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1. VFX Fundamentals pre-
project ideas 

I want to design a wasteland style 
themed main asset and environment, 
drawing inspiration primarily from 
Borderlands and Mad Max. The goal 
of  this  project is  to improve my 
modeling skills, as well as my abilities 
i n  e n v i r o n m e n t  b u i l d i n g  a n d 
integrating visual effects



Design Sketch 1 — Wasteland Venom Off-Road Vehicle

Reference

My 2D design



Design Sketch 2 — Wasteland Windmill

Reference My 2D design



#1 Wasteland Venom Off-Road Vehicle

I am modeling the off-road vehicle. I’ve finished some of the main parts, but there are still many details that need to 
be refined. At the same time, I’m trying to separate the model into several parts—such as the body, front wheels, and 
rear wheels—to prepare for the rigging process.

My 3D modeling



Final Low Model
I added many details and modeled the car’s structure using as few polygons as possible. This model serves as the low-poly version, with UVs unwrapped, while more complex 
parts are left for the high-poly model.  (Since material data is projected from the high-poly model onto the low-poly model, the low-poly mesh requires clean and precise topology, while the high-poly does not.)

WireframeTopology

Hierarchy and UV Layout



High-Poly Model Showcase



#2 Wasteland Windmill WireframeTopology

Hierarchy and UV Layout



#1 Wasteland Venom Off-Road Vehicle

Texturing





#2 Wasteland Windmill



Riging

I used Maya to rig the car model with a skeleton so that 
the bones can control the entire vehicle, including the 
wheels and the mechanical arm.

Then I set up the vehicle suspension in Unreal Engine. First, it 
was necessary to enable the ChaosVehiclesPlugin, and then 
manually assign constraints and collision bodies.



Stylization and UE5 Scene
Reference image

My attempt in Unreal Engine 5



Vehicle Animation and UE5 Render Layers

Vehicle Animation

Render Layers



Nuke Compositing



Video Editing


