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Inventory Systems - Black Ops 3 
(Unit 4 P02)

Black Ops 3’s inventory system uses a basic, grid based layout. The inventory 
shows your currently selected weapons, perks and attachments. The game is a 
futuristic war game and therefore, the inventory is fairly futuristic; as in it has a 
sleek design. The information it shows includes the amount of items you have 
selected in the loadout, the amount of unlock tokens which you have and the 
level of your primary and secondary weapons. The colour scheme is primarily 
dark with hints of orange and yellow. The colour makes certain information 
easier to notice - such as which class set and class you are changing along with 
the level of the weapons that are currently selected, there is also coloured 
showing you how many unlock tokens you have as well has how many weapons, 
attachments, etc. that you have equipped. With regards to placement in the 
inventory system, Black Ops 3 has 3 core segments; the first is the current class 
selected, the second is the actual items within the class and the third is the 
user’s avatar. This greatly increases the flow whilst creating a class because you 
can see what each class contains before you go in to edit the class. The 
inventory system consists of various buttons, one for each of the classes. It also 
contains several inventory slots, all of which you can interact with.



Inventory Systems - Pokémon 
Go (Unit 4 P02)

Pokémon Go’s inventory system is also a grid based layout however this time, it 
is seamless - when compared to Black Ops 3’s inventory. Specific to the game, it 
shows the CP (Combat Power) of each of the Pokémon. It also shows a health 
bar for each of the Pokémon. Within the eggs inventory, it shows the progress 
towards hatching the egg. The key difference to Black Ops 3 is that it actually 
contains three separate inventories. There is one for the Pokémon you have 
caught, one for the eggs you have and also one for the items you actually have. 
The one’s which contain Pokémon and eggs have a similar, grid based (3 by x) 
system. The one for items is different, containing a smaller (1 by x) grid instead. 
This inventory uses a light colour scheme with a solid pale yellow for the 
background and then some dark green for the buttons. Due to the game’s target 
platform being Android and iOS, the buttons are placed within easy reach of 
the user’s thumb which makes one handed play much easier. Alongside this, the 
inventory system allows you to sort your Pokémon by CP, HP, favourites and 
more. The flow of the inventory allows for sleek movement and transitions 
whilst using them. You can interact with every element of the inventory - from 
selecting Pokémon to dragging the inventory down to view what else is in there.



Inventory Systems -  Horizon 
Zero Dawn (Unit 4 P02)

Horizon Zero Dawn’s inventory system also uses a grid based layout. It links 
into the game's style by using a simplistic and easy to understand layout, just 
like the way that the tribes live in HZD. The information displayed are images 
of the items you have, the amount of the item you have along with colour 
which displays the rarity of the item (grey - common, green - uncommon, blue 
- rare, purple - very rare). Also from here, you can see how many skill upgrades 
you have, the whether you have active quests and other information regarding 
gameplay. The inventory itself is placed inside of a menu which can also show 
the player’s skills, the map, quests and etcetera. The inventory is separated into 
various categories. These are, weapons, outfits, modifications, resources, 
treasure boxes, special items, ammo and traps & potions. This has been done to 
make it easier to locate certain items which overall, makes the inventory flow 
much better. With regards to placement, the inventory itself is centrally placed 
on the screen. This has been done because when playing a game, a user’s 
natural reaction is to look in the center of the screen. The rest of the menu 
contains the inventory categories to the left and the menu categories at the top.



UI Design - Main Menu
(Unit 4 P02)

Above is an image I drew as a basic 
layout for a game’s main menu/title 

screen. It shows 3 buttons (Play, 
Options and Quit) and a piece of text 

(currently using the placeholder of 
“GAME TITLE”). I have placed the 

buttons low down the page to 
segregate the buttons and the text. I 

intend to keep the main menu as 
uncluttered as possible so that it is 

easy for the player to read and 
therefore navigate around.

Above is an image I drew as a 
development of Version 1. Overall, 
the buttons and text all serve the 

same purpose except I have moved 
the buttons more central to the page. 
This should allow for slightly quicker 

navigation as the mouse is almost 
always close to the center of the 

display. I could have the play button 
create a submenu to the side that will 
allow the user to create a new game 

or load a game.

Above is an image I drew as a 
development of Version 2. I have 

kept everything in a similar 
placement to Version 2 but have 

neatened up the lines. Background 
image-wise, I could have a screenshot 

from ingame which shows the 
expansive size of my game world 

with a bundle of trees either side as a 
border. The play button will create 

the submenu referred to in the 
description for Version 2.

Version 3Version 2Version 1



UI Design - Options Menu
(Unit 4 P02)

Above is an image I drew as a basic 
layout for a game’s options menu. It 
depicts a difficulty dropdown which 
will contain Easy, Normal and Hard 
difficulties, it also shows a volume 

slider - with a toggle next to it and it 
has a resolution dropdown which will 
contain various, popular resolutions - 

using Steam’s hardware survey 
information as reference. The back 

button will return the user to the 
previous scene.

Above is an image I drew as a 
development of Version 1. For 

Version 2, I have segregated each 
option into its own section (Volume/ 

Graphics/Gameplay), each will 
contain customisable settings for that 
specific category. I have also added an 
apply button which allows the user to 

change all the necessary settings 
before the game changes anything - 

this is used in a lot of AAA games.

Above is an image I drew as a 
development of Version 2. I have 

chosen to keep the separation of the 
options into each category. I have 
however renamed the “Gameplay” 
section to “Other”. I now allow for 
changing the window mode, the 

quality, whether or not vsync should 
be used and an option to change the 

movement keys (from WASD to 
Arrow keys and vice versa).

Version 3Version 2Version 1



UI Design - Inventory
(Unit 4 P02)

Above is an image I drew as a basic 
layout for a game’s inventory system. 

Currently it contains a box for the 
inventory items, a box for a 

description of the current item, a box 
for the current item’s usage, a 

crafting box and a box the display 
what items are currently equipped to 
the player. The Inventory also has a 
place which is devoid of menu, this 

allows the player to still see what is in 
front of them.

Above is an image I drew as a 
development of Version 1. In Version 
2, I have made the actual inventory 
slots much bigger - and added more 
of them. I have changed the design 
around equipping items. I have also 

divided the inventory up into 
segment, the currently selected tab 

has a little graphics next to it - visible 
next to the word “ITEMS”. I have also 

removed a massive portion of the 
blank space.

Above is an image I drew as a 
development of Version 2. This time, 
I have completely removed crafting 
and have moved the position of the 
tabs. The description box is much 
smaller due to descriptions only 

needing to be short. I have also added 
more inventory slots (now a 9x8 grid 

instead of the previous 6x4 grid). 
Overall, I feel like this inventory is 
much easier to navigate than the 

previous 2 designs.

Version 3Version 2Version 1



UI Design - Pause Menu
(Unit 4 P02)

Above is an initial drawing of a pause 
menu. It contains 5 buttons. Resume 

will close the pause menu and 
resume the game. Options will open 

the options menu. Save game and 
load game will do exactly that and 

the quit button will return the user to 
the main menu. The title of 

“PAUSED” is just text to let the user 
know which menu is currently open.

Above is a developed drawing of the 
initial design in Version 1. It’s still the 

same pause menu except I have 
removed the resume button and 

made the save and load buttons into 
a single button. This means that it 

reduces clutter on the menu. For the 
user to close the menu, they press the 
escape button; the same to how they 

open the menu in the first place.

Above is a developed drawing of the 
pause menu in Version 2. I have 

improved the layout of the menu but 
tidying it up. I have once again 

separated the Save and Load buttons 
along with bring back the resume 

button so now the player can press 
that or press the escape button to 

close the pause menu. The buttons 
are all self-explanatory.

Version 3Version 2Version 1
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Digital UI Design - Main Menu 
(Unit 4 P02 + Unit 10 P01)

The images to the right show the main menu 
implemented into my game. The upper image shows the 
standard main menu and the lower image shows the 
main menu after the “Play Game” button has been used; 
showing a “New Game” and a “Load Game” button. I 
have used a font called “Mael” in the game due to its 
historical feel, this is the standard font within my game. 
The background image used gives a sense of danger - 
due to a blocked off cave and the nighttime aspect.

The digital design shown to the left is a mock version of 
what my main menu will look like within my game. The 
word “Forage” is the name I have chosen for my game - 
this name might not be final though. The other 3 words 
are buttons. Upon clicking play, the user will be 
presented with two new buttons; “New Game” and “Load 
Game” doing what you would expect them to do. The 
options button will send the player to the options menu 
and the quit button will exit the game.



Digital UI Design - Options 
Menu (Unit 4 P02 + Unit 10 P01)

The images shown to the right shows the Options menu 
implemented into my game. The lower image shows the 
menu when the player is actually inside of the world. 
The upper image shows the player when they are going 
from the main menu. The options menu can be access in 
one of two ways, through the button located on the main 
menu, or through the button located on the pause menu. 
As you can see, the upper image contains a background 
identical to the one located in the main menu, this is so 
the background doesn’t look bland.

The digital design shown to the left is a mock version of what my options 
menu will look like within my game. There are 3 categories for the options. 
These are; “Video”, “Audio” and “Other”. They contain related settings. 
Window mode is a video setting and will allow the user to switch between 
fullscreen and windowed modes. Resolution will allow the user to change 
resolution - these resolutions will be decided upon using the Steam 
Hardware Survey. Quality will allow the user to change the graphics quality 
between High, Medium and Low. Vsync will allow the toggling of vertical 
sync on or off. Volume is a slider which will change the volume and 
“Enabled?” will mute or unmute the volume. Movement keys allow the 
user to choose between the standard WASD keys and Arrow keys. Difficulty 
will allow the player to choose whether the game Easy, Medium or Hard.



Digital UI Design - Pause Menu 
(Unit 4 P02 + Unit 10 P01)

The image shown to the right is of the pause menu when 
implemented into my game. It uses the same 
background image as the one shown above. The buttons 
do what you would expect.

The digital design shown to the left is a mock version of 
what my pause menu will look like. It has 5 buttons. 
Resume will close the Pause menu and resume the game. 
Save will save the game. Load will load the previous save. 
Options will take the user to the options menu. Quit will 
send the user to the main menu. I have used a scroll as 
the background in my use, inventory and options menus 
because it alludes to the historical theme - scrolls were 
used in the past to display messages.



Digital UI Design - Inventory 
(Unit 4 P02 + Unit 10 P01)

The image shown to the right shows a version of my 
inventory which has been implemented into my game. 
The main change I have made compared to the version 
above is changing “Skills” to “Upgrades”; mainly due to 
the fact that this tab will be used to upgrade the player’s 
character and their stats. I have also added some text 
which shows the user exactly what part of the inventory 
is currently selected - this is because I was finding myself 
without the knowledge of which part of the inventory I 
was in - this makes this much clearer.

The digital design shown to the left is a mock version of 
what my inventory will look like. It contains 6 submenus 
- these are “Items”, “Weapons”, “Armour”, “Potions”, 
“Modifiers” and “Skills”. Items will be used to store 
generic collectibles and modifiers will be used to store 
weapon and armour upgrades - the other 3 will store 
what their label suggests; weapons, armour and potions. 
The only one that seems out of place is “Skills” but it will 
be fine in the inventory. On the right hand side is the 
currently equipped items and a description of the item 
currently hovered over. This will work similarly to that 
of Minecraft’s inventory system.



Digital UI Design - Health Bar 
(Unit 4 P02 + Unit 10 P01)

To the right are 3 screenshots of how the health bar 
looks within my game. It has a scroll - similar to the one 
used in the inventory and options menus. As mentioned 
in the description above, the health bar also has text 
saying “Health” above the bar - incase the red colouring 
doesn’t already make that obvious, and it also has the 
current health of the player below; the “13/100”, “50/100” 
and “62/100”. The health bar is located in the top left 
corner - out of the way of the main visual field of the 
player, but also easily visible at a glance.

The digital design shown to the left is a mock version of 
what my health bar will look like. There are a total of 11 
sprites, starting at 0% health and incrementing by 10% 
until 100% (I have only shown increments of 20% to the 
left). Along with these images, the health bar will have 
text above saying “Health” and text below saying what 
the players health is actually on. This gives a clear 
indication as to when the player should rest or heal 
themselves, by adding a health bar, the player will feel 
threats because if they die, they will lose progress.



The marquee tool allows the selecting of pixels in a 
rectangle or elliptical shape. This works similarly to the 
magic wand.

The spot healing brush tool allows the user to quickly 
remove marks from the image which shouldn't be there. 
This - when used with the stamp tool can remove 
watermarks from images.

The fill tool allows the user to fill in a specific area with 
one colour.

The crop tool allows the user to make an image smaller 
and crop out certain parts. This can only be done in a 
rectangle shape.

The shape tool allows the creation of objects called 
“Smart Shapes”. There are 6 shape tools and all can be 
useful for creating menus.

Photoshop Tools

The magic wand tool selects an area that is of a similar 
colour - this allows the user to quickly draw over a 
specific colour without accidentally ruining other parts 
of the drawing.

The zoom tool allows the user to quickly zoom in in a 
specific area of the screen.

The eraser tool allows the user to erase pixels from the 
image - in the event that a mistake is made. This is 
sometimes better than the undo button.

The pencil tool allows the user to draw pixels onto the 
canvas in the user’s chosen colour.

The eyedropper tool allows the grabbing of the colour of 
a pixel on the canvas - if the user ever needs to use a 
colour again but can’t get it exact.



Workspace Organisation In 
Photoshop

To better organise your digital workspace, you can use multiple monitors 
or layout the open programs in an effective way. If you require multiple 

programs to be open, you can use a default windows feature of snapping 
the windows to a single side of the screen - exactly half - which you can 

then resize to be in a different proportion.

Another way you can organise your Workspace is by moving the side 
panels out your way to give yourself a bigger canvas work area you can also 
remove these panels entirely. This alleviate the working area and make it 
easier to use.

Another way you can organise your workspace is by setting up the canvas to 
the right size and resolution. This is done at the beginning when you create 
the canvas for your work. A higher resolution means that the work will look 

better and a bigger height and width will make the canvas bigger.



Digital Palettes

During this project, I have used several digital palettes. Two of these are colour 
palettes; one for the Main Menu background and another for the menu scrolls. The 
final digital palette I used was changing the levels to produce bump and specular 
textures. The one used for my main menu consists of darker colours which alludes 
to how my game will be. The scroll uses a palette which is similar to that of a real 
life scroll. The adjustment of levels is a technical process to do with how the 3D 
software uses the black and white to apply effects to the textures; i.e. shine from a 
light source or making the texure look less flat.



Using Digital Painting Toolset 
over Traditional

Using digital painting software such as Photoshop is much better than 
creating art in the traditional pen and paper format. This is because 
with a piece of software, undoing your mistakes is much easier; you can 
use the undo tool or eraser. The eraser won’t leave marks on the canvas 
either like it would on a piece of paper. Another benefit of using 
Photoshop is that if you lose a colour, you can use the eyedropper tool 
to get that colour back. This also allows you to have more solid colours 
than with a physical canvas. Another benefit is that you can use the 
layering system to separate and hide things on the canvas if you so 
wish, making it easier to experiment with different line styles or 
allowing you to do an initial rough sketch of the image before actually 
drawing it along with being able to change the opacity of the lower 
layer so it doesn’t interfere with the actual image.



Survival Elements - Potential 
Threats

On Earth, for us to survive, we need 5 things. These are, Water, Food, Oxygen, Shelter and Heat.

Water is a vital constituency of all life on Earth, without it, life would cease to exist. In my world, there are 
various rivers and lakes - most of these could be salt water and therefore, not suitable for consumption due to 
its dehydrating effects.

Food is where we get our nutrition from, this helps our bodies function correctly, without it, you will become 
malnourished and eventually die. In my world some of the food presented could be potentially lethal if the 
player were to consume it.

Oxygen is another vital part to survival, we breathe it in to remove excess carbon from our bodies, without it, 
you will inevitably suffer from hypoxia which can cause brain damage or even death. In my world, the air could 
contain less Oxygen than on Earth which would cause the player to suffer from spouts of hypoxia, which could 
kill or injure them unless they use the right equipment.

Heat is another vital part to survival. If it's too hot or too cold, your body isn’t able to properly function. A lack 
of heat will cause hypothermia where the internal organs begin to shut down. An excess of heat will cause you 
to sweat more, this in turn dehydrates you, alternatively, a massive excess of heat will cause the water in your 
body to boil, this will kill you. In my world, I could have a varying temperature which will increase or decrease 
the heat depending on the time of day. For example, during the daytime, the heat might get up to 80°C and at 
night, the temperature might reach -60°C.

Shelter is another vital part to survival, but though it's not as vital as the aforementioned survival elements, it is 
still important. Without shelter, you are exposed to weather conditions such as rain or snow, both of these can 
cause illness. In my world there could be a lack of habitable shelter.



Survival Elements - Threat 
Solutions

In the previous slide, I ran through what we need to survive and what 
possible survival hurdles I could introduce into my game world.
As a solution to the issue with water, I could make a water purifier which 
will filter all of the salt from the water. This will make the water 
drinkable.
As a solution to the issue with food, I could make a toxin removal tool 
which will make any poisonous food edible.
As a solution to the issue with oxygen, I could introduce an object 
which collects and compacts the oxygen, this can then be breathed in 
by the player even so often, increasing their oxygen levels.
As a solution to the issue with shelter and heat, I could introduce an 
object which creates a protective field around the player, this will 
protect them from the elements.



Survival Asset - Items
(Unit 4 P02)

Phone Case, Door Knob, Broken DVI 
Cable and a Dime

Timer, Dice, AUX Wires, Piping and 
Small Lightsaber

Sunglasses, Door Locking 
Mechanism and Broken VGA Cable

Asset 3Asset 2Asset 1

For this task, I had to choose a variety of random items which I could use to draw inspiration from in order to design 
my survival asset. The above items relate to a specific asset design. The reasoning for using random items was to create 
weird and wonderful ideas which couldn’t have come pre-concocted. The use of “everyday” items makes the asset more 

realistic overall and something that you are actually likely to see in your day-to-day life.



Survival Asset - Initial Designs
(Unit 4 P02)

The above item is a handheld shield 
protection unit which consists of a 

base piece, two handles, two buttons - 
which activate the shield, a funnel 
object - to input the player’s food, 
two antennas - which project the 
shield and two little fluid things 

(found in spirit levels) which display 
the food level of the player and the 

power level of the unit.

The item above is another handheld 
shield projection unit. It consists of a 
base piece, two dice - which display 

the food and water levels of the 
player, a pull cord, an LED display - 
displaying the current game time, a 
handle, two L-shape piping - which 

are shield emitters and the 
lightsabers sword which is also a 

shield emitter.

The item above is also a handheld 
shield unit in the shape of a gun. It 
consists of a base piece, a handle, a 
food bag - which is where the fuel 

comes from, the spirit level fluids - 
which convey the food level of the 

user and the power level of the unit. 
It also uses an enlarged piece of the 

VGA wire which is the shield emitter.

Asset 3Asset 2Asset 1



The digital drawings shown to the left 
are the final design of my survival 
asset. I have chosen to go with Asset 2 
because it fits well with the backstory I 
have in my head for my game.

Survival Asset - Final Asset 
Design (Unit 4 P02)



Survival Asset - Creation
(Unit 5 P03)

1. I started out with a basic box and then used the 
extrude tool to push in and out specific polygons 
to make the item look less flat. I then used the 
chamfer tool to round off certain vertices. I used a 
helix to act as the rope between the base piece and 
the pull cord.

4. I extrude a piece on the back and chamfered the 
edges again. I also used the Pro Boolean function 
again to give the handle some finger holes - as per 
ergonomic design.

2. I then created the actual pull cord using the Pro 
Boolean function and three cylinders - two of 
which I had changed into semi circles. I used the 
subtraction method on the Pro Boolean.

3. After doing this, I changed the scale of the pull 
cord because the proportions were too small for 
the character to fit their hand into.

5. I textured the asset using 5 total textures, a 
wooden one as the base, a metal one for the 
emitters, a rope one for the pull cord string, a 
blank white one for the dice and a red one for the 
screen.



Creating Asset Textures - 
Wooden Base (Unit 5 P03)

To create this diffuse texture, I used an image I had taken and made it tileable. I did 
this by first offsetting the image by half of its height and width (+/-512 in my case) 
and then used the heal tool on the edges, this made the texture look more seamless. 
After this, I used the stamp tool to make the now seamless edges look more 
seamless.

To create the bump texture, I converted the diffuse texture to a grayscale image and 
adjusted the levels to make the image light.

To create the specular texture, I converted the diffuse texture to a grayscale image 
and adjusted the levels to make the image dark.



Creating Asset Textures - 
Wooden Base (Unit 5 P03)

To create this diffuse texture, I made a blank canvas and filled it in red. I then 
applied random noise - which added the red, green, blue colour set to the image in 
random places in order to make it look less red and more like a screen.

To create the specular texture, I converted the diffuse texture to a grayscale image 
and adjusted the levels to make the image dark. This will give the texture a shine 

when light bounces off of it.

I opted for not making a bump texture because the screen should be flat.



Creating Asset Textures - 
Screen (Unit 5 P03)

To create this diffuse texture, I created a blank canvas in photoshop and filled it 
with a white colour. The actual dots on the dice will be produced in the game 
engine.

I opted to not make a bump texture because the dice should be flat - and a plain 
white texture isn’t good to try to create bump maps for.

I also opted not to make a specular texture because the dice doesn't need to be 
shiny and also, a plain white texture isn’t good for making specular maps.



Creating Asset Textures - 
Emitters (Unit 5 P03)

To create this diffuse texture, I used an image I had taken and made it tileable. I did 
this by first offsetting the image by half of its height and width (+/-512 in my case) 
and then used the heal tool on the edges, this made the texture look more seamless. 
After this, I used the stamp tool to make the now seamless edges look more 
seamless.

To create the bump texture, I converted the diffuse texture to a grayscale image and 
adjusted the levels to make the image light.

To create the specular texture, I converted the diffuse texture to a grayscale image 
and adjusted the levels to make the image dark. This will make the texture shine 
when a light source hits it.



Creating Asset Textures - Rope 
(Unit 5 P03)

To create this diffuse texture, I used an image I had taken and made it tileable. I did 
this by first offsetting the image by half of its height and width (+/-512 in my case) 
and then used the heal tool on the edges, this made the texture look more seamless. 
After this, I used the stamp tool to make the now seamless edges look more 
seamless.

To create the bump texture, I converted the diffuse texture to a grayscale image and 
adjusted the levels to make the image light.

To create the specular texture, I converted the diffuse texture to a grayscale image 
and adjusted the levels to make the image dark.



Rendering Asset
(Unit 5 P03)



Rendering Asset
(Unit 5 P03)

After applying the textures to the asset and also unwrapping it, I then 
rendered out the diffuse, bump and specular maps. They are shown 

below.

Diffuse Atlas Normal (Bump) Atlas Specular Atlas



Asset in Unity
(Unit 5 P03)

Inside of the environment, the asset spins 
around in a clockwise rotation and also 

bobs up and down. When collided with, the 
item will go into the player’s inventory

When the item is collided with, it comes 
into this screen and the quantity updates as 

you pick up more - if you had 300 of the 
item in your inventory, it would say “x300”.



Scoring System
(Unity 10 PO1)

A suitable scoring system for my game 
would be to reward the player when they 
pick up an item, with each item giving 
them 100 points. The implementation for 
this is done within the Change Player 
Speed script - mainly because this way, 
the score is located with the players 
health; in an easily accessible location.



Character Planning
(Unit 10 P01)

The character attributes which I have chosen to 
change are the movement speeds of the character. 
These are the run, walk and jump speeds. I have 
chosen to change these because it's the most 
realistic. If you are injured, you are typically slower 
than when in full health. This effectively means that 
the character will be slower when they are injured.



Code Screenshots - 
changeRunSpeed (Unit 10 P01)



Code Screenshots - 
collisionWithItem (Unit 10 P01)



Code Screenshots - inGameMenuControl 
(Unit 10 P01)



Code Screenshots - 
menuController (Unit 10 P01)



Code Screenshots - 
optionsController (Unit 10 P01)



Code Screenshots - spinItem 
(Unit 10 P01)



Perspective Drawing
(Unit 3 - 2D Game Art)

1 Point Perspective:

- 3 vertical lines

- 3 horizontal lines

- 3 vanishing point lines

2 Point Perspective:

- 3 vertical lines

- 3 vanishing point lines (left 
side)

- 3 vanishing point lines (right 
side)

3 Point Perspective:

- 9 vanishing point lines



Artists - Historical - M.C. 
Escher (Unit 3 - 2D Game Art)

In this piece by M.C. Escher called Relativity, 
the artist has created a perspective drawing 
using multiple vanishing points. The piece 
has been hand drawn, probably with a pencil. 
The style is traditional, and given the time 
period in which this was drawn, this is 
expected. The piece shows a darkened theme 
due to its lack of colour. The amount of 
detail included and the texture of the 
drawing both add to the traditional style. 
Alongside this, it creates an atmosphere of 
confusion when a viewer looks at it properly, 
due to everything being in a different 
orientation. This piece can be associated with 
Fez due to Fez’s use of multiple perspectives 
and a 2D environment shown in a 3D world, 
it's a game where what you see isn’t quite 
what it seems; as with this piece by M.C. 
Escher.



Artists - Contemporary - Drew 
Etienne (Unit 3 - 2D Game Art)

In this piece by Drew Etienne called Cold 
Future, the artist has created a two-point 
perspective painting. The piece appears to 
have been hand drawn and painted. The style 
is quite modern, this may be due to it being 
recently made. The piece creates a conflicting 
atmosphere, between the light and the 
darkness, this may cause an uncertain mood 
to develop within the viewer. The age range 
that this piece appeals to is probably 
millennials. This can be associated with a 
game like Mirror's Edge due to its simplistic 
nature and solid colour. Another game it can 
be associated with is Wipeout due to its use 
of  solid colours and a futuristic style; as 
envisioned by people in the ‘60s.
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Modular Pack Renders

Video Render: https://youtu.be/JleoIOwruRI

https://youtu.be/JleoIOwruRI


Task Achieved

Model three objects using three different polygon modelling 
techniques such as box modelling, edge extrusion and 
polygon detailing/chamfering.

 Yes

Model three objects using three different spline modelling 
techniques

 Yes

Produce a render sheet for each polygon model.  Yes

Optimise each of the three polygon modelled objects showing 
management of tri counts

 Yes

Create a modular building pack of ten modelled assets.  Yes

Modular Pack Evaluation - 
Modelling

Weaknesses:

- Making the models fit seamlessly is difficult to do 
and therefore, some of my modular pieces don’t 
fit together seamlessly - for instance, the small 
house base piece and large house base piece don’t 
fit perfectly when stacked on top of one another 
and the door doesn't fit against the base pieces 
perfectly either.

- Unwrapping is another problem I faced, having 
to unwrap a model multiple times because the 
model wasn’t closed - this gave me issues overall.

Strengths:

- I am able to create a modular pack within a short period of time due to losing my work and having to 
remodel, unwrap and texture the whole modular pack within the space of a week.

- I am able to use a variety of modelling techniques in order to create my modular pack.



Task Achieved

Create three different PBR tileable textures  Yes

Unwrap and create at least one PBR texture set for the three 
polygon modelled objects

 Yes

Create a normal map for each of the three polygon-modelled 
objects

 Yes

Unwrap and create a PBR texture atlas for the ten assets in the 
modular building pack.

 Yes

Create three different FX textures including an emissive, decal 
and opacity map.

 Yes

Modular Pack Evaluation - 
Texturing

Weaknesses:

- Some of the textures do look repeated slightly 
and you can see it if you look closely.

Strengths:

- I can make tileable textures; within a reasonable standard.

- I can create high quality textures using pictures I have taken in the real world.

- I can create acceptable specular and bump maps using photoshop.



Task Achieved

Create a completed building 3ds Max scene.  Yes

Create several lit renders of your completed building in scene  Yes

Create a camera flythrough and turntable  Yes

Render the camera flythrough as a video. The final video should 
be uploaded to a video host

 Yes

Modular Pack Evaluation - 
Rendering

Weaknesses:

- The path used in the script is a bit jittery.

Strengths:

- Can create a custom path for the camera to follow in the video.

- Can create high quality (4K renders) to showcase my models.



Project Evaluation

Overall, I am happy with how my project has worked out. I have designed hand 
drawn versions of menus and then reproduced them in photoshop for use within 
my game. These were straightforward and easy to do but if I was to do it again, I 
would improve the quality of them by adding more detail to make them look 
better.

Also as part of this project I had to recreate these menus again - this time within the 
Unity game engine where I had to write code in order to navigate through the 
menu systems, with there being a few exceptions to what I have coded, these are the 
Save Game and Load Game buttons located on my main menu and pause menu.

I also used the modular pack made in the environment project and imported this 
into Unity where I can then begin to create buildings inside of my world.

Another task I had was to create an asset for use within the game. This meant that I 
had to hand draw some initial designs, reproduce them digitally and then begin to 
model the asset in 3DS max. After modelling the asset, I had to apply textures and 
unwrap the model and then import the asset into unity. I then added code to the 
asset which meant that the player would be able to pick up the asset.


