-Nickelodeon CG Department-
Character Modeling Checklist
This File Is Unfinished

This is a checklist that will help you make sure that technically your model will be ready for the rest of the texturing, rigging, modeling and animation processes.   There may still be aesthetic notes, but if this list is followed when modeling the number of technical notes will be reduced drastically, thus speeding up the modeling process.  
1.  Import the Character Controller and name it correctly.   There should be three nodes that you need to name, for example, World_Tourist_A, PN_Tourist_A, Tourist_A_Transform

P:\Maya_Penguins\scenes\Default_Setups\Controllers\PN_Character_Ctrl.ma

2.  Create Image plans from the model pack, check the scale of the image planes against the size comp so that when you are modeling, the model will be the right size.  Put a note in the world node that you did this size comp.  If there is no size comp do no proceed with modeling and let your lead know.  
3.  Keep poly count in mind as you are modeling.  Our goal for characters should be between 10,000 and 20,000 polygons.  
4.  See modeling lead about what needs to be modeled.  Depending on what level of character it is it may not be necessary to model a full body with clothes on top, it may be possible just to model the clothing, the arms, head, and legs.  

5.  Do not have holes under the finger or toe nails.  Model the nails as separate geometry but make them fit on the end of the finger.  You can group them as left and right finger and toe nails.  

6.  Check to make sure there is enough geometry for deformation in key areas such as, the ankle, knee, upper leg, stomach, neck, shoulders, elbows, wrists, fingers.  Five loops should be the minimum for all of these areas.  

7.  For Clothing that is on top of a body geo make sure that the lines of both meshes line up as much as possible.  Some surface detail may not allow for this completely.  

8.  Edge loops on the face are very important, especially the edge looping around the mouth.  It is essential for blendshapes that the looping extends as far away from the mouth as the geometry will allow.  These loops should be representative on the inside of the mouth as well.  Also the loops should define similar creases on both the top and bottom parts of the lip so the outer loop defining the crease on the top lip should flow around and it should be the outer loop defining the lower lip as well.  
9.  Each brow should be composed of at least 5 edges flowing down and over the brow into the eye, etc.  In between brows there should be at least 3 lines of detail flowing down the nose.  

10.  Make sure there are enough loops around the eye to sufficiently wrap around the eye when the lids are closed.   There should at lease be 4 loops, aside from the loops defining the front edge of the eye, to do this.  Also concerning the eye, make sure that the inner most edge of the eye lid, the loop directly on the outside of the eye, is the same loop all around the eye.   
11.  Whenever possible, do not sculpt the eyelid around a latticed eye, it is better for blends and clusters if the eye is spherical.  Some designs do not allow for this.  
12.  Do not leave any holes in the mesh, nose holes, throat holes etc.  
13.  Sculpt the throat going down into the neck slightly, have the back of the tongue geometry sit on the crest of this slope down, this will give the illusion that the throat goes down all the way.  

14.  Top teeth, bottom teeth, top gums, bottom gums and tongue (sculpted together), can each be single pieces of geometry.  

15.  When positioning the teeth, gums and tongue, line it up with the lips, the teeth should generally be angling back towards just under the ear.  Push them as close to the front of the lips as you can, any gaps may make the open mouth look strange.  Place the bottom gums and tongue geometry intersecting slightly with the bottom of the mouth geo.  

16.  Once teeth are placed, consult with a lead about jaw placement and place a temporary jaw (skinning it quickly about 5 mins) to see how the teeth and the geometry of the mouth look when the mouth is opened.  
17.  Don’t forget to model, teeth, gums, tongue, eyebrows, eyelashes, toe and finger nails, hair, and accessories, based on the design in the model pack.  
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