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3D TERM 2 Production - Wk 1 Checklist



Addressing design issues with the Scatter-shot.

This term my immediate goal is to get this model game 
ready. There are a lot of aspects that need to be 
adjusted/reworked to ensure this design works in Arnold 
render.

As you can see here, there is an issue regarding the 
texturing of the model, specifically where the UV has been 
unwrapped. This is relatively an easy fix as the line and be 
masked at the bottom or top which is covered by other 
parts of the gun.

The handle of this gun also needs to be reworked, it does 
not connect authentically to the body of the weapon, the 
material used is not suitable and it lacks detail that break 
up the shape.

The details on the gun are too large, need to be smaller 
and less noticeable. The grain and noise of the rust texture 
is distracting. Certain details like the text are drowned out 
and leaves the model looking unprofessional.

There are some thin parts of the weapon that would break 
the weapon itself and need to be reworked. In this case, its 
where the cylinder meets the chamber. 

close these issue must effectively be addressed for the 
design to stand out for the right reasons. Apart of the 
deliverables I want for this term include close-up renders 
of the weapon and therefore the design needs accurate, 
detailed and visually stunning.

3D TERM 2 Production – Scatter-Shot Gun Making
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3D TERM 2 Production – Scatter-Shot Gun Pre-production weapon Tech test
7

This is the gun design I modelled at the end of the pre-production unit. There are several parts that 
are not optimised and need to be addressed.

While the barrel design is visually interesting, it conflicts with the gun’s intended function as a 
shotgun—the holes in the barrel are counterintuitive and undermine its purpose. Additionally, the 
current sight is placed in an odd location, and it’s unclear how it would realistically attach to the 
gun.



3D TERM 2 Production – Scatter-Shot Gun Remake from the ground up
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I decided to completely rebuild the gun from the ground up, 
refining its design for better usability and realism. I addressed 
the previous design flaws and changed the barrel design, as I 
felt the holes originally included were counterintuitive to the 
gun’s purpose of firing three bullets in a widespread. By 
overhauling the barrel, the gun now better suits its intended 
function.



3D TERM 2 Production – Scatter-Shot Gun Making
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Base Metal Roughness variation Metal wear



3D TERM 2 Production – Scatter-Shot Gun Handle
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Base colour Colour Variation Roughness variation

Height Information 1 Height Information 2



3D TERM 2 Production – Scatter-Shot Gun Handle Bandage
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3D TERM 2 Production – Scatter-Shot Gun Wood Grip
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Base colour

Wood Grain

Height Information Gun design - Wood Grip



3D TERM 2 Production – Scatter-Shot Gun Progression Test and renders
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3D TERM 2 Production – Scatter-Shot Gun Making
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This is where I left the Scatter-shot gun design. While the design is promising, visually interesting, and adds intrigue to the scene, it ultimately clashes with the other assets and draws too much attention to 
itself.

I would like to reiterate that, although this gun is being removed from the project, that does not mean I consider the design weak—it simply does not suit the intended purpose of the environment. After 
receiving feedback from an industry professional during the first Pecha Kucha presentation—who also shared this perspective—it became clear that this design would need to be shelved.

I intend to use this weapon in another project or model it as a standalone portfolio piece. However, this can wait until the end of the current project, as I have other models and assets that require my 
attention.
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3D TERM 2 Production - 1911 Making
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3D TERM 2 Production - 1911 Making
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3D TERM 2 Production - 1911 Making

In the end, I decided to move away from the more stylised depiction of the 1911 and 
instead represent a more accurate and authentic design, as this better suited the 
themes of my game environment—a post-apocalyptic world.

It does not make sense for the character in this scene to be able to customise these 
weapons to such an extent—this is also why I decided to remove the previous Scatter-
shot gun design from my work.



High Poly 25 k tris Low Poly 15 k tris
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3D TERM 2 Production - 1911 Making



Low Poly 15 k tris

23
3D TERM 2 Production - 1911 Making



Baked Base colour Colour variation

Grunge information Height Bump
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3D TERM 2 Production - 1911 Making

Hand painted scratches
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3D TERM 2 Production - 1911 Making

Base Colour Height and roughness Information Roughness VariationDirt Variation
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3D TERM 2 Production - 1911 Making

Base colour Outline Height info Grip Height info Colour Variation 1 Dirt

Metal edge wear Colour variation 2 Colour variation 3
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3D TERM 2 Production - 1911 Making

Text Information
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3D TERM 2 Production - 1911 Making
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3D TERM 2 Production - Wk 4 Feedback

This week I started by sending out email to some designers on the course, friends and family of mine to see what the 
consensus regarding the 3d scene was. I asked for the recipient's opinion on the latest render of the scene and provided some 
questions to gain some insightful and valuable feedback.

•The responses are as follows:

•What is the overall vibe of the scene?
•What story do you think this scene is telling?
•Does anything feel out of place?
•Does the lighting work for the intended mood, or would you suggest a 
different approach?
•Are there any additional props or details that would enhance the scene?
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3D TERM 2 Production - Wk 4 Feedback

•Takeaway from feedback:

•Ben Wallis – Games art Student

•Add nails or hanging points for the tools, 
•Make the lighting harsher
•Add whiskey flask

•Kitty Van Bokhoven – Games Animation Student

•Add more mess – old takeout containers, an overflowing bin
•Mess up the organised tools on the wall, use different 
textures to signify they aren’t all apart of the same set,
•Add a new movable light source into the scene.
•Add some form of lighting into the room.
•Fill up the shelves with items relevant to the characters 
story – a hand-made cup, photos, books etc.

•Josh Ford – Colleague from work 

•Story is hard to pinpoint – make more relevant 
•The cluttered mess of the scene adds to the scene 
•Blueprints, posters and post it notes used to fill out the 
walls
•Add more props to create a cluttered space 
•Fill the walls

•Ellie Thompson – Philosophy student

•Apocalyptic vibe is clear
•Guns looks near future-futuristic
•Juxtaposes the retro tech in the scene
•The characters story ands reasoning for working at the 
workbench is unclear
•Fill up the space above the radio
•Add Props like a gas mask 

Overall, I have received some very helpful feedback from individuals within the creative 
course and some great insights from those who have no relation to the games course 
whatsoever.
This range of perspective gives me a broader set of feedback to work from and allows me 
to craft a scene that caters to multiple needs.

The main standout piece of feedback I have received regards an unclear story for the 
character whose workbench this is. During the block-out stage, I have attempted to add 
hints towards the characters story; however, I have not yet defined this, and therefore it is 
difficult to create a narrative around it.

Other feedback regards the lighting of the scene; while some (Josh and Ellie) praise the 
scene for the subtle use of lighting, Kitty and Ben suggest that more should be done with it. 
Personally, I agree with the latter, and I already had plans to introduce multiple light 
sources in the next iteration of the scene.

Something else that was consistently pointed out is the blank space above the radio. I have 
plans to make this a conspiracy or evidence board. With a map that has string around 
different areas on a map. This will link to the narrative I created for the sound design 
student with different locations on the map, locating where the different factions (stalkers, 
herbalists, and meat priests) reside.

I also noticed that everyone referred to “post-it” notes in the scene; these, however, were 
intended to be polaroids, worn pictures of the family. Due to the misinterpretation of the 
Polaroids as Post-it notes, I will not include both in the scene. Whilst there are currently no 
Post-it notes on the screen, this misinterpretation by the audience was, however, well 
received and therefore will be taken forward into the project.

The rest of the feedback regards some smaller stuff that I had already planned to adjust 
due to the simplistic nature I used in the scene for the blockout.

The most important work I can do moving forward includes defining the character who 
inhabits the scene, as this will help define what props I can create to tell a more interesting 
story. Additionally, starting the evidence/conspiracy board will help fill out that blank space 
in the scene.

•Chillie Tawton – Media Student at 
Brighton

•Shotgun shells should have less inside
•Shotgun shells outside the box should be 
scattered and not standing
•Add clothing or items from pre-apcolypse 
to tell the audience what he used to do.
•Briefcase, lanyard, etc.

•Daniel Hay – Father

•Looks like a vigilante detective workdesk 
•A workstation after some event 
(apocalyptic or natural disaster)
•A map with crossed out areas.
•Emergency rations and cans of food.
•Add some candles – no electricity.



Tascam Recorder Reference 1 

Tascam Recorder Reference 2 
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3D TERM 2 Production - Recorder Recorder Reference

https://www.amazon.co.uk/Tascam-Version-Dictaphone-Portable-Recorder/dp/B004OU2IQG/ref=sr_1_7?crid=12NQKOM5KGF88&dib=eyJ2IjoiMSJ9.6e3e9CuiO0M5JQciYLwE5kv7jo_c6vINnN9zM760WCUoCbMdoagHUVowyCiCMHG9CFdVOxS0NYF4itjAA8jIc-bVwwgGc2g7OeoQ9fZI5iplQEYUH2roWMqSeWVsL8y5Kn6_FxtC3k8al4eYJUhuijc7MAttkQI-a6EtCnnWcB6rp_YZN7PjhQfWtOLvzH9NGQWwCJbg0U7BUUO8Jy80NvJZcOk1MHWr2LavnshGEnIc6vm13RMd50uS5gwX3b0sjLe6Pa3q0Z-QWUjsNJQnl_F9DXTjlHAQ_WpjMXxyizI.59DcqpT9AR0SXjI5naWEGkzjljzR03PT_OgzXVGt158&dib_tag=se&keywords=tascam+recorder+dr05&qid=1747638674&sprefix=tascam+recorder+dr05%2Caps%2C73&sr=8-7
https://www.amazon.co.uk/Tascam-DR-05X-Portable-Audio-Recorder/dp/B07N1HGVNS/ref=sr_1_10?crid=159J6Z1JCQVBZ&dib=eyJ2IjoiMSJ9.rUgTJJPwe3ROVjWD5kYAwlR0s1k3Vr8lvzlEQOAine5xfARNBRkMxcbYBFD2aKNgiek4plAeHAKzRbIkBINuFkeoyD1h-95xnY3VsVlDE8fPhmfRP_UpiitjBNKGtuE1ZWkFsECXx3OudR-MmM6sZ7q4YbfVKq_EANv6AfkFaI3gaSdG6-fPXsmpIIAKbUShlVXn-y_AiNq-pzsEhb-KpbEw3hCDeNj2NloMvVhU7g9DZNWQcq6g5ahC8ADfoaw9RDtsbcDNwo2LcadW7wD2c-EuAxDjZcwr6QLCVumBjuU.W50lkr5ul72ll6WWz-MXC57AfPOWs0W3oUfxJ12CVW8&dib_tag=se&keywords=Tascam%2BDR-05XP&qid=1747638941&sprefix=tascam%2Bdr-05xp%2Caps%2C136&sr=8-10&th=1
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3D TERM 2 Production - Recorder Recorder Block out
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Test bake
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3D TERM 2 Production - Recorder Texture test
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3D TERM 2 Production - Recorder Recorder Block out
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3D TERM 2 Production - Recorder Recorder Block out
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3D TERM 2 Production - Recorder Recorder Block out
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3D TERM 2 Production - Recorder Recorder Block out
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3D TERM 2 Production - Recorder Recorder Block out
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3D TERM 2 Production - Recorder Recorder Block out



PROFESSIONAL PRACTICE + DESIGN THINKING + MAKING

Reference Photo from amazon – texture remade in illustrator, so it was scalable and customisable rather than a base png.
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3D TERM 2 Production - Recorder Recorder Block out



PROFESSIONAL PRACTICE + DESIGN THINKING + MAKING

41
3D TERM 2 Production - Recorder Recorder Block out
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3D TERM 2 Production - Recorder Recorder Block out
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3D TERM 2 Production – Pecha Kucha 1 Feedback

• Interesting chat about why the project is as it is

• Early renders look very good

• Strong delivery 

• Strong analytical thinking on the design of scene 

and gun

• Wear on grip of gun plus smooth the edges

• Smaller gun seems to need more weight in the 

scene

• Great game jam

• Very well presented

• Good thoughts on what's in the scene and narrative

• Getting into unreal early important

• Have you looked at metro and scrapped guns

• Is the gun design slightly stylized or real (answered)

• Make sure handle is looking carved

• Recorder needs looking at topology on it and see 

where you need topology.

• How are going to handle the cloth, look at 

simulations

• Making sure you do as much as possible out of a 

programme.

• Alphas for cloth edges

• Really good block out

• Make sure you have a high level of render in unreal, 

be aware of the way a real time engine.

• The refining of masks and texturing is important, 

that last 10% isnt 10%

• Roughness and other maps would have been good 

to see.

• Double check the scale works across all the scene.

Feedback Taken Forward – It was pointed out to me that my custom gun design, while visually compelling and strong, was quite stylised 
compared to the other assets in the scene. It was suggested that I revise the design or adjust the scene to create better visual synergy. I 
decided to remove this design, as iterating on it to better match the scene—or alternatively, stylising every other asset to match—would have 
taken too long.

I decided that the knife featured in the scene would work well in the spot previously occupied by the scatter-shot. The next few slides 
showcase the development of this asset.
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3D TERM 2 Production - Knife Reference

https://www.knivesandtools.co.uk/en/pt/-trc-knives-apocalypse-elmax-black-canvas-micarta-survival-knife.htm
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3D TERM 2 Production - Knife

This is the starting point of the knife model. I initially used the Multi-Cut tool to create faces along the blade, which I then extruded to achieve a thick-to-thin tapering effect. However, the result wasn’t 
visually appealing. It was suggested that instead of extruding, I could achieve a better outcome by adjusting the thickness of different parts of the blade directly to create the intended look.
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47
3D TERM 2 Production - Knife

Added groves into the handle

Cylinders for Boolean Cleaned up Boolean

Bevelled for edge loops
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3D TERM 2 Production - Knife

Quad drawn duct tape 

Ep curve rope
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3D TERM 2 Production - Knife Knife Low poly Model
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3D TERM 2 Production - Knife Knife UV and Texture test



51
3D TERM 2 Production - Knife

First Render Pass – I tried a bandage wrap around the handle and a brushed steel effect on the knife 
to match the reference images. However, I decided to expand upon this.

Second Render Pass – This time, I replaced the bandage wrap with duct tape, which suited the colour 
scheme nicely, so I kept it. I also shifted to a more worn, military look for the blade, which better 
suited the prop's environment and increased its believability in the scene.

Third Render Pass – Building upon the second pass, I hand-painted some wear and tear onto the blade 
and used generators to create dirt buildup on the duct tape wrap.

Fourth Render Pass – I began finalising some of the asset’s details. I added creased height maps to 
the duct tape to create a worn effect and hand-painted some blood splatters. By combining 
Substance generators with hand-painting techniques, I was able to achieve a strong texture on the 
blade.
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3D TERM 2 Production - Knife

Final texture pass and render – Finally, to finish this asset off, I adjusted the height maps of the scratch and grunge generators to add to the wear and tear. 
I refined my hand painted textures by focusing them on the tip and blade edge. I also added some final extra details like the tally marks into the side of the 
blade. It is open to interpretation as to what these tally marks signifiy but given the state of the world it can be assumed they are lives taken. I also added 
some text to add to the blade's authenticity.
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3D TERM 2 Production – Ham Radio Reference
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- Transverter – is a device that 
Upconverts the high frequency 
output to 144MHZ for transmission
Downconverts a 144 MHz signal back 
to a HF frequency for reception
Maintain proper impedance 
matching and filtering so signals stay 
clean

- Transmitter – sends out radio signals

- Receiver captures incoming signals

- Transceiver – combines both into 
one unit

- Tuner – matches the antennas 
impedance to the radio for eddicent 
transmission. Reduces signal loss and 
increases transmission effectiveness. 

- The RUP-15 cannot reach the 
emergency broadcast frequency by 
itself, so it needs a Transverter to 
help transmit and receive VHF (very 
high frequency).

Military HF Transceiver PD-8 Military HF radio transceiver RUP-15 PD-8

https://www.ebay.co.uk/itm/286097096240?_skw=military+transciever&itmmeta=01JMQTF25662YTP830AWHASKCF&hash=item429cb73e30:g:u~0AAOSwZMtnBEcU&itmprp=enc%3AAQAKAAAA0FkggFvd1GGDu0w3yXCmi1fKExxcd2YC8TDaPaISN5aopmQT6mOYr4WPQGXxeTysapRy8b2eqJDnnOND5dThyqG525ueT4zW2zrUD4Kis1ccGwpH3kiOLcfqYgV8psl388wXGm--N5pU78garKGAq2Q8zXHGqqltRtPVA1Wypfqx9w990kI%2BQysxPenn80KrQV9XzCJsfhOa9r9i0cmtuRKzIccuD79cFoLBRd3wXojfUUHCgYwN%2FkJmTgPTdOkSBOwGswPsKpT%2BDKMvAqEUDH8%3D%7Ctkp%3ABk9SR9yjvPqlZQ
https://www.ebay.co.uk/itm/186705222358?_skw=Military+HF+Transceiver+PD-8&itmmeta=01JMQTTJTFW1CHJCM96RXC886H&hash=item2b787f9ad6:g:ETwAAOSwI6xm9y8X&itmprp=enc%3AAQAKAAAA4FkggFvd1GGDu0w3yXCmi1cnDe%2F6fp%2BlmRP5V7sLlL7L0lqZ1PHLDT98HwD8AcrqalkhTu%2BV2HBmq3vj09CF9vBytsQ%2FRuGzxXfYyBvGcEel9dewxjmj5%2B%2B2horr4iAMY4BSgaTgaH6C2NS8mT02sjJpIyKFZ1Dc5M3gLQk9RMfNeFxtYuB3HK6eQARSX3dvvFxda6Ryz2Fg0JGdIqAVd7JUrQPuxhGRJ7EnO%2FLXzMHH2OQZUSNPkPjH5FR5Ekg0AiTkw7EutotS2zshR42XT5fWOM6L6d9yuH1p%2BSDqzpXB%7Ctkp%3ABk9SR7Kt6vqlZQ


3D TERM 2 Production – Ham Radio Blockout
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3D TERM 2 Production – Ham Radio Blockout
56

Front plate and Dials modelled separately from the body to save on Poly Count

Wireframe Shaded Arnold view



This is the low-poly version of the 
transmitter for my ham radio setup.

I adjusted the thickness and height 
from the original blockout, as the 
thicker, blockier base looked more 
stylistic.

I wanted everything to look 
proportionate to each other, but with 
everything else in the scene, the 
original, larger design disrupted the 
proportions and created a rather 
confusing environment.

3D TERM 2 Production – Ham Radio Low Poly
57

I made the front face plate and body slimmer for realism. 



3D TERM 2 Production – Ham Radio High Poly 
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I only made high poly versions of the dials as a 
lot of the space on the main body of the 
transmitter is flat and doesn’t require a lor of 
information. 

For the dials I took the unoptimized models 
that I had copied before making the low poly 
and used the smooth tool to create these.



3D TERM 2 Production – Ham Radio Low Poly Shaded
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3D TERM 2 Production – Ham Radio
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3D TERM 2 Production – Ham Radio Low Poly Shaded
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3D TERM 2 Production - Wk 3 Ham Radio – Transmitter – Texture progress
62

1. Base colour 2. Grain 3. Roughness variation – grunge scratch

4. Rust material + mask editor 5. Dirt generator + paint 6. Metal Edge wear + paint

The model uses two texture sets: one for the base, and the other for all the dials and cogs. This felt appropriate at the time; however, if time allows, I would like to revisit the UV layout and see if I can 
arrange it more efficiently.

Since then, I’ve received feedback from industry professionals on how I could have better optimised the UV layout. As most of the dials are identical, I could have had them share the same UV space and 
then rotated the models in Maya to create some variation. This approach would have allowed me to condense the UVs into a single texture set, resulting in a more optimised environment.



3D TERM 2 Production - Wk 3 Ham Radio – Transmitter – Texture finalised
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3D TERM 2 Production - Wk 3 Ham Radio – Transmitter - Arnold Render
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3D TERM 2 Production – Transverter Blockout
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3D TERM 2 Production – Transverter Blockout

I wasn’t too happy with the lack of visual diversity in the previous model, so I started looking for another transverter that had more visual interest. This way, I wouldn’t be solely reliant on the texture to 
make the model work effectively.



Original Transverter
New Transverter Design
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3D TERM 2 Production – Transverter Blockout



5752 tris
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3D TERM 2 Production – Transverter UVS

Whilst parts of this model are well optimised, I feel that I could have taken more care to optimise 
the dials more effectively. They were modelled with this many polygons initially because I wanted 
to make the radio interactive — allowing players to get up close and adjust the settings until they 
heard a transmission. However, since this won’t be included in my final project, it didn’t require 
this level of detail.
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3D TERM 2 Production – Transverter Guage creation

Following a similar process to the one I used to create the recorder screen; I remade these screens and gauges in Illustrator and exported them as PNGs. This allowed me to scale them appropriately and 
use them as textures in Substance Painter. I used this method a couple times for this model which can be seen over the next few slides



Bake Base Bump Map

Roughness variation Painted metal Edge wear Colour Variation
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3D TERM 2 Production – Transverter Base Textures



Front Roughness variation Dials and Knob texture Switch Texture
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3D TERM 2 Production – Transverter Text and dial information
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3D TERM 2 Production – Transverter Base texture complete

Created in Illustrator
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3D TERM 2 Production – Transverter Blockout

I decided to add cracked glass over the top of the gauge to add visual intrigue to the design. It also reinforces the desolate nature of the world — the character is unable to repair or replace this worn-
down transverter and is relying on it not to break any further.
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3D TERM 2 Production – Transverter Final Texture and model
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3D TERM 2 Production – Transverter In render
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3D TERM 2 Production - Transceiver Reference Photos

Ebay Ad

https://www.ebay.co.uk/itm/395524328506?_skw=yaesu+hf750mhz+transceiver+ft-450&epid=23066624431&itmmeta=01JQNSZ668QF50N1MB2DKK3V5B&hash=item5c17164c3a:g:NrsAAOSw9iJny2zi&itmprp=enc%3AAQAKAAABAFkggFvd1GGDu0w3yXCmi1fTVrPI1--umS6DllsYIKuonZs%2B2E7qqJlWi7xPQwqSOhbag0ymRKRc3%2BR01opmH1h5pIfq%2BTVk7kAXO9uom%2FsycJ5U2xTtW03qmZggKG8ifNiDRGYEnfgxeLfkD0%2BUr6gDn9osHA14LerwTM%2B6yKO1AKZn0u%2FwXx826Qqe6hWiudARN4s2D4NrPqwrb3ziGVTuGOz0wnlStwuC0%2FRdGVNLUZXZtdVxmAA%2BpO7xf0wusbd67otnhuGmpQIbJ2K4jTrwAhhEntwxiyMumRZHMwlt%2FhyovQdi0F7%2FJyl6gQsF2BkcznG0jfyev2eXhCHc%2BsU%3D%7Ctkp%3ABk9SR6bj_Lm9ZQ


This slide has my first attempts at blocking out the transceiver shape, I tried various optimisation technquies and made appropriate changes where I could. Despite this, I was still unsatisfied with how the 
model was looking, as it seemed quite poly dense yet did not have the information I wanted on it. The smooth model looked good but was far too high in poly count for the purpose of the model and 
therefore could not be used.
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3D TERM 2 Production - Transceiver Blockout



After a few more failed experiments, I realised the solution to my problem. The solution was to follow the same steps I did for the transmitter and separate the face of the model from the body, use the poly 
count in the face and keep the poly count of the body low. An obvious answer but one that admittedly took me far too long to realise.
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3D TERM 2 Production - Transceiver Blockout
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3D TERM 2 Production - Transceiver Blockout
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3D TERM 2 Production - Transceiver Texture

Screen made in Illustrator

Texture Progression
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3D TERM 2 Production - Transceiver Texture

Baked Base Colour Slight Height mask

Button texture Text added Screen added

Height added on dials Dial details Final
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3D TERM 2 Production - Transceiver Texture
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3D TERM 2 Production – Car Battery Reference

https://www.eurocarparts.com/p/lion-027-car-battery-3-year-
guarantee-444770271 

https://www.eurocarparts.com/p/lion-027-car-battery-3-year-guarantee-444770271
https://www.eurocarparts.com/p/lion-027-car-battery-3-year-guarantee-444770271


Car Battery texture test
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3D TERM 2 Production – Car Battery
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3D TERM 2 Production - Battery Blockout



1698 Tris
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3D TERM 2 Production - Battery Blockout
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3D TERM 2 Production - Battery Low and High Poly

Low Poly High Poly



Battery Top Sticker

Battery Front Sticker
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3D TERM 2 Production - Battery Low and High Poly



Battery Top Sticker

Battery Front Sticker
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3D TERM 2 Production - Battery Re-Gen Battery Sticker
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3D TERM 2 Production - Battery Car Battery Stickers
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3D TERM 2 Production - Battery Textures

Low Poly Baked Base Colour Roughness variation

Wear and tear Dial Colour Front Sticker Front and Top Sticker
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3D TERM 2 Production - Battery Car Batter – Re-Gen
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3D TERM 2 Production - Battery Car Batter – EcoPower
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3D TERM 2 Production – Nintendo DS Blockout
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3D TERM 2 Production – Nintendo DS Blockout
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3D TERM 2 Production – Nintendo DS Development
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3D TERM 2 Production – Nintendo DS Development
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3D TERM 2 Production – Nintendo DS Development
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3D TERM 2 Production – Nintendo DS Development
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3D TERM 2 Production – Nintendo DS Texture Test

Height map was too high, so I turned it downTexture test Wear and Tear Variation 1

Wear and Tear Variation 2 Open DS detail test Made the buttons rounded



Baked Roughness variationBase Wear and tear

Dirt and grunge 1 

Wear and tear

Dirt and grunge 2 Screen details Text added
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3D TERM 2 Production – Nintendo DS Texture Test
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3D TERM 2 Production – Nintendo DS Final texture
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3D TERM 2 Production – Nintendo DS
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3D TERM 2 Production - Lamp Blockout
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3D TERM 2 Production - Lamp Low Poly
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3D TERM 2 Production - Lamp High Poly
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3D TERM 2 Production - Lamp Low Poly UVS



Baked Base Colour Roughness variation

Dirt Fingerprint roughnessWires coloured
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3D TERM 2 Production - Lamp Texture
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3D TERM 2 Production - Lamp High poly baked details
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3D TERM 2 Production - Lamp Desk Lamp
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3D TERM 2 Production - Map

Filter – render -clouds Threshold mask Painting in boarders

Filling in land Landmass colour

https://www.youtube.com/watch?v=plF8mdhANMM 

https://www.youtube.com/watch?v=plF8mdhANMM


Add blue layer and add layer mask Erase blue map edge Filter – render – clouds

Soft light 
Layer Opacity 50%

Filter – render – clouds
Filter – render – Different clouds
Filter – Styalise - Emboss
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3D TERM 2 Production - Map



Set Emboss layer to soft light Add Inner Glow

Add Outer Glow Filter – render – clouds
Filter – render – Different clouds
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3D TERM 2 Production - Map



Set clouds to soft light at 40% Delete from sea layer and use soft brush to flatten colour

Select – Colour range - Shadows

Filter – stylize – emboss – 250%Use Island mask to delete the clouds on the sea

Filter – render – clouds
Filter – render – Different clouds
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3D TERM 2 Production - Map



Change layer type to Linear Light Add a colour overlay

Filter – render – clouds
Filter – render – Different clouds

Select – Colour range - Shadows Filter – stylize – emboss – 100%
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3D TERM 2 Production - Map



Add desert and snow with clipping masks Find a free tarnished paper texture Set to overlay and opacity at 50%

Adjust settings and levels 
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3D TERM 2 Production - Map
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3D TERM 2 Production - Map
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3D TERM 2 Production - Map
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3D TERM 2 Production - Wk 9 Sub-headers

Base Map Colour correction - Desaturated

Hand painted opacity mask for tears Creased height mask 1 

Creased height mask 2 Final
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3D TERM 2 Production - Map



To ground the scene and add emotional depth and purpose to the environment, I wanted to create some photographs to 
feature throughout. I had originally planned to use real photos from my camera roll. However, I was advised that this 
could disrupt the visual style I had curated for the scene. I was encouraged to pose some Metahumans and use the 
renders to create the photographs instead.

Following the story I had developed — a father tracking down his son — I decided to download a child model from the 
Metahuman library. There weren’t many children to choose from, and I didn’t realise they could be customised until after 
I had completed the renders.
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3D TERM 2 Production – Meta Human Photos



After adding the character to the Sequencer in Unreal, I was able to pose and create facial expressions for the Metahuman in order to produce a polaroid that the father carries with him. I wanted the child’s 
expression to convey, “I don’t want to be here” — similar to how most children react when their parents ask them to pose for a photo. In this slide, I am testing various poses that communicate that 
sentiment.
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3D TERM 2 Production – Meta Human Photos



This is the photo that the father carries around with him, I wanted it to look like that the kid didn’t really want to be there but stood there and took the photo anyway. I believe through my various iterations; 
this image is the best look I achieved. However, the quality of the render is rather high which makes it hard to believe this is a photo the father carries around with him.
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3D TERM 2 Production – Meta Human Photos



I like the expired film look, as it matches the aesthetic of the environment I’m creating and also helps to mask some of the imperfections in the character’s face, as the pose isn’t perfect. Once rendered in 
Unreal, I brought the image into Photoshop, adjusted the colour curves, and manually painted in white spots to replicate the look of expired and faded Polaroids.

Base Photo RGB curve adjustment Red curve adjustment

Green curve adjustment Blue curve adjustment Colour blotches Final Image
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3D TERM 2 Production – Meta Human Photos



I used the same process for this photo, which the player can assume depicts the mother and father. I wanted the photo to feel genuine—like they were caught in the middle of a happy moment—which is 
why there are more imperfections. It’s blurrier, and they aren’t looking at the camera or keeping their eyes open.
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3D TERM 2 Production – Meta Human Photos
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3D TERM 2 Production – Meta Human Photos
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3D TERM 2 Production – Meta Human Photos
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3D TERM 2 Production – Meta Human Photos

https://www.facebook.com/BramleyCOFE/?locale=en_G
B 

https://en.wikipedia.org/wiki/Bramley_rai
lway_station_%28Hampshire%29 

https://dineanddivine.com/2019/03/30/bramley
-st-james-church/ 

https://www.newburytoday.co.uk/news/to
wn-swimming-pool-to-close-for-nearly-two-
months-as-part-of-9389155/ 

By using the Image Trace tool in Photoshop, I was able to digitally vectorise these photos. This gave them a slightly stylised look while still retaining the key qualities that ground the images in reality. I chose 
this approach for several reasons. Following the same reasoning behind not using real human photos for the polaroids, it felt more fitting for the project’s tone if the locations also avoided a hyper-realistic 
look. This helped maintain a consistent visual style across the project.

https://www.facebook.com/BramleyCOFE/?locale=en_GB
https://www.facebook.com/BramleyCOFE/?locale=en_GB
https://en.wikipedia.org/wiki/Bramley_railway_station_%28Hampshire%29
https://en.wikipedia.org/wiki/Bramley_railway_station_%28Hampshire%29
https://dineanddivine.com/2019/03/30/bramley-st-james-church/
https://dineanddivine.com/2019/03/30/bramley-st-james-church/
https://www.newburytoday.co.uk/news/town-swimming-pool-to-close-for-nearly-two-months-as-part-of-9389155/
https://www.newburytoday.co.uk/news/town-swimming-pool-to-close-for-nearly-two-months-as-part-of-9389155/
https://www.newburytoday.co.uk/news/town-swimming-pool-to-close-for-nearly-two-months-as-part-of-9389155/


129
3D TERM 2 Production – Meta Human Photos

These are some of the clues I developed for the detective board. Continuing the story of the father searching for his son, I decided to set the outbreak during school 
hours. Naturally, the first place the father checks is the school. When he doesn’t find his son there, he discovers a permission slip for a swimming class. He then heads 
to the pool, where he finds signs of a massacre—but no evidence that his son died. From there, he travels to a nearby house, where he finds a piece of his son’s 
clothing and an evacuation notice listing several safe sectors, which he then sets out to explore. If this was to be used in a real game setting, the development of the 
detective board would highlight the players jounrny. 
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3D TERM 2 Production – Meta Human Photos
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3D TERM 2 Production – Meta Human Photos
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3D TERM 2 Production – Walkie Talkie Blockout 



133
3D TERM 2 Production – Walkie Talkie Low Poly 
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3D TERM 2 Production – Walkie Talkie High Poly 
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3D TERM 2 Production – Walkie Talkie UVs
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3D TERM 2 Production – Walkie Talkie Texture
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3D TERM 2 Production – Walkie Talkie Texture
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3D TERM 2 Production – Walkie Talkie Texture
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3D TERM 2 Production – Walkie Talkie
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3D TERM 2 Production - Books

Kaneshiro, M and Nomura, Y. 2018 – present. Blue Lock. Tokyo: Kodansha Horikoshi, K., 2014–present. My Hero Academia. 
Tokyo: Shueisha.

Naughty Dog, 2014. The Last of Us Remastered [video game]. 
PlayStation 4. Sony Computer Entertainment.

Illustrations used are not my own designs* - Referenced on screen and on slide 308* The 
models are mine but the illustartions used for the texture are not mine*
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3D TERM 2 Production - Books
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3D TERM 2 Production – Cigarettes Blockout



Base Dirt and colour variation Grunge and Height

Stylized natural ground mat Clouds filter for colour variation Grunge and filters for height and grain Hand painted ash – no height Hand painted ash – with height
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3D TERM 2 Production – Cigarettes Textures



Base Grunge map +Emissive+ Hand painted for lit end Grunge map for colour variation
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3D TERM 2 Production – Cigarettes Texture
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3D TERM 2 Production – Cigarettes 
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3D TERM 2 Production - Cloth Old vs New



In my previous pecha kucha I received feedback regarding the cloth the weapons lay 
upon. The main concern that the cloth itself was too clean and that it didn’t have 
enough rough edges and looked too much like a base material from substance. I used 
dirt and grime masks to add roughness variation and used an opacity to mask to add 
the rips and tears.
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3D TERM 2 Production - Cloth Old vs New



148
3D TERM 2 Production - Cloth Old vs New
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3D TERM 2 Production - Cloth
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3D TERM 2 Production – Pecha kucha 2 Feedback

• Break the table edge with cloth
• Add some wear and tear to knobs 
• Map looks off style needs to look more realistic
• Lighting for the scene needs work
• Include the sight
• #address the end of the gun
• Look at the bevels in render to make sure they match 

the even if a little different from reality
• Think of the above across the scene
• Grain in woods needs addressing, either tone down or 

up resolution
• Make sure specular and roughness are correct on 

each material same for coffee stain
• Really get the unreal lighting and rendering working

This is the feedback I received from my final Pecha Kucha, the feedback mainly focuses in on smaller details rather than larger details, 
whilst this was slightly discouraging to heat upon reflection it just means there was no outstanding problems within the scene itself 
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3D TERM 2 Production – Paint cans and accessories Blockout
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3D TERM 2 Production – Paint cans and accessories UVs
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3D TERM 2 Production – Paint cans and accessories Textures.

Baked Base colour

Roughness variation Spray can house style Logo name Other text details
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3D TERM 2 Production – Paint cans and accessories Final Additions



155
3D TERM 2 Production – Paint cans and accessories Final Additions
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3D TERM 2 Production – Paint cans and accessories Uvs



Baked Base colour tin Roughness variation

Dirt and grime buildup Colour palace logo Front paint can design Paint splatter detail

Base colour handle and lid
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3D TERM 2 Production – Paint cans and accessories Final Additions
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3D TERM 2 Production – Paint cans and accessories Final Additions

Baked Base Colour Thistle Details

Opacity mask Wood and metal details Paint splatters

This model is the base one I used for the year 2 client brief 
which I modified and optimised for this project.
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3D TERM 2 Production – Paint cans and accessories Final Additions
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3D TERM 2 Production – Mugs and Molotovs
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3D TERM 2 Production – Plastic Bottle
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3D TERM 2 Production – Fathers Mug

Baked Base colour Roughness variation

Dirt and grime Hand painted details Broken handle height details
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3D TERM 2 Production - Molotov
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3D TERM 2 Production – Desk assets
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3D TERM 2 Production – Desktop assets
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3D TERM 2 Production – Photo Frame

Baked Image added Ambient occlusion mask Grain detail

Wood fibres Colour Dirt and Grime Final
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3D TERM 2 Production – Licence plate

Low Poly Baked Main Text added Extra text details

Height mask added Final details
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3D TERM 2 Production – Main Lamp
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3D TERM 2 Production – Garage sign
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3D TERM 2 Production – Rubix cube
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3D TERM 2 Production – Desktop assets
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3D TERM 2 Production – Cardboard, paper and books Blockout



173
3D TERM 2 Production – Cardboard, paper and books Polaroid
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3D TERM 2 Production – Cardboard, paper and books
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3D TERM 2 Production – Cardboard, paper and books Norebook
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3D TERM 2 Production – Desk accessories Blockout



177
3D TERM 2 Production – Desk accessories Shotgun shell box
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3D TERM 2 Production – Desk accessories Wood Glue
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3D TERM 2 Production – Desk accessories Super Glue
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3D TERM 2 Production – Desk accessories Bullet casings
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3D TERM 2 Production – Desk accessories Screwdrivers
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3D TERM 2 Production – Desk accessories
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3D TERM 2 Production - Flashlight
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3D TERM 2 Production - Flashlight
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3D TERM 2 Production - Flashlight
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3D TERM 2 Production - Flashlight
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3D TERM 2 Production - Wk 12 Sub-headers
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3D TERM 2 Production – Panasonic Radio
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3D TERM 2 Production – Panasonic Radio
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3D TERM 2 Production – Panasonic Radio
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3D TERM 2 Production – Panasonic Radio
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Ethan Hay

Games Arts – Blockout progression
3D FMP Production

Yr three: 2025
Art Design Document

FGCT6011

Bachelor of the Art Honours Degree
193



194

PROFESSIONAL PRACTICE + DESIGN THINKING + MAKING

3D TERM 2 Production - Wk 10 Sub-headers

Early block out concept – focusing on table props Expanding the scene First lighting tests

New sources of light added Texture start Lighting refined



195

PROFESSIONAL PRACTICE + DESIGN THINKING + MAKING

3D TERM 2 Production - Wk 10 Sub-headers

Close up camera angles established More early textures added and composition changes
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PROFESSIONAL PRACTICE + DESIGN THINKING + MAKING

3D TERM 2 Production - Wk 10 Sub-headers
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PROFESSIONAL PRACTICE + DESIGN THINKING + MAKING

3D TERM 2 Production  - Unreal Renders
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3D TERM 2 Production  - Unreal Renders
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3D TERM 2 Production  - Unreal Renders
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3D TERM 2 Production  - Unreal Renders
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3D TERM 2 Production  - Unreal Renders
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3D TERM 2 Production  - Unreal Renders
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3D TERM 2 Production  - Unreal Renders
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3D TERM 2 Production  - Unreal Renders



206
3D TERM 2 Production  - Unreal Renders
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3D TERM 2 Production  - Unreal Renders
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3D TERM 2 Production  - Arnold Renders
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3D TERM 2 Production  - Arnold Renders
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3D TERM 2 Production  - Arnold Renders
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3D TERM 2 Production  - Arnold Renders
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3D TERM 2 Production  - Arnold Renders
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3D TERM 2 Production  - Arnold Renders
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3D TERM 2 Production  - Arnold Renders
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3D TERM 2 Production  - Arnold Renders
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3D TERM 2 Production  - Arnold Renders
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3D TERM 2 Production - Competition entries

The next few slides showcase the development of my UCA Game Jam entry.

Intially I struggled to come up with an idea that I was excited by which was achievable in the short time frame. I first started 
to break down the theme – “chain reactions” and tried to get a deeper look or understanding of what a chain reaction could 
be.

After some brief initial research, I concluded that they’re were two types of chain reactions. The domino/butterfly effect and 
chaos theory. Most stories and many games feature one or both concepts. Whilst I could have spent my time making a 
sequence machine I thought it be best to push myself outside of a prop and try and make a little environment. The idea I had 
was an abandoned underground bunker which had been turned into a kids play area.  
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3D TERM 2 Production - Competition entries

PROFESSIONAL PRACTICE + DESIGN THINKING + MAKING

Control Panel

Originally longer in length but decided to make 3 smaller ones
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3D TERM 2 Production - Competition entries

PROFESSIONAL PRACTICE + DESIGN THINKING + MAKING
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3D TERM 2 Production - Competition entries

PROFESSIONAL PRACTICE + DESIGN THINKING + MAKING
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3D TERM 2 Production - Competition entries

PROFESSIONAL PRACTICE + DESIGN THINKING + MAKING
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3D TERM 2 Production - Competition entries

PROFESSIONAL PRACTICE + DESIGN THINKING + MAKING
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3D TERM 2 Production - Competition entries



DRAWINGS AND 
PAPER

231
3D TERM 2 Production - Competition entries

PROFESSIONAL PRACTICE + DESIGN THINKING + MAKING



TRIM SHEETS

Toys and Cabinets Control Panel 
dials

Wall Ceiling Floor Floor Mat
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3D TERM 2 Production - Competition entries

PROFESSIONAL PRACTICE + DESIGN THINKING + MAKING
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PROFESSIONAL PRACTICE + DESIGN THINKING + MAKING
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PROFESSIONAL PRACTICE + DESIGN THINKING + MAKING
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PROFESSIONAL PRACTICE + DESIGN THINKING + MAKING
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PROFESSIONAL PRACTICE + DESIGN THINKING + MAKING
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PROFESSIONAL PRACTICE + DESIGN THINKING + MAKING
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PROFESSIONAL PRACTICE + DESIGN THINKING + MAKING
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PROFESSIONAL PRACTICE + DESIGN THINKING + MAKING
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3D TERM 2 Production - Competition entries – The Rookies March Monthly Contest

PROFESSIONAL PRACTICE + DESIGN THINKING + MAKING

Theme: Small wonders

My idea for this project focuses a baby's Cott set on a moon 
base/space station with specific focus a baby mobile. This 
project addresses the theme in various ways. The idea of 
children and birth itself can be considered a wonder. Children in 
comparison to adults are small, often described by their tiny 
hands. 

By depicting a babys environment I’m am adhering to the small 
wonder theme. I believe that whilst children can be considered 
“small wonders”. Every new experience to anyone is also a 
wonder. When young, everything is a wonder. That’s because 
everything is new.

The baby mobile will depict the milky way solar system, whilst 
objectively these are humongous, however the way im 
displaying it makes it small. 

Setting the scene on a moon base is another way I am adhering 
to the brief. Space is a vast seemingly unending area and 
therefore the planet earth and the moon are tiny and minescule 
in comparison.  

To aid the production and provide an idea as to what I will 
produce, I have used AI to generate the following photos based 
on this brief:

• Focus: a space inspired baby mobile hanging over a crib set 
on a space station/moonbase.

• The mobile features planets, stars and tony spaceships
• There is a large window showing the space outside with stars 

and a distant view of other planets.



The Rookies Monthly Challenge – Small wonders AI generated images



The Rookies Monthly Challenge – Small wonders Baby Mobile



Pinterest BoardsThe Rookies Monthly Challenge – Small wonders
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Baby CottThe Rookies Monthly Challenge – Small wonders



3D TERM 2 Production - Competition entries Cott Block out



247
Scene Block outThe Rookies Monthly Challenge – Small wonders
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Cott RetopologyThe Rookies Monthly Challenge – Small wonders

Booleaned and 
triangulated mesh

Retopology

Base mesh



249
Baby MobileThe Rookies Monthly Challenge – Small wonders
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Baby MobileThe Rookies Monthly Challenge – Small wonders
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Baby MobileThe Rookies Monthly Challenge – Small wonders
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Baby Changing StationThe Rookies Monthly Challenge – Small wonders
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Baby Changing StationThe Rookies Monthly Challenge – Small wonders



254
Baby Changing StationThe Rookies Monthly Challenge – Small wonders
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Baby Changing StationThe Rookies Monthly Challenge – Small wonders
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Baby Changing StationThe Rookies Monthly Challenge – Small wonders
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Baby Changing StationThe Rookies Monthly Challenge – Small wonders
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Baby Changing StationThe Rookies Monthly Challenge – Small wonders
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3D TERM 2 Production - References

Kaneshiro, M and Nomura, Y. 
2018 – present. Blue Lock. 
Tokyo: Kodansha

Horikoshi, K., 2014–present. My Hero Academia. Tokyo: Shueisha. Naughty Dog, 2014. The Last of Us Remastered [video game]. PlayStation 4. 
Sony Computer Entertainment.

https://www.facebook.com/BramleyCOFE/?locale=en_
GB 

https://en.wikipedia.org/wiki/Bramley_rail
way_station_%28Hampshire%29 

https://dineanddivine.com/2019/03/30/bramle
y-st-james-church/ 

https://www.newburytoday.co.uk/news/to
wn-swimming-pool-to-close-for-nearly-
two-months-as-part-of-9389155/ 

https://www.facebook.com/BramleyCOFE/?locale=en_GB
https://www.facebook.com/BramleyCOFE/?locale=en_GB
https://en.wikipedia.org/wiki/Bramley_railway_station_%28Hampshire%29
https://en.wikipedia.org/wiki/Bramley_railway_station_%28Hampshire%29
https://dineanddivine.com/2019/03/30/bramley-st-james-church/
https://dineanddivine.com/2019/03/30/bramley-st-james-church/
https://www.newburytoday.co.uk/news/town-swimming-pool-to-close-for-nearly-two-months-as-part-of-9389155/
https://www.newburytoday.co.uk/news/town-swimming-pool-to-close-for-nearly-two-months-as-part-of-9389155/
https://www.newburytoday.co.uk/news/town-swimming-pool-to-close-for-nearly-two-months-as-part-of-9389155/
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PROFESSIONAL PRACTICE + DESIGN THINKING + MAKING

Creating a visually compelling post apcalyptic walkie talkie.

https://80.lv/articles/how-to-create-a-visually-compelling-post-apocalyptic-walkie-talkie/ 

https://80.lv/articles/modeling-a-realistic-panasonic-rf-2200-radio-using-maya-and-zbrush/ 

https://80.lv/articles/a-metal-bottle-with-a-worn-leather-sleeve-made-with-blender-zbrush/ 

https://80.lv/articles/how-to-texture-worn-out-sniper-scope-in-substance-3d-painter/ 

https://www.vice.com/en/article/the-not-so-hidden-israeli-politics-of-the-last-of-us-part-ii/#:~:text=The%20game%27s%20co-director%20and,by%20a%20mob%20in%20Ramallah. 

https://www.vice.com/en/article/the-not-so-hidden-israeli-politics-of-the-last-of-us-part-
ii/#:~:text=The%20game%27s%20co-director%20and,by%20a%20mob%20in%20Ramallah. 

https://www.washingtonpost.com/graphics/2020/video-games/news/the-last-of-us-part-2-ellie-evolution/ 

https://www.bbc.co.uk/news/newsbeat-44124396 

https://www.youtube.com/watch?v=plF8mdhANMM 

https://www.knivesandtools.co.uk/en/pt/-trc-knives-
apocalypse-elmax-black-canvas-micarta-survival-knife.htm 

https://www.unrealengine.com/en-US/metahuman 

https://80.lv/articles/how-to-create-a-visually-compelling-post-apocalyptic-walkie-talkie/
https://80.lv/articles/how-to-create-a-visually-compelling-post-apocalyptic-walkie-talkie/
https://80.lv/articles/modeling-a-realistic-panasonic-rf-2200-radio-using-maya-and-zbrush/
https://80.lv/articles/a-metal-bottle-with-a-worn-leather-sleeve-made-with-blender-zbrush/
https://80.lv/articles/how-to-texture-worn-out-sniper-scope-in-substance-3d-painter/
https://www.vice.com/en/article/the-not-so-hidden-israeli-politics-of-the-last-of-us-part-ii/#:~:text=The%20game%27s%20co-director%20and,by%20a%20mob%20in%20Ramallah
https://www.vice.com/en/article/the-not-so-hidden-israeli-politics-of-the-last-of-us-part-ii/#:~:text=The%20game%27s%20co-director%20and,by%20a%20mob%20in%20Ramallah
https://www.vice.com/en/article/the-not-so-hidden-israeli-politics-of-the-last-of-us-part-ii/#:~:text=The%20game%27s%20co-director%20and,by%20a%20mob%20in%20Ramallah
https://www.washingtonpost.com/graphics/2020/video-games/news/the-last-of-us-part-2-ellie-evolution/
https://www.bbc.co.uk/news/newsbeat-44124396
https://www.youtube.com/watch?v=plF8mdhANMM
https://www.knivesandtools.co.uk/en/pt/-trc-knives-apocalypse-elmax-black-canvas-micarta-survival-knife.htm
https://www.knivesandtools.co.uk/en/pt/-trc-knives-apocalypse-elmax-black-canvas-micarta-survival-knife.htm
https://www.unrealengine.com/en-US/metahuman
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PROFESSIONAL PRACTICE + DESIGN THINKING + MAKING

Linkedin Art station

https://www.linkedin.com/in/ethan-hay/
https://www.artstation.com/ethanhay52
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