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Making the model
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The general idea of my character is a different depiction of Mother Earth Idea 3 and incorporates ideas of what if humans evolved differently. As well as taking inspiration from Animalia like idea two to create and human similar creature.
My designs were to test compositions and different ideas but moved swiftly on with my main idea to refine it and not waste time prettifying designs I wasn’t sure about.
I started with a female body mesh, shrunk the legs and elongated the arms in Maya to create the base, then transferred over to Zbrush for smoothing and finer details. My biggest challenge was the decision to separate parts at some point, the head and legs and how it was to reapply them together to a full piece, overlapping and combining. In a future model, I would probably try to avoid chopping off body parts and work on the whole body together.
I used the geometry divide tool a lot, where I was going to add more definitions. This worked however, it did cause the model to be pretty uneven, with the face having a lot more typology that would get messed up when I wanted to re-mesh other parts to make it more even. I couldn’t find a way to use the Remesher on only a selected area.
The female head model I started with came with eyes and inside teeth, with some movement I got the eyes into a wider position and elongated 2 teeth for the fangs.
Creating the hair, I had started with modelling it straight onto the head but quickly realised that this would cause more problems in the long run with texturing as well as it might not be as sharp or ‘sit’ correctly onto the head model. I found that creating an extract of the scalp first created a base to start the creation of the main head of the hair. With the side pieces also separate extracts that I create by dividing and cloth inflates to first create the rough shape. 
There would be some processes I could do a lot quicker and cleaner for the next models as this was a big learning curve in z-brush and a lot of it was trial and error. I had a bit of a problem with the stretching of the model, which I figured out could be fixed by geometry multiplying the section I was editing to give myself more smooth modelling
 I am fairly pleased with the outcome of my model. Some aspects like armwebs had to be discarded because it became a little complicated to create, as I didn’t implement it from the start. I then liked the model without it in the end. With the overall texture outcome, I am pleased with the result, using an ‘alien’ skin texture already in substance paint I then imported a texture for premade eyes that I aligned as a mask on the same map with using a marble texture for the teeth as it had the best result. For the hair I used a standard surface, adding a shine and using the hair paint tool. This was my first time using Substance Painter for this detail and I do think I could have done more to make it more realistic, I mostly only added a bit of depth into the hair and gave the overall model reduced hardness to make appear ‘wet’ because of where it would be in ‘nature’.
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Description automatically generated]Female Model used to Start 
[1]“Basic Human Female - Download Free 3D model by DNC44,” sketchfab.com, May 11, 2020. https://sketchfab.com/3d-models/basic-human-female-aa64062267dc4324a04dfdd15f2d2c42 (accessed May 01, 2024).
‌Female Head model used to start= Zbrush Female Demo
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[1]
“око 009 Substance Material on Substance 3D Community Assets,” substance3d.adobe.com. https://substance3d.adobe.com/community-assets/assets/2be103277774a26695ff1cf790b9c154813ee85a
‌



YT Video used how to make a tail ‘structure’:
[1]“Maya: How to Convert curves to polygons,” www.youtube.com. https://www.youtube.com/watch?v=O0jGV3beV50
‌Other Helpful Links:
[1]“088 ZBrush ZSphere Rig Wire Posing,” www.youtube.com. https://www.youtube.com/watch?v=A7iTliLa5s4 (accessed May 01, 2024).
‌ 
[1]“How to Sculpt Hair in ZBrush Tutorial HD,” www.youtube.com. https://www.youtube.com/watch?v=JWF4SKhWKfI (accessed May 01, 2024).

[1]Lo_Lynx, “How to use/manipulate the DEMO FEMALE HEAD?,” May 18, 2019. https://www.reddit.com/r/ZBrush/comments/bq4nfc/how_to_usemanipulate_the_demo_female_head/?rdt=44805 (accessed May 01, 2024).
[1] C. Solarski and T. Donovan, Drawing Basics and Video Game Art: Classic to Cutting-Edge Art Techniques for Winning Video Game Design. New York: Watson-Guptill, 2012. 

‌
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	I. Gracheva, Instagram Image (Https://Www.Instagram.Com/p/CqQ0XqLSC_u/). 2023. 
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	P. Hoogeboom, (Https://Www.Pinterest.Co.Uk/Pin/697565429774499933/). 
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	shejtano, The Four Noble Truths (Https://Twitter.Com/Shejtano). 2023. 
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	M. Rezard, Campie Design for Atlantis (Https://Martinrezard.Com/). 


	[image: Deep sea Siren]
	Sujin Park, Deep Sea Siren (Https://Www.Artstation.Com/Artwork/aRwwA0). 2020.
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	isabellestrobel, Female Zombie Fullbody (Https://Www.Fiverr.Com/Isabellestrobel?epik=dj0yJnU9SnMtLVQ3SjZ2Qm1uM25aOEpqYlp1NHRoUVFHSmRsQV8mcD0wJm49RnJWRHpnRlZ6aTdJcmZzbmIwazRMQSZ0PUFBQUFBR1hoSHU0). 
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Monokubo, 人類 Humanity in Art book  Nenashigami: Monokubo Sakuhinshū. Tōkyō: Shōgakukanshūeishapurodakushon, 2019. 


	[image: The Old one]
	D. Vasquez, The Old One (Https://Www.Artstation.Com/Artwork/A12n0). 2016. 
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