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By the end of this assignment I aim to complete most of the re-top man, my main aim is to complete the face as it looks the most complicated and will take a bit of time to complete.
[image: ]02.10.17 –week 1
The first thing we did was create a folder on the C drive and name it are username so that we can save any work on to it. We opened up Maya and set a project by going to file- project window- set project and created a Maya file in the file we created in the C drive, we set a project so that when we save it will automatically save it in the project. By creating a project file it allows you to save textures and reference images and it makes it easier for Maya to find them. We then looked at the axis on Maya and the different viewpoints you could use to make it easier to model, because the unreal engine used different axis to what Maya used we had to change the up axis from Y to Z which is usually the side axis we did this by going to windows- settings- preference- settings, if we didn’t change the axis models would be imported on their side axis when we imported them to the unreal engine and we would have to remake the model especially if it is a character model. 

We then looked at the different tools that are located on the left tool bar on the screen, the first tool was the move tool which allows you to move the model or different points on the model like the edges and vertex. We then uses the insert tool to move the move pivot the centre of the workspace, we used the magnet tool which locks points to points on the grid so that you can get a model that is equal on each side. The next tool we looked at was the size tool which allows you to shrink or enlarge the model or faces, if you select more than two vertex then you can use the tool to shrink or enlarge the distance between each point. The next tool we looked at was the rotate tool which allows you to spin the object along one of the three axis, you can also spin the faces and edges of an object and vertex if two or more are selected. 
The first object we had to make was a house, we were given a sheet of paper with the image of the house we had to make on it. We had to draw edges on the image so that we can go on to Maya and make the model and know how we are going to do it, the main house was quite easy to do but it became more of a challenge when it came to making the roof and the window ledges with also keeping the Polly count low. After making it we saved the model in the project file as a Maya ACCI file.
 09.10.17 –week 2
We looked at faces, vertex and edges and how to select them and how we know if they have been selected or Not, we got told that models should be made out of quads and not triangles and definitely not N-Gons, By making it in quads it gives the model a better flow and makes it easier to map the UV's. 
The next model we made was a gun which we had to plan how we were going to create it on paper first, planning it on paper I found helped create the model a lot faster because I knew where I would have to insert edge loops and what faces I would have to extrude to create the gun. To make the gun I didn’t use that many tools, the main tool I used was the extrude tool which allowed to pull or push edges and faces from the original object, I used the bevel tool for the end of the barrel of the gun to give a more rounded look to it. I used the insert edge loops and draw edge loops to add more edges to the butt of the gun so that I could shape it to the shape of the reference image.


16.10.17 –week 3
[image: ]
We then looked at edge flow by follow the shape of a high poly model of a head. To do this we opened up a scene and selected the Retop-man scene 1, we then had to make the object a live object we did this by selecting the model and clicking the last magnet tool that said male live when you hover the mouse above it. The model can’t be selected because it is live, we then opened up the modelling tool kit on the left side of the workspace and selected the quad draw tool. We then started to plot vertex on the model and joining the up using edges to create faces, we started off with the eyes because it’s the easiest place to start off with then we moved on to making the mouth and nose. We had to make sure we tried to keep a good edge flow throughout the head so that it can be animated and won’t mess up when the faces are stretched or shrunk.
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23.10.17 –week 4
I started on the Chest of the body and learnt how to create the areas under the arms so that I could add the arms on and they won’t mess up, I thought the chest area was easier to make than the head because there was less edges to worry about. I also started to do the back of the head and the neck which was difficult because I think I inserted a bit too many edge loops on the face of the character so when it came to doing the back of the head there wasn’t much room to move the edges and vertex. The next thing I need to do is work on the arms and connect the neck to the body, I think connecting the neck will be easier than making the arms because of the edge flow in the arms it looks a lot difficult to get them to flow and to be able to move.
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30.10.17 –week 5
This week I carried on with the arms which I found difficult to get the edge flow correct so I watched some YouTube videos and videos on Linda to see how to do the arms correctly. Because I was having difficulties with the arms I decided to start on the waist sand the legs because they seemed easier to do and I will go back to doing the arms next week or after the rest of the body is complete.
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06.11.17 –week6
This week I worked on the arms and the hands even though I said that I was going to keep them to last, I managed to get some sort of edge flow on to the arms but I’m not sure that the joints have been done correctly. I will need to move some of the edges around so that I can connect the body with the neck. With the hands I kept getting N-Gons on the tips of the fingers so I had to insert edges loops to make sure I just had polygons, but by doing this I had more edges than I wanted so it was hard connect the hand to the wrist. 
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13.11.17 –week 7
This week I carried on with the waist and legs, I’m not sure if I’ve done the legs correctly but it doesn’t look to bad you can tell it’s a leg. The knee is probably the hardest to do because I need to make sure that the leg is able to move without messing up the verts around it. I created a foot on the character which took less time than I thought to make.
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I’ve been trying to add edge loops to the model but every time I do it, it keeps triangulating some of the faces or creates N-Gons. I’ve managed to get a bit of an edge flow into the legs without N-Gons appearing but I might have to redo them because I think the knee is wrong. Because I have a lot of verts and edges on the torso of the model it’s hard to join it to the neck, I had to create some sort of loop around the shoulder so that there are less verts to connect the torso to the neck.
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20.11.17 –week 8
Last time I was struggling with the leg and trying to get the edges to flow, before I changed the legs I drew out some different ways I could get the edges to flow around the knee and the back of the leg because at the moment the knee just looks like two squares sticking out of the leg.
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Before I changed the knee on the model I deleted some of the edges from the back of the leg because they were taking up space and I didn’t need them. I then deleted all the faces from the back of the leg and reformed them so that the leg should be able to move, I decided not to reform the knee I just added an edge loop through the middle of it and a few going around it so it doesn’t look as square.
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[image: ][image: ]Once I got my model to a stage that I thought was complete I started the mirroring process. The first thing I did was create two layers, one of them for the high poly mesh and the other for the Retop-man mesh. I then turned off the layer with the high poly model so that I could concentrate on the Retop mesh. I then grabbed all the centre vertex by highlighting them, then I used the scale tool to align all the central verts together. After that I snapped all of them to the centre of the workspace using the snap to grid tool so that when I move on to mirroring the mesh it will mirror evenly. After moving the verts around I cleared the Non deformer history and froze the transformations of the mesh so that when I mirror the mesh the computer doesn’t crash. Then I started mirroring the mesh by clicking the box by the mirror tool, I set the mirror axis to X+ because I created the mesh on X- axis. I then then set the merge threshold to 0.1 on the popup window, to make sure that the mirroring process was successful I grabbed each of the centre verts and pulled each one of them away from the model to make sure that both halves had merged correctly.

27.11.17 –week 9 
I think my retop man model has turned out quite well, I managed to get the model to a stage that I was happy with but I could have added a little bit more edge loops around the legs and waist area. The hardest part on the model I found was probably the legs and the arms because I had to make the edges from a loop around the joins so that they are able to move, next time I would allow a little more time to complete the legs as I think they still need a little work on them now. I was supposed to start the legs and waist on week 6 but the arms took an extra week to complete so I started them on week 7 but they also took an extra week so next time I will have to make sure I allow extra time for the legs and arms. I think out everything the hands and the face turned out the best because I managed to keep a little bit of edge flow.
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Day Week What I did

Monday-Friday-Sunday Week3 I completed the face of the character.

Monday-Friday-Sunday Week4 I completed the chest area and the back of the head and neck, started arms.

Monday-Friday-Sunday Week5 I completed the waist and started the legs.

Monday-Friday-Sunday Week6 I completed the arms and the hands.

Monday-Friday-Sunday Week7 I completed the feet and finished the hips.

Monday-Friday-Sunday Week8 I completed the rest of the leg and mirrored the model.
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Production plan

WeeksDay Week What I will do Work to do on Saturday

Monday-Friday-Sunday Week3 By the end of this week I aim to have completed the head.

Monday-Friday-Sunday Week4 This week I will focus on completing the chest area and the neck. If I have havent finished the head from the week before I will also work on that.

Monday-Friday-Sunday Week5 This lesson I will work on  the arms and if I have time I will start on the hands.

Monday-Friday-Sunday Week6 This lesson I will start on the hips and the legs. If I finish the hips and legs before Sunday then I will finish the arms and the hands if needed to.

Monday-Friday-Sunday Week7 I will start on the feet and connect the neck to the body.

Monday-Friday-Sunday Week8 I will finish any areas that I havent finished.

Days day Time What I will do

Monday 9am-11am, 7pm-8pm Creative practice.

Tuesday ___ Contextual practices .

Wednesday ___ Richards work.

Thursday ___ Game history and design.

Friday 9am-11am Work on retop-man.

Saturday ___(11am-1pm) Finish anywork that needs to be done .

Sunday 1pm-3pm  Work on retop-man.
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