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Introduction
I have been given the task of fully retopologising a preset character model. In this document I will be keeping a diary of how I plan to separate different sections of the task and also how I plan on managing my time to ensure the task is completed.
Production Plan Gantt chart
[image: ]
This is how I plan to distribute the tasks that will ultimately result in a full body retopology. The plan allows a comfortable amount of time for each task and should progress nicely with what I learn in lectures. Each week I will be marking off each task to make sure that I gradually make my way through the exercise without overworking myself. This also gives me quotas to meet each week and smaller targets which are manageable. Due to each task being assigned to a couple of weeks each, I have given myself time to go over, and catch up in other work if I happen to be ill etc. There are no strict time allocations besides class times.
Simple Work Distribution Timetable
[image: ]
This is a simple run down of how my week looks in terms of free time/class day by day, and then how I plan to use it. This takes into account all classes.
Introduction to Maya
The first few weeks I went through the assignment specification for the module. Followed by a brief introduction to Maya 2018, this included simple key-binds and a brief overview of the tools available in the software.

Head Retopology Practice
[image: ]							First attempt at head Retopology
[image: ]Following my basic practice in Maya I began my assignment to fully Retopology a pre-made character model. I began the first week of the head retopology with the basic radials around the eyes and mouth. This was simple however in my first attempts at it I found myself doing very small quads which later made it very complicated to line up with the edge flow of the muscles in the face. I also manually retopologies both sides of the face which later made the face not being symmetrical. Another issue I found was that at the top of the head, the number of quads became very dense and difficult to line up. I learnt to try to use larger quads to help reduce the clutter at the top of the head and allow me easier edge flow control when filling in the rest of the head. 
	Second attempt and N-gon/triangles formed
[image: ][image: ][image: ]My second attempt I think went reasonable I focused primarily on using large quads that I could follow through with throughout the head and keep the head looking somewhat neat. I also chose after I had fully retopologised the head to remove half of the head’s retopology so that I can mirror across later in the process, however when deleting quads, vertexes and lines I accidentally deleted more than desired. This then causes triangles and N-gons to form and then I had to manually look for them and restore them. The top of the model went better from the first attempt but still found that I lost edge flow in the head due to me trying to reduce the poly count as I went along the head.
				Triangles and N-gon removed




[image: ][image: ]For my final attempt I ensured that my edge flow around the eyes and mouth was done first, and then used a radial around the whole head and built off that. This helped with control and allowed me to consistently use large quads to fill out my model but due to me doing the complete head, I lacked symmetry. I later decided again to cut it down the middle and use the merge and mirror tool in the later parts of the process to complete my model.
[bookmark: _GoBack]In general, I found the head to be quite tedious initially, this was due to me not being able to comfortably cover the nose with quads. I therefore ended up using more quads that necessary which could give me issues when mirroring, due to vertexes being in close proximity. I do still require additional practice to master edge flow of a face, and to do so I will research the anatomy of the face and try follow muscle flow with radials. I also used a video reference for my later attempts, from the video I could see another person’s way of approaching the task. Despite the earlier version of Maya being used in the video, it is still clear what functions are being used, and can translate it to my practice.
[image: ]



Chest Retopology Practice
[image: Image result for full body anatomy]Once the head was complete I was assigned to begin Retopology on the chest. Ensuring that the edge flow was correct around the pectoral. I used large quads to ensure this and then built off this radial. Formed a loop around the bicep that linked into the pectoral radial I formed earlier, also using fairly large quads, therefore sticking to my low poly aim. However when linking up quads I needed to add additional edge loops to help make a clean look to my edge flow. I then tried to mirror this format of loop radials for the triceps and forearm, making sure to link them to the wrist and back where needed. I found myself adding additional edge loops when attempting to link other loops to another. During this section I also tried to practice following the muscle anatomy for the abdominals. This was done by referencing the muscle system shown. I tried to follow the muscle flow throughout the exercise and made multiple references to this diagram.
[image: ][image: ]


Overall, I found the chest fairly straight forward as I found the lecture informative to how to structure the chest. This game me a good foundation and I could then build off the quads and add edge loops when needed. I personally think that I used too many quads trying to follow the muscle flow of the abdominal muscles. I think it is good practice but at the same time I am aiming for a low retopology.
Leg Retopology Practice
[image: ][image: ]During my first attempt I ensured I had a loop around the knee and then built off it. Using large quads, I made sure to get a good edge flow around the knee as it is the only location that will receive distortion if given into animation. I was unsure if I needed a loop on the back of the leg but due to my character not having any muscle tone and wearing trousers instead, I would not need to include muscle flow. I found linking the front of the leg and the back of the leg difficult underneath the groin, and the quads are stretched but maintain good structure.
Overall, I felt the retopology was straight forward with the radials, however I had a few issues with camera manipulation during the legs. I made sure to get the knee radial in early as to prepare for animation preparation.
Feet Retopology Practice
[image: ]I found the link around the ankle straight forward to connect to the rest of the leg however making the heel was difficult and in hindsight I think I tried to minimize the quad count as much as possible and if I was to split the heel into two separate loops it would help the structure of the foot. Due to the model wearing boots I wanted to use the least number of quads but think I could use a few more to keep the structure of the boot.

[image: ][image: ]The feet for me were difficult. I had problems with getting the heel of the foot right as well as building a good structure that also was low poly. I will need to spend additional time to try practice the edge flow here and keep the model looking clean, I think this will be achievable if I use more quads.
Hand Retopology
[image: ][image: ]To begin the hands, I first formed a loop to allow deformation around the knuckle and first joint on each finger, then again for the next joints. I did these first and made sure that the number of quads were uniform so I could link them together easily later on. I found the camera quite tedious to manipulate when trying to form the ring of quads around the finger and even more so when drawing the small quads between the fingers.
 I then moved towards finishing the tip of the finger, however found it quite difficult to cleanly get the vertexes to link to make a quad on such a small surface. I eventually decided to simply drag the vertex to the furthest part of the model and then do the same from a different angle, and then try link them and therefore getting the curvature of the finger. This was a slow process that required a lot of trial and error.
[image: ][image: ]I then filled the rest of the hand with large quads, as the hand was incredibly dense, so I needed to have the hands branch off to bigger quads.
After finishing the hands I felt like it was the best part of my retopology, however it took the most time and also the most quads in a small space. I feel like the retopology for the hands will not require this much detail unless there are high dependency on how the hands animate. I.E VR games. However, I once again found manipulating the camera very difficult and therefore the links between the fingers and thumb took additional time.



Mirroring
[image: ]Initially when trying to mirror and turning to my front facing viewport, I found I had drawn quads over the mirroring line. Therefore requiring me to make the object live again and selecting quad draw and deleting/moving quads around so they didn’t leak over the mirroring line.
This problem took a significant amount of time to justify. I manually moved the vertexes far away from the mirror line and made sure that the mirroring vertexes were fairly separate from others to ensure that they do not get accidentally selected while mirroring.
[image: ]Once I had fixed all vertexes, I used my select tool and chose all vertexes and deleted non-deformer history and froze transformations. This step is for good housekeeping and I should get in the habit of doing this to try prevent crashing.
Then went to mesh and went to Mirror options and configured the options to the recommended and made sure I was mirroring along the correct axis and projecting the mirror in the correct direction.
Once I mirrored I went along the center line and began to delete rogue vertexes, once they were all deleted I made my way down my model and merged all vertexes down the center to make sure vertexes both don’t overlap and cause any issues. 
[image: ][image: ]


With my model I found there were multiple triangles in my model which then lead to a chain reaction of merging requirements to get a clean finish. Also there were some gaps in the back of the model that I didn’t select at the back of the model. I simply merged the two vertexes separating them and it seemed to fix the issue.
[image: ][image: ]
The mirroring process was the most difficult part of the whole task as I was unsure of the menu settings when mirroring. I used trial and error to overcome this problem. Following this I had to go along the mirroring line and delete rogue vertexes, this housekeeping process took some additional time as I went through the model numerous time to ensure I deleted them all. Once the process was done I then had to go along my mirroring line again and merge all the single vertexes that had the possibility to be hidden on top of one another. From the front the model looked fine but when reaching the back of the model I found there was a large hole in my retopology. This was resolved by merging the opposite vertexes together. After looking over my model I found there to be a few triangles. One of the instances I fixed by just merging and forcing the triangles up and ultimately removing it. However I found one more near the middle of the model which created a domino effect of triangles and I couldn’t resolve.


Conclusion
[image: ][image: ]Overall, the key purpose of this exercise to make sure that I manage my time correctly, and I feel like I gave myself manageable goals throughout my planning making the work load reasonable and achievable. In regards to the retopology, I feel that I have the general idea for muscle flow. However, the edge flow management needs additional work, this however I think I will be able to work on with more practice and further research. When going through the individual parts of the body I feel my notes taken from class allowed me adequate information to complete the task. I also need to use other view ports to make sure that I do not leak any quads over the mirror line, as this causes the most disruption for me and additional time to fix. 
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Retopology Production Diary Gantt Chart

WEEK 1 WEEK 2 WEEK 3 WEEK 4 WEEK 5 WEEK 6 WEEK 7 WEEK 8 WEEK 9 WEEK 10 SUBMISSION WEEK

Duration 25/09/2017 02/10/2017 09/10/2017 16/10/2017 23/10/2017 30/10/2017 06/11/2017 13/11/201720/11/201727/11/2017 04/12/2017

Task

Introduction to Maya

Head retopology Practice

Chest retopology Practice

Legs retopology Practice

Feet retopology Practice

Hand retopology Practice

Mirror Retopology Practice

Diary Final Edits

Key:

Completed=

Projected =
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Morning Evening

Monday Class Class

Tuesday Class Retopology

Wednesday Game Review GDD

Thursday Class Retopology

Friday GDD Work

Saturday Maya Prac Work

Sunday Maya Prac Production Diary

Key:

Mandatory=

Self study=


image3.png
i e





image4.png
S| mem

El
]





image5.png




image6.jpeg
- o8|





