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Introduction

In this PowerPoint, | will be covering all
aspects of my creation process from initial
inspirations to final render. | will cover my

research and initial ideas regarding the

environment | wanted to create, 3D
modelling and any issues | encountered
during this, UV mapping, texturing and then
lightning in Unreal Engine.
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The moodboard

To begin my project | created a moodboard to put
together my ideas and visually test my concept.

| wanted a cottage like picnic theme which would
give off a cosy feel. This also allowed me to have
many options for decoration props such as a picnic
table and pots and plants.
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Initial shape and details

linitially began with a cube for the rough shape of

my house. | added edge loops to give it more shape.
This allowed me to create windows and a roof. |

used a similar process with my other small models.

Trees

For my trees | began with a simple cylinder. Using the EP
curve tool | created the stem and branches of the tree.

Cleaning up

To cleanup my model, | removed any unneeded edges and
vertices. This made UV mapping much easier. | also found
a useful tool for locating Ngons to fix them.
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Encountered
problems
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Export Selection.
Game Exporter

Send To Unity

I had initially gone for a more complex house
design however | had a lot of issues when
attempting to UV map it. The complex
geometry caused numerous overlapping
edges and faces which made UV mapping very
difficult. Due to this, | decided to recreate a
more simplistic version to use instead.

how I resolved them

I had these erros when

importing my models into i
unity. These did not cause a|
any issues for my models

however using the 'game

exporter' option in maya

instead of the reqular FBX = =
export resolved this. |

=

J—

I encountered the issue of my vertices
not being aligned which would cause
making windows on the sides of my
house difficult, to resolve this, | selected
each vertex and held V to align them to
the outside row of vertices.
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To create UV maps, | used
the UV mapping window in
maya. | selected the
appropriate edges and used
the cut tool to cut out my UV
shapes. | then unfolded
them and organised them
and exported the UV maps
as UV snapshots that | could
use to draw my textures
onto like guidelines which
would later be hidden.
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Urawing Textures

General textures

For many of my textures | used a mixture of my own
art skills and pre-existing textures. For example, |
drew the windows and vines on my house texture
map however the brick and roof was a preexisting
texture which | edited the colour of to match the

rest of my diorama.

Plant textures

For plant textures such as flowers, | used a pre-existing
plant Png which | duplicated and rotated 90° making

them ‘crisscross' giving off the illusion of a 3D effect.
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Setting up for Unreal importing

To begin with, | had to ensure my pivot point for my
models was set at the bottom of my model in the
center. This allowed for easier control over my
models in unreal. This also assisted with positioning
my models as it meant my models snapped to the
ground when | put them in my scene. | also had to
ensure that my model was in the center of the grid
and transformations were frozen. This helped
ensure my models were always the correct rotation
and were easier to move. Furthermore, when
importing models, | also had to ensure that 'do not
create material' was selected and 'import textures'
was unticked. This helped prevent any possible
texture issues and allowed me to be in full control of
texturing and creating materials.
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meshes folder. | also named my assets so | knew what was what and could easily find them. | named
materials with _mat at the end, textures with _txt and meshes with _mesh at the end.
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Creating materials and texturing

To texture my models, | first needed to create
materials. This allowed me to put my textures on my
models. To create a material | right-clicked on the
content drawer and selected 'material’. This opened
up the material window. | then dragged my chosen
textures into the content drawer and then into the
material window. | connected the RGB node to base
colour which allowed my textures to show. | could
then drag my new material on to my chosen model.
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Crealing materials with
lranspareney

When texturing the drinking glasses on my picnic
table and the pond | used transparency to give the
affect of water and glass. | did this by making my
initial Png textures slightly transparent. To enable

my material to register this transparency, | selected

the material in the material window and changed the
blend mode to translucent. This made the opacity
option available which | connected to the texture

using the 'A"node.

textures
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Flowers and Foliage

To create my flowers and foliage | had to enable a few things in the material
window. After importing my plant textures into the content drawer, | created
a material for my chosen textures. Like with my other textures, | opened the
material window by double clicking on the newly created material, dragged in
my texture and connected the RGB node to the base colour node on the
material. | then selected my material In the material window and changed the
blend mode to 'masked. This made the opacity mask node available which |
could connect the Alfa node to. This allowed the texture to have a transparent
background making the plants more realistic. Just below the blend modes
there was a 'two sided' option which | also selected as it enabled the plant
textures to be visible from both the back and the front.
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For the trees | took a lot of inspiration from a
game | regularly play; Lord of the Rings
Online. They use Png images of branches to
fill out the trees with leaves. As an
improvement I'd like to use Png's with thicker
branches, and | would position them more
similarly to the trees in Lord of the Rings
Online to give off a more natural feel.
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Lighting
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Point lights

For lighting | used two point lights. The first
one | used to give a nice glow from behind the
plants, lighting up the pond area and casting a
nice shadow on the side of the house. | used an

orange tone to give off a sunset feeling.

-

Secondly, | added
another point light
behind the second tree g
in a similar direction to
the sun. This added
some 'godrays' and
shadows making the

scene more interesting. &= & 4 &“
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Thank you
for listening!
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