what they liked about the models, here were some of the responses:

“They show a clear understanding of basic shape and low-poly modelling.”

“Very simplistic and easy on the eyes, the colors don't clash and are appealing to view”

“Low poly just feels super nostalgic and nice to see especially with how realistic games are getting recently”

When participants were asked if they would change anything about the art style, here were some of the 

responses:

“Increase the evidence of texture within the foods like the bread and doughnut.”

“Not majorly the style, only the Model for the bread. Its a bit bare in comparison to the others. Maybe some texturing” 

“I would add the crumbs and different eaten concepts as models too!”

“Add different types of model stages like the art concept.”

Survey Results

Overall the survey results gave overwhelmingly positive and useful feedback for the development of my asset 

pack.   



As a part of my dissertation, one of my topics was about Cognitive Load Theory [4] It is a theory that 

proposes working human memory has a limited amount, meaning people can only process a certain amount of 

information at once. So when I would compare this within the context of 3D games, I could apply it towards my 

assets since they would provide a low cognitive load for users with its simplistic textures and shapes. 

Since dense visuals, and excessive details increase cognitive load, it makes it harder for players to process 

useful information. I wanted to avoid this as much as possible for the development of my asset pack. Since 

stylisation can enhance immersion by reducing cognitive load, the simplified, low-poly designs also reduces 

visual density, lowering cognitive load and allowing users to focus on the potential interaction and creativity of 

my assets. Rather than passively consuming them.

Research



Previously looked at game examples for stylisation and realism. As well as both game and real-world bakery aesthetic examples

Research

[13]

[8]

[14]
[15]
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[11]



Early furniture and appliance concepts of a baking 

sheet shelf, double stack ovens, counters and a fridge.

Furniture Concepts



• Microsoft Excel [16]

• Reference list

• Asset list

• Microsoft Word [17]

• Project proposal

• Dissertation

• Microsoft PowerPoint [18]

• Interim Viva

• Final Viva

• Google Forms [7]

• Survey

• Autodesk Maya [1]

• 3D Modelling

• Ibis paint [2]

• Texture Art

• Unreal Engine 5 [19]

• Final display

Software used



MoSCoW 
Method

Must have:

Unwrapped UVs

Applied textures

Correct scaling/ proportions

Should have:

Consistent colour palette

Hand drawn designs

Reliable naming conventions

Could have:

Decorated Scenes

Particle effects

Won’t have:

Animations

Hyper-Realistic Textures

Sounds effects



Food & Drink Models



Food & Drink Wireframes



Food UV Maps

Whole loaf

Cut loaf

Bread slice

Whole cake

Cut cake

Cake slice

Whole cookie

Cookie piece

Whole donut

Donut piece



Food Textures

Whole loaf

Cut loaf

Bread slice

Whole cake

Cut cake

Cake slice

Whole cookie

Cookie piece

Whole donut

Donut piece



Drink UV Maps

Bottled drink

Paper cup



Drink Textures

Bottled drink

Paper cup



Food & Drink 



Decoration Models



Decoration Wireframes



Decoration UV Maps

Large bin bag

Small bin bag

Rolling pin

Large Plate 
Small Plate 

Mixing Bowl

Book



Decoration Textures

Large bin bag

Small bin bag

Rolling pin

Large Plate 
Small Plate 

Mixing Bowl

Book



Decoration 



Furniture Models



Furniture Wireframes



Furniture UV Maps

FridgeIsland counter

Wall counter



Furniture Textures

FridgeIsland counter

Wall counter



Furniture 



Scene 



Successes & 
challenges

Successes

• Positive visual readability

• Consistent painterly style

• Keeping a low poly-count

• Model scaling 

• Producing a varied range of assets 

• Relative survey feedback

Challenges

• Different assets initially felt visually disconnected

• Some models felt too realistic compared to others

• Had to reduce my initial asset list by half

• Texturing and UV mapping was more time consuming than I’d 

initially thought

• I’d ran into an issue with my UVs for the corner counter, causing 

me to scrap the model

• Maintaining the stylisation without seeming visually flat



The development and research of my low-poly asset pack provided me practical insight into how stylisation in 3D design can influence 

immersion and emotional engagement. Through the creation of 24 individual assets and the scene utilising them within Unreal Engine 5 [19], 

the project has demonstrated that the simple visuals can be considered more influential to a player’s experience than purely realism alone. 

The use of simple shapes, style, models, and a consistent colour palette supported my goal of creating a welcoming and visually readable 

environment, reinforcing many of the themes explored throughout my dissertation, as well as the feedback and data gathered from my survey.

One of the most successful aspects of my viva was maintaining a consistent stylised aesthetic across the varied range of assets. Despite the 

simplicity of the low-poly approach, the pack remains visually recognisable and still emotionally engaging. The warm tones, soft colours, and 

simplified shapes highly contributed to the comfortable atmosphere. This can be linked back to my dissertation research on positive affects 

and emotional comforts within stylised environments. Additionally, the workflow between Maya [1] and Unreal Engine 5 [19] proved effective, 

allowing my assets to be integrated into the scene efficiently. 

Overall, my viva had successfully supported my dissertation’s research into stylisation and realism in 3D design. The data suggests that 

stylised environments are capable of creating strong emotional engagement and immersion through it’s coherent artistic direction, readability, 

and atmosphere rather than just realism alone. The project also emphasised the importance of production planning, early designs, as well as 

technical problem solving within 3D creation. Through both its successes and it’s limitations, it demonstrated how stylisation can still function 

not as a limitation of realism, but as an intentional and effective design approach within the gaming industry. In the future I would prioritise the 

time management aspect of my project by focusing on setting solid, achievable goals from the beginning, rather than becoming overambitious 

with my scope of work. 

Conclusion



[1] Autodesk, Autodesk Maya 2026, London, UK: Autodesk, 2025. [Software]. Available: 

https://help.autodesk.com/view/MAYAUL/2026/ENU/?guid=GUID-BAF59B47-E24F-4F87-9B77-ABE78D3F8268

[2] ibis inc., Ibis Paint, PC version, Tokyo, Japan, 2023. [Online]. Available: https://ibispaint.com/ 

[3] Epic Games, Unreal Engine, version 5, Epic Games, Cary, NC, USA, 2023. [Online]. Available: https://www.unrealengine.com/en-US

[4] L. Ermi and F. Mäyrä, “Fundamental components of the gameplay experience: Analysing immersion,” in Proc. DiGRA 2005 Conf., 

Vancouver, Canada, 2005.

[5] N. Lavie, “Perceptual load as a necessary condition for selective attention,” Journal of Experimental Psychology: Human Perception and 

Performance, 1995.

[6] M. Mori, “The uncanny valley,” Energy, 1970.

[7] Google Forms. Mountain View, CA, USA: Google, 2024. [Online]. Available: https://docs.google.com/forms/u/0/

[8] Stubbs, M., “League of Legends’ most iconic map is getting a huge makeover, ridable monsters, and an infestation of gross alien insects,” 

PC Gamer, 20 Nov. 2023. [Online]. Available: https://www.pcgamer.com/league-of-legends-summoners-rift-season-14-changes/

[9] C. Luke and M. Poskitt, “Fortnite OG map explained: Key points of interest in the old map,” Radio Times, 7 Nov. 2023. [Online]. Available: 

https://www.radiotimes.com/technology/gaming/old-fortnite-map-rumours-explained/

[10] C. Jones, “Last of Us 2: Why level design is its best feature,” Screen Rant, 11 Jul. 2020. [Online]. Available: https://screenrant.com/last-us-

2-level-design-great-best-feature/ 

References

https://help.autodesk.com/view/MAYAUL/2026/ENU/?guid=GUID-BAF59B47-E24F-4F87-9B77-ABE78D3F8268
https://help.autodesk.com/view/MAYAUL/2026/ENU/?guid=GUID-BAF59B47-E24F-4F87-9B77-ABE78D3F8268
https://help.autodesk.com/view/MAYAUL/2026/ENU/?guid=GUID-BAF59B47-E24F-4F87-9B77-ABE78D3F8268
https://help.autodesk.com/view/MAYAUL/2026/ENU/?guid=GUID-BAF59B47-E24F-4F87-9B77-ABE78D3F8268
https://help.autodesk.com/view/MAYAUL/2026/ENU/?guid=GUID-BAF59B47-E24F-4F87-9B77-ABE78D3F8268
https://help.autodesk.com/view/MAYAUL/2026/ENU/?guid=GUID-BAF59B47-E24F-4F87-9B77-ABE78D3F8268
https://help.autodesk.com/view/MAYAUL/2026/ENU/?guid=GUID-BAF59B47-E24F-4F87-9B77-ABE78D3F8268
https://help.autodesk.com/view/MAYAUL/2026/ENU/?guid=GUID-BAF59B47-E24F-4F87-9B77-ABE78D3F8268
https://help.autodesk.com/view/MAYAUL/2026/ENU/?guid=GUID-BAF59B47-E24F-4F87-9B77-ABE78D3F8268
https://help.autodesk.com/view/MAYAUL/2026/ENU/?guid=GUID-BAF59B47-E24F-4F87-9B77-ABE78D3F8268
https://help.autodesk.com/view/MAYAUL/2026/ENU/?guid=GUID-BAF59B47-E24F-4F87-9B77-ABE78D3F8268
https://ibispaint.com/
https://www.unrealengine.com/en-US
https://www.unrealengine.com/en-US
https://www.unrealengine.com/en-US
https://docs.google.com/forms/u/0/
https://www.pcgamer.com/league-of-legends-summoners-rift-season-14-changes/
https://www.pcgamer.com/league-of-legends-summoners-rift-season-14-changes/
https://www.pcgamer.com/league-of-legends-summoners-rift-season-14-changes/
https://www.pcgamer.com/league-of-legends-summoners-rift-season-14-changes/
https://www.pcgamer.com/league-of-legends-summoners-rift-season-14-changes/
https://www.pcgamer.com/league-of-legends-summoners-rift-season-14-changes/
https://www.pcgamer.com/league-of-legends-summoners-rift-season-14-changes/
https://www.pcgamer.com/league-of-legends-summoners-rift-season-14-changes/
https://www.pcgamer.com/league-of-legends-summoners-rift-season-14-changes/
https://www.pcgamer.com/league-of-legends-summoners-rift-season-14-changes/
https://www.pcgamer.com/league-of-legends-summoners-rift-season-14-changes/
https://www.pcgamer.com/league-of-legends-summoners-rift-season-14-changes/
https://www.pcgamer.com/league-of-legends-summoners-rift-season-14-changes/
https://www.pcgamer.com/league-of-legends-summoners-rift-season-14-changes/
https://www.pcgamer.com/league-of-legends-summoners-rift-season-14-changes/
https://www.radiotimes.com/technology/gaming/old-fortnite-map-rumours-explained/
https://www.radiotimes.com/technology/gaming/old-fortnite-map-rumours-explained/
https://www.radiotimes.com/technology/gaming/old-fortnite-map-rumours-explained/
https://www.radiotimes.com/technology/gaming/old-fortnite-map-rumours-explained/
https://www.radiotimes.com/technology/gaming/old-fortnite-map-rumours-explained/
https://www.radiotimes.com/technology/gaming/old-fortnite-map-rumours-explained/
https://www.radiotimes.com/technology/gaming/old-fortnite-map-rumours-explained/
https://www.radiotimes.com/technology/gaming/old-fortnite-map-rumours-explained/
https://www.radiotimes.com/technology/gaming/old-fortnite-map-rumours-explained/
https://screenrant.com/last-us-2-level-design-great-best-feature/
https://screenrant.com/last-us-2-level-design-great-best-feature/
https://screenrant.com/last-us-2-level-design-great-best-feature/
https://screenrant.com/last-us-2-level-design-great-best-feature/
https://screenrant.com/last-us-2-level-design-great-best-feature/
https://screenrant.com/last-us-2-level-design-great-best-feature/
https://screenrant.com/last-us-2-level-design-great-best-feature/
https://screenrant.com/last-us-2-level-design-great-best-feature/
https://screenrant.com/last-us-2-level-design-great-best-feature/
https://screenrant.com/last-us-2-level-design-great-best-feature/
https://screenrant.com/last-us-2-level-design-great-best-feature/
https://screenrant.com/last-us-2-level-design-great-best-feature/
https://screenrant.com/last-us-2-level-design-great-best-feature/
https://screenrant.com/last-us-2-level-design-great-best-feature/
https://screenrant.com/last-us-2-level-design-great-best-feature/


[11] “Lemoyne National Bank,” Red Dead Wiki (Fandom), Red Dead Redemption 2 Wiki. [Online]. Available: 

https://reddead.fandom.com/wiki/Lemoyne_National_Bank

[12] Nintendo, Animal Crossing: Pocket Camp, iOS/Android mobile game, Nintendo. released 21 Nov. 2017.

[13] A. Goto, “Harajuku Chiikawa Bakery experience report: advance tickets, numbered tickets, how to purchase, and a thorough review of 

limited edition bread and goods,” THISTOKYO, 15 Nov. 2025 [Online]. Available: https://thistokyo.com/en/shibuya-ku/chiikawabakery/

[14] E. Bagshaw, “Run For The Hills injects an urban artisan aesthetic into Yeast Bakery’s new East End location,” Material Source, 4 

Oct. 2023.  [Online]. Available: https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-

east-end-location-/

[15] “Lemon Cake – Nintendo Switch game,” Nintendo, 30 Sep. 2022. [Online]. Available: https://www.nintendo.com/en-gb/Games/Nintendo-

Switch-games/Lemon-Cake-2254788.html

[16] Microsoft Corp, Microsoft Excel, Version 365. Redmond, WA, USA: Microsoft, 2024. [Software]. 

[17] Microsoft, Microsoft Word. Redmond, WA, USA: Microsoft, 2024. [ Software]

[18] Microsoft, Microsoft PowerPoint. Redmond, WA, USA: Microsoft, 2024. [Software].

[19] Epic Games, Unreal Engine 5. Cary, NC, USA: Epic Games, 2024. [Online]. Available: https://www.unrealengine.com/unreal-engine-5

References

https://reddead.fandom.com/wiki/Lemoyne_National_Bank
https://thistokyo.com/en/shibuya-ku/chiikawabakery/
https://thistokyo.com/en/shibuya-ku/chiikawabakery/
https://thistokyo.com/en/shibuya-ku/chiikawabakery/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.materialsource.co.uk/run-for-the-hills-injects-an-urban-artisan-aesthetic-into-yeast-bakerys-new-east-end-location-/
https://www.nintendo.com/en-gb/Games/Nintendo-Switch-games/Lemon-Cake-2254788.html
https://www.nintendo.com/en-gb/Games/Nintendo-Switch-games/Lemon-Cake-2254788.html
https://www.nintendo.com/en-gb/Games/Nintendo-Switch-games/Lemon-Cake-2254788.html
https://www.nintendo.com/en-gb/Games/Nintendo-Switch-games/Lemon-Cake-2254788.html
https://www.nintendo.com/en-gb/Games/Nintendo-Switch-games/Lemon-Cake-2254788.html
https://www.nintendo.com/en-gb/Games/Nintendo-Switch-games/Lemon-Cake-2254788.html
https://www.nintendo.com/en-gb/Games/Nintendo-Switch-games/Lemon-Cake-2254788.html
https://www.nintendo.com/en-gb/Games/Nintendo-Switch-games/Lemon-Cake-2254788.html
https://www.nintendo.com/en-gb/Games/Nintendo-Switch-games/Lemon-Cake-2254788.html
https://www.nintendo.com/en-gb/Games/Nintendo-Switch-games/Lemon-Cake-2254788.html
https://www.nintendo.com/en-gb/Games/Nintendo-Switch-games/Lemon-Cake-2254788.html

	Slide 1: BA Computer Design
	Slide 2: 3D Bakery Asset Pack
	Slide 3: Gantt Chart
	Slide 4: Project dissertation
	Slide 5: Updated Asset List
	Slide 6: Research Journaling
	Slide 7: Research Journaling
	Slide 8: Research Journaling
	Slide 9: Food Concepts
	Slide 10: Creating a Survey
	Slide 11: Survey Results
	Slide 12: Survey Results
	Slide 13: Survey Results
	Slide 14: Research
	Slide 15: Research
	Slide 16: Furniture Concepts
	Slide 17: Software used
	Slide 18: MoSCoW Method
	Slide 19: Food & Drink Models
	Slide 20: Food & Drink Wireframes
	Slide 21: Food UV Maps
	Slide 22: Food Textures
	Slide 23: Drink UV Maps
	Slide 24: Drink Textures
	Slide 25: Food & Drink 
	Slide 26: Decoration Models
	Slide 27: Decoration Wireframes
	Slide 28: Decoration UV Maps
	Slide 29: Decoration Textures
	Slide 30: Decoration 
	Slide 31: Furniture Models
	Slide 32: Furniture Wireframes
	Slide 33: Furniture UV Maps
	Slide 34: Furniture Textures
	Slide 35: Furniture 
	Slide 36: Scene 
	Slide 37: Successes & challenges
	Slide 38: Conclusion
	Slide 39: References
	Slide 40: References

