STYLISED ENVIRONMENT
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BRIEF BREAKDOWN

MIRO

« Tostart the project, | decided to break down the brief.
» Breaking down the brief gives me insight into the project.

Better insight allows me to follow the brief closer.

ART TEST | ENVIRONMENT - STYLISED

Design, Model and Texture a Fantasy Campsite for an open world

tting: Castle Ruins and/or Forest.
mples but not limited to;, Wayfinder, Legend of Zelda, Enshrouded; SOT

Style: AT to achieve a stylised art style
This is somewhat subjective, but i the style leans predaminantly towards
Styfisation in both shape language and material definition that should be
appropnate. (Wayfinder, Marvel Atvals LOZ Tears of the Kingdom eig)

Construction: Show examples of modular kit pieces

Construdt your camp in an efficient way which may allow some reuse. Such as modular,
wizlls. Floors or even modular sectiors depsnding on what your structure requires.

No Reguirement for an interior.

Construction

Presentation

| Narrative: Consider what the settlement is being used for?
- _ Isthis a long-term settlement or just a recently established camp?
it actively usad, or has it been raided or abandoned?
What type of people use this space, what effect do they have on the visuals?
How does the emvironment impact the camp construction?

Presentation: Explore presentation and Size.
Corsider pptions such as dicramas to reduce scope and Jlow
2 focus on quality

Materials: Explore Unreal Engine 5% real-time lighting

Reah:me lighting allows you to iterate quickly. Use this to your advantage and use
ighting to give your environment a mood which Iifts the full scene.

Damenstrate a varisty of PBR surface types such as metaks, rocks and organitss o, R

Ellie Beutler - 3D Environment Artist/ Woridbuilder

Displayed in UES 1

Art Test Deliverables

Final completed environment, in the Unreal Engine 5.
Create the project using the Third-Person Project Template to allow your scene to be maoved arcund wit

olution Screenshots of your final work showing a variety of perspectives of your
comp leted Environment and a supporting walkthrough video.

Screenshots should at least be 19201080 Resclution. We would also recommend ensuring screen percentar
15 585 10 100% and you Fullscreen when capturing your screenshots to ensure full qualty.

A video of walking around your scene wsing the third person character controlier is required. Any ad
videos are optional but encouraged 1o allow you to show your environment In movement

A Development Diary within which you will depict®

A diary log to document your progress throughout the project’s timeline, deuTing your chosen werd [ 4
and why you have chogen them. - _;'%
g & & 7%
JechniGal Constraints (A texture set contains three single textures): . -‘ T At P
3 e W b %S
A single 4K texture set for the main camp and supporting structural elements. X N
e

This is a test in being efficent and using werkflows which allow high reuse of assetstextures.

Four 2K texture sets for the surrounding environment and alfy SUPPOMng.as5]

These textures are intended to aliow you 1o texture any supporting assets you chcose
additional tileables or supporting organic props.

If a landscape is present, another Three 2K texture sets can be used.
This &5 to allow some level of terrain blanding If a landscape & present
Use a reasonal
o Don't waste polygons, if they arent providing a function do you really need them?
No Nanite, The assets should be game-ready in a broad sense. Nanite is Urveal BExdusive.
These are cptimised game-assets keep this In consideration.



https://miro.com/app/board/uXjVITnOAhY=/

IDEA GENERATION

After looking through the brief | like the idea of combining a forest with
some short of castle.

| felt that ruins would be a likely place to establish a camp.

Ruins can provide shelter from the elements.

| also like the idea of forgotten civilizations in fantasy.




INDUSTRY RESEARCH

‘-.‘ - @ -+ |started by looking at how other people from industry went about
S creating ruins.
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* How they create their modular kits with ruins.

« Alot of artists either combine modular pieces together with geometry
or model them separately.

Mak Malovic - https://www.artstation.com/artwork/zxPVQ

=

g6coc/e1/9

One artist molded the actual geometry.

https://www.artstation.com/artwork/mA3ade
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gn.com/artwork/NxrqPg
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Kostia Perry - Ruins @

WAYFINDER i 3 a0 s % WAYFINDER




WAYFINDERS ART STYLE

Jasmin HatezsiFekri | Modular Set for Skylight - Wooden Structures e el o GFAGTORY USRI
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RECEIVING FEEDBACK

Blockout .
Positives:

The airm with vy render:
-Megative space to not make the scena 1oo polluted.

~Asset laad 1o the viewer to the focus point. r - Leading lines are very good attention to detail to
- .
Uighiingassists direction. be able to control what the viewer should be
looking at

Asget list: )

<Ruins pack, includes materials and set pleces. Blockout very well considers the _setup for the'

cemplessplaes andpreps environment, it is already made clear that these
should be ruins in the final result Idea and research

Real life references and concept art

| <Tree and grass, Industry and artist references

Negatives:

There is a lack of composition introduced into the
current shot. This is especially useful when telling a
narrative as you can have the more important
assets within a focal area

Consider using any of these, but
also, ensure it fits for your scene.

An asset list may be very useful to note down the
different key features you've referenced here

¥/ Asset List Example
M Assets +

# Time (Houn



https://digitalacademy.staffs.ac.uk/forum/index.php?/profile/7314-jaden-chhatralia/

RESPONDING TO FEEDBACK




DOWNSCALING
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| decided to reorganize my scene, focusing
on priority workflows.

This helps me to create less assets whilst
creating a more complete scene.




BLOCKOUT COMPOSITION

Feedback:
Using previously established feedback of
using stronger composition to construct my
scene.




BLOCKOUT COMPOSITION




ASSET LIST AND MODULARITY

/ 4 ‘WM




PRESENTATION FEEDBACK

This is a basic breakdown of the

| [aicampitextielset
> textures | plan to use.

Ridstonelwallimaterial
2kdstoneltrimsheet
2kistone/material
2kilandscapelmaterialsix3

1|kifoliagejtexturelset: Some texture sets may be combined to°
L increase performance or allow for more
assets.

co0c/e1/g
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INITIAL BLOCKOUT




INITIAL BLOCKOUT




WAYFINDERS STONE RUINS
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MATERIALS

STONE WALL MATERIAL




MATERIALS

STONE WALL MATERIAL

TrAMOYRMWCELHE  TriOymimicti  Trimymimicibvm  TrwOmambsaft,  TrmOymamuTrat  fribront e oA T -“- “




MATERIALS

STONE WALL MATERIAL
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MATERIALS

STONE WALL MATERIAL

g6coc/e1/9




MATERIALS

STONE WALL MATERIAL
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MATERIALS

STONE WALL MATERIAL
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MATERIALS

LANDSCAPE MATERIALS

“ i@ dirt_material.sbs

> [ =3 dirt_material

> == small_rock_randomness
> =I tile_generator_noise_
» =2 dirt_material_rockreduction
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MATERIALS

LANDSCAPE MATERIALS
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MATERIALS

| then used a basic
landscape material to
paint the ground.

g6coc/e1/9

To make the stone
material resemble
Wayfinders, | applied a
parallax occlusion to add
depth, this make the brick
pop out more.




MODULAR KIT

STONE ASSETS

| followed a similar process to the brick
material when it came to sculpting.

Using the blockout, | cut out segments
with the cut tool and then softened them
with trim brushed.




MODULAR KIT

STONE ASSETS

Instead of using Zremesher, | decided to
make my low poly in 3ds max, this
meant | could better align the mesh
whilst having better uv's and topology.
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When it came to the low poly, | tried to
match the vertices with the silhouette,
this makes a more dynamic asset.

LU THS




M 0 D U L A R K I T I've always found working wish auto

STONE ASSETS retopology to be annoying, the edge
loops cause many issues with
unwrapping and refinement.

Manual retopology does take longer.




MODU LAR KlT The small stone

bricks are designed

STONE ASSETS to be not oly used

* within the modular
kit to break up the
flat surfaces and
edge, but to also be
used as set
dressing in the




| created several
independent stones
and rocks using the
same process as
established
previously.

These assets are both
used in the modular
kit and as set
dressing.

MODULAR KIT

STONE ASSETS




MODULAR KIT

STONE ASSETS
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MODULAR KIT

STONE ASSETS

| think creating separate parts of geometry helped to not
only adhere to the brief but massively assisted in set
dressing and storytelling.




FOLIAGE

RESEARCH | used the sketch fab idea again to look at how
other people made their foliage dynamic.
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FOLIAGE

PLANT CARDS

| chose to use photoshop to create my plant as at the time | felt that a normal wasn't needed

as wayfinder seemed not to use normals for their foliage.

| used splines and
bend modifiers to
make the plants have
more shape.

g6coc/e1/9




FOLIAGE

PLANT CARDS

| tried to make the plants less common on the center, this is to
suggest semi frequent usage, this suggests that the area is used
to transport goods.




CAMP ASSETS

For the camp assets, | want to make the
cart modular, being able to use planks
as both set dressing and within the cart
speeds up both production time and
saves memory information.

gco

| sculpted the cart
in zbrush and
unwrapped it in
3ds max.



AMP A

Adding a
separate piece of
fire wood in the
same texture
map helps to
optimise texture
usage.

1/9

Texturing the cart
separate helps to take
off pieces for use in the
environment and to also
bake the asset better.

| made custom collision
for the cart, this is to help
with optimisation.




F
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WAYFINDER

CAMP ASSETS

The cart exclusive
assets have a
higher poly count,
this is because
they are less
modular.

| think my cart
matches the one
from Wayfinders
well. The albedo
could be with
being more
varied though.



STORY TELLING

| think by making the stone wobbly and adding
extra assets throughout the surface, it makes
the ruins look a lot older. | do want to add decals
for grime and moss in the future.

Small details like the
wheel help to build the
scene's narrative up.

| liked the suggestion
that a cart has been
damaged, so the user
has built a camp
nearby attempting to
fix it.
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