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Research Proposal for Creating a Base Mesh That Multiple Characters Can Be Sculpted From.
By Jordan Howcroft

1. Introduction
This paper proposes to find out if there is a better way to start a sculpt inside of ZBrush. There are multiple ways to start a sculpt, but it’s hard to find one sure way everyone has their own way of starting there sculpts.

The aim of this paper is to find out if starting a character sculpt with a reusable premade base mesh could be the way forward for sculptors.

Of course, this may not be a viable option for more fantastical sculpts although a custom base mesh could also be created as a base to start even the craziest of sculpts.

This paper will also be looking at how effective starting a sculpt this way will be, for example will it increase the speed of a sculpt. Not having to create those base shapes and form should in theory save a noticeable amount of time for most sculptors.

This will be tested by first creating a male base mesh. The base mesh will be topologized with good edge flow so that the sculpt is starting with good topology which should make it easier to change the meshes form without damaging the mesh too much.
2. methodology
To conduct the proposed research the following methodologies will be used.
research into the ways people start sculpts and their reasoning behind it. This should give an insight into why a lot of people currently don’t use base meshes to start sculptures.

After completing this research, a base mesh will be created using Autodesks Maya 2018. This mesh will be a male head with good topology and edge flow.
This Base mesh will be brought into ZBrush where it will be used to create a character sculpt. The sculpting process will be timed as well as recorded to have video footage of the sculpting process.

The sculpt will first be concepted in 2D. The planned character idea is to be a male character with an evil facile expression. The expression is being done to find out how it will change the characters topology to find out if a base mesh will for the most part hold good topology even when moved around.
The base mesh will not follow the concept but will be a very basic human male head with basic features to create a base line that characters can be sculpted off from using this one base mesh.

This character will also have a second sculpt where the character will have gained weight to see if there is a need to have multiple base meshes for different body types E.G. Fat, thin, muscular and so on.

After the male Sculpt’s is done another sculpt will be created using the same base mesh but this time of a female. This is to find out if there is a need to have a female base mesh at all or if one mesh will serf-ice for both male and female sculpts.

The sculpt will also be judged on its finished quality and weather starting with a base mesh had any effect on the outcome of the sculpt.

After the sculpt is done a written paper will be created fully analysing this technique of sculpting answering weather starting a sculpt this way is effect and worth doing or if people should stick to what they know and carry on sculpting the way they have been. 


3. Project-specific research
The research for this project will aim at how digital sculptors sculpt and how they generally start there sculpts. Looking at specifically how they start there sculpts as there is a few ways to do this. The question is, is using a base mesh the best way to do it that should be a standard practice.
Sculpting can take many forms but the basic for is a human. Most people are always trying to recreate a human at some point when they are sculpting be it for a game, movie or any number of other media’s. 

In most cases sculptors start from a primitive mesh sphere inside of ZBrush, or they use something called Zspheres this is a tool inside ZBrush that allows the user to create basic shapes to start characters, creatures or whatever the sculpt might be. 

But there is the other option to use a base mesh. In Scott Spencer’s book He stats “in some cases you will want to start from an imported mesh” (S. Spencer, 2008) this is Instead of using a primitive mesh. This begs the question why?

From research it seems to be that its mostly down to preference, some people just prefer to start with a base mesh but is that efficient or a huge was of their time. This is what this paper aims to find out.

In the traditional sculpting world there is also a case for using a version of prebuilt mesh’s. There are a number of traditional sculptors who start their sculptures by using either thin chicken wire to create a base wire form. Some traditional sculptors commonly use tinfoil as a way to create a basic form for their sculpts. 
This seems to be a common practice in traditional sculpting although isn’t as common as you would expect in 3D sculpting where it is arguably even more useful as a practice. 

For example, having a premade mesh could be more efficient not just for the sculptor but for the rigger and animation departments. They could start making proxy rigs and animations whilst the sculptor is sculpting the character instead of having to wait for the sculpt to be done creating a potential bottle neck. 

Of course, depending on how drastic the changes are going to be to the base mesh for example if the character ends up becoming something completely different during the sculpting process for whatever reason, the rig and animations may no longer work with the end product. In essence creating more work for the riggers and animation teams as they may have done a significant amount of work for no reason which has and can happen at any point.

In this specific case that would mean there is no point starting with a base mesh if the character has the potential to be drastically changed from the base mesh.

4. Proposed outcomes

The expected outcome from this research will be a new understanding of sculpting and the techniques used to sculpt. This should also give a higher skill level and knowledge of sculpting as well as modelling for that matter as the base mesh will be created in Maya. This should show sculptors although starting a sculpt from a primitive sphere is a viable way to start a sculpt understanding how to create a reusable base model will give important knowledge on the steps they will inevitably have to do if they want to create an animatable character.
Another outcome from this research paper is that using a base mesh in the end is no faster or slower, that it is just another way to start a sculpt that is also a viable and good way to do so.

The other outcome from this project and paper is that using a base mesh to start a sculpt is a clear and obviouse way forward for all sculptors and should be the first thing beginners are shown and torte. As it could give a beginner a better understanding of modelling and sculpting overall as they will have the knowledge of good topology and edge flow from the get go.

The final possible outcome is that the project doesn’t help at all and that using a premade mesh has no effect at all on the sculpting process and efficiency and brings no knew knowledge to sculptors.
These outcomes will be valuable to know even if it turns out the project has no real help to the sculpting process having that knowledge alone could set a few people at ease who maybe thinking they are doing things wrong because this other guy used a base mesh.
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