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‘Whiteboxing’ a Game

This is a ROUGH |layout of your \‘
dioramal

Used for 1trying different
ideas, spacing/scaling or
composition

Keep it simple — speed and
scale are what you're trying
to achieve herel
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‘Whiteboxing’ a Game Environment

Detail is not important.

This is just a quick way for cf
tfo visualise ideas — eve “’
basic shapes will do
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Working with references

Resources

Resources for this exercise are Resources for Environment and Level Design o
available on Moodle, under the S
‘Resources’ tab of the e
Environment Design page. ST 5

construct

l:::_fl-.'-": ar=l -y = » v
ntains the Unreal Froject (UE4.18) which vou 1

VOUr dioramac otk - - : P19 WIHNCH You w

your dioramas within, it also contains the djc

Bt haca fe o —o e UIE dlorama

ment Lv._-p_..;:- In FBX and MB ¥

You will need the following: - CER
~-VIATA_Wnitebox_reference

formats.

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. e 7| e

. mm) Hustrator(R) Ob)edmé :::us:zem
These can easily be rescaled or e

changed if you aren’'t happy | & o i
with the layout — this is one of =
the main reasons for @
whitebox prototype to exist!
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Move, Rofate and Scale RE#s sy
your primitives occordingiy% """"""""" i N
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This can be fine-tuned if you

aren't happy with how the
scene is looking.
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This rough layout also allows N

you to fry crazy things — try s A RS
adjusting the scale of your P
objects, or distorting them if <
you want —a  stylized Gl s - oooaul RER
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Working with references

Example:

Very early stage
whiteboxing
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Working with references

Use edge loops and ex’rrumons
to produce irregular s ‘ |
required.
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Working with references

Once the space and
scale in your environment
has been finalised, you
can replace ’rheH' basic |
shapes with more

de’roileld assets anc
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¥ (insert lesson title here)

Remember:

SAVE YOUR WORK
AND SAVE IT OFTEN!
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