How to create a goblin's head





This is a tutorial on how to create a goblin head or any other type of head.  All that is required is a copy of 3D Studio MAX, a basic understanding of splines and patches in MAX, and a little bit of imagination.  This tutorial assumes you have the basic knowlegdes of splines (attaching, creating, and modifying them)  and patches (creating them, manipulating the handles, extending edges, and welding control verts).  If you have not worked with either get out the manual and start reading.





Source Material





Before you begin modelling any object you should have as much source material on the object that you are going to create.  Source material can include scans, photographs, sketches, and etc of the object from as many different angles as possible the more the better.  For this tutorial the source is a scan of a goblins head from the front (fig. 1 ).  Ideally you would at minimum you would want a profile and front shot but for this tutorial a front shot will do.
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 fig. 1








Creating a Template





Normally when I am working on a object I will create a template of the object first.  The reason for this is that when working with patches you want to know exactly what you want a head of time because once you have created your patch object trying to add patches to the interior  is very difficult  and time consuming.  By first creating a template object you are mapping out the patches before you create them. The template mesh will consists of just spline shapes which represents the major and minor curves of the golins head.  For the goblin head there are 4 major vertical curves (the red splines) and 4 major horizontal curves (blue splines).  There are also 5 minor curves such as the bottom lip and eye socket (yellow splines) see figure 2.  Depending on the detail that you want the number of major and minor curves may vary.  Creating the template spline object is a simple as loading in a background and  tracing the objects curves using splines.  I usually start with the front view and then work on the side.  Important thing to note about the template is that all the polygons formed from the intersection of the splines form either 3 or 4 sided poly's.  This is important because patches can only have 3 or 4 sides.
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fig. 2





Creating the Patchs





Now we will create the actual head mesh which will consist entirely out of patches.   Start by creating a 1x1 quad patch in the front view around the bottom jaw (see fig. 3).
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fig. 3





Take the four corners of the patch and align them up to the four corner of the polygon that form the bottom jaws (fig. 4).  Adjust the handles of the patch so that the curvature of patch matches that of the jaw.
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fig. 4





Now go to the right view and align the control verts of the patch to match the jaw from the right as in figure 5.  If need be also align the patch from the top view.
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fig. 5





Now we are going to extend the patch to continue filling in the rest of the goblins face.  Start by selecting the edge of the patch that forms the border between the lower lip and the jaw (fig. 6 ) and extend it into a tri-patch.  The reason that we are using a tri-patch is because the poly that represents a lip on the template consists of three sides thus we use tri-patch.
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fig. 6





Once you have extended the tri-patch realign the control verts so that the new tri-patch verts match the template verts and curvature from the front and side just as you did with first patch (fig 7).
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fig. 7





Now that you have created the bottom lip we will begin to work on the cheek.  Select the left top most edge (fig. 8) and extend it to a quad patch.  Now move the control verts to match the template just like you did did with the first two patches (fig.9).  You should now have a cheek bone in place.   Now continue extending the patches to match the template repeating the same basic steps as above until you have covered the entire template.  The only thing that you have to worry about is the occasional extended patches that share a common control verts which you must weld together.
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fig 9.
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 fig. 9





You should now have half a goblin head.  Mirror the object with clone on and realign the halves.  Attach the halves and weld the common vertices.  You shoul now have a full goblin face.  This procedure should work with about any type of face.  
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