Project Based Tutorials - Human Modeling: Meissie

Human Modeling: Meissie: Works with:

Requires:
Modeling The Arm XL

Version 6+

In this part of the tutorial you are going to connect your hand to the body.

Step 1: Open your hand scene
(File=>Open) and copy the hand
object (Edit=>Copy). Then open the
body scene (File=>Open). Paste the
hand object into the body scene
(Edit=>Paste). When you have pasted
the hand in your body document, you
will find that it's rather large.
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Step 3: Select the Scale Tool
(Tools=>Scale) and scale your hand
down until it is about the right length.
You can scale this hand up or down
later if you need to.
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Step 6: Make it editable (Structure=>Make Editable) and
place the axis on top using the Object Axis Tool
(Tools=>0bject Axis), or you can use Paul Everett's
Dynamic Axis Plugin to accomplish this in a breeze.
Place the Cube as shown.
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end in such way that the fingers are
just outside it's boundaries.

Step 8: Before you can bridge the
hand to the arm you need to connect
the two into a single polygonal object.
Group the hand and body by going to
Objects=>Group Objects in the Object
Manager. Then go to
Functions=>Connect. This creates a
new mesh. Save the grouped
body/hand in the 'bodybackup’ and
continue with the new created mesh.
Select the polygons on the end of the
stump and wrist of the hand.
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Step 10: The middle of the pentagon
should be connected to the middle of
the hand. With the Knife Tool active
(Structure=>Knife), cut the arm three
times in the middle. These polygons
will form the elbow.

Step 9: Make the Bridge Tool active
(Structure=>Bridge) and connect the
stump with the wrist (for the sake of
the screenshots the hand was moved
towards the stump).




Step 11: Next cut the upper arm twice.
Make the first cut next to the ‘stump’
and the next one more in the middle.
Note: These two edges were shifted

up toward the elbow during modeling.

Step 12: Use the Knife Tool to cut the
lower arm twice as well. Make the first
cut in the neighborhood of the elbow
and the other in the middle of the part
that’s left. With these polygons you
should be able to model the arm. Feel
free to add more polygons with the
Knife Tool when you feel the need for
more detail.

Step 13: Before you start to model,
give the arm a more relaxed look by
rotating the lower arm (including the
hand) a bit.




Step 14: Also, drag a copy in your
‘bodybackup’ and save your work. The
next few pictures show where the
polygons in this arm tutorial ended up.
Success!




Nt




Copyright © 2001 by Bunk Timmer

© 2001 All rights reserved. For the personal and/or professional use of Cinema
4D users only. Reprint without permission is strictly prohibited.

For more information email: info-usa@maxon.net

MAXON Computer, Inc.

2640 Lavery Court, Suite A | Newbury Park, CA91320
Toll Free 877-2ANIMATE | 805-376-3333 | Fax 805-376-3331

MAXON Computer, GmbH
Max-Planck-Str. 20 | D-61381 Friedrichsdorf | Germany
Tel. +49 6172 5906-0 | Fax +49 6172 5906-30

© 2001 All rights reserved.
Copyright Information | Privacy Policy | Terms of Use
Site Map | Link to this Page




