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Collaboration

*Designing for a client

*The necessity to iterate design when
creative choices change
* Practicing new styles
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‘ Make the trees
| in the front
| \ similar to this
| style.
l
|_
This view shows the pathway from within the forest leading to the town. YOU can use the same design fOI' the pathway as the other
| made the trees in the front a little darker so that you can better tell them apart from the trees farther in forest |m age .

the background.

Add some scattered
plants and rocks
similar to this
design.

o . . Make some rock similar to this design
Use this image reference again to design the to place around the scene.

trees farther in the background and the foliage.
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https://youtu.be/Y5-XALAlvmU







Other Scenes:
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The two characters decide that they
want to go get ice pops, and then go
look for the camper. They walk/swim
back to the shore.

‘ Action

Head back to the shore to go to the
mess hall for ice pops and dinner
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Box filled with ice pops




Unity 3D

*Used as 3D visualization tool
*Learning process

* Adapting when something goes wrong
*No set method
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°This MeshCollider (GameObject: 'Campfire’ Mesh: "Campfire_01_mesh’} requires the mesh to be marked as readable in order to be usable with the given transform.
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