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1 
BASIC INFORMATION

1.1 PURPOSE
The purpose of this project will be to improve my knowledge in next gen game graphic such to meet professional standards. I will try to focus on parts of the pipeline I haven’t had time to work with yet. This will include different techniques such as creating high poly geometry and use it to give low poly game models more details, lightning and shadowing and so on. I will divide the project into two separate parts. The main and most important part will sustain studies of all the techniques. The second part will be where I approach and try out the things I have learned. This will be done by creating and applying my newfound knowledge to one organic and one industrial model. Basically my main goal is to improve my skills in modeling, UV and texturing as well as gain new knowledge in some more advanced techniques.
1.2 BACKGROUND

Ever since I was little one of my dreams has bin to either review or create games. So it simply feels like the smartest and funnies thing to dig deeper and improve my knowledge within game graphics. And before I start to work as a graphical artist I feel that there are some gaps to be filled and that’s basically what I’m about to do.
2 Goals

2.1 PROJECT GOALS

The goals is primly to create a character that meats the today game industries standard and if time is given also create an industrial model like a vehicle or such. All models shall not only be created in low res version but also in high res versions that can be used to bake normal maps from. My intentions are also to implement the models into a real-time engine..
2.2 PROJECT OBJECTIVES

To become familiar with digital sculpting, and the methods to transfer highpoly details to low poly models as well as occlusion- and specular mapping.
2.3 STRATEGY
As said earlier this project will be divided into two parts and the strategy lies mainly in the first part, where I will study and do some basic experiments. My intention is to dispose a lot of time at this first particular part, so that this project absolutely won’t fail because of lack of knowledge. I will mainly use a few books that I have bought as source material, and for some of the more newer techniques I have done some research on the Internet and found a couple of articles dealing with the particular subject.   
2.4 REQUIREMENTS
No exterior requirements.

ASSUMPTIONS

Programs that mainly will be used: 

· Maya
· ZBrush

· Photoshop
2.5 INCLUDED/ EXCLUDED

2.5.1 INCLUDED
Main prioritizes:

· Modeling low poly models.
· Modeling high poly models and transferring the details to a low poly object.

· Texturing color- and specular-maps.

· Occlusion baking.

· Conceptual design work.

Secondary prioritize:
· Implement models in a real time game engine.
2.5.2 EXCLUDED

· Doing a complete, animatable rig.

3 CONNECTIONS TO OTHER PROJECTS

3.1 FEEDBACK FROM PREVIOUS PROJECTS

Working by myself will give me a great control and survey of the project. Though, I have experienced from earlier projects that it’s easy to set the bar a bit too high when it comes to quantity. So I’m basically going to try to keep it to a reusable level and constantly check every new choice with a critical eye, so that it fits into my time schedule. 
4 pLANS

4.1 MILESTONE PLAN
The milestone dates assume that project can be started no later than ?
The following MileStones (MS) are defined:

	MS/TG
	Date
	Scope
	Exit criteria
	Responsible

	MS1
	2007-11-29
	Research and planning.
	Project documentation.
	Thomas Klingström

	MS2
	2008-01-11
	Research, prototype graphics, concept art.
	Prototype graphic demonstrating the techniques.
	Thomas Klingström

	MS3
	2008-03-25
	Create two objects based on the concept art and apply newly learned techniques.  
	The final models.
	Thomas Klingström


4.2 PROJECTS PHASES
The table below describes the activities, entry criteria and expected documented output from each project phase.

	Phase
	Entry criteria
	Activities
	Output

	Documentation
	Approved proposal.
	Creating a project plan and a time schedule. 
	thokli-5ProjectPlan.doc

	Research
	Approved Project Plan.
	Become engrossed in game modeling, occlusion mapping, specular mapping and to learn the fundamentals of ZBrush and how normal maps are to be created.
	Thokli-5researchDocuments.doc

	Prototype
	Basic research.
	Applying the techniques learned in the research phase to prototype objects. For an example a human head. 
	prototypePreview.jpg

	Concept Art
	-
	Creating organic and industrial concept arts.
	conceptArt.jpg

	Low poly modeling
	Final concepts.
	Building low poly models based on the concept arts.
	lowPolyMeshes.obj

	High poly modeling and normal mapping
	Final low poly models, succeeded prototype tests done.
	Creating detailed high poly models and normal maps with the help of Maya and ZBrush.
	HighPolyMeshe.obj and normalMap.jpg. 

	Texturing
	High and low poly model finished.
	Painting diffuse and specular maps and baking ambient occlusion.
	Diffuse.jpg, specular.jpg  and occlusion.jpg  maps created.

	Presentation
	Models are finished.
	Beauty renders will be done.
	beautyRenders.jpg

	 *Implementing
	Models are finished.
	Implement the models with all the properties and maps into a 3d game engine. 
	An interactive presentation of the object in a real time 3d game engine.


* = Considered a secondary prioritize and will be managed if the project gets ahead of time schedule.
4.3 TIME SCHEDULE

See thokli-5TimePlan_word97.
4.4 RESOURCE PLAN

No other project members.
4.5 PROJECT BUDGET
Expense for books, video tutorials and graphical examples is covered by me.
5 PROJECT ORGANIZATION
5.1 ROLES, RESPONSIBILITY AND AUTHORITY

Roles, responsibility and authority are described in the following section.

5.2 REPORTING AND COMMUNICATION PRINCIPLES

5.2.1 Project Communication

The project uses a common project place (projects.gscept.com) where information, project documentation, blogs, progress report, address list, project calendar will be accessible. 

E-mail and the blog will be used as the primary project communication tools.

5.2.2 Project Meetings

A project meeting with LTU staff can be requested by the student if there are functional and design changes or other change requests that can not be regarded as minor in the project.

Agreements and decisions are documented in the minutes of meeting (of project meetings and technical meetings). Minutes on meetings must be available on the blog site no later than two working days after the meeting.

5.2.3 Project Reporting

Reports and results will be delivered with every milestone using the blog and upload function. 
The Milestone presentation material must be available on the blog at least four working days before the presentation date.
5.2.4 Document plan

< Important!! The documents produced in the project. Sketches, movies, executables etc >
The following documents will be prepared within the scope of this project. These documents will also reference documentation not listed in the plan.

	Title
	Description
	Resp.

	thokli-5ProjectPlan.doc
	Project goals and objectives, organization, responsibilities, communication.
	

	thokli-5TimePlan.xls
	Time plan
	

	Thokli-5Design.doc
	Design doc
	

	ResearchDocument.doc
	Research Document
	

	MS1_presentation
	Milestone 1 presentation
	

	MS2_presentation
	Milestone 2 presentation
	

	MS3_presentation
	Milestone 3 presentation
	


6 QUALITY PLAN

6.1 QUALITY OBJECTIVES

The quality objectives of this project are: To gain knowledge within the graphics of today’s games. And to produce one organic and one industrial model those meats the standards of the game industries.
6.2 QUALITY FRAMEWORK

6.2.1 Reviews

Milestone deliveries are performed according to in chapter 4.1

Review of the Milestone deliveries are made prior to the presentation. Changes or additional work might be needed for approval. This will be notified through mail two days before presentation at the latest. The additional work must be completed and uploaded before the presentation is scheduled.
The presentation itself is reviewed and approval/failure will be notified by mail two working days after the presentation is made.

6.3 SUPPORTING ACTIVITIES

6.3.1 Document Management

All project-related documents shall be written in English.

Documents and material must be version managed. Each revision of project related documentation shall be uploaded to the blog.
Project correspondence (e-mails, faxes, and letters) with important information for the project will be treated as project documentation.

6.3.2 Change Management

Changed requirements or exemptions can be addressed at project meetings or by e-mail
6.4 VERIFICATION
6.4.1 Reviews, inspections and tests

The author of a document has the responsibility to initiate a review of a document.  This is planned to be for each milestone delivery. Additional reviews can be made if it considered to be needed by LTU. 

The student can also ask for additional reviews which will be performed if available time and resources are available at LTU.
7 RISKS AND OPPORTUNITIES
I will most likely run into some problems during this project. So I have tried to figure out which I might stumble upon on, the possibility and what damage they might cause.  The most problems that I could think of, where relatively small and acceptable and fits to my time schedule. Though there are a few potential mistakes that I should keep in my mind and try to avoid. 

I believe the biggest potential issue lies in the last phase where I am suppose to create two the objects. And the problem might be that I set the bar a bit too high and run out of time so that I either not get finished in time or that I have to cut back on the quality. My solution for this problem simply is to try to keep the quantity down. 
Since I am alone and probably will work with one computer during the entire project, there will always be the possibility of losing a lot of data if a hard disk crash or something like that would occur. This could be a fatal risk for the project so I will attempt to make as many backups as it’s possible. I will both use a second hard drive as well as the schools ftp server as backup stations. 

Other from these two risks there are a few others, like that my resource material won’t cover the entire pipeline or that some other thing that I have not thought of pops up. But I have gathered a lot of resources and I feel rely prepared and confident that this project is going to work out just fine.  
8 PROJECT CONCLUSION
The project is concluded when the final models is delivered and presented.
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