Creative Practise 1
Assignment 2 – Model Diary
Alexander Jenkins (2103347)
Model Description/Software Used
For Creative Practise 1, I decided to make a barn for the model. This consists of mainly a red and white colour-scheme, with the roof being the main exception to this. The main components to this model are the roof and walls, with extra objects within the shape such as the windows and doors.
[image: A picture containing building, outdoor, red, house

Description automatically generated][image: A red barn with white windows

Description automatically generated with low confidence]





The software’s I used to create this model were Maya 2022 and Adobe Substance 3D Painter. I used Maya to create the model and import the textures, as the model stayed in Maya the entire time and built it from the ground up there. But I would import FBX files from the model into Substance Painter to create some of the textures, but not all the textures were created with Substance, most were but then the rest are made of PNG’s. I decided to make the barn have a mostly red and white colour-scheme as I wanted to make a traditional American barn, although I originally intended for it to be rundown looking (similarly to my diorama’s theming), it didn’t turn out like that and has a more fresh and lively looking style to it.
Inspiration/Research
The inspiration and reason for me choosing to make a barn is because it fit in with the theme of the diorama that I had previously made named “Homestead”. The initial inspiration to make the diorama theme homestead was from a level in a video game called “Slender: The Arrival” [image: Homestead DLC - Slender: The Arrival PC Walkthrough - YouTube]and the level in question was also called “Homestead”. It featured a farm environment with rundown buildings and silos, with wide fields of wheat. This level ultimately led to me making a barn for my model for this assignment.[3]

[image: Slender The Arrival-Walkthrough Part 4-Chapter 4-Flashback,Memories, Homestead,and Escape - YouTube]My diorama that I made didn’t feature a barn, so for this assignment I thought I could make a barn to possibly add to my diorama, which was the main reason for me choosing to make a barn for my model. Most of my research consisted of looking at various images online barns to use as inspiration, these gave me a pretty good basis to go off for when making the model and textures for my barn. Below are some examples that I used as inspiration for my design.[3]

[1]
[2]






Process
Firstly, I researched images of barns for inspiration as to how it should be shaped, mainly looking at the shape of the roof. After doing this I made a rough model of what the shape of the barn would look like, once I was happy with it, I duplicated the roof faces and then extruded them by increasing the thickness of the faces, turning them from planes into an object itself. Next, I made the steel doors, then the windows, and then the doors on the side all being made from cubes. Once I had completed the model, I then worked on the textures. Most textures used in this model were made with Adobe Substance 3D Painter, by using the pre-set smart materials or by slightly altering them by changing the colour for example. The texture for the roof, barn wall and door handles were made from PNG’s. When importing some of the PNG’s, they would apply onto [image: A picture containing building, red, farm building, barn

Description automatically generated]the model facing the wrong direction, such as the barn walls. 
[image: Graphical user interface

Description automatically generated with medium confidence]This can easily be fixed, by going to the Attribute Editor then going to the material for the model, then you go into the colour option then into the “Uv Coord” option. 
[image: Graphical user interface

Description automatically generated]Once there, there is an option to rotate the UV which easily fixes the texture orientation. 








Problems Encountered/Solutions
The first issue I encountered was making the model all scale together correctly, this being the height of the walls in comparison with the size of the roof. After I found I had a decently correctly scaled model, I then had to work out the scaling of other attributes added to the model later, such as the windows, side doors, and the big front steel doors. These problems had a simple solution though, that being scaling the models until I found a size that fit realistically in comparison to the other objects in the model.
[image: Graphical user interface, text, application

Description automatically generated][image: Graphical user interface, application

Description automatically generated]The next issue I encountered was that some of the shapes in my barn model contained ngons in them, even though visually the faces appeared to be 3 or 4 sided, I was able to use the “Use Constraints…” selection tool to check for any ngons in my model. To fix the ngons I used the “Triangulate” function found in the Mesh dropdown to turn all the ngon faces into 3 sided faces. 
 
Subsequently, after creating the textures for the door by using Substance Painter, I was left with a door texture that was missing a door handle, as there is no way to put a door handle onto the texture in Substance Painter. So, to rectify this, I imported the substance texture into Adobe Photoshop and found a suitable PNG of a door handle online to put over the texture. Once I put the door handle over the PNG, I realised that the door handle was too bright, so I put a dark orange colour overlay over the image to make the door handle darker, so it fit in better, then I kept changing the position of the door handle until I found that it fit nicely in the texture map.
[image: A picture containing text, stationary, envelope

Description automatically generated][image: Icon

Description automatically generated]The final problem I ran into was when importing my barn walls FBX into substance painter, the default environment settings have predetermined shading which I couldn’t change. Due to the triangulated faces of the barn walls, the shading caused issues with the textures. You can see the problems caused in the images. Even after researching online for answers, I couldn’t find a solution, I eventually found out how to get rid of the shading after looking around the UI. 
[image: A picture containing icon

Description automatically generated][image: A picture containing icon

Description automatically generated]By selecting the “Material” drop down box near the top right, you’re able to change the view mode of the texture map. By changing it to “Base color”, this gets rid of the environmental shading. This then also makes it so when exporting the textures to use in Maya, there are no shadowed textures. You can see the difference made in the two images.
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