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



Object List:

LOD LOD Max

Construction Initial Max Damage Damaged PSD Texture Specular Normal

Class Quick Description complexity

Physics

Dyharnic
Static
Static
Static
Static
Static
Static
Static

Work Flow & Time:
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Tris
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Map?

ing Texturing

Rootname Initial Model

LOD Modei

Specula

Damage

Efor |signstrip0OS_C

Amy slotOs_E 0.75 0.25 0.25 1.5 0.5 T

Hope pokerid0O5_B 0.75 0.25 0.25 0.5 0.25 0.5 T
Phoebe [blackjackiahleQS5_B 0.25 0.25 1.5 0,75 1.5 I

Schedule:

_ 19-Feh-03 20-Feh-08 21-Feb-08 22-Feb-08 23-Feh-03 24-Feh-03 25-Feb-05 | 26-Feh-03 |
Task Artist Check
Tuesday Wednesday Thursday Friciay Saturday Sunday Mondary Tuesday
Initizl ModelLOD Model UV LayoutPaint Paint GovwiDamage Model Damage Mode!
Inttial Madell oD Mode! .
U Layout Pairt LW Array Glowy hap Damage Mods! Modify catch photo
Initizl MocelLOD Mokl Wi ezl MormaliDamace Mocds!
Specular
Iniial Model LoD Model Paint Paint LB I0 Lesder Check
Damage Macel
Initial Modell 00 Model LV Arvay PairtDitfuse Ditfuse Diffuse
Initizl Mocel LoD Mocke! Diffuse Map Put the U postion mormal SD?f?E:‘:r Bl Wait for integrate texture Modify
25-Feh-08 26-Feb-08 27-Feb-08 28-Feb-06 29-Feb-08 1-Mar-08 2-Mar-08 3-Mar-08
Moncay Tuesiay WEinesay Thursday Friday Saturcay Sunday Monclay
Initial Model/LOD Model | UV Layout+Ditfuse Diffuse Map Ditfuse Map+@low | SPECUlar-Homal: 0.25=Damage Model
Damage Model
Initial Modell O Madel | UV Layout Diffuse Diffuse Map Diffuse Wiap
28-Feh-08 28-Feb-06 1-Mar-08 2-War-08 3-Mar-08 4-Mar-08 9-Mar-08 B-Mar-08
Thursday Friclay Saturday Sunday Moncay Tuesday Weinescay Thursday |
Initial Model/LOD Model Mortmal map

U Layout

U LayoutDitfuse

Dittuse/Spesular

Damage Model




19-Mar-08 [ 20-Mar08 | 21-Mar08 24-Mar-08 | 25-Mar-08 | 26-Mar-08 27-Mar-08 28-Mar-08
Wednesda : ¢ Wednesda Thursda Frica

mm Resolution Mode+LOD LOD+UY Layout+Normal Normal+Diffuse

uzios_A mm Resolution Mode+LOD LOD+UY LayouttNermal NormalDiffuse
toubleshatgunos ] [himes |

Work Flow:

1. Create Base Model
2. Create Hi-Res Model using ZBRUSH tool




3. Create Low-Res Model with target polygon count

4. Creating Low-Res Model UV

UV Texture Editor



5. Bake Normal Map from High-Res Model to low-res

6. Compute Diffuse Map



Final Image:

statue0S B initial
850 tris

statue0S_B_spawn_initial
192 tris




Work history and Instructor feedback history:

Student asked:

considering the former LOD is not good enoughwsaecreated a LOD of this statue, but the

tris counts seems hard to reduce, currently 85, we have to reduce to 220 as spec required.
FRrERier LS

Instructor Responded:

if you are unable to get a good statue in 220aascould submit both versions. Mike had said
however that you were close on getting the 200ddkwif 220 works well we'll just submit the 1
version

Damage

A. Damage is too spread out. It should look likenty got hit once.

B. We would like something like this, but we likeedee a damage a bit higher (see C) and
damage should be smaller and less in lower section.




Student asked:
we have started the midification based on our tidaedback.

Student asked:
We have started the modification based on youdidaek.

Instructor Responded:

The break line looks good. All that is needed iadd more stress to break line. Looking from
front view, the break should also have differenghelevel. 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@fitimage mesh and spawn mesh are what
you want? The top piece is the damage mesh arndwlee half is the spawn mesh...

The naming of these parts seemed counter-intuibives, 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 wat go with spawning geo.



Student asked:
this one is finished. Thanks!




