POST MORTEM

Environment Design

The purpose of this project was to increase my knowledge of the pipeline and workflow of environment design for low poly computer games, from concept sketches to finished meshes in a playable game. It’s definitely been an educational few months, and I’ve come to better understand a lot of stuff – especially the Unreal 3 Editor and the hows and whys of a game engine in general. My only previous experience with real time graphics has been The Nebula Device, so I was pleasantly surprised at how much U3E differed from the former.

Looking back, there are a few things I would have done differently. First off, I would have spent less time modeling and texturing my static meshes and instead occupied myself with diving even further into the game engine. I would liked to have read a few more tutorials and experimented a bit more before I began putting my scene together, and I would definitely not have waited as long as I did before acquiring a working copy of the Editor.
I would also have set up better guidelines for myself concerning the definition of ‘low poly’; my intent was to create extremely low poly models, with no normal or displacement mapping, but throughout these past few months I have been flip flopping when it comes to where to draw the line – what’s too high poly for my project, and what’s too low poly? Is it even possible for me to go too low poly? It’s been frustrating, and I’ve had a lot of false starts when it comes to models which I completed and later realized where not compatible with my project’s end goal.
There are still a few things that I am not pleased with, one being the rather sharp shadowing in the scene, and the other being the fact that my sunlight does not acknowledge if a texture has an alpha channel or not. I’ve scoured the internet for answers to these problems, but from what I’ve read it’s more of a software problem than it is human error.

That said, many things have worked out better than I expected them to – I’ve had a lot of trouble with collision meshes in the past, but the Editor’s built in collision mesh generator made it as easy as it could be, adding a small pool of water to my scene was no harder and my ground fog was only a click away. Lighting was easy as well, once I waded through a lot of erroneous tutorials to find the one that really worked, aforementioned shadow problems not taken into account. I also managed to stay well under my goal of 50,000 rendered triangles – the final project boasted a little over half of that amount.
I started out with no knowledge or experience of working with the Unreal 3 Editor or any other game engine, and little to no knowledge of the most efficient way to model/texture low poly models. I can now confidently say that I can navigate my way through the Editor alongside the best of them, and I have started to develop a firmer grasp of the logic that is low poly 3D modeling (though I have a long way to go, and am quite looking forward to the journey). 

All in all, I consider this project a success – I have accomplished what I set out to do, and while I have realized that there is more to my chosen field than I first thought, I am ready to take it on.
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