Luke Penhalagan – 2103261
Creative Practice 4
Model Production Diary
Introduction and Inspiration
For this assignment I decided to create a post-apocalyptic, armored car like what you would see in a Mad Max movie. 
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Before doing any modelling, I made a quick mood board within Pinterest to get a good collection of inspiration for aspects of the model I could include. 
Modelling
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The first thing I had to do was begin the body of the car, The inspiration for the main chassis of the car was a Pontiac Firebird, I used a few different reference images to allow me to get as accurate an interpretation I wanted. I wanted to have the main chassis based on a real car as it would ground the design and make it more believable. I started off with a basic cube and through different extrusions and stretches ended up with the basic shape above. I also found an orthographic drawing of a Pontiac Firebird which I utilized to get a more accurate model. To make symmetry easier, I chose to model half of the car for now and mirror it later.
To get the holes for tyres I used the Boolean tool which allowed me to easily cut a semi-circular hole through the car for the tyres to go. I again used the orthographic drawing to try and get accurate positioning of the wheels. 
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The next step was to model some basic tyres to place into the spaces, I did this before finishing the final details on the body of the car as I wanted to have a complete model that was basic that I would then add details to as a whole. I used the bevel tool to give the tyre a curve. 
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After the tyres were complete, it was easy enough using the extrude tool, inserting edge loops and the basic move, rotate and scale tools. After the final details were complete, I duplicated the half, flipped the duplicate and combined the meshes, making it one model.
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Now that the car was completed It was time to add some, props, and modifications to the vehicle, the first was the fuel barrel that is placed in the back of the car, in this improvised compartment that I decided to add to the model. This was modelled from a cylinder and a couple of simple extrusions to make it more barrel-like. The idea is that someone would stand in the back of the car throwing projectiles at pursuers. I also added a chainmail like net to front of the car which has been used to cover up damages made to the hood of the vehicle. 
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The final modifications I added to the car was add a selection of “Boom Sticks” in the back of the car. These are explosive spears that are thrown at pursuers and are featured in Mad Max: Fury Road.
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They were basic and made from a couple of cylinders that I manipulated into looking like they were volatile explosives. The Dome placed at the end of the pole is supposed to mimic a “Trigger” that sets the explosives off when it is pushed in. 
After that I decided to make the vehicle look more suited for an off-road terrain, I did this by making the back tyres bigger and have a more “off-road“ look to it with there being more grips and ridges on them. I then had to rotate the car downwards at the front. I kept the front tyres smooth and small as if they’d been taken from two different wreckages. 
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I also added a big footstep and handlebars either side of the compartment at the back of the car. To make the footsteps symmetrical I again modelled one side and then mirrored the other. The handlebars were made from separate cylinders that I then combined by using the “Target Weld Tool”, after using this tool I went inside the cylinder and deleted one of the faces to avoid render issues.  I also deleted the chair that was in top of the car because I wanted to go a different direction. 
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One thing I didn’t like about the model at this point was that there were visible gaps around the tyres that had no filling them. To solve this, I added a suspension to the bottom of the car and fenders around the tyres. This made the area surrounding the tyres more interesting to look at whilst also making the bottom of the car realistic and interesting.
[image: ]After all that I still felt that the model was quite empty, especially inside. This led me to model a machine gun and two seats to help fill out the interior. There were still some gaps that were that were visible when looking through the front of the car, but I kept these as it.
UV Mapping and Texturing
Before adding textures to the models, I had to change the UVs and make them more useable within substance painter. To do this I opened the UV editor, pressed automate, which automatically cut the polygons to what the program believes are the most logical points. I then would select “Layout” which would arrange the polygons to fill out the entire UV square. 
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This method worked on all my models with some I adjusted slightly due to overlapping UV lines which I simply fix using the cut tool and moving the faces in the UV editor. Pictured above is the final UV for the main body of the car. 
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[bookmark: _Int_J0UWu9BR][bookmark: _Int_9h4VLGYf]Once the Uvs were completed I exported the models as OBJ. Files and brought them into Substance Painter. The base material is a dark metalk that I then added a rust effect to so that it seemed aged or used. I also added some gold to the front, to show that whoever owns the car is very dangerous as he has maintained and uses a lot of valuable resources. I also made the compartment at the back steel as is it meant to luck improvised and and simple. 
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To make the steel seem this way I painted more steel over the edges to make it seem welded together. One tool within substance painter allowed to fill-in individual polygons so I used this tool in combination with adding a black mask to add all these varied materials. For the rust I decreased the opacity of the brush it plastered it over most of them model making it seem natural and not too harsh. I continued to use this method for the rest of my textures.
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After exporting the texture, I ran into a problem with the UV of the vehicle.  Whenever I added a material to the model some of the faces turned black and were reversed for some reason. I tried reversing the individual faces, but it did not work. I had a hunch that it was the fenders that caused the mesh to break so I went back to a previous save without the fenders and replaced this mesh with that mesh. This worked and enabled me to add the texture. I then made the fender again, and the texture remained working.
Another issue I have faced was the UVS of the “Boom Sticks.” The issue was I had already duplicated and rotated the spears before adding the texture. This meant that the automated UVs were never the same so textures would not be aligned properly with the model. It was an easy fix; I simply deleted the duplicates and then re-duplicated it once I had already placed the textures upon them.
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You can see in this image that the texture does not align at all to the mesh as the UV was different for this than the others.
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In this image you can see that the texture line up properly with the meshes.
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For the rest of textures, I used similar techniques to add “wear and tear” to the model. With the tyres the rust material also worked as a dirt/sand effect so added a thin layer of that over the wheels, whilst adding a damaged rubber effect underneath. For the suspension and footsteps, I allowed them to look a lot more rusted as they would be less maintained and would take more damage. I then added a glass/reflective material to the windows. 
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Above is also an example of me increasing the “metalness” of the materials to make them look more realistic. I used this feature on most of the metal materials, so they reacted to light the way I wanted them to.
The last modification I made to the vehicle was giving the headlights a different texture within maya, that was simply a dark red and emits light. 
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