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‘Whiteboxing’ a Game Environment

This is a ROUGH layout of your

diorama!

Used for trying different

ideas, spacing/scaling or

composition

Keep it simple – speed and

scale are what you’re trying

to achieve here!
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‘Whiteboxing’ a Game Environment

Detail is not important.

This is just a quick way for you

to visualise ideas – even using

basic shapes will do.

Bit-by-bit you will replace the

basic shapes with completed

3D assets.
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Working with references

Resources for this exercise are 

available on Moodle, under the 

‘Resources’ tab of the 

Environment Design page.

You will need the following:

ELD_MAYA_whitebox_reference

Save this locally.
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Working with references

In the TOP Maya viewport: Image Plane > Import Image
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Working with references

Import the image file downloaded from your Moodle Resources.
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Working with references

Create polygon primitives to

block out the environment.

These can easily be rescaled or

changed if you aren’t happy

with the layout – this is one of

the main reasons for a

whitebox prototype to exist!
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Working with references

Move, Rotate and Scale

your primitives accordingly.

What we are hoping to

achieve here is an

approximation of the scene

layout.
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Working with references

This can be fine-tuned if you

aren’t happy with how the

scene is looking.

This rough layout also allows

you to try crazy things – try

adjusting the scale of your

objects, or distorting them if

you want a stylized

approach.
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Working with references

Example:

Very early stage

whiteboxing
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Working with references

Use edge loops and extrusions

to produce irregular shapes if

required.

Remember: Excessive detailing

is not necessary – this is a rough

approximation of your scene!
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Working with references

Once the space and

scale in your environment

has been finalised, you

can replace the basic

shapes with more

detailed assets and

props.
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Working with references: Exercise

Using the reference

image, spend no

more than 30

minutes whiteboxing

an environment in

Maya.



SAVE YOUR WORK

AND SAVE IT OFTEN!

Remember:

ENVIRONMENT DESIGN 
(insert lesson title here)
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