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D MODEL

* Main Structure
* Landscape
* Props & Assets
* Challenges




MAIN STRUCTURE DESIGNS

Initial idea, went with a basic Next, | decided to expand the space | then decided to try out a simple
geometry shape (Trying to keep it of my model and change the shape square shaped design to explore
simple) of the main structure other ideas
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FINAL DESIGN

| decided to go with the “T”
shaped design

The re-design of my model
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Working on the landscape
model of how my main
structure would fit into the
environment
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SMALL MODELS
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. Arranging models to fit
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the environment

. Scale

. Polycount of Maya project
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UV MAPS &

* UV Maps
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* Challenges of UV unwrapping
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* Texturing
* Photoshop
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e Substance Painter
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uv MAPS CHALLENG

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 | found was to individually UV map each

polygon, making the texturing experience much
easier and had better end results
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Model complete
using Maya

Ready for texturing
in substance
painter

Model UV
unwrapped

Base texture
added, applied
materials
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Model fully textured, however no
blacksmith sign ?




Initial concept sketch
idea

-_ﬁ/\,'_* Final illustration with
added textures to
the sign

* Some touch up

details in photoshop
to get the desired
- look

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



USING UV MAPS TO PAIINT

Landscape model complete Created a landscape texture Imported textures onto
and UV mapped and ready in Photoshop using the UV model for a final result
for textures map
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UNREAL

* Set Dressing

INGIIN

* Improving the set

* Lighting
* VFX




SET DRESSING
IN UES

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

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



Using a smoke alpha for the fire and
smoke particles in the Niagara
particle simulator
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FINAL DIORAMA




THANK YOU FOR LISTENING
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