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Unity: Models and Prefabs




Unity: Textures (sample)
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Unity: Asset on Display




Unity: Asset on Display (Cont.)

""- .‘. . ::;‘ '. ““ v




Concept Inspiration: Anemoiapolis




Liminal Space Game: Definition

As defined by the aesthetics.fandom.com wiki page:
“The aesthetic known as a Liminal Space is a location
which is a transition between two other locations, or
states of being. Typically these are abandoned, and
oftentimes empty - a mall at 4am or a school hallway
during summer, for example. This makes it feel frozen
and slightly unsettling, but also familiar to our minds.”
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Example Settings: Props and Objects




Example Settings: Light and Color
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Floor Plan: Final Project




Asset List: Reference Images
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3D Max: Modifiers
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3D Max: UVs




3D Max: Uvs (Cont.)
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Substance: Texture Layers
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Substance: Masks and Generators
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Substance: Hi Poly (P
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Substance: Hi poly (Chair)
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Substance: Hi poly (Stool)
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Unity: Early building
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Unity: Pool (Hi Poly)




Unity: Terrain (Variety)

- ~ Shader UniversalReiv
M o f—l BY @Y | HFn - WY | OF =1 9 [ ¥ @ WE gF
© B 350x250x2 5 Enable Height-bas
9 Box_350x250x3 > Enable Per-pixel N v
@ Stairs_200x1005 >
@ Stairs_200x100 >
| @ Stairs_650_400. >
| €8 Stairs_650_400. >
@ Wall_2 windows
» @ Table
| MainCamera =S
| @ PlayerFollowCamera >
| » @ UILCanvas StarterAse >
» @9 PlayerArmature >
| @ ULEventSystem >

» () Building
| » @ Environment (1) > Diffuse
@ Terrain Color Tint .
@ Temln_(28.17 1.41 Opacity as Density
© Termain_(-971.83. 1.41.1 v | 5. : s W % | Normal Map
oject B Console , 3 i Normal Scale 1
: - S P& e x P23
“ Assets > Final Project Pool > Materials . Mask Map None
Assets ; (Texture 2D)
I Character g 2 i S
@ Environment rsaleet
> At » Channel Default Values
m Prefabs " =P
M Shaders Chair Rece.. New Terra.. Stah Table01 Terrain 2 Terrain La.. Tiling Settings
M Textures Size
a» Final Project Pool X 2 B
. MI ' ’ Offset
..- o s i - Xxo0 Yo




Unity: Terrain (Mountain)




