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What theme?



What Location?




Model — Tankard

e Tutorial — [5]
https://www.youtube.com/watch?v=070AeD-PM3E

e Solidify and Bevel modifier’s

* | made the mistake of UV Unwrapping before | added
the bottom.

* The last photo is after | unwrapped it again.



Wood Texture for Tankard

Filtering:

Liquify
Clouds
Wave Effect :

[6] Tutorial: https://www.youtube.com/watch?v=0_86ZvhiFDO0




UV Unwrap - Tankard
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Model - Table
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Model — Bar
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Bar Texture
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Model -
Cupboard/Bookshelf
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Model —

Shelves
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UV Unwrap - Shelves
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Model - Stool
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Importing Objects into Unreal Engine 5

228 Platforms v
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Normal’s were inverted.

Scale and Origin point were way off. (Reoccurring for all models
but managed to fix them relatively quickly.)

Geometry to Origin, refixing location in Blender.
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5 Content Drawer B output Log
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:‘* 2 Unsaved @ Source Cc




File  Edit Asset Collision Window Tools  Help
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Still didn’t work.
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Tileable Cobblestone [9]
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Model — Lantern
[12]
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In Addition

Following this tutorial: [14]

I’'m not going to pretend | know how the Blueprint works and | wouldn’t use it in a real application unless | knew what it
did properly. g = = wowe v

- X
A Bar @ Lantern_Glow & Lantern & stoold @ M_Psxe x
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https://www.youtube.com/watch?v=ST_JTXuGmv0










Improvements I'd make:

* Introduce more ‘set dressing.” A dagger in the table, books for the
bookshelf, a variety of different tankards and bottles to put on the
shelves.

* The walls look too barren. Maybe sconces or arches? Foundation beams?
* Improved textures. Attempt to make more of my own.

* Experiment with more detailed models, such as a dagger.

* A model to putin the scene as well.

* Make the models and textures more inline with the original theme that |
had to help it maintain the ‘PSX’ style.



ANy
Questions?
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