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Introduction

Droid Project
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For those new to this series, or myself | ask that you read my Introduction document so that you get afeeling for who | am
and where | am coming from. For those that already read it, lets get started.

Prerequisites:

« A desiretolearn

. Electric Image 2.9.2 or greater
« Modder 1.1+

« About 2-3 hoursto kill

(Click To Enlarge) (Click To Enlarge)

For thefirst series of articles, | am going to take you through a project from start to finish. Thiswill include modeling,
texturing, and then finally some animation. Our first project isto create a worker droid robot. One thing that is vitally
important to producing good 3D work isthe ability to create a back-story to your scene or characters. If you know
something about the scene you are creating, or the character you are drawing, you will find yourself adding details and
features that are cohesive and help tell the story. Without a good understanding of who this droid is, you will be making
design decision that have no cohesiveness.

In our case, “Max” isalittle worker droid that has been in service for many years on afreighter ship. He
is definitely older technology, but he is hanging in there. He' s a bit dinged up, and hasn’t been maintained
very well. He has 2 fully articulated arms with clamp like hands, and he levitates, so he has no “legs’ to
speak of. He “sees’ viaacentrally located camerathat can pivot up and down as well as swivel abit. His
body is flanked with two spotlights that help him navigate in the dark halls of the ship.
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Introduction

OK, let’sfire up the Modeler and get started!
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Project Setup

The object we are creating will be
approximatelly 3 feet in diameter.
With that in mind, | have my
Document Profer ences set as
illustrated.

The Tesselation setting are for
exporting your model in the
polygonal .FACT file format. If
you are using Modeler 3.0, you
can set-up "per-object” tesselation
settings. Thisis very usefull to
optimize polygon count while
keeping model quality as high as
possible. In Modeler 1.0, and the
1.+ that comes with the 3D
Toolkit, you only have document
level tesselation settings.

This can be areal problem if you
have some very small detailed
objects along with larger, less
detailed ones. Y ou crank up the
tesselation to get the detail on the
smaller objects, but then your
larger less detailed objects get
|loaded down with aton of polys
that aren't really needed.

OK, I'm only going to say this
once. NAME YOUR OBJECTS!
Ok, I might be saying this more
than once. | can't stress how much
thiswill help you down the road
when you have 137 extruded
objectsin your model and you
can't figure out which is which.

Also, keep your Project window
organized and learn to use layers.
Asyou will notice in the second
image, | created seperate layers
(folders) for al of my construction
objects. How you organize these
isn't asimportant as as the fact that
you save all of those wires, etc.
Believe me, you will most likely
need to re-generate some objects
later in the modeling process, and
having those original primatives
will save you aton of work.

The more you work with Modeler,
the more comfortable it will feel,
and you will develop your own
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OK, the next step isto create the Curve Primitives |
Left
"cuffs" that appear just above and (o)) Le ol

below the shoulders. Thetechnique || . ...
is pretty much exactly like the o "
previousone, so | won'tgointoalot ||=-

f detail. —y \* = @
S - A 8 *“E:S'H ":x

-0-ET [ o-s" 1 i
L T T T _'__'_,_.—- ‘_‘_\-":"-1-

. Using the Bezier tool, ==
createan outlineinthe L eft |[: -
View as shown. 2y

« Using theline Tool from T |_z
the Curve Primatives ;

palette, draw aline on the
Y =0 axis. We will use this
asasymetry lineto =)= iiis i
duplicate the bezier curve. e p T 1
« Grab the Reflect Tool from
the Transform Palette. T //-"_\\
Select the first bezier curve ||~- /ff—__\‘\
and double click in some ; /ff’
empty space. Then select .
the symmetry line we
created. The bezier curve
should be duplicated under  |].! -
the symmetry line. Te
. Delete or hide the symmetry || -
line.
. Using the Wire Knifetool,
select the Body and then
select one of the Bezier Transform L = Left )|

Curves. Thiswill cut out of ——— — .
the the cuffs. Repeat with # qﬂ s e S L, s S
t

the other bezier wire.

. Hidethe Body Object. -
. Using the Straight Knife ol . / |
tool, cut each of the two ” : - Z =

new curve object into 2. o
« Do Not Delete any part of . -
the new objects. T Q\
- Un-Hide the Body Object. T NNy
« Using the Move Tool, move : M
the new "shoulder cuffs" so :
that they extrude out of the
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object before doing the 20 Tanls L | ——————
boolean_ e R R R = R S P U N

- Hidethe Body and and @ ﬂ ] &rc length Parmeterize Interpalation
other objects you like. E Minirnize Surface Twist G smaoth

. ight Knif i
g;?ba%gl::‘]?:];alj_%ﬂt Vir(lalwe ﬁ’ |:| duto Align Cirection @ il
cut the back of the ki nne’d q |:| Simplify Surface Geornetry
object off at aslight angle. ' [X]End Caps [Juse Spine

. Rotate your 1so View, so £ [l clozed
that you can see the three ! |

edges that will be
| X cC I | /0K
intersecting the Body. anee ;J

. SetthePick Tool tothe

EdgeFilter.

« Doubleclick the Bevel Tool
and set the Radiusto 6" .

. Click one of the three sides
of the new object.

. Double Click in an empty
portion of the window. The
selected edge should get
beveled.

« Continueto do the other
two edge one at atime.

I__|| Kniveg_,u M]_
T, Gy

Note 1: Don't try and bevel the
entire object at one time. Doing
sequential edges, one at atime
usually works better.

Note 2: Inthis case, | beveled the
object that will be using to cut out a
piece of the body. | could have left
this piece with hard edges and then
tried to bevel the resulting "interior"
edges on the budy. Thiswould also
work, and many times | have had
better luck with that approach. In
this case, since these are pretty
simple objects, doing the rouding
first was easier.

OK, lastly, let's just boolean subtract
this piece from the body.

. Un-Hidethe Body

. Select the Boolean
Subtract tool.

« Click onthe Body and the
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on the disk.

Repeat the same process for
the other side of the bodly.

Now we need to take care of
that bump out thing that sticks
out of the top of the droid.

. Gotoyour Iso view and
navigate around until
you are close up on the
top of the body.

. Select the Loop pick
filter.

. Select the Bevel Tool.

. Click on the seam

where the top "thingy"
Intersects the body.

. Doubleclick in empty
Space.

Repeat the same operation for
the top of the "thingy".

Well, we need to do the exact

same procedure for the four
"Shoulder Cuff" pieces. The
procedure is the same. Select
the Loop Pick Filter, Select the
Bevel Tool and select and
bevel. Thiswill need to be
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Our droid is not going to be very
useful without lights to see what
he/sheisworking on. Thelight is
made up of four seperate object, a
sphere, a cylinder and two revolved
object. We'll also use the Reflect
tool to duplicate out efforts and
create the second light for us.

. IntheLeft or Front view, :
grab the Spheretool fromthe || - ol
3D Primitives palette. Draw :
the basic sphere as shown.

. Grab the Cylinder tool from
the 3D Primitives palette.
Draw abasic cylinder. Use
the Rotate, Trandlate and
Scale tools to position it were
you like.

. Now, inthe Left View, using
theLine Tool, createaline
that we will use asthe axis of
revolution.

. Switch to the Bezier Curve
tool and draw an outline
something like what's shown.

. Usethe Revolve Tool, select
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Lights

the bezier curve and then
dick on theline.

. Using the Bezier Tool again,
draw the outline of the L ens.
When done, Revolve that
around the same line.

Why create a separate object for the
lens? Thisis so that we can apply a
glow effect within Animator. This
will give us alittle more realism to
the final product.

| also want to smplify thisalittle
bit. | don't think we need two
separate object, the sphere and the
cylinder. We can probably shade
those effectively as one object, and |
want to bevel the edges where they
join to give them amore finished
appearance.

. Using the Boolean Add tooal,
select the sphere and post and
join them into one object.

. Set the Pick Filter to Edge,
and using the Bevel Toal,
bevel the edge where the two
objects joined.

No one likes to reinvent the whed!,
so we'll use the reflect tool to
duplicate what we did for the other
light.

. IntheFront View draw a
L ine along the x=0 axis.

. Select the Reflect Tool, and
then select each of the objects
that make up the light. When
all selected, Double-click in
an empty area. Now, click on

| =i =] Left =IJ
j—l 1 [ |-.1. I 1. oo, I-.l:.lj-li?." 1
i
= -,
u

|_|_| J=u
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Eyell

View, draw a
small circle,
make sure it's
centered in the
top of thearm
object.

Switch to the
Top View,
and drag out
the cylinder
until it'safew
iInches long.
Onceit's
drawn, grab
the Move
Tool and
move the little
bolt over until
itis
Intersection
the arm and
the eye.

Maybe | sahould read
up on the workplane
tool, so | don't have

|_|_| J=u

to keep moving

objects around after |

create them ;-).

All weneedtodois
duplicate this one bolt

to the other side.
Now, if you have
been saving your
wireslikel

recommended, you
should already have a
line representing the
reflect axis that we
used to reflect the
arms. If you don't,
create astraight line
that runs down the
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Almost done folks, just haveto add  |[nures curve | [[Si=pia 7
some arms to this puppy, then we're - e 5 e
done with the modeling portion. It's || 5| w577 [ |5 o) it ety e
been afun trip. If you have managed ; P s e
to stay with me so far, I'm going to +?: _ : P T
try and breeze through this sectiona || = - : \(7
little faster without as much detail. It CE
will allow you to practice up some : /Q J
yourself, and hopefully alow meto Ao X _
finish the armsin one page ;-) =R ‘_z L

. IntheLeft View, draw a

NURB Curve From CVsas
shown. [E Iso )

. Grab the Extrude Tool, and
extrude this out a couple of
inches.

. Movethe new object, so that
it extends out of the left side
of the body.

. SetyourPick Filter to Edge
and bevel the edges with a
nice big bevel. Note:
Remember to watch the other
views as you select edges to

bevel. Inthis case, you will St @ |
have to make sure all of the iy 0"
edges of the outer loop of the A S . A
object are selected before :
doing the bevel. . \

o
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