Wednesday 16th of November 

When starting this assignment, I looked at a several ideas. The first was body horror, the second was Eldritch horror, the third was a weapon, and lastly was to recreate an album cover from an album I love in 3D. As I didn’t know we didn't have access to ‘ZBrush’ at home I chose the third option.
 
The idea that I chose is inspired mostly by the video game ‘Bloodborne’. The idea revolves around a weapon able to transform between two modes. The weapon I want to create can transform between a double-sided scythe and a mace. I came to this idea due to me wanting to choose an already existing weapon in Bloodborne to recreate but decided to change it to an original idea. The weapon I was going to recreate is called the ‘Saw Cleaver’. I decided on a Bloodborne inspired model due to my love of the theme and setting of the video game, therefore making it one of the first things to come to mind when exploring ideas. Before choosing the weapon I will be modelling I wanted to make a softbody model but decided not to as that was too complex at the time. This softbody model was going to be focusing on ‘body horror’, inspired by Junji Ito’s work.
 
 
[image: A picture containing different

Description automatically generated]I created a mood board first, looking at all the areas I could possibly tackle. As you can see from this mood board I enjoyed the idea of creating something based around horror, gathering work from Junji Ito, H.P. Lovecraft and Bloodborne. I also had some ideas of gothic architecture too, like Gothic churches and castles. Album covers were quite prominent in my brainstorming process with this mood board, so I gathered ones that I could remember that had a horror element to them. A lot of these also have creature designs on them too that fit right in with all my other ideas. Another game I had in mind for a weapon was ‘The Witcher 3: Wild Hunt’. But still out of all of these ideas I chose the Bloodborne inspired weapon
 
 
 

Friday 18th of November:
 
[image: ][image: ]I sketched out some possible designs for my weapon idea. Instead of making a scythe I could create a double-sided pick. The only reason for this is that for a scythe to be double sided, one blade would have to be smaller than the other but the same doesn’t go for a pick. I also thought of the idea that I could even create a four bladed pick that when transformed could look even more dangerous. I also had ideas of different blade styles, one being curved like a scythe, or one being straight as seen in Bloodborne’s trick weapon the ‘Church Pick’
 
 
Saturday 26th of November

[image: ][image: ]started the modelling process today. Beginning with the polygon primitives. I get a cylinder and stretch it, adding extra divisions to the height, then doing the same but with a cube. I bevel the height edges to create a more rounded shape. Next, I extruded four of the sides outward to create more of a mace shape. At the top of this bevelled cube, I extruded the top outward too.
 
[image: ]I scaled near the bottom of the cylinder to create a thinner cylinder, this separates the two where the handle is, which will push this thinner cylinder into the other cylinder. This will act as the ‘switch’ to change the weapon to it’s other form. I added edge loops on the cube in the areas the ‘bumps’ aren’t present. This will be where the blades are situated.
 
Sunday 18th of December
 
[image: ]I created a shovel-like handle and connected it to the bottom of the ‘pole’. This is the handle used for the transformation. I created this by getting a cylinder and stretching it and scaling it out. Then I got a cube and did the same, putting it on one end of the cylinder. I duplicated the cube and put it at the other end of the cylinder. Lastly I made another cube and shaped it to go on top of the two vertical cubes.
 
I then created some cones and shaped them to my desired length. I added them to the newly created bevelled cube at the bottom of the mace which separates the handle from the mace. I used a separate object for this instead of using what I had previously done, which was an extruded section at the bottom of the mace which created the separating cube. I decided on this change due to the unwrapping process of the UV’s becoming complicated. I also did this to add a bit more flare to the overall model, making it look a bit more dangerous with the spikes.
 
 
[image: ] 
 
I then moved on to the UV unwrapping, which took a significant amount of time. I went through a set of UVs, trying to follow a video but still had a lot of difficulty. I decided to scrap the UV’s and start over.
 
Wednesday 21st of December
[image: ] 
I came back to the UVs to try and figure it out again. At first it was the same, I struggled and didn’t know what I was doing, but after playing about with it for a while longer I started noticing how it all worked. Most of the UV’s ended up being straightforward at this point but the mace was the most confusing which is why it is the least ‘clean’ UV of the four.

Monday 26th of December
 
I exported my maya file and brought it into Substance 3D Painter. I had to export it multiple times though, as an error message kept popping up. I did this over five times, following instructions the internet gave me and did eventually fix the problem which was me adding a new material to each part of my model. The material being ‘Blinn’. I thought using Substance Painter was going to be straightforward but ended up struggling a lot. The bulk of the issue was that every time I tried to manually paint onto my mode the textures wouldn’t show up. I could drag and drop materials onto the model and that would work, but I couldn’t add any details I wanted to.
 
[image: ]I worked on this for a while trying to fix it but couldn’t. I did find that certain areas of the model could be manually painted on but majority of it couldn’t. I decided to go along with it because I could not find any solutions online that fixed the issue.
 
I textured areas in bulk, giving the whole model a metallic look, as that is what I wanted, and wherever I could add extra detail I would, but there was barely any of those areas. The only areas that worked were the pyramid shaped spikes on the mace. I added a rust texture to the spikes to show how the weapon has been used a lot, but not being able to add any small, detailed textures anywhere else was frustrating.
 
Sunday 1st of January

[image: ]I tried assigning the textures I exported from Substance 3D Painter but ran into an issue. I am not sure how to assign the full texture from the individual textures, such as the ‘BaseColour, AmbientColour, Normals, Roughness, Metallic’ and etc. I have got each texture, from what I can see in the screenshot but do not know how to apply it as a whole. That is why, the model is not textured the way I want it to and instead only has individual textures. I watched videos on the exporting process of the textures from Substance 3D Painter to Maya but it did not include anything on this matter.
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