Post Mortem _ Advanced 3D for Games

This project has been a fun journey, when I started I had pretty much no knowledge of the Unreal 3 Editor, Zbrush and the general workflow of creating models from concept to finished asset to the game engine.

I’ve learnt a lot during these milestones and I am pretty satisfied with my results. All the mistakes was made early on so the rest of the time went by with no major problems. Every aspect of my project was finished and in according to the schedule I made.

If there’s something I wish I would have done differently it would be the amount of things made. Stuff gets kind of rushed when you only have two weeks for something that in reality would be done over a four week period. So in short, I should have slimmed down my project even more than I originally did (from a full-blown environment to a big turnaround platform) Quality over quantity.

But in a way I don’t regret it because I’ve learnt a lot, and tried out things I did not plan from the start. So even though the quality is not to the best of my ability, the knowledge gained was worth it. I can't wait to begin new projects and continue learning new things.

I set about this project with the intention of learning highpoly modeling in Zbrush, lowpoly modeling in Maya, baking of all kinds of texture maps and implementation in the Unreal Engine. Since I did so many different kinds of things, a human, environment props and a dinosaur I got to try out a bunch of methods with the materials, modeling and texturing. Alphas, parallax mapping, static reflections and tiling textures just to mention a few.

Now I'm feeling more confident using applications such as Maya, Photoshop, Zbrush and the Unreal 3 Editor, so I'm really looking forward to test my abilities in the industry.

