


Who am I?

My name is Eric Piccione
I’'m an artist and animator.

| “Bethesda
rew COmics SE@A

* Made Video Games
o Bethesds ACTIVISION.

o Sega

o Activision

o Electronic Arts

o And other studios

* Served as Art Director at EA
* Now | teach at George Mason University




What did | work on?

FPS, MMO, Action/Adventure, Sports/Rec, MOBA, Consoles, Mobile, PC ...
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What is
this
class?

This is ART!

We will NOT be doing any

programming or scripting
in this class.

We’re going to learn how
3D environment artists
build world for games.




Build a World!

Environment art is a skill in itself.

Like character design or animation,
environment artists create the illusion. In this
case, the illusion of a world that the player
can explore.



Starting at
Square One

 Thisis a beginner’s course.

* So we’re going to assume
that you’ve never touched a
game engine or 3D modeling
software before today.

 We'll start at the start,
introducing you to the
software and how it works.




Level Up!

We're going to learn how to use Unity, how to build a landscape, how to
import objects onto that landscape, how to add a player character, and how
to put it all together to create a world of your own making.

We’'ll keep it
simple; using
pre-made assets
to start, and
anything we
may create
along the way!
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Bring It to Life

We'll add some
additional features to
give it a little more flavor.

Like ...




Bring It to Life

F

VEX

And animation.




Let’s talk about 3D Art in Games




What’s 3D game art?




What’s 3D game art?




Pre-Rendered vs. Games

Optimizing for Performance

High details * Low polygon count
Hi-res materials e Details in textures

Real-time lighting * “Lighting” painted in



Pre-Rendered vs. Games

Optimizing for Performance

) Sl

Basic shape only All details painted in

e Captures the form Shadows painted in
- 5 '




How Do You Make 3D Art?

The process of
making art for games
is called the

GAMEL ART
PIPELINE




3D Game Art Pipeline

~ORREE — Male Wood Elf

—>” = - Character Batch: 19

Starts with concept art




3D Game Art Pipeline

e Step 1: 3D Modeling




3D Game Art Pipeline

Step 1: 3D Modeling
Step 2: Texturing




3D Game Art Pipeline

e Step 1: 3D Modeling
* Step 2: Texturing
* Step 3: Rigging




3D Game Art Pipeline

e Step 1: 3D Modeling
* Step 2: Texturing

* Step 3: Rigging

* Step 4: Animating




3D Game Art Pipeline

And finally ... Integration!

File Edit Assets GameObject Component Window Help

(OFN S | =Bl [center] Slocal | [ & collab - | [ & || Account_~ |

[Layers v] [Layout -1

| @ .=| d#Scene € Game © Inspector | Bem
Speate T 202 Sizmaz= L G2 B & [eF [] Static ~
v € Nature Scene 2 | ==
psule Tag | Untagged 7\ Layer [ Default &)
elf Model [ Select |  Revert | oOpen |
Direct.ional Light By X Transform %
Uy Position X[28.3719¥0.19013 2 -37.673(
Eolt o Rotation X0 ¥/102.35 20
Terrain
> Trees Scale X5 Y5 2’5
Camera vl ¥,
Controller None (Runtime Animator Contro| ©
Avatar & effAvatar o
Apply Root Motion [ ]
Update Mode [Mormal 4]
Culling Mode [ Cull Update Transforms. |
Clip Count: 0
Curves Pos: 0 Quat: 0 Euler: 0 Scale: 0 Muscles: 0
(T Generic: 0 PPtr;
A%/ Curves Count: 0 Constant: 0 (0.0%) Dense: 0 (0.0%)
Stream: 0 (0.0%)
[ Add Component ]
i ) (I 18 \ N iy L .
i@ Project [ Console Py
| create 7| Q |4 | *

Favorites _Assets »
(All Materials

All Models -
All Prefabs
All Scripts

Materials NatureStar... Scripts. elf Nature Sce.. Wood_EIf_..

&l Materials
» Gl NatureStarterkit2
» G Scripts




After all, players need a world to exist in!



Step-by-Step Process




Step-by-Step Pro
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Place the Objects




Paint the Terrain




Add
Foliage

Nelgaskl

Height

Roughness




Paint the Terrain
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www.youtube.com/watch?v=0KzX-wS4 so



https://www.youtube.com/watch?v=oKzX-wS4_so
https://www.youtube.com/watch?v=oKzX-wS4_so
https://www.youtube.com/watch?v=oKzX-wS4_so

Using Modular Pieces
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https://www.youtube.com/watch?v=boya5PQv6rg
https://www.youtube.com/watch?v=boya5PQv6rg
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https://www.youtube.com/watch?v=DXh7yeCFD5Y

Art Assets!

27 it ﬁ?‘r
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* 3D game objects that populate your environment level.

e Typically built in a 3D program (Like Maya, Max or Blender) and imported
into the Unity project.



Start Simple!

We have to walk before we can run.



To Start ...

Unity Hub 3.4.1
New project
Editor Version: 2022.2.1f1
All templates
Core
Sample

Learning

o o e oy s

3D
This is an empty 3D project that uses Unity's

2D (URP) built-in renderer.

Core
Read more

3D (URP)
Core
Project name

My project
3D Mobile

Create project

* Create a new scene in Unity.



Let’s Go Shopping!

assetstore.unity.com/search

®AssetStore

3D 2D Add-Ons Audio Al Web3 Essentials Templates Tools VFX Sale

CATEGORIES

Price v Sale v

Rating v || Unity Version v

3D (58

We’'ll learn how to
build a scene, using
assets from the Unity
Asset Store.

Templates (3,413)
MODULAR BUILDING SYSTEM
Grid Builder Pro

Essentials (75)

Decentralization (8)

Let’s check it out:
Unity Asset Store

Magica Cloth 2

s ok 4.8 (197)

MA OFT

$25.00

ol ¥
PROCEDURAL BLENDING MAGIC

Magic Animation Blend

-50%

\/
’00 EASY

GRID BUILDER

Fireworks Effect 2D

Monster Survivors - Full Game

dok ok k53

$99.00

Wingman -
Best Friend

L2 2 2 I

Your Inspector’s

Sell Assets

Magic Effects Pack 5

vFolders 2

ok 4.8 (47)

@ (0]
n VURP VHDRP

COMPASS NAVIGATOR PRO 3
PLUS SCAN EFFECT

Compass Navigator Pro 3

* 4.9 (66)

$49:99 -30%



https://assetstore.unity.com/

Color Your Worid

We'll apply textures to the terrain to create grass, dirt, stone and any other
ground material.

File Edit Assets GameObject Component Mobilelnput Window Help

1+ BES o [ 3% J =5 pivot. | © Global > 1] [ & collab - | [ & | [Account_~ | [Layers - [Layout - |

M= discene [ Game = O Inspector - =

| Shaded = z i Gizmos Rl | grass terrain mat
A bench_short (7)

Terrain
A bench_short (8)
A bench_long (1)
Apbench_long (2)
A bench_long (3)
Abench_long (4)
A bench_long (5)
Aibench_long (6)
Abench_long (7)

Diffuse

Normal Map

mug_01 (1)
Sm:::ox :z) Nomal e
A@mug_01 (3)
imug_01 (4) Normal Scale
Nimug_01 (5)
Npitcher_01 (1) Mask Map
A(mug_01 (6)
i bottle_01 (1)
AAmug_01 (7)
Aiplate_01 (1) Specular

Agicabbage_01 (1)
A cabbage_01 (2)
A bottle_01 (2)
A bottle_01 (3)
A\ bottle_01 (4)
Amug_01 (8)
N pitcher_01 (2)
acrate_01 (1)
hicrate_01 (2)
Aicrate_01 (3)
log_o01 (1)
Apilog_01 (2)
Apilog_01 (3)
yilog_01 (4)
i log_01 (6)
Terrain Actual

Metallic
Smoothness

Tiling Settings

grass terrain mat

¥ (il Assets

» [ Character Materials 01 leaves .. 02 leaves . 03 leaves . barrel_tex crates mat
& Day-Night Skyboxe

i Materials ;“

@l Textures
¥ (@l Env Meshes

il Materials crates tex dirtnormal  dirtterrain . ep_UV_t tem. grass grass normal  CTETTRLLLILD lantern glow  lantern mat. lantern tex  Mew Material  New Materia..
_’,_ etBundle

| Assets/Eny Meshes/Materials/a;
the Nature/Soft Occlusion shader, : work correctly.




Add Some Sky

.
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A variety of different sky boxes can contribute a sense of time and mood to your scene.




File Edit Assets GameObject Component Window Help
%] ‘ Bl | 3‘) m u Account I Layers v I Layout 'I
ierarchy # Scene | o®Game @ AssetStore - . - 0 Inspector =
+v [a Al Shaded | @ | & v (g0 |8y |~ i ~ | Gizmos | ¥
v & SampleScene* 5 ¥ @ 7 Barel(d) Static ¥
» & FirstPersonController Tag Untagged v Layer Default v
g:reeg; ((?)) Prefab Open Select Overrides v
ree
W tree01 (2) v ). Transform o
Bis0a) Position X 360.66 Y 7.629395 Z 93579
W9 tree04 (1)
& bush03 (1) Rotation X -90 Yo zo
% bush02 (2) Scale X1 Y1 Zl1
9 tree01 (1)
& Barrel v [ Barrel (MeshFilter) CE
W Baker_house Mesh & Barrel ®
9 bush02 (1)
9 bush02 v B v~ MeshRenderer (s
h
2?{:2023 » Materials 1
W tree04 ¥ Lighting
% bush05 Cast On v
g busrtn)oae Receive Shadows v
treel
o Contribute Global liun
W Barrel (1) Receive Global llumin Light Probes -
[0 Directional Light ¥ Probes
(] garre: 2 Light Probes Off ¥
g i Reflection Probes  Blend Probes -
n Barrel (4) Anchor Override None (Transform)
¥ Additional Settings
Motion Vectors Per Object Motion v
Dynamic Occlusion v
B Project | E Console a ¥ > v Animator o it
+~ a HAR AR ;#)2 Controller None (Runtime Animator Controller) ©
v wgavorlles : “ Assets > NatureStarterKit2 > Nature Avatar  BarrelAvatar ®
O‘ z: mz:fe';:ls | Apply Root Motion v
O: All Prefabs Update Mode Normal >
Culling Mode Always Animate v
v @ Assets Clip Count: 0
M= _TerrainAutoUpgrade bushOl_Te..  bush02_Te..  bushO3.Te..  bushO4_Te..  bushOS_Te..  bushOB_Te.. tree0l_Tex.. tree02_Tex. tree03_Tex. tree0d_Tex.. bush02 bush03 | | Curves Pos: 0 Quat: 0 Euler: 0 Scale: 0 Muscles: 0 Generic: 0 PPLr: 0
v Ga Baker House * | Curves Count: 0 Constant: 0 (0.0%) Dense: 0 (0.0%) Stream: 0 (0.0%)
s Materials
i : rr:?:t':ss Barrel (Material) e
Bm Textures > Shader Legacy Shaders/Diffuse v || Edit...
» B ModularFirstPersonContrc bushos tree01 tree02 tree03 tree0d
v & NatureStarterKit2
= Animations Add Component
» B Editor
s Materials
» Bs Nature
B Scene
Standard Assets

I Textures ¥

Putting It All Together

Our end goal will be to quickly put together a simple game scene that a
player can explore and interact with!



Some Free Game Assets

Some quick search results to get you started.

Nature Starter Set 2

e Baker’s House

e Blacksmith’s House

e Medieval Village Starter Kit

* Free Skyboxes

e Windmill


https://assetstore.unity.com/packages/3d/environments/nature-starter-kit-2-52977
https://assetstore.unity.com/packages/3d/environments/nature-starter-kit-2-52977
https://assetstore.unity.com/packages/3d/environments/fantasy/lowpoly-baker-s-house-26443
https://assetstore.unity.com/packages/3d/environments/fantasy/lowpoly-baker-s-house-26443
https://assetstore.unity.com/packages/3d/environments/fantasy/3d-the-blacksmith-s-house-252972
https://assetstore.unity.com/packages/3d/environments/fantasy/3d-the-blacksmith-s-house-252972
https://assetstore.unity.com/packages/3d/props/the-free-medieval-and-war-props-174433
https://assetstore.unity.com/packages/3d/props/the-free-medieval-and-war-props-174433
https://assetstore.unity.com/?free=true&q=skybox&orderBy=1
https://assetstore.unity.com/?free=true&q=skybox&orderBy=1
https://assetstore.unity.com/packages/3d/medieval-windmill-89489
https://assetstore.unity.com/packages/3d/medieval-windmill-89489

TOMOrrow:

We’ll learn the fundamentals of 3D modeling,
and how to make props!




d'w

y,

/
oun

Let’s play ar

/

/:,\






	Intro
	Slide 1: Worldbuilding in Unity

	Instructor Intro
	Slide 2: Who am I?
	Slide 3: What did I work on?
	Slide 4: Who here plays games?
	Slide 5: What is this class?
	Slide 6: Build a World!
	Slide 7: Starting at Square One
	Slide 8: Level Up!
	Slide 9: Bring It to Life
	Slide 10: Bring It to Life

	3D Art
	Slide 16: Let’s talk about 3D Art in Games
	Slide 17: What’s 3D game art?
	Slide 18: What’s 3D game art?
	Slide 19: Pre-Rendered vs. Games
	Slide 20: Pre-Rendered vs. Games

	Pipeline overview
	Slide 21: How Do You Make 3D Art?
	Slide 22: 3D Game Art Pipeline
	Slide 23: 3D Game Art Pipeline
	Slide 24: 3D Game Art Pipeline
	Slide 25: 3D Game Art Pipeline
	Slide 26: 3D Game Art Pipeline
	Slide 27: 3D Game Art Pipeline

	Environment
	Slide 28: World Building
	Slide 29: Step-by-Step Process
	Slide 30: Step-by-Step Process
	Slide 31
	Slide 32: Place the Objects
	Slide 33: Paint the Terrain
	Slide 34: Add Foliage
	Slide 35: Paint the Terrain
	Slide 36: Set the Scene
	Slide 37: Buildings and Props
	Slide 38
	Slide 39
	Slide 40: Using Modular Pieces
	Slide 41
	Slide 42

	assets
	Slide 43: Art Assets!
	Slide 44: Start Simple!
	Slide 45: To Start …
	Slide 46: Let’s Go Shopping!
	Slide 47: Color Your World
	Slide 48: Add Some Sky

	Putting it all together
	Slide 49

	Next time
	Slide 50: Some Free Game Assets
	Slide 51: Tomorrow:
	Slide 52: But today:

	?
	Slide 53


