
Concepting

What I had from last week What I have decided to do

Why Did I Decide That?
A confined space scopes the project down a little

I get to focus more on detail rather then filling in the background
I wanted a mix of geometric shapes and organic looking shapes

The forklift is a nice prop

A more finalized concept

Updated schedule

Changed the models 
needed
for next week based on 
what I need for my scene

Questions:

How do I give it an underwater feel?

I can't just pour water into my scene and make it underwater.
No need for coloring it in a blue hue in block bench I just need to color it normally

All effect will done through unity using directional lighting and post processing (color grading, bloom, 
vignette, depth of field, fog, etc.)

I can also use a full screen distortion shader to make everything distorted like moving water.

Questions:

Will it be animated?

I do want to animate and make the scene lively however might be way above scope. I may just have bubbles 
moving and fish and seaweed swinging and bobbing around.

At minimum ill have the camera pan around the scene. This would also make the full screen distortion shader 
look way better.

Easy screen distortion effect using full sc…
YouTube

Messing Around

Questions:

How can I make it look more interesting if processing is all in unity?

No need for shading in pixel art.
I found this one unity package called Unity Toon Shader.

Unity Toon Shader makes it so 3D models renders like 2D illustrations giving it a more stylized look.
I can use this if I think the unity shading for 3D modeling sucks.

Getting started with Unity …
Unity3d

Unity URP Cel Shading Tutorial
YouTube

Setting up & Roughing

Add Mesh Add Cube

Add Mesh vs Add Cube
Add cube is literally just a cube I can only scale, rotate, translate

Add mesh is great I can make it do whatever I want
Adjust vertices, faces, edges

I wondered how people got all these complex shapes

I found out BlockBench is not only cubes and 
squares

Confused on how to get a nice box looking thing
Ended up figuring out I need to use both

LoopCuts Extruding

I tried extruding the top 
to make a lid

Does not work deforms it

Instead I attached two 
other meshes

Added some detail

The UV's scare me and I wonder if I can even color it properly

For now keeping it simple. Less detail modeling more detail texturing

More Boxes

Now onto rocks which are more complex shapes
I didn't want just cube rocks

Modeling a Low-Poly Face with Meshes |…
YouTube

I did not know where to start at first so I 
just winged the shape

However I went to check what it would 
look like if I were to color it

And I still keep getting these really weird 
angles

I decided to review some tutorials
And I noticed that they don't use transforming 

tools like I have been, instead they use 
exclusively extruding and loop cuts which makes 
a lot more sense and explains why my UV's are 

so weird.

How to create a Low Poly 3D MODEL | T…
YouTube

Low-Poly Character Model in Blockbench…
YouTube

Bad Bad

Results

Good Great Beautiufl

Roughing Out More Complex Models

Did not know where to start with this
So I started by making the base and drawing it out

I then modeled what I draw

I added some details

Added more details

And finally

This one was easy

So I made more variation

I also made sure everything was 
sized properly by adding
the boxes to see if they fit

The ceiling was kind of intimidating

I started off with a long rectangular
cube

I then made a bunch of loop cuts
I deleted some  squares in the middle

Note: even though its the ceiling
I didn't want to make it having it

above me

I decided to do it upside down
and just flipping it later

I added panels and broken panels

I then extruded the loopcuts to give it depth
and added metal rods for support

The results when right side up.

I don't want a plain flat wall so I decided to put some 
pipes on my walls

I changed my viewport to look in 2D
To make sure everything is in place

Added a lil window

And a long variation

Coloring Models

Last Week

Some things im mindful of

Flat Colors

Detail Coloring

Tried to put in wear and tear + algea

Added some depth using colors to give a rigged look

I put some wear where the operators feet would be

I want to keep a relatively small color pallet to 
prevent over detailing

So I will reuse as many colors as I can

I also want to make sure I don't color things I won't 
see

Back reference

Schedule Changes

Week 7 should have been adding extra detail and 
finalizing my models.

However, I wanted to start with coloring first to see 
what details I can color on and what details I need to 

model

So, I will be coloring the Shelves, Forklift, Walls, 
Ceiling first and then add any missing details

I started with the forklift because this will probably take the longest time

Was sick last week here is a summary of last weeks dev log

Results

Some unrendered stuff

Next time I'll have finished coloring the rest of these

Coloring Models

Base Colors

94,600+ Industrial Ceiling S…
Istockphoto

Reference

Added Support Beams

I found my own neat strategy to color large areas with nice texture and decent looking 
colors.

I use these presets
and just spam left 
click all around the 

UV

Results

did a similar thing with the rest of the ceiling

I liked the strategy so much I went
back to my forklift and added some of that color

Shelfs: I have three shelves
I don't want to color all of them individually so I decided to break up 

the components and make the shelves in the unity scene instead.

Components:

Walls: also decided to break these up into components which gives 
me more freedom for walling

Starting off with a blank wall

Into base color

I tried to give the wall a seamless transition but this is the best I got 
for now with coloring over the model of the wall I made.

I should've made a new model
and used a blank type for 

textures to make seamless 
tiles.

I will change it if I think it 
looks terrible.

Seamless Texture Hack with Blockbench
YouTube

Made it look a little pretty but feels empty maybe ill add green on it

Pasted UV of plain wall onto wall with window

The window

Pipes

How it looks stacked, rotated them to make it more seamless

Made sure its seamless by stacking them and editing the colors

Coloring Models

Reference

Started off with my default 16x16 pixel density
Does not look that good

32x32 looks a little better

Adjusted the UV's a little to get a nice look on the top fin

Final

Reference

Had to go up to 64x64 pixel density for the finer small black lines

Decided to make the bubbles a 2D plane I think it looks better 
staying 2D

Made it transparent by erasing on high/low opacity

I don't actually know if I'll use these maybe I can just make the big bubble smaller by 
scaling if I want differing sizes.

Toned the colors down a lil

Finished the other vases/pots

Rocks

Decided to redo all my rocks as I think they are terrible, which makes sense as they are the 
first models I made.

In the sand/floor

It does not need to be complicated they are just rocks

I can distort a sphere and its already 10x better

In the sand/floor

Colored

Reference

Small Rocks

Floor

Adding some detail to boxes

Exporting & Importing
Past Research

One thing is that some of my models have multiple models in 
one project.

So when I want to export Box1 it exports everything in the scene

I didn't want to create 3 files of boxes and my other models so 
Instead I temporarily deleted models in my file so i can export 

models one at a time.

I than made sure to test all my pivots

After putting all objects at 0.0.0 I found that the placement in the BB 
scene matters and they should be all zerod out. Good to find that out 

early

Both at 0,0,0 before fix

All at 0,0,0 after fix

I realized I forgot to add greens

I then realized that they have a toggle for what you want 
to export so that made it a lot easier

I wanted to make the seaweeds 2D like the bubbles I have
However there was no easy way to form an organic 2D 

shape like that.

This is what I ended up with but I didn't really like it

I experimented with a more pixel arty way
Where I have a cube and im basically drawing out the 

shape I want and copy pasting it off the cube

It was hard to decide which one I wanted to do

Ended up with the pixel art style because the process was 
easier

But the heavy pixels does not match well in my scene so I 
beveled some edges

Finished Imported final asset into unity

Issues
I had two problems:

2D models are not double sided
Bubbles are not transparent

The seaweed only shows 1 side

I would have thought to just duplicate the model and flip it in BlockBench
however that seemed very inefficient to me

Instead I realized you can have a double sided material by creating a new 
mat and changing some surface options

I then just added the base map color to get my colors back and 
I now have a double sided matrial

The other issue I had was that my bubbles were not transparent even 
though they were in block bench

This issue could also be solved with changing some surface options

Bubbles might be too transparent but we shall see in the future

Placed models, first look at things

Next week, I will add water, fix lighting, and color correct.

If all goes well, week 13 I am thinking of adding subtle animations to my scene

Recap

Current Scene

Concept Wide Shot

Shader Graph

Created  full screen shader graph and material

Added a Full Screen Pass renderer to the PC_renderer settings
and fed in my material

Easy screen distortion effect using full sc…
YouTube

Afterwards the screen goes grey because in the shader graph we see 
that grey is its default color

To make the scene normal again I added a scene color node and 
connected it.

The scene color, according to Unity Documentation, samples the 
color buffer of the current camera. so basically looking through the 

camera after all the rendering.

Then we must give an input to the scene color to make the water 
effect

And then we use a Lerp node to find the 
value between A (UV) and B (simple 

noise) by T (amount of blending I want 
between those two values)

First I added a UV which outputs the 
texture cordinates for a mesh, tells the 

shader which part of a texture to sample 
for each pixel

0,0

1,1

Since we want some distortion I took a noise node and plugged
in float scale so it is adjustable

Now I can do this

I want the noise to move to make it watery

I first took a tiling and offset node which 
does exactly what it looks like, offsets or 

tiles the UV

I then took a time node and multiplied it 
by the speed I want my water to go 

(Vector 2)

Results (GIF)

Color and Post Processing

Removing Water from Und…SLR Lounge

https://stockcake.com/i/underwater-​serene-​beauty_1303562_841036

Underwater Ocean Bottom…

References

Creating Volumetric Fog - …
Unity Learn

I found this official Unity tutorial that talked about 
volumetric fog, however when I looked for it in Unity It 

wasn't there.

Must be the version or something

However I did find out that all the volumes can give me 
scene color, bloom, saturation, exposure, and all that good 

stuff which is everything I need.

One concern that I had is that all of this is happening in the 
editor scene and not the game scene. And I was worried 

that nothing is actually happening.

My first assumption was that it shows when the game is 
built.

However that was not the case

After looking through all the volumes and camera's I 
realized I am supposed to enable post processing on the 

camera for the changes to come in.

After I did all that I found a big problem when I turned on 
the water effect. The water effect apparently overrides the 

global volume I have.

This was an easy fix as playing around in the inspector of 
the full screen renderer I found that the injection point 

needs to be set to before the post processing.

Next week I will make more adjustments, fog, and god rays.

Progress is going exactly how it should and I might finish 
everything in a couple days

I wanted to put some models in Minecraft but because of 
how java works my mesh models won't work as my models 

need to be strictly cubes

Instead I may animate the fish moving across the screen
Or make this a wallpaper in wallpaper engine

Or make the camera subtly move with mouse movement
Or all of the above idk

Final Touches

First thing I started off with is trying to add God Rays

First thing I did was create a material

And set the options to what I needed like transparency

My plan here is to make a transparent material
and put that material on a plan or cube and have it act as a ray

shooting from the ceiling

I was happy with these results however it didnt give a nice 
transparency feeling or gradient

So I made a PNG I can put on the base map

And the PNG is just a white gradient from top to bottom

Results look so much better

However there are two issues with how I did this.

Because this is a transparent material I need to order this on top of 
my full screen water effect or it won't show.

This means that the god rays won't be swaying with the full screen 
water effect because its on top.

The other issue is that since this is a solid object with a texture there 
it will ignore other objects

So it doesnt look the best in the window

So I tried making a volumetric god ray
and realized that I regret using Unity 6.2

This is because 6.2 URP  does not have built in volumetric lighting 
only HDRP has it which makes sense as I coudnt find it anywhere.

On top of that Unity 6.2 is new enough to where assets made by the 
community on github does not work with my version

GitHub - CristianQiu/Unity-…
GitHub

So I just have to make do with what I have

Added some lights here as well for some extra shine

I then wanted caustics

I felt like the easiest way to do this was to do the same thing I did for 
my god rays.

So make a material and put a png on it.
But this time have it be tileable

I wanted to first test this out with a random png

It worked well however my bloom went crazy
when added

So I gave it a darker color and put a threshhold on my bloom

I then created a tileable png in clip studio

@evenlyevi · 🌥🌿✨
Tumblr

Using this little tutorial

I then made it tileable

I then just dragged it as a base map in Unity

It does not look the best as the shape the material is on is flat while the sand floor is not 
but I feel like it works just enough to make it look slightly better.

I then made a simple script to make the caustic 
move in x and y with update and constantly 

increasing the offset with my vector2 and time

And while I'm scripting I also made the god rays 
pulsate with a sin wave to make up for the lack 
of movement because of the water effect issue.

And that basically finishes up everything

I do have camera movement
And will be adding fish animation for fun

I will also try to make it playable on web through a link

Final Final Touches + More

Camera Movement
Fix Caustics (Add as Shader)

Fish Animation
Web Export

Camera movement was simple

had a little bit of help here

If no mouse stop the rest of the code

Get the mouse location and normalize

Change it to -1 and 1 instead of 0-1 to center
the screen to 0

Unity How to Rotate a Camera by Mouse…
YouTube

Getting rotation

Smooth by lerping with where it is and
where it should be by time and 

smoothness

To fix the caustics and have them smoothly run across the 
sand I needed to create a shader material onto the sand
Which was a bit more complicated then it sounded like

First I put a Texture 2D base map into a sampler and fed it 
to multiply with a base color for adjustments and fed into 

base color again to get my material(basemap) to show.

Then I needed to build UV's for the caustics I needed a 
position node but I also needed to get the x and y and I 

didnt know how so I did a quick google search.

Then I multiplied the Vector2 by the tiling
And time with speed and added them together to get an 

animated UV

Then to get the texture and adjusting the texture I did a 
similar thing to get the basemap.

I multiplied by caustic strength and color and fed it into 
emmisions.

However when I went to go test it, it didnt work and just 
showed nothing

I tested it again with my a circle as my caustic texture

I was able to see it and realized I had to color it differently

I gave my caustic a black background and it worked great

I then worked on the animations for the fish swimming 
across the screen

Started off by mapping the position

And then animating the rotation so it looks like the fish is 
swimming

I then exported with web support and added it to my page

Unity Web Player | BlockB…
Yngclvn

https://stockcake.com/i/underwater-serene-beauty_1303562_841036

