



Title: Production Diary
Name: Harry Phillips
PNumber: 149639 














Introduction:
We have been given the task to topologize an entire character model. I will use this document as a place to input my progress throughout the completion of the task like a diary of some sort. 
Learning the Fundamentals of Maya:
[image: https://www.calpoly.edu/~elovagli/HTML/images/01_02.jpg]Today we got taught the fundamentals of Maya and the importance of Axis within modelling as some programmes have the axis set to different proportions, so in Maya we must set the Y axis as the Z axis for when we import our models into Unity/Unreal Engine. This is beneficial to learn for the future as we need to know what plane our model is on, for example when working at home we must set our X axis to the Y instead because Maya, when you first purchase the program, has the axis the wrong way for our Model. I also looked at how to move around the model using the Alt button and the mouse so that I can work around my model with ease.
Starting to Topologize:
I started to topologize my character model, getting an idea with all the controls and functions. In this session I was experimenting with the quad draw tool on the models face and torso, and was happy with how the face looked especially as I believe I got the edge flow correct.
[image: ]


Production Plan:
During this assignment I will create a production plan that will help me organise the upcoming weeks to complete my work on time and in a presentable state.
[image: ]
The table shown above is a rough draft of my plan that I have prepared for change as I may never know what would happen each day. I used time slots that I know I would be available in to do the work. I’ve only inputted the next two weeks as of the time right now I do not have the time to finish it. I will however complete it later.
[image: ]
I redesigned my course plan as before I included work from other modules which was confusing myself to what work I planned myself to do, also this design allows me to read the plan and follow from a quick glance, this is due to colour co-ordinating the weeks. Now it is the matter of remembering to look at my plan and to follow through to what I’ve said I would do on each day. 

Head and Torso Retopology:
[image: ][image: ]The first day retopologizing, I was pleased with the head I did as the edge flow was, in my opinion, looked correct and very smooth. The hard part on the face is the nose as you must consider the nostril and awkward angle it is at, the nostril at first took me a while to do but as I practiced a few times, I am able to do the nose at a reasonable time. Also, the mouth is difficult as you must think about how the lips would move as well as the chin area. Another issue I had with the head was keeping the retopology in line in the middle so that when I do mirror my mesh, it can do it with ease and with no issues. The torso was not hard to do as there are no real major muscle movement here, but connecting the torso to the shoulder was a hassle as I had to keep the flow of the shoulder as well as the torso and stomach. I believe I achieved this, although I would attempt this part of retopologizing again, as I did not practice this as much as I hoped to due.
Arms and Hands:
[image: ][image: ]I started to work on the arms after the first week of working on the head and torso and as I mentioned before, trying to keep the edge flow between the torso and shoulder was difficult, but I found a way to overcome this issue by drawing out the torso and working my way to the shoulder from there, allowing myself to keep the edge flow intact. Comparing the edge flow of the torso from how I started and how my final model looks like, I am pleased with the progress I have made, however by looking at it, there’s not much of a difference between the two, this may suggest that the torso is a simple section to complete of the model, and does not require as much skill as other areas of the body. When retopologizing the hands, the fingers I struggled with finding it the hardest thing to do on this entire model, as I am trying to imitate the muscle movement of each fingers joint, allowing it to move like a real hand should. When [image: ]doing the hands, the poly count increased dramatically compared to the rest of the character model, this is mainly due [image: ]to myself trying to make it as realistic as possible, I’m trying to do this by picturing in my head how to my fingers bend, and to then apply this onto the model itself. Also, when completing the mesh grid, I found it challenging to connect the hand to the arm, due to how I approached the retopology, but overall, I am satisfied on how my arm and hand looks. Comparing how I first practised doing the hand to how it finally looks, I am pleased with the progress I had made as the final version looks more fluid and detailed compared to how low poly it was at the beginning, what I like the most about the hand is the edge flow I was able to accomplish on the fingers as it looks smooth and in my opinion, looks able enough to move correctly.










Legs and Foot:
[image: https://i.pinimg.com/736x/12/83/a9/1283a96a0c9ee94ec1f49b57dee4de6b--model-legs-anatomy-reference.jpg][image: ]When starting the leg mesh, I didn’t know where to start or begin with how the edge flow or muscle movement would act in the leg, so I did some research looking at images online that would give me a better sense of direction on what to do. The image below helped a lot as I was able to use this to give myself an idea of how the edge flow would perform and be laid out onto the leg. However, when attempting the edge flow on the leg, the process did become tedious as there are many polys to make as well as connecting the right polys to the right ones so that the edge flow does not flow accurately. While doing the leg I attempted to create the muscle movement for the knee by using the same method I used on the model’s fingers. I decided to approach the knee this way because by looking at my own fingers and knee, they appear to move in the same way but of course the leg only has one joint, so it did not take as long as the fingers did, on the contrary keeping the knee in the correct position while smoothing out the polygons was an issue as the knee polys were always moving about changing the shape of the edge flow that I had created. When doing the foot of the model, I found this part easier than the rest of the model, as there were no significant signs on the model to where the toes or ankle would be, so I did not try to attempt to manipulate the muscle movement of these. Connecting the polys of the foot to the leg was not such an issue either as I approached the foot from the leg downwards anyway.








Conclusion:
To conclude this production diary, overall I am satisfied with my progress however with the timescale I was given I was not able to complete the topology of the male model, I still had to complete the top half of the model’s head as I left this till last, I don’t know why I did this as I was more than capable of completing this while doing the lower half of the head, I believe this was mainly due to the fact of myself not using my time wisely and using the production plan that I had created for the task, it was not the matter of having the time to do the work it was the matter of actually doing the work. I also was not able to mirror the topology mesh due to myself not finishing it, leaving an important part of the topology left out. From this I can clearly see that I need to improve my time management skills and to produce a more flexible plan that will allow myself to complete the work on time and in good condition, not to say that work produced now isn’t in a presentable state.
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Production Diary
Week 1:

The first week, we got a run down to what the course will involve and what assignments we
will have to complete this term. We got given booklets explaining what each assignment will
be based on and what work it'l need to be completed.

Week 2:

Today we got taught the fundamentals of Maya and the importance of Axis within modelling
as some programmes have the axis set to different proportions, so in Maya we must set the
Y axis as the Z axis for when we import our models into Unity/Unreal Engine.

Week 3:

We got to choose our characters style and type, for example one of my characters is
Explorer but styled like the game Disney Infinity. We then had to start designing it and
drawing them out ready to be modelled in Zbrush. We also had to pick three assets with the
same method, for example one of my assets is a Lantern but is styled like it would be in the

game of Batman: Arkham Knight.

Week 4:

This week's session, | experimented in Maya reptopoloting my Character model even more,
looking at the way the torso and elbows move as well as the muscles in the neck

M Autodesk Maya 2018 - Educational Version: E:\Uni Work\Maya\ReptoMan|RetopoMan_Scene_001.mb*
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