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Environment Renders
These Collective images show the Environment model in its complete from with all the individual 3D assets.
[image: ][image: ]The Topology and Polycount is also displayed with two screenshots from Maya.


Concepts Comparison
With the original 3D environment plan the main intention was 10 rooms and multiple floors which was a very ambitious plan so I decided to upon starting asset creation that I would change the end result plan to just one room. This decision helped me focus on each individual assets as well as ensure that the textures within the environment are as good as they can get.


In pre-production there was not a huge amount of planning for the asset creation within Maya but I ensured when modeling that each model had good Topology as well as a relatively low polycount which helps in multiple factors including; File Sizes, UV unwrapping and possibly Engine based rendering like in Unreal Engine 4. 


Lots of the concepts and key visual themes within the pre-production document helped me to develop and model the assets created, I specifically used the planned mood boards of the visual themes to help me with the intended materials that go into making the textures.


Overall I think that it was a shame that the original plan for the 3D environment had to be changed because it was too ambitious but I am more than happy with the outcome of the room, because when creating the environment, I had to make the surrounding walls it means that those same asset scan be reused if I was to finish the rest of the intended environment.






Technical & Aesthetic qualities

Within the pre-production the environments look and style was taken into heavy consideration and researched with primary and secondary research to ensure that it had a target audience that it could be aimed towards, I think that the finished environment stuck to the planned visual themes and designs well.

When creating the environment and the assets to go into the environments I made use of various different 3D modelling and texturing software’s so that the models would turn out as expected, these different software’s includes Zbrush, Substance Painter and Xnormal.

An improvement that could have been made is spending more time on UV unwrapping so that texturing could be easier, as well as improving UV unwrapping I would have liked to finish texturing all the assets within the 3D environment.
[image: http://i1.wp.com/www.cgmeetup.net/home/wp-content/uploads/2013/11/Zbrush-Character-Modeling-for-The-Last-of-Us-8.jpg] 
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WORKFLOW & TIME MANAGEMENT 
The environment modelling workflow was directly helped and influenced by the file layouts, within the 3D Environment folder I made four separate folders to layout different aspects of the whole project, these folders include Models, Textures, Images and Planning & Write-ups. With these folders and files organized it saved lots of time when choosing where to save, import, export or load files from and it also helps incase other people work on the models or environment because they should be able to navigate the folders to find the necessary files. management was planned out with a table that clearly shows the intended schedule for asset creation and environment compiling.
	
	Week 1
	Week 2
	Week 3
	Week 4
	Week 5
	Week 6
	Week 7
	Week 8

	Asset 1
	
	
	
	
	
	
	
	

	Asset 2
	
	
	
	
	
	
	
	

	Asset 3
	
	
	
	
	
	
	
	

	Asset 4
	
	
	
	
	
	
	
	

	Asset 5
	
	
	
	
	
	
	
	

	Asset 6
	
	
	
	
	
	
	
	

	Environment
	
	
	
	
	
	
	
	


[image: ]
[image: ]



Page 2

Page 3
image1.png




image2.png




image3.png




image4.jpeg
|





image5.jpeg
==
-“-”x.. B — XN

&
i
H

L -
Stidon s
1000
% perombren(ON]
—— 050
I et Faret
» I o cmiiv glow

Paralos s
R 177980

Aot e ot




image6.jpeg




image7.png
@ © ~[1 502208 » 113 gamesdevipment » U3 -3D modeling » 30 envronment » Mol »

« 49| [ Search Modets

Organize v Sharewith v Bum  Newfolder

¢ Favorites
B Desktop
1 Downloads
% Recent Places

Libraries
Documents
J Music
& Pictures
H Videos

85 Computer
& 0SDisk (C:)
a DATADRIVE2 (D)
a DATADRIVEL ()
a DATADRIVES ()

= MARKWOODS 1
a Local Disk (@)
8 Resources (R)
@ 502020885 (\Wrc-

I 4items

Nome Datemodiicd  Type Sie

[0 Bunker TS/ Fiefolder ]

T 2405720160034 Maye Binry il G

[ H05/20I61906  MILFe 1k
oBsFile T18k8

24/05/2016 1 T





image8.png
6 =1l « 5205 » L3 games vciopment > U330 madling » 30 emvronment » e

Organize ~ | Sharewith Bum  Newfolder

e— - Name Datemodiied  Type Size
B Desitop B tmages 2052061321 Filefolder
1 Downloads 1) Models /0520161100 Filefolder
] Recent Places @8 Planning and Wiiteups 052061102 Fiefolder

0 Tetures 0561101 Fiefolder
Do
& Music
5 Pictures E
H Videos

85 Computer

& 0SDisk (C:)

a DATADRIVE2 (D)
a DATADRIVEL ()
a DATADRIVES ()
= MARKWOODS 1
a Local Disk (@)
8 Resources (R)
@ 502020885 (\Wrc-

m 4items





