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[bookmark: _Toc513197858]Abstract
This document will go over the students progress towards being a 3D modeller over the course of their time through foundation year to their final year. It will also detail the knowledge learnt and how it changed their goal of being a 3D environment artist to a 3D character modeller/Sculptor.  The student has reflected upon their time at university and how it affected them as well as what they wished had gone differently.  The show reel has been discussed and goes over the reasoning for selecting characters as the theme for the show reel instead of any other theme.  Since the show reel was meant to display the best work of the student, all models were reviewed and the work that looked the best and showed off the students skill set the most, was then selected before starting to edit the show reel.  



[bookmark: _Toc513197859]Introduction
This document will first cover the knowledge learnt throughout the student’s time while attending university and how it shaped what they were able to accomplish.  This will detail the initial field of expertise that the student wanted to specialise in at the beginning and how it was changed through the years.  After this it will go over the students show reel and go in depth about their choices and final outcome of their show reel.  



[bookmark: _Toc513197860]Reflection of Work
During the time in which Bradley had attended the university they were able to develop their skills and understanding of game design as a whole and get a better understanding of the skills they would require for when going into industry in their desired field of expertise.  

[bookmark: _Toc513197861]Development through the years
When entering foundation year, the main goal was to become a 3D environment artist and learn and develop skills as a modeller.  The student had no prior knowledge of game design as no game design subjects ere available in school or college thus the reason in which they had to attend this year.  During this year they managed to acquire basic knowledge of some of the roles within game design such as modelling, texturing and working within a game engine.  Most of what was learnt was to do with group dynamics as this was a necessary skill when working in the games industry.  During this time Bradley was able to learn the basics of Maya which was a 3D modelling program, this meant that they were able to do very simple models and begin to learn the work flow of modelling in the program.  
When starting the first year Bradley was able to get to better grips with modelling and the basic practices of animation, texturing, engine work and sculpting.  Additionally for modelling Bradley was able to better understand how to approach modelling environment props as well as how to UV unwrap the models as to allow texture artists to texture the model.  For the main group project that would span this year and second year Bradley took up the role of engine work and during this time was able to learn what was needed to create a game within the Unreal Engine.  As this was a subject that the student was ready for initially it took a while to get to grips with the software and how to manage assembling all group members work into the project.  
In second year this was when Bradley was able to properly grasp the modelling software as well as start to learn Zbrush which was necessary for modelling more organic models, this would also lead into learning the workflow from one program to the next as well as how to retopologise the model.  This was somewhat complex as learning to properly do the edge flow of models correctly would take quite a bit of trial and error in some cases.  During this year Bradley was confident in their abilities to do any model that was asked of them and thus was able to expand into some more complex environment models.  
In the beginning of third year Bradley became the modeller for his main group project, during his time in this year he was able to better learn the workflow of modelling in Zbrush and drastically improve the quality of his character modelling work in Maya.  This was around the time that he realised that while still being interested in environment modelling would rather pursue character modelling as a career.  

As all work was done within groups and the only work to be done individually was reports, this meant that when having to fill a role that they had not done before they would have to learn while having to work with others.  It would have been preferable to start a solo project to learn these new areas before having to use them while also working within a group.  This did however allow them to work better in groups and develop a better working dynamic with others.  This did somewhat hinder the learning process of some skills as having to manage a working group did not allow him to work at a pace that would better suit them, as well as sometimes when starting a new group project with others it was not known what role they would have to fill.  


[bookmark: _Toc513197862]Show Reel
[bookmark: _Toc513197863]Included material from Show Reel
The character modelling show reel contains five character models, three were from the third year main group project and two were from a side project that was started and completed outside of university during the third year.  At the beginning was an introduction which contained the name of the student, their role and what the show reel was about.  All models showed the base model as well as the wireframe model.  The first three characters that was shown in the show reel were from the group project which were the basic Nymph enemy, followed by the Ghost Dog Enemy and then the Villager Girl NPC.  The last two were from the side project which was the Large Jelly playable character and finally the Small Jelly playable character.  At the end was the contact info in which listed all avenues to contact them and credits to the music and concepts used in the video.  Along with the models that were shown was general information about the model such as the name of and the project that they were made for, the poly and tri count of the model, the concept and orthographics which the models were based on, the UV sheets of the models and which programs were used for them.  

[bookmark: _Toc513197864]Excluded material from Show Reel
There was not much to leave out of the show reel as Bradley had only started to model characters in his third year.  The only characters that were left out of the show reel was the main character of the third year project ‘Tracker’, the Villager Boy NPC as well as three simpler character models that was done in the students spare time outside of university.  

[bookmark: _Toc513197865]Reasoning for chosen subject
Out of the choices to base the show reel on engine work, environment modelling or character modelling, it was decided that it was going to be on character modelling as this had the best work and was their strongest field of expertise out of the three choices.   As the only engine work was what was done in the main group project of first and second year this meant that there was not much variety in the work and that there was not enough to fill a minute and 30 second show reel.  The environment models were better than the engine work as there was more variety, enough material for the show reel and that Bradley was more confident in his modelling skills than his engine work, but the work was not up to a high enough standard as most of the good work was from his third year project and that there were more props and not any good large pieces that would be able to sufficiently show off his skill.  The Character models were generally of a higher quality and had more diversity as with the third year project there were three humanoid characters and one animal, one of the humanoid characters was the nymph enemy which only resembled human and two other human characters which was the main character tracker and the Villager NPC twins whose base model was the same but had their hair different in order to differentiate the two.  The other character was the ghost dog enemy which was a large animal with a skull as a head and a big mane.  A side project was also started part of the way through the third year that would contain two playable characters with very different body types, one being very large in size and the other being much smaller and more compact.  There were also some other character models completed outside of university, but these were smaller less complex pieces and one of which was a commissioned piece of work.  
	
[bookmark: _Toc513197866]Reasoning for chosen models
The Nymph was used in the show reel as this was a brilliant design in general and one of the better looking models that was created, although some of the topology was a bit messy this was still good considering that it was the second character model ever created.  The ghost dog generally had some good topology mainly with the skull and was the only character that was not humanoid shaped and was necessary to have in order to have diversity of characters within the show reel.  The villager Girl NPC was similar in design to tracker but looked much better overall and cleaner in terms of topology.  The last two models were apart of another project that had a different art style, they both had to be one whole model so getting the topology right was very difficult but generally looked very good and showed off how well Bradley was able to do topology.  The first was the large jelly character which was quite difficult as the topology got quite stretched when it was animated as it was not dense enough to be animated appropriately but had good looking topology.  The last model was one of the better character models that were created, as the topology and density of the model was far better than the previous model and thus was why it was left last.  Based on the previous piece it was obvious that this model had to be much denser as so that the animation would not be hindered.  These models showed enough variety in models ranging from humanoid characters to animal characters and the humanoid characters had a lot of diversity in terms of their looks and functionality.  
	Tracker was not put into the show reel as this was the first character model that was created and upon reflection when creating the show reel showed quite a few errors even though the model was partly redone for the face and hands, some of these errors were with how the model was completed and the topology of it.  These problems were however improved upon with many of the later models that were created.  The Villager Boy NPC was left out as well because while the model itself was good the Villager Girl NPC was being used and the only difference between the two was with the characters hair.  None of the other side project characters were considered mainly due to the fact that they were much smaller, simpler and less impressive than the other available characters.  
	In the show reel the high poly bake of every model had to be left out because of  not having enough time to get the high poly model and bake it onto the base model within substance painter as well as then having to put that into the render program.  As only the ghost dog and Nymph were done with this in order to keep consistency between all displayed models this was dropped.  



[bookmark: _Toc513197867]Conclusion
The skills that were learned for modelling were invaluable and helped elevate the students work to an industry standard with the confidence to allow them to pursue a career in character modelling.  
The show reel that contained character modelling work was able to get to a high enough standard and enough variety in what it showed, as so that it was the best that it could have possibly been with the exception of missing the high poly bake of each model.  
Although they are able to work on models which could then be passed on to texture artists, animators and technical artists, and allow them to then work on it without a problem, that is all the student’s knowledge on some of these skills are and would have been better if they were given a task in which to further explore these other roles.  Bradley is happy with the progress they have made overall as a general 3D modeller but mostly as a 3D character modeller and sculptor.  
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In  the future both character modelling and environment modelling will be worked on as to steadily improve them, by doing this it will allow for newer and better models to be added to the show reel, and with future character models more realistic characters will be created to add more diversity in the show reel.  As environment modelling was the initial goal of the student this skill would eventually be developed enough to a point, where an environment modelling show reel would be created to allow them to pursue either character modelling or environment modelling as a job.  
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