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Sorry for my english, I don’t speak english.
(Do not hesitate to correct my English for better compréhention for others. )

Two basic modeling principles
How to extrude patches
It exists in «animation master» a very useful tool, the «Extude Mode»
this tool is not made to extrude patches for organic modeling (cf. 1)

, however,

So we will see a method to extrude patches for organic modeling (Cf.2)...

Simple principle to extrutde a patch:

The principle can be summarized in three splines that bypass the patch that must be extruded

1. The patch that must be extruded.
2. The ﬁrst spline is the basis of extrusion
3. The second spline used to bend the basis
4. The last spline to extrude and bend with the patch

The extrusion could be done intside (2) or
outside (1) for making holes or boses.

1,2,3. In the same principle you
could extrude patches with 3,5
sides, or conbinaison of patches.

4. you could extrude Cps too in
the same way.

Extrude patches neighbors.

The proximity of the patches, requested the intervention of
a new spline.
See the two charts below:

The trick is to rotate the spline pink, inside
and outside the red spline.

Both left to right than top to bottom.

This method also allows not extrude any patches.
Both green splines are not mandatory

Three splines for the articulations

The trick to have a good articulation is
to add three splines.
The ﬁrst to maintain the basic shape of
the ﬁrst member.
The second for the deformation. (when
rigging, we will use fan bone for this
spline)
The third to the basic form of the second member.

Create a rotoscope
Draw views rotoscopy demands a good knowledge of design, proportions, volumes, and perspective.
Worry, the method we use will not ask you to be a virtuoso drawing.
The ﬁrst step is to examine and general sketches of the character.
At this stage it not worth to reﬁne the design.

Analyze the character, and retrieve volumes that
compose it.
In general it is those who have enabled you to
build your character.
Here is the character with its volumes:

2. This second step is done in Animation Master.
We model the shapes of our sketches.
For this I use the plugin for volumes such as spheres, cubes, cones ... etc.(creta with S.
Gross (Thanks you!), at http://www.sgross.com/plugins/plugin1/index.html
Also using the tool revolution, for other forms.

And of course the tool of distortion, which is very useful to change
volume.

Once assembled model and its forms, I had this character simpliﬁcation.
In the building I changed the proportions of the character, the other bringing a 3D vision.
That is why it is not useful to reﬁne a sketch of the beginning, but have a general vision of
the character.

The third step is to take a screen shots of the model at the
same size.
To do this you must focus your template (CRTL + Z)
Then click on the bottom left of your working window.
This window will appear.
Made that the zoom is the same for different views.
Four views were taken:

Last step will be to import your shots in a
drawing program that handles layers.
And as you draw your character by taking
account of the shooting for the proportions as
in this drawing:
At this point you can colorize and save the
details to your drawing.
Here are the rotoscope ready for modeling.

Modeling a character
The body
The ﬁrst step is to build the primary form with hips, abdomen, chest, neck and head.

To do this, we build a proﬁle of the front view as shown in the picture.
5 CPs for the face, 3 for the neck, 4 to the chest, 1 for the belly, and 4 for the hip.
Prior to revolutionize the spline at its center, verify that the window option / Modeling /
Lathe cross sections: as the value is 12. Then revolution.
close each end

From this revolution, we will be approaching the form of the character by tracing the
rotoscope and using the deformation tool.
Make sure that deform symmetrically.
Once the general shape, return to normal mode, and then using the Mirror, more ﬁnely
shape the torso or other parties.

The members
Following the modeling, will be limited to two things, extrusion of the members of the body
and articulations
For our character, the areas of extrusion are in red in this picture:

The joints of our character are represented in green:

It could be that the articulation is not in the middle of a member, but before the birth of the member, such as the folding of
the ﬁngers is done before these go out of hand (in yellow). The
rule remains the same and the red zone extrusion may be part of
one of the three splines.

Modeling change:

The hands and feet

Extrude the thumb

For the 4 ﬁngers, we do not have enough spline to extrude.
So we will create it. See the following shots.

We are changing the spline to provide the horizontal

Now that we have 4 patches, we can extrude the
ﬁngers.

For ease, we model the ﬁnger separately and
paste them.

The same goes for the thumb

The foot

We add two splines to model the bone and

To add the toes, we use the same principle as for the hands.

The hands and feet
Readjust after the splines have a general morphology of the head.
It will be like if we extrude the face of the head, taking in part of the throat.
Install also the eye (or a sphere) for later.

We will look to the orbit of the eyes.
1. We start by extruding each orbit.
2. we will work around the two orbits.
3. we will double bypass.

Mouth.
1. same principle, extrusion /
2. duplication
3. again and again.
The mouth is not over, we will
come back to add details.

Nose.
He crosses his eyes and the ﬁrst spline of mouth (2 splines)

A strange form which includes two orbits
of the eyes and nose down.

Add detail to your mouth.
1. add a spline that part of the eyes until the upper
lip.
2. add a spline of the lower lip to the chin.

We will reﬁne the nose with
its orbits.
1. the green zone is a circle, it
covers the bottom of the nose
and the top of the upper lip, to
create the little hollow inside.
2. add a spline for more detail
on the lip.
3. add two splines to create
the level of the nose.
4.5 and 6. We create the orbits
of the nose.
7. extruded spline to the inside
of the nose twice.
8. at the last moment I realized that I stopped parte 3
too early so I lengthened the
spline

Eyes
It shows the eyes, and we add 4 splines here in the blue area. Splines 3 and 4 are not
visible.

Ears. Extrusion patch, again.
Here the ear is not very complicated, it
would be possible to add splines and extrude
areas also for details.

Finally, I missed the details in the
mouth less. So I added a spline which
ends with a hook on the chin.

Here is a ﬂatten of the face (the advantage of the corner faces of departure)
This serves to ﬂatten better visualize the construction of the face. It’s a little trick, if you
have a model whose face you like and you would like to study its construction to be able
to reapply in one of your model.

Once the character model, enough to add details of the model, the texturing, and displacement.

Here are some pictures showing the model of a giraffe that uses the same principle.

