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This project that was done for my final year project at the 
University for the Creative Arts aims to create a seamless 
and dynamic urban open-world environment that allows 
many types of gameplay and narratives.

This document includes a short making process and 
behind-the-scenes breakdown.

More screenshots and videos are available at:

https://www.therookies.co/entries/33352

https://www.artstation.com/ks741119

https://www.youtube.com/@syiastudios
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At the pre-production stage, a number of random land 
shapes were generated using Perlin noise. Then, started 
to think about the overall layout of the roads and 
structures.
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Finished concept map Photobashed map
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Influence map
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3D Greyboxing
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Concept Paintings
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Texture assembly Preview details
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A finished road construction along with proxy buildings.
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Modular pavement models
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Texture structure (MRO packed)
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Buildings were modelled by assembling modular parts. The glass shader includes interior cubemap function which 
creates a fake depth to a flat surface. 
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The building shader has various input maps, creating distorted reflections and colour variations.
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Various methods were used for optimisation; including world 
partition streaming, LODs, HLOD, merging actors, texture 
atlasing, and instancing.
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Material Categories

Major materials
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Main blueprints

Day-night Cycle
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Season/Weather Control
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Key parameter collections

The variable environment factors are 
controlled by those blueprints by changing 
these parameters which affects materials, 
and other attributes in actors in the level.



M e c h a n i c s 45



M e c h a n i c s 46

Material functions associated with weather-specific shaders.
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Paintable landscape material
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Foliage colour variation and season-specific hue offset
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Examples
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The rotation of the sunlight is converted to 360 degree format 24 hour time is set accordingly.
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Interactive Control UI  inspired by MSFS 2020

Draggable UI 

W i d ge ts
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Time controls

Weather parameter controls
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