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INTRODUCTION


For this assessment I have worked as an individual to develop specific 3D skills while recording the process in the following document. 
For this assessment I was assigned the task of retopologising a character. Learning new skills to complete the task and documenting the progression. The following can be found in this document: Production Plan, Production Diary. 


Production plan

Below you can see my production plan, this is something that I would be referring too throughout this project. I have set out what needs to be done and by when. What I hope to do is complete the retopology by 27.11.17. This means that I will have a week to rectify anything that has gone wrong in the weeks leading up to the deadline. 
[image: C:\Users\GamesStudent\AppData\Local\Microsoft\Windows\INetCache\Content.Word\production plan.png]








Production Diary

02.10.17

During the lesson today we started to learn the basic controls for the programme Maya. We used the main different tools: translate, rotate and scale; as well as learning how to move the camera to see the object we were creating in the 3-dimensional space. 
What we did before moving onto the house, we added in a polygon primitive in the shape of a cube and we were told to start learning what we could do to the cube with the simple tools we have been shown. 
After that we moved onto paper, we were given a front view of a house and told to put edge-loops onto the paper with a pen to act as a guide for when we moved into Maya to help us. Then using the guide we had made we moved onto creating a very primitive house of the cube.

04.10.17

During a spare hour I had another go at making the house look better and to play around with the new tools that I had been given to work with. 

9.10.17

During this lesson we looked more into the fundamentals of Maya and 3-D coordinates. I learnt that 3-d coordinates are just 3 different 2-d graphs/planes of existence i.e. X, Y, & Z. It seems so simple and obvious when put into that perspective. 
After that we were told about edge loop, edge flow and gimbal lock. Gimbal lock is where an object rotates around two of its axis’ at the same time; more than likely it is a character where they’re arm stretches and deforms in a way that is considered a ‘glitch’. Edge loops and flow are the way the polygons on the 3-d object give a good structure and flow. This really makes a difference to things that will be animated at a later date so that the parts that move contract and extend in a way that isn’t unnatural.
Polygon structures were another thing that was covered in the lesson; Quads, Tris and N-gons what we were told, to help the structure of the 3-d model we should only use Quads so that the object would have a nice edge flow. 

16.10.17

[image: ]In this lesson we were given a character to retopologize into a low-poly count character. We started with learning how the edge flow of a face starts with the loop around the eyes and mouth so that it doesn’t get affected later on in the process. Then we started to learn the tools so we could start; we learned how to make the character ‘live’ and then how to use the tool ‘quad draw’ with all of the other tools under my belt I had all the knowledge I needed to start to retopologize. I spent the lesson trying to retopologize the face of the character. (See picture right).

22.10.17 

[image: ]


I spent an hour trying to retopologize the face of the character from home. In this session I used what I had learned about retopology in the last lesson so that I could finish my first retopology of a face. (See picture left).






23.10.17

During the class I started to make a better attempt at retopologizing the characters face but found that the flow wasn’t going the way I wanted it so my tutor suggested I looked into anatomy of the human body to help. I spent the next part of the lesson researching anatomy and how the muscles sit on the face to try and help with my retopology; in my research I started to draw on paper how the muscles flowed and how I could maybe translate it into retopology. 

Before the end of the lesson we were showed how to start the edge flow the chest going into the arms as well as how joints should be retopologized. Starting with large sweeping polygons we can add edge loops to make them more complicated later on, we are only trying to create our first low-poly count retopologized model. 

26.10.17

I made a very simple timetable to help me with my project plan.
	
	Morning
	Afternoon

	Monday
	Class
	Class

	Tuesday
	Class
	Retopology

	Wednesday
	Game Design
	Game History

	Thursday
	Class
	Class

	Friday 
	Retopology
	Visual Studies


31.10.17

After learning how to start the edge flow of the chest into the arms and how to retopologize joints I spent some time retopologizing the chest of the character. 
I started with large sweeping pologons going across the chest and around the arm so that when it comes to retopologizing the arms it will be easier to add edge loops and make the overall retopology of the arm easier. 



After finishing the chest I moved onto the joints of the arm so that I could determine where the edge loops should be added to the chest. This meant that I was able to make the joints as best as I could before worrying about where the retopology was going to line up. 




03.11.17

I spent two hours watching a video [1] I had found on youtube learning how to retopologize a hand. This is something that I had found I needed to learn to complete the retopology. In the video it shows how best to start a hand retopology, and how to use certain tools in Maya. 

06.11.17


During class we spent an hour learning how to clean a model. I learned how to delete its history by going through delete non-deformer history. Then how to freeze transformations to allow for us to use the mesh tool ‘Mirror’. All of this house keeping is needed before mirroring the model because it can cause Maya to have a difficult time know what the inputs are trying to tell the program itself.



After learning how to mirror the character, I started on the retopology of the hand of the character taking what I had learned from the video I had watched I tried to retopologize the hand as best I could. 



 

07.11.17

I decided to spend some time researching how to retopologize joints because I found that what I had already learned about joint retopology wasn’t enough to complete the retopology. I was having trouble with joints matching up to the rest of the retopology and that is what I was trying to find a solution to. 
Out of all the videos that I watched I found that none had the solution I needed, I decided that the joint retopology may not be the problem but the edge flow is. 

10.11.17

I spent some time watching retopology videos trying to learn to fix edge flow in the model, one video that I found extremely useful was this [4].  

13.11.17 

I spent some time trying to retopologize the character from scratch as I couldn’t find a way to correct the edge flow of what I had done so far. 
I started with the loops around the eyes and mouth and carried on from there, making sure I didn’t make the same mistakes as I had previously. 

15.11.17 

I spent some time carrying on with the retopology I started on the 13.11.17 still making sure to be careful with the edge flow of the model. 

17.11.17 

My memory stick broke and I hadn’t backed up work from 13.11.17-15.11.17. I spent some time trying to recover but couldn’t. From this I have learned to back up my work as soon as it has been saved the first time. Even though I lost the work I am sure that I can catch up for the lost time here and in future I will allow for some time in case something like this happens again. 

19.11.17


I spent an hour retopologizing the character from scratch again to make up for the lost time 15.11.17-17.11.17. Again starting with the loops around the eyes and mouth, then moving on from there. All the while being mindful of edge flow. I finished the full head of the model.








20.11.17

I spent 2 hours finishing the retopology I started yesterday. I retopologized the arms and chest of the character. 

All while I was retopologizing the character I was being mindful of the edge flow and loops as I had previously had trouble with the arms and hands lining up. 


21.11.17

[image: ][image: ]
I spent an hour retopologizing the hands and feet. Keeping in mind what I had learned from the helpful video I had found on youtube. 

24.11.17 





I spent half an hour on retopologizing the legs of the character. This is the same process as the arms as they both have the same joints when it comes to simple retopology.




















27.11.17

I had found that the original lesson on how to mirror the retopology was brief and I didn’t quite understand what I was doing so I spent more time learning with the lecturer on how to do this.
After I was confident on what I needed to do I mirrored the retopology and I was happy with the outcome even though there was more to do.

[image: ]

30.11.17

I spent an hour on housekeeping. Making sure all over the retopology was good and that all of the verts along the middle where the edge of the mirror were welded without any problems.

[image: ]



Sumary

In conclusion, I completed the work on time because of the production plan. I feel that if I had stuck to the plan more exactly I would of finished the model sooner and would have had time to improve the model.
I found that I neglected the hands and feet in the model while trying to stick to the time scale, next time I would allow for more time to complete the hands and feet
One thing that I believe I have done well in this project was the face retopology, I feel that I have made a real effort in my face retopology, really improving my skills. 
Overall I feel that the retopology is good for my first attempt but there is a clear room for improvement. I feel that my planning of the project was okay, but I didn’t allow any time for error. Next time I will definitely allow for extra time for any risks and I will do a risk assessment to determine how much time would be needed. 







Resources used

[1]	 https://youtu.be/bdafGU__lSc

[2] 	https://www.google.co.uk/search?biw=1920&bih=925&tbm=isch&sa=1&ei=cyclWt-xD-fJgAa64qzYAQ&q=face+muscle&oq=face+muscle&gs_l=psy-ab.3...2200.7312.0.7564.0.0.0.0.0.0.0.0..0.0....0...1c.1.64.psy-ab..0.0.0....0.5Ksk97hER2s

[3]	 https://i.pinimg.com/originals/20/36/2f/20362f57b6c1ff3456ac822043d7deeb.jpg

[4] 	https://www.youtube.com/watch?v=F780jvoiahI
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