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Example of Technical Artist Courseware and Assessment 
 

 
Technical Artists Course Work—Modeling Project 

 
 

 
 
 

Spec: 

Rootname:statueOS_A 
 
Initial Max Tris:850 
Damage Mesh:Yes 
Damaged Max Tris:800 
LOD Mesh:Yes 
LOD Max Tris:220 
 
PSD Size: 1024 x 1024 
Texture Size:512 X 512 
Specular Map:Yes 
Normal Map:Yes 
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Object List: 

 
 

Work Flow & Time: 

 

Schedule: 
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Work Flow: 

1. Create Base Model  
2. Create Hi-Res Model using ZBRUSH tool 
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3. Create Low-Res Model with target polygon count  

 
 
4. Creating Low-Res Model UV  
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5. Bake Normal Map from High-Res Model to low-res 

 
6. Compute Diffuse Map 
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Final Image: 
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Work history and Instructor feedback history: 

 
Student asked: 
 considering the former LOD is not good enough, so we recreated a LOD of this statue, but the 
tris counts seems hard to reduce, currently it  is 350, we have to reduce to 220 as spec required. 

 
 
Instructor Responded: 
if you are unable to get a good statue in 220 tris we could submit both versions. Mike had said 
however that you were close on getting the 200 to work, if 220 works well we'll just submit the 1 
version 
 
Damage 
 
A. Damage is too spread out. It should look like it only got hit once. 
 
B. We would like something like this, but we like to see a damage a bit higher (see C) and 
damage should be smaller and less in lower section. 
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Student asked: 
we have started the midification based on our client's feedback. 

 
 
 
Student asked: 
We have started the modification based on your  feedback. 
 
Instructor Responded: 
The break line looks good. All that is needed is to add more stress to break line. Looking from 
front view, the break should also have different height level. Right now it seems like it was first 
chopped in a straight line and the vertex was moved. 
 
Student asked: 
Could you please confirm that the arrangement of the damage mesh and spawn mesh are what 
you want? The top piece is the damage mesh and the lower half is the spawn mesh… 
The naming of these parts seemed counter-intuitive to us, but they were based on the fire hydrant 
example. 
 
Instructor Responded: 
Damage mesh is named propnameOS_A_final 
Spawn mesh is named propnameOS_A_spawn_initial 
***We are still figuring out the direction we want to go with spawning geo. 
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Student asked: 
this one is finished. Thanks! 

 
 
 
 
 
 
 


