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Afew words about this tutorial/walkthrougH made this to show how | get my ideas form my head, to the

paper and then to 3D. When you read thisorial/walkthroughL, R2 y Qi 4 | §Bdli K& 2id2 ai 21 K&SI &
the only way of doingé® 0 SOl dzAS Al AayQiod ¢KA&A A& YIRS (2 akKz
knowledge, and ideas on how you might do it next tidwest keep in mind my way, might not be the best

way for youIn this tut Iwill use a few words you might not have head before if you are new tdikdDan

oedge loog is, but thisis very simply a loop formed by edges, in blender they are added by pressing

G / G NI ypwneed further explanation, look it up on Googléso | use@extrudet alot; this is simply done

0 & LINXB dandtyfll hole®ybu select four vertext and préBs also us&Xé when you want to delete

points, anddWe is also a very useful shortcut, it contains many useful tools

Wellt S gefstarted

| start with a pencil and some paper, and | just start drawing.

Then when | get somethinghichl like, | make some more
A sketches
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This then leads to a frid and side view drawing, so |
got some reference to use as a
background/reference image in blender.

5/ ok 1; The design changes a lot, and these sketches are
only used as guidelinesgcause when | get into
{4 the 3D program you might see that some things

Now | had no plans about animating this
character, but | do want to pose him later on, so
iy _ instead of modelling his body | only modelled his
.' = /4 clothing, since that would make posing a lot
/ 9, /L easier.Soldi Qa 380G 2y (2 GKS Y2i
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Afew things to think about whemodellingR2 y Q4 6S F FNI AR G2 &aGSThnkk oAdG |
I 62dzi &2dz2NJ SR3IS t221LJa> dzaS GKSY (2 &dzlJlJ2Ndo &2dz 4K
much about whether they form a spiral instead dfiecle, as long as they support and builds the shape you
wants.Avoid triangles when ever possible, and point were
too many edges meetlike this point
Also to many polygons can be a real pain |
ass, so try to keep you number of polygons as low as
possible Avery good advicevhen ever you start on
something newlook at other peoplswork, see how thg do
it, and learn from it.

Well enough talking S Qa pduie, fran theS
process.
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| start with a plane with a mirror modifier, and ragncept as a background.

| then start to extrude along some of the lines, to get
the shapes right




| continue to extrude along the lines, and | start
to fill out the holes | keep an eye on my concept
and try to stick to it

You can see how | makere my loops supports
the shapes that | want, and really make them
clear without using too many polygons.

So the mouth part is almost done.

| add the last bit to the mouth part, and have a
look at how it looks, what | got sticks fine to my
concept, and my loops seams fine. A great tip
would be to fix any problem you might find as
fast as possible, instead of leavithgm, because
thenthey arevery Ikely to cause problems later
onin other parts of your mesh.




So time to add the eyesdb this by adding a pair of
circles and then extruding bigger circlesm them

to form the eyelidsalso | add the eyeballs to make
everything fit

| start to form the eyebrows; again | make sure my
loops support my shapes.

| add a subsidacemodifier, and start to create the
final loops around the eyes; | also have to add more
loops in the part just under the nose, to get the right
amount of polygons.

| extrude to form the uppeparts of the head.



Continues toifl the holes, and follovmy
shapes.

| deletean edge loop at the chin to
reduce my total numbeof polygons and
avoid weird shapes and folds.

| extrude the outline of the ears, and
make a loopvhichgoes around the neck.




Now | gt started on the ears, and the backthe
head. To form the back of the head | extrude the
part from the forehead along the lines on my
concept. Then | connected the outline of the ears,
and then started filling out the hole on the back of

the ear.

| extrude some of the eanutline.

Then | start to fill the hole, and give it the right ear
shape.

Now with the ears in place I fill the hole in the head,
| had to add a few extra loomkwn along the ea
and cheekso get the amount of polygons eeed

to fill the holes withoutgetting any triangles.




Now the head is almost done, just need to add some
details. | start off by extruding two polygons.

Then | extrude from the newly formed polygons, to
get the wanted effect.

Here | just copied the fur things, from the cheeks,
and connected them to the ears.

Now | only need the eyebrows, | use the same
technique as with the cheek fur.




Sofornowl¥ R2yS 6AGK (KS KSIR: tSiQa 384 2y (2 KAa

| start off by forming the basic outline of the upper part, try to put your loops were they will help you form
folds the right places.



Fill out the holes, and all that is left to do, isextrude the arms.



So now it is time to add the final detail to the arms.

To create those folds, |
very simply ad some
more loops, and then
extrudeby scaling so they
become just a tiny bit
bigger, and there by gives
the right effect.

Also | decidedd do the
whole suit in one mesh,
since that would make
rigging and posing a whole
lot easier.

Andnow,2y G2 GKS



