Mitchell Newman-1702455
Production Diary 

A production Diary to show my development on how I retopologized a human model, in this diary I will be going through the stages of how I retopologized each part of the model and the process I went through to achieve a full model retopologized. 


Production Diary
[image: ]The first week of creative practice I was introduced to the modelling program Maya, I found Maya hard to understand when going through the introduction to the program. I then had the chance to sharpen my skills on Maya by making a house and making a model gun using a reference image of a musket, I found this task very difficult and need to work on understanding Maya and how to use it better. 
[image: ]We then went on to retopology the head of a full male body, I found retopology very easy to pick up however it seems to be very time consuming, I find it difficult to get the radial of the model right because I kept adding an extra polygon where I did not need too, this is something I need to work on because this could ruin my overall model. I didn’t manage to get to retopologizing the body like some of my class mates because I had to start the head again because the radial wasn’t right. The next week I managed to get on to retopologizing the torso and some of the arm I tried to keep my poly count down when doing the torso, I did this by inserting large polygons instead of small I will then later add edge loops where they are needed. I did not understand how to continue doing the arm because the variation between large polys and small polys, I am going to continue to work on this outside of lesson time. 
I continued to retopologize the head of the model, I am finding it difficult to join the smaller squares to the large surface of the overall head because I am trying to decrease the overall poly count by making larger squares. I also edited the back to make the polygons straighter to make the seam straighter for when I eventually mirror the left side of the model on to the right side. I then went on to continuing the torso and trying to get the abdominal area to look more flush with the body, I am doing this by straightening the lines going horizontally across the model to make it look more like muscle. 

[image: ][image: ]I started retopologizing the fore arm of the model and tried to move further down the back of the head, joining the back of the head to the upper back was hard because had to many columns of polygons to join with the rest of the back so I had to delete some edge loops going over the head, so I could move everything closer together to make it all look tidier. When retopologizing the forearm I had to make semi-circle, shape using squares to represent the main muscle in the forearm which connects down towards the hand, when I got down to the hand I tried to round off the edge loop to separate the arm and the hand to make the structure more realistic in the way it would move. I then went on to retopologizing the lower torso and the groin area, I tried to make an almost V shape to separate the leg and the groin. Then I worked on the lower back area, I had trouble with his because there were still to many edge loops on the back and I didn’t know how to condense them all to fit all on one side of the back.

I have now moved on to finishing the hands of the model I may come to back to this because I am not quite happy with the edge flow of the hand. To improve upon the hand, I will add more edge loops to match the muscle in a real hand, I will also use these added edge loops to make the fingers more rounded at the tips. I also want to make the polygons fit more flush with the overall model because it seems like the polygons are sitting just below the skin of the model instead of on top. When retopologizing the hand I found it difficult to insert edge loops going vertically up the fingers to make the fingers more rounded, I also found it difficult to join all the polygons up to completely attach the arm to the hand.
[image: ]
[image: ][image: ][image: ]I had a lot of trouble doing the inner thighs of the model because I had so many edge loops, this caused me to have to go around the leg in a diagonal direction with the edge loops that came down from the lower back, this may cause problems later on whilst retopologizing the rest of the leg. When making the polygons for the leg I tried to follow the muscle structure of what a human thigh would look like as shown below. 










[image: ][image: ]
To retopologize the leg I had to connect all the edge loops from the torso and the lower back together to flow downwards towards the foot, I tried to make a semi-circle on the back of the leg to look as similarly to a muscle as possible. Whilst doing the foot I tried to circle it off at the toes to make sure that everything flows in to one space as it was the last set of polygons I would be making, this means that I had to make all the polygons from the leg connect to the foot, and make an edge loop at the bottom of the foot to even out the polygons on each side of the foot. 

[image: ]This is what the model looked like before and after I mirrored the body over, the mirroring process was hard at first, but I tried different combinations of axis and I found the correct settings to mirror the whole body over instead of just portions of the leg. Whilst doing the mirroring process I had to attempt it several times due to my polygons being too close to the centre line, this was causing triangles to form after I mirror the model, to overcome this problem I had to move evey polgon that was over the centre line back to towards the middle. After I mirrored the model over I used the relax tool over most of the centre of the model to space out the polygons more because they were all bunched up in the centre after I moved the polygons over to compensate for the mirroring process.
[image: ]


This is the face after I mirrored the model it seems like there are 4 triangles in the centre of the lips, however, these polygons each have 4 sides, but they are hidden on the centre line of the model, I could pull the corner out like I did on the image on the right however I will not leave model like this because it does not look symmetrical. I have done my best to avoid getting triangle polygons whist retopologizing this model, because having triangle on model would have impacted the mirroring and would affect the model if it were to go into a game.
If I were to retopologize the model again I would use less edge loops and use bigger polygons, this is because having to many edge loops made the overall process a lot more difficult, this is because I started off with the face and if you look at the start of the diary you can see I started with a lot of polygons to get more detail however I did not realise it was going to be so difficult to extend those edge loops through the torso, this would also make the mirroring process less difficult because there would be less polygons to move over if they were over the centre line, which proved to be difficult on the top of the head leading down the back. I would also move the polygons further away from the centre of the model due to there being triangular shapes on the lips of the model, although these have hidden corners in the centre of them, I would prefer them to appear to be squares. Overall I believe that I achieved my goal and completed a fully retopologized character, and have learned a lot about Maya and how to use software in the process.
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