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L5 - Creative Practice 3 (M5X01568)




01/10/2018
Week 1

We where given the assignment to create a racing game on the unreal engine. We discussed different ideas on what type of
racing game we could make and what style it would be in.
We created mood boards of different themes that we could make are game based around, | looked at mad max because we

where thinking of making apocalyptic style game, | looked at doom and hell environments because we where thinking of adding
some sort of lava level to the game.

01/10/2018 08/10/2013 15/10/2018 22/10/2018 29/10/2018 05/11/2018 19/11/2018 26/11/2018

Time week 1 week2 week3 week 4 weeks weeks week7 weeks week 9
Task

planning plan plan

research research
small assets

rocks model/uv unwrap

cogs model/uv unwrap

barrels model/uv unwrap

beams model/uv unwrap

signs model/uv unwrap

lights model/uv unwrap

buckets model/uv unwrap

pipes model/uv unwrap

hot air balloons

model/uv unwrap

large asstes

track model/uv unwrap

buildings model/uv unwrap

traps model/uv unwrap

other maodel/uv unwrap

main assets

zeplin model model/uv unwrap
portal model model/uv unwrap
car model model/uv unwrap
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08/10/2018
Week 2

We decided to create a neo Tokyo style game as everyone liked the style and thought it would suit a racing game. We planned
what the main mechanics would be in the game and what the controller layout would be. We decided that we would have three
levels neo Tokyo, wasteland and a steampunk foundry level. We were then split in to three groups, each group would make a
level. | put in the group to create the steampunk foundry which | was happy about because | could create a lot of mechanical

looking assets for the level. | created some concept art of what our level would look like, | looked at steampunk factory’s so that |
had an idea of what the level should look like.
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15/10/2018

Week 3

We decided what everyone’s final roles where in the group and what they would be working on. My role in the group is the asset
creator so | started to create some small assets like signs and barrels that could be used in the game and that does not require

any concept art. We made a priority list of some of the assets that would be needed in the game.
| also created some other assets that weren't on the priority list but they fitted in with the theme of the level.




Industrial District: asset list

Blimp

Pipas (modular) U

Meon Signs (Advertisement/Hazards) U

Lava

Lights (lamps/spotlights) U

Portal

Rocks

Steam Vents

Buildings
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Tim= week ] wesk? weskd week d weskd weskE wesk? weekd week 3
Task

planning plan plan

research research
small azsets

rock] made|

cogl model

barrell mode|

beami made|

sign model modeliuy unwrap

light1 model modeliuy unwrap

bucker] model modeliuy unwrap

pipel model modeliuy unwrap

hot air balloond model modeliuv unwrap

broken pipel model

braken pipe2 madel

rock? madel

rockd mode|

rockd made|

rockS made|

beam_rockl made|

beam_rock? model

beam_rock3 model

spike_rockl model

spike_rock2 model

spike_rock3 madel

signi2 model

signd model

balard] made|

balard2 made|

light2 madel

beam: madel

beam3 mode|

bucket2 made|

bucket_hooki made|

barrel 2 made|

barrel3 madel

rocki mode|

rockT made|

lava_pipel model

lava_piped madel

crain madel

building model

wired made|

beamd made|

beamS made|
large aszstes

track modeliuy unwrap

buildings modelluv unwrap

raps modelluy unwrap

ather modeliuw unwrap
main assets

zeplin model modeliuv unwrap

portal model modeliuy unwrap

car madel maodeliuy unwrap







22/10/2018
Week 4

We started to use the unreal engine and making a third person shooter so that we could get to know the engine a bit better. We
created a health pickup for the player and a hazard so that the player would take damage.

After looking at some of the models last week | though some of them looked un tidy like the building and some of the rocks so |
remade them because they where to simple. | made some more rocks because they can be used on all three levels, | also made

some smaller pipes to go on the side of some of the buildings which | think turned out well. | made a large arch rock witch | think
| will remake as it looks messy and the vert count is higher than | would like it to be.



® inel model z H0zE DENIzIE 1EHIIZE zeHoszotz ZarnizlE 05HIZIE
pipe 4 |Time ookl ookt eokE eckd ek ookt ook ek
17 bt zir balloond model 5 Tark
12 broken pipel maodel model 6 Flannina plan plan
13 broken pipeZ model model U b b
% |zmallamrots
20 rocks model
a rackl madel
21 rockd maodel " =nal madel
72 rockd model 1 barroll madel
23 rockS model :: b_""":‘ ""':"':
rian made
24 beam_rockl maodel - Tiahel e
25 beam_rock? model 15 [T madsl
26 beam_rock3 maodel s pipel (el
= 1 hat air ballaan madel
2 sp!ke_rnck'l model remade = T =i ==
28 spike_rock? model remade 1 braken pipes madal madel
29 spike rockd model remade 20 rocke madel
a0 signZ model el ro<k: model
b — 2ol 2z rackd madel
Slleln IEES 2z racks madel
32 bolardi model 24 boam_razkl madel
33 bolard? maodel 5 beam_rackz madel
- 3 b = el
T light2 model o IToTos e
27 rpike_razkl madel romade
i beam2 maodel ) rike_rackz madel etk
36 beam3 model 29 rpike_rozkE madsl romade
a7 bucket? model EL Eisnd ol
2l e madel
38 bucket_hoaokl maodel = TR —i
34 barrel 2 model 3z balardE madol
40 barreld model L] lightZ madel
5 beami madel
41 rockE maodel
3 beam?® madel
42 rock’ miodel El ket madel
43 a-.-a_piEe1 mode e made 3% bucket_hookl madel
44 aus_piped mode 1e made i) Ceroell madal
35 p—— p 40 barrol® madel
= 4 rackt madel
46 Bwilding1 model remade 4z okt madal
47 wirel model q3 laua_pipe model romade
43 beamd model :: |-uu-::\_1pip¢2 mnjo: romade
rain made
49 beams model 46 buildinal madel remade
50 rockd model 47 wLirel madel
51 spike_rockd maodel 4% beamd madel
- 44 [ el
52 spike_rockS model e i
50 racks madel
] =l=tl) maodel 51 rrike_rachd madel
54 bon2 model 5z rpike_rozkb, madel
5E cog? model 5z bax madel
= = el 54 baxz madol
cog IMIEETE] 55 e madel
57 cogd model 56 = madol
53 bushi madel 57 =oad model
53 hedgel model EH gk arscta]
T ") 54 hedacl madel
1] ramp mode 0 rampl modsl
51 small_pipel model 1] rmall_pipel madel
B2 small_pipez model Ee el model
- 5z I_pipes el
B2 zmall_pipe3 model crel e ——
e 4 rmall_piped madel
54 small_piped model I o madel
ER tree model 13 balard® model
43 bolard3 miodel :: | Elalel made]
arqe arrker
&7 plalel madel 54 track madolfuy unurap
E& | large asstes 0 buildinar modelfus unurag
] track modelluw urwrap M kraps madeltuy unurap
0 i :z ather madolfuy unurap
71 traps modelluy unwrap EV I r——
72 other 5 zoplin madsl madeliuvunurar
71 7% partal madel madolfuv unurap
7 zar madel modolfuv unurap

T4 | main assets







29/10/2018
Week 5

We turned our third person shooter in to a Halloween themed game as Halloween was approaching. We did some more work on
the engine and created a pumpkin that would follow the player around the map and deal damage but my one didn’t work
because | think | missed a few steps in the blueprints for the pumpkin.

| started modelling some zeppelins whilst | was waiting for the concept art. The first one | did | think went well but | think that |
could tidy it up a little and drop the vert count. The second one | made was a simpler design which | think it didn’t turn out to
bad, but | think | could tidy it up a little by adding more edge loops to the rope.
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g2
B3
fid
BS
B
BT
£G
B9
70
I
72
73
74
75
T
77
75
79
50
&1
g2
83

beam3 model
bucket2 model
bucket_hookl model
barrel 2 maodel
barrel3 model
rocke model
rock? model
lava_pipel model re made
lava_pipel model re made
crainl model
buildingl model remade
wirel model
beam4 model
beamb5 model
rockd model
spike_rockd model
spike_rockS maodel
box1 model
box2 model
coed model
coe3 maodel
cogd model
bushl model
hedgel model
rampl model
=mall_pipel model
small_pipe2 model
=mall_pipe3 madel
small_piped model
tree maodel
bolard3 model
plolel model
concept zeplinl model/retop
concept zeplin2 model
saw_trap model
hot air balloon2 model
bridgel model
large asstes
track model/uv unwrap
buildings medel fuv unwrap
traps maodel/uv unwrap
other model/uv unwrap
main assets
zeplin model maodel/uv unwrap
portal model madel/uv unwrap
car model maodel/uv unwrap







05/11/2018
Week 6

We made fire flies for the Halloween level that we are creating using blueprints in the unreal engine, | also started placing assets
from the asset store and assets | had made in to the level | was creating.

| was given the concept art for the vehicle so | started blocking it out on Maya, | also created a scene from the concept art that |
was given, | think that the scene looks pretty good and it gave me a better idea of what the level will look like.

| created more small assets for the level, | think that they turned out well | just need to UV unwrap them which | will do next
week.
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B E H | K
53 buzhl model
| hedgel model
E0 ramp] model
E1 zmall_pipe1 model
E2 smal_pipes model
B3 zmall_pipe3 model
£4 zmall_piped model
ER tree model
EE balards model
E7 plaled model
£2 lconcept zeplind modeliretop
E9  concept zeplinZ maodel
70 zaw_trap model
71 hat air balloonZ model
72 bridgel model
fis] cog3 model
74 bridge_beam] model
75 broken_piped model
TE signd model
77 zignS model
i sign model
74 =ign ¥ model
20 signid model
21 zignd model
g2 tankl model
83 tanks maodel
o4 tark3 model
25 tankd model
26 tanks model
a7 road blockl model
28 house walll model
24 howuze wall2 model
a0 | large asstes
31 track modelius unwrap
a2 buildings modeliuy unwrap
33 traps modelfus unwrap
a4 other modelius urwrap
a5
95 main assets
a7 zeplin madel modeliuy urwrap
93 portal madel modeliuy urwrap
34 car madel modeliuy urwrap
a0
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12/11/2018
Week7

This week | found out that the concept art was copyrighted so we might not be able to use the car that | had created or the
scene. | started UV unwrapping the smaller assets so that they are ready to texture.

| created some other vehicle concept models that we could use as other choices of vehicles in the game. | started blocking out a
hover bike which turned out great | think but | will need to retopologies it and reduce the number of verts it has. | also blocked
out a steampunk themed car which didn’t turn out to bad, but | could move some of the verts around so that the car has a

smoother look to it.
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A E u]} E G H | J L
2
3 oMozots JaM0i2015 151012018 Za10izo01s Z23M0¢z2013 05Miz201s 12Mizots
4 | Time week 1 weeks weekd week 4 weekD weekb week? weekd weekd
5 Task
g planning plan plan
7 research research mood board
& | small assets
a rockl model
10 cogl model U Unwrap |
1l barrell model
12 beami model
13 signd model
14 light1 model
15 bucketd model
16 pipe1 model
17 hat air balloon model
12 braken pipel model model
13 broken piped model model
20 rocks model
21 rock3 model
22 rockd model
23 rocks model
24 beam_rockl model
25 beam_rock? model
26 beam_rock3 model
27 spike_rockl model remade
25 spike_rocks model remade
23 spike_rock3 model remade
jel1] sign2 model
| sigrid model
32 bolardi model
33 balards model
4 light= model
35 beamz model
36 beam3 model
a7 bucket model
et bucket_haokl model
39 barrel 2 model
40 barrel3 model
41 rockb model
42 rock’ model
43 lava_piped model re made
44 lava_pipes model re made
45 craind model
46 building model remade
47 wirel model
45 beamd model
43 beamS model
50 rockd model
51 spike_rockd mode
52 spike_rockS model
53 b model
£4 b model
55 coge mode IV Urwrap
1 cogd model Y Urwrap
57 cogd madel Y Urwrap
[ bushi model
54 hedgel mode
[41] rampl model
E1 =mall_pipai mode|




B E H | J 4
50 rocks model
13 spike_rockd miodel
[ spike_rockS miodel
53 bl model
54 bowZ model
55 cogs model U Urwrap
G coga model U Urwrap
57 cogd model LI Lrwe rap
5 buzhl miodel
54 hedgel model
=] rampl model
Bl small_pipel model
B2 small_pipes model
B3 small_piped model
B4 small_piped model
B tree model
BB bolard3 model
BT plalel model
63 concept zeplind modeliretop
53 concept zepling model
i saw_trap model
il hat air balloonz model
72 bridge model
T3 cogo madel U Urwrap
T4 bridge_beaml madel
76 broken_pipe3 madel
7 sigrid madel
77 Signa madel
78 signb madel
T sign T madel
20 signd madel
21 sign3 madel
a2 tankl miodel
23 tanks miodel
24 tank3 miodel
25 tankd model
28 tankS model
a7 road blockl model
o house walll model
24 house wall2 model
a0 | conoept cyber_bike block_cut
9 concept cars block_cut
a2 bridge 2 model
4% large asstes
a4 track modelluw unwrap
a5 buildings modelluv unwrap
9k traps modelluw unwrap
a7 other modelluv unwrap
a3
99 main assets
00 zeplin model modelluv unwrap
01 portal model modelluv unwrap
0z car model modelluy unwrap




19/11/2018
Week 8

This week | created some trains for the for the level, | got asked to create a futuristic looking train so | decided to go for a sleek
bullet design for the train. My original designs had wheels on them which made it a bit harder to model but after discussing with
my group we decided that a hover train would look better and it would be easier to model for me. | also created a wider cargo
train for the level and a futuristic road cleaner.

After seeing Harry's concept art for the lava area in our level | created a concept scene so we could have a better idea of what
the assets would look like in the level. After creating it | realised that It will be difficult to create the rocky walls on the sides and
the roof of the cave, | think | will look on YouTube for some tutorials on how to create cliff faces so that | will be able to use the
technique for the cave. | tried experimenting with some of the lights in Maya, some of them turned out pretty good like the ones
on the lava spill but others didn’t like the lava pond in the middle of the scene.

| started thinking up some portal ideas for the map, | came up with two ideas which | think turned out pretty well.
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A E H | J K
55 cogs model LY Uriw rap
56 cogd model U U rap
57 cogd model U Uriwrap
58 buzh model
59 hedgel model
50 rampl model
5] small_piped model
52 small_pipes model
B3 small_piped model
64 small_piped model
E5 tree model
EE bolard3 model
BT plaled model
E3 concept zeplind modeliretop
E9  concept zeplinZ model
70 saw_trap model
Fil hat zir balloonz model
T2 bridge model
73 coga model U Uriwrap
74 bridge_beam1 mode|
75 broken_pipe3 model
7E signd model
77 signa model
73 signf model
79 signT mode|
a0 signd model
21 signd model
g2 tank1 model
23 tanks mode|
24 tank3 maodel
25 tarkd maodel
26 tankS model
a7 road blockl model
28 house walll mode|
29 houze wall2 maodel
a0 concept cuber_bike block_out
91 concept car block_out
32 bridge_2 model
33 | large asstes
94 track modeliuv unwrap
95 buildings modelluv unwrap
96 traps modeliuw urwrap
a7 other meodelluy unwrap
38 train model
39 caridge] model
100 cargo_traind model
101 road_cleaner miodel
102 w ater_tower miodel
103 | main assets
104 zeplin model modeliuw urwrap
105 portall model model
106 portal? miodel
107 car model modeliuw unwrap




26/11/2018
Week 9

This week | exported all the assets | had created and exported them as a FBX to google drive so that they could be
implemented into the map. After being imported in to the map we realised that the scale for most of the models where
wrong so | was given a list of all the models that needed to be rescaled and to what size.

| modelled some different types of lights for the level from the concept art that harry had given me, | think they turned out
well and look similar to the concepts that | was given. | tried to keep the vertex count as low as | could but still have enough
so that weren't too blocky.

| created a new portal from the concept that harry had given me, | enjoyed modelling the portal because there was quite a
bit of detail in the design and it fits with the theme that we are doing.

| made different types of factory's to go around the level because the level was lacking large buildings to fill up some of the

faces, | kept the factory's pretty simple as they are in the background of the level and the player wont have that much time
to look at them.
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26/11/2018
Week 9
Continued

| created different types of turrets for the level, | tried to make them futuristic so that they would suit
the neo Tokyo theme which | think | managed to do. The minigun turret has more vertexes than | would
like because of the barrels of the gun, in the future | will try and reduce the amount of edges from 18 to
about 8 or 10.

| got asked to make some buildings for the neo-Tokyo level which | managed to do in the spare time that
| had, the main building that they wanted me to do was a building from the Hong Kong promenade. |
didn’t have a great reference image as | couldn’t find one with just the building | was trying to model so
it was hard to see the detail of the building, | managed to create a close representation of the building
which | think turned out well overall.

Another building they wanted me to make was the Tokyo tower which was awkward to make and it took
me a few tries to get the correct shape, | think the tower turned out well even though it’s a low polly

model.
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3 01/10/2018 08/10/2018 15/10/2018 22/10/2018 29/10/2018 05/11/2018 12/11/2018 19/11/2018 26/11/2018
4 Time week 1 week? week3 weekd wieeks weekb week? weekd weekd
S Task
5 planning plan plan
T research research mood board
5 small assets
3 rockl model re-scale
i cogl model W Unwrap re-scale
1 barrell model re-scale
12 beaml model re-scale
13 signl model
14 light1 model re-scale
15 bucketl model
& pipel model re-scale
17 hot air balloonl model re-scale
15 broken pipel model maodel re-scale
13 broken pipe2 model maodel re-scale
20 rock2 model re-scale
21 rock3 model re-scale
22 rockd model re-scale
23 rockS maodel re-scale
24 beam_rockl model re-scale
25 beam_rock2 model re-scale
26 beam_rock3 model re-scale
27 spike_rockl model remade re-scale
28 spike_rock2 model remade re-scale
23 spike_rock3 model remade re-scale
30 sign2 model
31 sign3 model
32 bolardl model re-scale
33 bolard2 model re-scale
34 light2 model re-scale
35 beam2 model re-scale
36 beam3 maodel re-scale
37 bucket2 model
38 bucket_hookl model
33 barrel 2 model re-scale
40 barrel3 maodel re-scale
41 rocke model re-scale
42 rock? model re-scale
43 lava_pipel model re made re-scale
dd lava_pipe2 model re made re-scale
45 crainl model re-scale
46 buildingl model remade re-scale
47 wirel maodel re-scale
45 beam4 model re-scale
43 beam5 model re-scale
=1 rockd madel re-scale
51 spike_rockd maodel re-scale
52 spike_rockS maodel re-scale
53 boxl madel re-scale
=L box2 madel re-scale




it E H | J
= cog? maodel W Unwrap re-scale
o6 cog3 model UV Unwrap re-scale
=13 cogd madel UV Unwrap re-scale
sl bushl maodel re-scale
=} hedzel maodel re-scale
&0 rampl maodel re-scale
&1 small_pipel maodel re-scale
G2 small_pipe2 madel re-scale
53 small_pipe3 maodel re-scale
G4 small_piped model re-scale
G5 tree madel re-scale
GE bolard3 maodel re-scale
G7 plolel model re-scale
G5 concept zeplinl model/retop re-scale
53 concept zeplin2 model re-scale
Ta saw_trap maodel re-scale
1 hot air balloon2 model re-scale
Te bridgel model re-scale
T3 CoE5 model UV Unwrap re-scale
Td bridge_beaml model re-scale
= broken_pipe3 model re-scale
TE signd model re-scale
T sign5 model re-scale
TS signf model re-scale
3 sign? model re-scale
[au} signd model re-scale
21 signd model re-scale
[ tankl model re-scale
g3 tank2 model re-scale
Gd tank3 model re-scale
55 tanks model re-scale
[&5] tank5 model re-scale
av road blockl model re-scale
[at=} house walll model re-scale
53 housewall2 model re-scale
30 concept cyber_bike block_out re-scale
31 concept carl block_out re-scale
32 bridge_2 maodel re-scale
33 lamp3 model
34 lamp4 model
35 lamp5 maodel
jal=3 turratl model
T turret? maodel
35 turret3 maodel
33 large asstes
jun} track model/uv unwrap
m buildings model fuv unwrap
02 traps model/uv unwrap
103 other model/uv unwrap
0 trainl model re-scale
05 model re-scale

caridgel




& E [
0E cargo_trainl model re-scale
o7 road_cleaner model re-scale
05 water_tower model re-scale
03 building3 re-scale
10 building4 re-scale
1 building5 re-scale
12 towerl model
13 tower2 madel
1 tower3 madel
15 |traintrack straight model
16 |traintrack curved model
17 factoryl maodel
13 factory2 model
13 factory3 model
20 factoryd model
21 house_framel maodel
22| house_frame2 model
23 b_framel model
24 b_frame2 model
23 main assets
126 zeplin model model/uv unwrap
2T portall model model re-scale
28 portal2 model re-scale
23 portal3 model
130 car maodel model/uv umerrap
131 MNeo_Tokyo
32 n_buildingl model
33 n_building2 model
3d n_building3 maodel
35 n_buildingd model
36 n_buildings model
3T n_building6 model
Jii5] tokyo_towerl maodel
33 tokyo_tower2 model
140
11




Overall | think | kept on target and made each model by the time they where needed. my original production plan
was much simpler than my end one probably because | wasn’t sure on what models we would need for the level, if
| had enough time | would have liked to have UV unwrap all the models so that they could have been textured.

| think that the production of all the assets ran smoothly but next time | would like to have had the concept art
earlier so that | could spend longer modelling the main assets.



