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•Research

•3D Modeling
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•Unreal Engine 5

•Final Diorama 



Research

• Inspirations 

•Games

•Diorama

•Props & Assets

•Pre-Production
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Inspirations

•Vikings 

•Vinland Saga

• Lord of the rings 
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ELDER SCROLLS V: SKYRIM VALHEIM THE WITCHER 3
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Diorama RESEARCH
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Props & Assets 
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Concept Design 
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3D Modeling 

•Main Structure 

• Landscape

•Props & Assets

•Challenges 



Main Structure Designs 

Initial idea, went with a basic 
geometry shape (Trying to keep it 
simple)

Next, I decided to expand the space 
of my model and change the shape 
of the main structure 

I then decided to try out a simple 
square shaped design to explore 
other ideas



Challenges 

Edge lines 

Over complicated 
polygons

Polygons overlapping 

Overall scale of 
structure 



I decided to go with the “T” 
shaped design 

The re-design of my model 

Final Design



Working on the landscape 
model of how my main 
structure would fit into the 
environment

River

Hills

Road

Creating the landscape



Small Models

Well Anvil

Hammer Version 2

BucketTorchBeast Head

Hammer Version 1 Shield Sword Version 2Sword Version 1



Large Models

Blacksmith Sign Workbench

Fire PitFurnace



MISC Models

Water Level Wall Roof Edge



Set Dressing 

. Arranging models to fit 
the environment

. Scale 

. Polycount of Maya project





UV Maps & 

Texturing 

• UV Maps

• Challenges of UV unwrapping 

• Texturing 

• Photoshop

• Substance Painter



UV Maps



UV Maps Challenges

Some of the more complicated models required 
to have separate UV maps because the UV data 
became too complicated to texture. So, the best 
solution I found was to individually UV map each 
polygon, making the texturing experience much 

easier and had better end results 



Substance 

Painter



Substance Painter

Model complete 
using Maya 

Model UV 
unwrapped

Ready for texturing 
in substance 
painter

Base texture 
added, applied 
materials 

Model fully textured, however no 
blacksmith sign ? 



Initial concept sketch 
idea

Some touch up 
details in photoshop 
to get the desired 
look 

Final illustration with 
added textures to 
the sign

Finally took my illustration into substance painter with my 
textured model and applied the illustration to the model



Using UV Maps to paint

Landscape model complete 
and UV mapped and ready 
for textures 

Created a landscape texture 
in Photoshop using the UV 
map 

Imported textures onto 
model for a final result



Using Resourced Textures
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Unreal Engine 5 

• Set Dressing

• Improving the set

• Lighting 

• VFX



Set Dressing 

in UE5

Progressively adding in each model 
one by one and making sure they fit 
into the set’s environment 



Adding Fauna

Introducing vegetation to the set gave my diorama a more organic 
and natural touch to the set 

[17] 

[19] 

[18] 



Using VFX Using a smoke alpha for the fire and 
smoke particles in the Niagara 
particle simulator 
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Lighting the set 

NIGHT MORNING DAY EVENING



Final Diorama  



THANK YOU FOR LISTENING 



References 
• [1] K. Tomaszkiewicz, “The Witcher 3: Wild Hunt.” CD Projekt Red, 19/05/2015

• [2] T. Howard, “The Elder Scrolls V: Skyrim.” Bethesda Game Studios, 11/11/2011

• [3] The Lord of the Rings: The Fellowship of The Ring. New Line Home Entertainment, 2001. 

• [4] Vinland Saga, vol. 1, no. 1, Jul. 7, 2019 

• [5] M. Hirst, Vikings, vol. 1, no. 1, Mar. 3, 2013 

• [6] Valheim , https://store.steampowered.com/app/892970/Valheim/. 

• [7] C. Justinmaster, “Forging fantasy (animated) - buy royalty free 3D model by Conrad Justin (@conradjustin),” Sketchfab, https://sketchfab.com/3d-
models/forging-fantasy-animated-d2cfc9932e3d405e89bac795619dd7a4. 

• [8] mubashar, “Fantasy Blacksmith - 3D model by mubashar,” Sketchfab, https://sketchfab.com/3d-models/fantasy-blacksmith-
fa56e64fa8e846c78e3d2574841d5224 (accessed May 10, 2023). 

• [9] A. HexeFollow, “Medieval forge - download free 3D model by Arte Hexe (@illusive_skarwing),” Sketchfab, https://sketchfab.com/3d-
models/medieval-forge-f798514d4054444384bc03521f4bd141. 

• [10] LuthBird1Follow, “Medieval blacksmith house - download free 3D model by Luthbird1,” Sketchfab, https://sketchfab.com/3d-models/medieval-
blacksmith-house-21749f1e9e8247c09714915fb3f25bee. 

• [11] WillBrapLanepro, “Blacksmiths Forge - download free 3D model by Willbraplane (@will_lane),” Sketchfab, https://sketchfab.com/3d-
models/blacksmiths-forge-68e42275296b4d8f8bdf3f96c6202ea6. 

• [12] D. Ryazanov, “Last Outlander - Forge - 3D model by Dima Ryazanov (@dee_line),” Sketchfab, https://sketchfab.com/3d-models/last-outlander-forge-
329e1ecb4457404098ea9a3a0ac55694. 

• [13] cattleya, “Workshop set - 3D model by Cattleya,” Sketchfab, https://sketchfab.com/3d-models/workshop-set-
dd58b64e176d4cbc9f285b10a56eed60. 



• [14] “Thatched roof texture seamless 04077,” Sketchuptexture, 
https://www.sketchuptextureclub.com/textures/architecture/roofings/thatched-roofs/thatched-roof-texture-seamless-04077. 

• [15] “Stone wall PBR texture seamless 22407,” Sketchuptexture, https://www.sketchuptextureclub.com/textures/architecture/stones-
walls/stone-walls/stone-wall-pbr-texture-seamless-22407. 

• [16] “Axis Deer Hide,” Tandy Leather International, https://www.tandyleather.world/products/axis-
deerhide?pr_prod_strat=description&amp;pr_rec_pid=6564414521479&amp;pr_ref_pid=4602632208519&amp;pr_seq=uniform. 

• [17] Para, “Paramecij’s vegetation base texture pack - vegetation_tree_branch_30.png,” OpenGameArt.org, 
https://opengameart.org/node/15588. 

• [18] “Grass alpha texture - unlimited download. Cleanpng.com.,” cleanpng.com, https://www.cleanpng.com/png-texture-mapping-lawn-
clip-art-real-grass-2766574/. 

• [19] Jim, “Plant texture in the garden,” Plant textures in the garden explained and illustrated, https://www.yourgardensanctuary.com/plant-
texture/. 

• [20] “How to create ‘fire’ in Unreal engine 5,” YouTube, https://www.youtube.com/watch?v=UTvzjJ-gr1k&list=PL94k-
7pGx3MChG4GxKemppvN2fjDA9uK3. 



Bibliography 
• https://cpetry.github.io/NormalMap-Online/

• “How to create ‘fire’ in Unreal engine 5,” YouTube, https://www.youtube.com/watch?v=UTvzjJ-gr1k&list=PL94k-
7pGx3MChG4GxKemppvN2fjDA9uK3. 

• https://forums.unrealengine.com/t/how-to-scale-a-mesh-in-niagara/655563

• https://www.prints-online.com/blacksmiths-tools-1875-4306343.html

• https://www.pinterest.co.uk/pin/464855992763652836/

• https://www.deviantart.com/chateaugrief/art/Blacksmith-774507055

• https://www.deviantart.com/katemaxpaint/art/Runar-589945288

• https://i.ibb.co/KGtCv6j/Smoke-Alpha02.png

• https://www.youtube.com/watch?v=AmZwIP8vZYc

• https://www.youtube.com/watch?v=Reu26Jzyy4g

• https://www.youtube.com/watch?v=M1olxyt7Zw8

• Autodesk Maya 2023

• Adobe Photoshop 2023

• Corel Painter 2022 

• Adobe Substance Painter 2023

• Unreal Engine 5.0.3

https://cpetry.github.io/NormalMap-Online/
https://forums.unrealengine.com/t/how-to-scale-a-mesh-in-niagara/655563
https://www.prints-online.com/blacksmiths-tools-1875-4306343.html
https://www.pinterest.co.uk/pin/464855992763652836/
https://www.deviantart.com/chateaugrief/art/Blacksmith-774507055
https://www.deviantart.com/katemaxpaint/art/Runar-589945288
https://i.ibb.co/KGtCv6j/Smoke-Alpha02.png
https://www.youtube.com/watch?v=AmZwIP8vZYc
https://www.youtube.com/watch?v=Reu26Jzyy4g
https://www.youtube.com/watch?v=M1olxyt7Zw8

	Slide 1: Environment & Level Design ACCA4032
	Slide 2: Introduction 
	Slide 3: Research
	Slide 4: Inspirations 
	Slide 5
	Slide 6: Diorama RESEARCH
	Slide 7
	Slide 8: Concept Design 
	Slide 9: 3D Modeling 
	Slide 10: Main Structure Designs 
	Slide 11: Challenges 
	Slide 12: Final Design
	Slide 13: Creating the landscape
	Slide 14: Small Models
	Slide 15: Large Models
	Slide 16: MISC Models
	Slide 17: Set Dressing 
	Slide 18
	Slide 19: UV Maps & Texturing 
	Slide 20: UV Maps
	Slide 21: UV Maps Challenges
	Slide 22: Substance Painter
	Slide 23: Substance Painter
	Slide 24
	Slide 25: Using UV Maps to paint
	Slide 26: Using Resourced Textures
	Slide 27: Unreal Engine 5 
	Slide 28
	Slide 29: Adding Fauna
	Slide 30: Using VFX 
	Slide 31: Lighting the set 
	Slide 32: Final Diorama  
	Slide 33: THANK YOU FOR LISTENING 
	Slide 34: References 
	Slide 35
	Slide 36: Bibliography 

