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In this class we will cover proven methods for creating 
modular environments in your animations. 
 
Our foci will be: 
 Ease of interchangeability 
 Ease of creation 
 Adaptability to story 

Class summary 



At the end of this class, you will be able to: 
 Create set pieces with an understanding of modular design 
 Prepare assets for use in a modular setup 
 Create a scene that uses modular assets and assemble an environment 

quickly 
 Dress the set with more modular assets to give areas a unique quality 

 

Key learning objectives 



Creating Your Environment 



 Film with extreme schedule constraints 
 Interchangeable pieces needed to blend together 

perfectly 
 Artists needed an ease of use that wouldn’t get in the 

way of creativity 
 The environment had to serve the story 

 

Case Study: Booty Call 



 The “Modular Middle” 
 “Ward 13” example. 
 Choosing environments that lend themselves to 

modularity. 
 Action Sequences 

 Designing loosely 
 

Designing with Modularity in Mind  



Our Design 



 Use shortcuts to make sure pieces will align correctly.  
 Take advantage of the grid to quickly match polygons.  
 “Block” your environment with large shapes and fill in 

with details later.  
 Delete history to speed up performance.  
 Assess the over-arching design and model with 

progression of the story in mind.  
 

Modeling the Environment 



 Reuse UVs wherever you can to create new 
permutations quickly  
 UV before you copy and paste, or make sure you have 

a good UV transfer script.  
 3D and Procedural Textures are fantastic for modular 

environment creation 
 Strike a balance between uniqueness and 

repetitiveness 

Texturing the Environment 



Preparing Your Assets 



 Zero and Freeze all of your models 
 It should be easy to “reset” the environment 

 At the very least, create groups with meaningful pivots 
 Moving and snapping groups is a large part of using this rig 

 Groups are used to create permutations 
 Unique derivatives of your environment live in groups for you to 

hide or display at will. 
 

Rigging 



 The number of permutations you create by adding 
unique set-pieces is exponential. 
 Creating Locators for your groups is the quickest way 

to make sure there is a visible pivot for 
copying/moving.  
 COPY essential geometry into each modular group 

rather than have complex groups.  

Setting Up Permutations 



 Think of ways you can create even more uniqueness to 
the modular environment using color, light, geometry, 
etc.  
 Color can be used for progression in the story 
 Lighting can be set up before hand to allow you to easily control 

the uniqueness of your set pieces. 
 More modular geometry adds exponential permutations. 
 MAJOR over-arching elements tie it all together. 

 Rising water, lowering lights, pallette 

Adding Extra Functionality to Create Uniqueness 
 



Creating A Scene 



 Referencing assets keeps the door open to more 
customization, updating, and unique permutations. 
 File Size 
 Workflow and Time Management 
 Caution must be taken when editing the references 

asset. 

Referencing Pipeline 



 Test and Apply your Unique Permutations 
 Trust your eye 
 Story drives the assembly of the scene 
 Major customizations in lighting, color are taken into 

consideration first, then refine 

Applying Customizations 



 Tweak the copied UVs for some customized looks 
 Take advantage of 3D procedural textures 

 

UVs for Modularity 



Dressing Your Scene 



 Locators will speed up the process of adding modular 
assets like props and lights 
 Always follow story 
 Referencing is still key 

 

Bring in More Modular Assets 



 Final tweaks within the scene 
 Texture 
 Geometry 
 Lighting 

 Reference Edits only apply within the scene 
 You are safe to make tweaks 

 

Applying Further Customization  



 Final pass to tie in your modular scene to story 
 Visual Progression  
 Emotional Progression 
 Plot Progression 
 Trust your Eye! 

The Over-Arching Scene  



Our Workspace 



 www.anomalia.eu 
 www.kennyroy.com 
 www.arconyx.com 

 

For More Information 

http://www.anomalia.eu/
http://www.kennyroy.com/
http://www.arconyx.com/
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