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Introduction

For this module, I will be Retopologizing a character model in Maya, primarily using the quad draw tool, to create a more improved and quad-based mesh around a pre-existing character model, allowing for character rigging and animation once the retopology is successfully completed.
In preparation for my work with Retopology, I have backed up both my Maya Retopology work and the documents relating to it (e.g., Retopology Plan and Production Diary), on both my personal Computer at home and on a portable Seagate expansion drive. This allows me to transport the files easily, and also ensure that I have a backup in the event of data loss.Risk Assessment

I’ve laid out a set plan, which I will aim to follow as my guide for what must be done on set dates. In the event of illness or injury during the process of completing the task and creating this production diary, weekends can be used to allow for catch-up, including Wednesdays. Some days I have set aside as days for research, which can be re-purposed as days spent on practical work.
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Retopology Diary

Production Diary 02/10/2017 – Introduced to Maya for the first time, similar to Blender but far more detailed in certain aspects. Went over the basics of creating shapes within the Panels and manipulating said shape into a house-like shape. Things to remember; Z axis is always forward, and the Component and Object selection mode, F8 to use it.
Production Diary 09/10/2017 – Went over more of Maya, including more methods of manipulating shapes and objects within the world. Faces also covered in greater detail, such as moving them individually or selecting corners, with Vertex select, Edge select and Face select, simple select being the standard select method.
Production Diary 16/10/2017 – Began Retopology on basic male figure, which began with me Retopologizing the face. Not adept at making the radial around the mouth of the face, but was able to do so around the eye. Worked down towards the chin and neck. Chin was fairly simple, avoiding triangles in my Retopology, but the neck proved difficult to successfully manipulate into a manageable size, myself finding them shrinking smaller and smaller and proving less and less feasible.
[image: ]
[bookmark: _fdy0wdcguyd8][bookmark: _h1wv18lt7ae0][bookmark: _53ai4gow2lpy][bookmark: _vgjhv228cpw][bookmark: _x83m655tezuc][bookmark: _1jdich5lkgbd][bookmark: _q23hf2comhj2]Production Diary 23/10/2017 – Continued Retopology work, this time towards the back of the neck, which proved easier. I’m continuing with the neck both back and front, but still was unable to produce a suitable size for polygons, even worse; Triangles are becoming more present, so I may need to delete sections of the neck and chin to re-work it. Also began work on the shoulder and the elbow, along with a section of the torso. Softening the Polygons is also a stupid move, which I’m going to avoid doing in future.
[bookmark: _64g47ath7od4]Production Diary 24/10/2017 – Did some corrections around the neck and finished the dome of the head, not very well executed and may have to go back over it. Also fixed some of the issues with the Chin, and redid the area around the jaw and bottom lip. Attempted some retopology on the arm and shoulder. Will have to revisit those two. Went over the Shortcut keys for various tools in Maya and covered the heads dome, drawing quads across the majority of the back and top of the head.
[bookmark: _ok1qjnz5zi6f][image: ]
[bookmark: _pswokg5u7i3x]Production Diary 25/10/2017 - Continued work on the left side of the body and continued to work on parts of the head. Focused on completing the heads quads along with doing the radial for the elbow on the figure's Right arm. Armpit area on the Left arm will likely need to be revisited by myself. Head is nearly finished, with only a portion of the ear to be concluded.
[bookmark: _6djsxagkm8ka]
Production Diary 26/10/2017 - Re-visited the Left arm, along with parts of the Shoulder connecting the Left arm and re-worked parts of the shoulder to delete Ngons and triangles which had appeared and not been corrected. Re-did the radial on the left elbow to better connect with the rest of the arm since it had some triangles which had appeared after reworking the shoulder. Visited the abdomen of the figure and drew quads on the upper half of the abdomen.
[bookmark: _x21kmkc6bgrc][image: ]
[bookmark: _43l8bpwpv4hh]Production Diary 27/10/2017 - Continued work on the Left Arm, beginning work on the left arms “Sleeve” towards the wrist. Also continued work with the abdomen of the figure. Small changes to the Left and Right “Sleeve” quads.
[bookmark: _5ot0aeim9t2u]
Production Diary 30/10/2017 - Deleted Right side of the Model, as it was not mirrored accurately and included some Ngons. Re-visited areas of the head, neck and chest and deleted portions of it to get rid of Ngons and Triangles on the quad draw. Backed up work so far on both Computer and Seagate expansion drive.
[bookmark: _331bs5rmaf][image: ]
[bookmark: _v0bvps614vrj]

Production Diary 31/10/2017 - Completed the Hands quads, tidied newly created Divisions along both the Hand and Arm. Moved from Quads around with the Edge select to space them out a bit, as it was creating Ngons due to Proximity with the creation of new Divisions.
[bookmark: _1tr6uibbzi39]Production Diary 02/11/2017 - Covered the Pelvis and portions of the Leg with Quads, Added radials to the Knee on the figure also. Took into account the flow of the Leg connecting with the Pelvis and towards the Knee.
[bookmark: _69a6o82fijet]Production Diary 03/11/2017 - Finished the Quads on the Thigh and foot of the figure, moved and corrected any line connecting. Went over Character to ensure any Ngons and Triangles were removed. Once again, backed up work so far on both Computer and Seagate expansion drive.
[bookmark: _wnbtm69w6an0][image: ]
[bookmark: _iwjiq2gfvx58]Production Diary 06/11/2017 - Worked on the Shoulder area and spaced out quad bisectors which were merging with each other due to proximity.
[bookmark: _ozeh6cptbdc]Production Diary 07/11/2017 - moved quads on the left Leg to accurately reflect the ankles joint. Create new bisector on Stomach and covered the left arm elbow to move quads around to tidy them due to close proximity with one another.
[bookmark: _iknnema1dm7q][image: ]
[bookmark: _ostrtfubbjd9]Production Diary 10/11/2017 - Covered some tutorials on Retopology in MAYA. Didn’t glean much from the article on the Autodesk tutorial, but did cover some interesting aspects for retopology in tough to reach areas (Ears, Nostrils, etc).
[bookmark: _kuwhfj1yxztu]Production Diary 13/11/2017 - Removed one or two Ngons and triangles, after removing an unnecessary bisector on the little finger on the hand, so as to de-clutter the shoulder area, which was far too crowded with various bisectors. Also tidied chest bisectors, deleted Ngons and worked on the Pelvis area to delete several ngons and triangles which had appeared after a redundant bisector was deleted.
[bookmark: _60g2kiabs47g]Production Diary 14/11/2017 - Minor reworks for the knee radials, and minor movements of quads to give them better spacing. Will have to avoid rushing Radials in the future, since I seem to always rush them and have to re-visit them at a later point.
[bookmark: _xhh9nf2w5if8]Production Diary 16/11/2017 - Basic look at mirroring of Quads for retopology. Not too helpful, but established that layers are used in the process of mirroring retopology work. Spent an hour working on tidying quads around the waist, chest and near the shoulder. Unable to find a coherent way of mirroring retopology through video guides, and will have to ask for notes or help on figuring out the correct process
[bookmark: _z73g53flcppa]Production Diary 20/11/2017 – Mirrored the Retopology of the left side, to the right side, ensuring the threshold was enough to weld all the vertices to each other. Had to get help from Lecturer on the mirroring, as I was unable to do so myself using video guides or forums. After completing the mirror, I re-did the process three times to familiarise myself with the process.
[bookmark: _v0iht0clct6r][bookmark: _w1qgbvhs1jio][image: ]
Production Diary 23/11/2017 – Minor adjustments to Hands and feet of the character. Looked at editing existing mirrors, without breaking the mirrored image.
[bookmark: _8y2nn7nchhtv]Production Diary 24/11/2017 – Minor adjustments to the ankle and knee of the left and right leg. Minor adjustments on the stomach, chest and top of the head as well.
[bookmark: _vg9unx29i01r]Production Diary 27/11/2017 – With my work otherwise finished, went on to work on a new retopology to have a go at areas that I feel could have been improved, such as radials on the knee, and the fingers on the hands.
[bookmark: _85bgcu3baekc]Production Diary 28/11/2017 – Worked on the hand of the new Retopology, spent some time looking at how fingers would interact with the knuckles, and looked at how best to add radials on to the knuckles.
[bookmark: _1pz758jpsslv]Production Diary 30/11/2017 – Continued work on the Hand, looking at the knuckles and how the musculature on them would follow in retopology. Followed these details more closely than Final, Mirrored version.
Production Diary 01/12/2017 – Researched some methods of in-depth retopology for hands and fingers, including radials which could be included on a hand in First person vision (In First Person Shooter games, for example) 
Reflection

[bookmark: _yv14ar1tt97k]My retopology work was completed fairly easily. There were complications due to my absences due to illness during lectures, which were addressed in within lectures. The work allowed me to get a better understanding of Maya, as well as the tools within Maya involved in the process of successfully Retopologizing a character in Maya.
I did attempt to jump ahead with the module on various occasions, which only ended up in me having to revisit areas or delete sections of work, such as when I attempted to do the full retopology without mirroring one side of the retopology on the character model. In future, I must avoid attempting to rush ahead with areas of work which I am uncertain of, as it often wastes time rather than saves it.
Overall, I feel that the retopology went fairly well and was completed ahead of my Retopology plan that I had originally created. This allowed me to experiment with Retopology, as well as allowing time for reflection on the project and how in future I could improve upon my work, were I to do this again.
Reference List

Autodesk Help. (2016). Retopologize a mesh with symmetry. Autodesk.
MurdochUniAnimation. (2016). 6 mirror retopo mesh. Youtube.
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