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Subject Code : 05BA0405

Subject : Props Modelling

Course Objectives : Students will be able:

1. Understand the role and importance of 3D props in gameplay

environments.

2. Learn to model various in-game assets using Maya's tools and

workflows.
3. Develop UV mapping and texturing workflows for real-time rendering.

4. Optimize props for game engines with clean topology and reduced poly

count.

5. Export game-ready assets for use in engines like Unreal Engine or Unity.

Prerequisites : Basic understanding of 3D modeling in Maya and digital
asset pipelines.
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PRACTICALS

1 Introduction to Game Props 30

Understanding their use in level design and
gameplay.
Asset Planning and References - Planning props
based on concept art and environment needs.

= Maya Interface for Asset Creation — Tools and
workflow for efficient modeling.

» Blocking and Base Modeling - Using primitives to
block out shapes.

= Low-Poly Modeling Techniques — Edge flow, quad

modeling, optimization basics.

2 Hard Surface Modeling 30
Weapons, barrels, crates, fences, doors.

= Organic Prop Modeling - Rocks, trees, plants, ruins.
Modular Asset Design - Creating tiles, walls, pillars,
and reusable assets.
Prop Set Design — Combining assets for
environment storytelling.
Scene Composition - Building a small prop-heavy

game scene in Maya.
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Course Outcomes:

1. Students will model a variety of gameplay-relevant props using Maya.

2. Students will apply UV mapping and texture baking for game-optimized assets.

3. Students will demonstrate modular and reusable prop design for gameplay
levels.

4. Students will export and test assets inside a game engine environment.

5. Students will produce a finalized prop set suitable for portfolio presentation.

Course Outcomes - Program Outcomes Mapping Table:

PO1 | PO2 |PO3 |PO4 | PO5 |PO6 |PO7 |PO8 [PSO1 |PSO2 [PSO3
Co1 - L H - - M - H M - L
CO2 H - - L M - H - - L M
CO3 M H - - - - L M H - -
CO4 - - M - H H - - L M -
CO5 L - - H - L - - H M H

Text Book:

1. Learning Autodesk Maya 2024: Modeling Essentials — 2024 by Autodesk Official Press

Reference Books:

1. 3D Game Textures: Create Professional Game Art Using Photoshop & Substance by
Luke Ahearn 2016 by CRC Press
2. The Art of Game Design by Jesse Schell 2019 by A K Peters/CRC Press

Web Reference:
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1. https://area.autodesk.com

2. https://polycount.com
3. YouTube: FlippedNormals, ChamferZone, Polygon Runway

App Reference:

1. Substance Painter - for texture baking and painting

2. Unity / Unreal Engine - for testing and previewing props

Syllabus Coverage from text /reference book & web/app reference:

Unit Chapter Numbers

1 Book 1 - Ch. 1-2 (Prop Basics, Modeling Setup)

2 Book 1 - Ch. 3-4 (Detailed Modeling Techniques)
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