Workflow & pipeline – character       Martin Olsson & Lukas …
This pipeline/workflow document is divided in two parts; the workflow of character modeling/texturing and the workflow of animation and rigging. Together this forms the complete pipeline. 
Workflow Character modeling/texturing – Martin Olsson
1. Modeling a low-poly character in maya, and with that as base modify the mesh topology for;

a. Sculpting in mudbox – keeping to quads with as few 5- and 3- poles as possible and introducing geometry evenly throughout regions of the character with the same amount of sculpted detail to be. Also the mesh is split into several sub-meshes in order to achieve a higher resolution per part in mudbox. The resulting meshes is then exported as .obj.

b. Deformation – Changing geometry mostly around natural joints (elbows, shoulders, knees, hips, neck and ankles) so that it would deform more easily when animated, and also adding a few edge-loops in these regions based on conversation with Lukas. 

2. Importing the .obj sub-meshes in mudbox and start sculpting detail. I found the normal map baking tools in mudbox to be insufficient in what variables it used when baking, so instead I exported the high res meshes into .obj. 

3. Using meshlab I reduced the amount of detail on my high poly meshes without loosing any detail. 

4. Bake normal-maps using mayas transfer maps tool to the mesh that was modeled for animation/deformation (1b.). I was able to get very accurate normal maps with a high amount of detail this way. An occlusion pass is also baked using the same tools and meshes.

5. Painting diffuse and specular maps in photoshop.

6. Exporting the complete mesh for animation (over the SVN server).

Workflow Character rigging/animation - Lukas Grochowski

Rigging

1. Sketch out where joints are to be placed in side and front view from concept design  
2. Place the joints in Maya and modify and adjust them accordingly to the given mesh given by Martin Olsson with extra joints in the lower arm, clavicle area.
3. Place new joints exactly where the old ones where without inheriting garbage values and rotation errors. Keep leg and arms joints straight in bind-pose, keep the amount of NURB controls to a minimum for efficient animation.  
4. Name each joint according to its corresponding name. Duplicate the hierarchy twice for IK and FK skeleton. 

5. Create custom attributes and scripts for maximal control, combine all 3 hierarchies for the final rig
Skinning
1. Create a dummy mesh from the original mesh for testing and animation.

2. Skin both meshes to the rig with the dummy as main animation figure in maya and then the high-poly for the game.

3. Skin with animation applied to the rig for stretching and deformation control.
Animation

1. Roughly block the poses from a side view on paper with ups and downs in mind and timing.

2. Block the poses in Maya with the correct poses on the correct frames.

3. Work from down to up to create correct overlapping on arms, head, fingers etc.

4. Create in-betweens  
5. View your work backwards, in silhouette, different angles or give it a days rest and come back later. 
6. Go in and tweak on a frame to frame basis on the remaining animation to achieve your desired feel.

7. Export with Ogre exporter and upload on SVN server.
