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Dragon Reference Board Idea: Smallish, Tree-Dwelling Dragon; Slender, Fast and Agile
(Created in PureRef)

Dragon Inspiration Dragon Anatomy Bat Anatomy Bird Anatomy

Main Reference
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-H tpLobiaoctatn yAumtikn (ovoudletal emiong Kot yneLakn YAVTTIKY) €ival 1 01adikocio KATA TNV omoia €vac KaAALTEYVNC "oudedel’” éva Tp1oo1doTATO
OVTIKEILEVO GE €VOV VTOAOYLIGTY, OLOHLOPPOVOVTOGC TNV LOPPTN TOV 6€ YnPLOTMOLNUEVO UALKO TTOPOUOLO LE TOV TNAO TOV YPNOLULOTOLEL EVaC
TAPOO0C1LAKOS YAOTTNG.

-To box modeling gival pia Teyvikn 6TNV TP16oLtdoTatn LovIieEAOTOoinon O0Tov Eva MPwWTOyovo oxNua (6mTwg Kouti, KOAIVOPOC, GQaipa K.AT.)
YPNOLULOTOLELTAL YLt TN ONULOVPYid TOV BAGIKOD GYNUATOC TOV TEAKOU HOVTEALOV.
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ClayBuildup
Base Type: Clay

Base Type: Move

Smooth
Base Type: Blur
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Dam_ Standard
By: Damien Canderle
www.maddamart.com

Base Type: Standard

Base Type: Mask

Base Type: Pinch

Transpose
Base Type: Standard
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3n EvotnTa :Retopology

2.€ QUTO TO OTADIO O dDNUIOUPYOG £XEI TEAEIWOEI TO
MEYOAAUTEPO PEPOGC TNG dNUIOUPYIAC TOU XAPAKTH PO
XWPIC va Tov evOla@EPE! IDIAITEPO O apLOUOC TWV
vertices-poligons Kal KAT €TTEKTAOCN TO MEYEDOC TNG
TTANPOPOPIAC TTOU PEPEI TO APXEIO TOU XAPOAKTHPA.
AivovTag Eu@aon €101 0TV SnULloupyLkoTNTA KAIOTNV
TILOTH QTELKOVLION TWV TTPAYUATWY TTOU BEAEI va £XEITO
MOVTEANO TOUu. QOTOOO VIO va UTTOPECEI AUTO TO
MOVTEAO va €ival Aettoupylkd O€ €va TTaIXVidl, TTPETTEI
VA pelwBel onpavitka o aplOuog twv faces-vertices
TOU, apa n TAnpo@opia pe GAAa Adyla Tou HOVTEAOU.
ExTOC auTou, yia va dnuioupynBei €va rig kal Kat’
ETTEKTAON kKivnon - animation OTOV XapakTipa 6a
TTPETTEI VA UTTAPXOUV KATTOIEC CUYKEKPIMEVEG AOUTTEG
(loops) oto mesh (TpicdidocTaTn ETMIQAVEIA TTOU
QTTOTEAEI TO JOVTEAOD) Ol OTTOIEC Ba TOU ETMITPEYOUV VA
Kavel d1agopa deformations PJIMOUPEVO TOU PUEG TTOU
EXOUV Ta EuPIa ovra otnv aAnBivi (wn, dpa kai va
gival peaAloTIKO.

1.7k tris




H TotToAOYia TToU Ba TTpéTrel va gEpel Eva TplodiaoTato JovTéAo (3D mesh), xwpiletal oe U0 PEYAAEC KATNYOPIEC. Ta opyavikd LEAN TOU POVTEAOU
OTTOU €KEi Ba TTPETTEI va UTTAPYXOUV Kal Ol KATAAANAEG AOUTTEC KAl T pnxoavikad A aBia pépn, OTTOU EKEI N pITOTTOAOYIa Ba TTPETTEI ATTAWG va €ival kaBapn
KOl M€ OO0 TO dUVATOV TTIO OUOIOHOPPA TETPAYWVA (WOTE VA KAVOUV KAl TTIo EUKOAN TNV dnuioupyia Twv Uv’s). lNa tnv dnuioupyia Tng pitotroAoyiag (re-
topology) oTtoug xapakTrpes “'Angle of Verdum™ kai “Skull” xpnoigotroinke 1o mpoypappa Blender kal Ta epyaAeia mou gEpel padli Tou, OTTWG TO
Swrinkwrap modifier kal TNV EVTOAR} Snap to > nearest Vertex. Ooo yia Toug aAAAoug dUO XOPAKTAPES TNG Epyaciag, xpnoipgoTroinenke 1o Autodesk

Maya Kal TO Quadraw Tool.

TomoAoyia Tou xapakThpa
“Draka”.
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Snapping

fl Face Type of element to snap to: Vertex
Volume (Shift-Click/Drag to select multiple)
Snap to vertices

Python: ToolSettings.snap elements

RSIDSESIRCente bpy.data.scenes["Scene"].tool settings.snap elements
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polyMapCut 2!
polylayootuv
polyMapCuti
poly TweakUV
pobyMaplut2i
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polyMapCut2:
polyMapCut24
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Object  Help
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* Pict/Marguee

Drag
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Camera Based Selection ¥ Oft
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Selection Constraint *  Off

Tansform Constraint

P Son Setection
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7 Mati-Cut
&) Connect

1 Target Weld

¥ Quad Draw Options
¥ Quad Draw Options

v Oyerlay Append Meih

v Auto-weld 10

Maigar BuidDow

Relax: = Auto-Lock
Auto-weid 10
S000 10 Backsaces Extend: ¥ Edge
Quad Strip Width: 20 1]
Deselect All
¥ Live Constraint Options

Quadraw [ vy

v Meshcolor N

v Mesh Alphs 075

Select Similar

o) 3
Surface Offset & ‘ - -
Snap to Backlaces ";g’ Mak - ] Show/Hide Backfaces
oy Show/Hide Face Triangles

Epyaleia kat evtoAég TTOU XPNOIYOTTOINBNKAV yia TV dnuioupyia TnG pIToTToAoyiag TomoAoyia Tou xapaktApa “Draka”.




TomoAoyia T®V TPOSHOT®V (petd 10 6tédd10 Tov Retopology)
Tov yapaktipov tov project Angel and Dragon’’.




TonmoAoyia Tov cwpatog 1oL dpdkov amd 10 project ’Angel and Dragon”’.

Mapadeiyopata cwotng TomoAoyilag TAAGUATOV.

Lowest

Subdivision



TonoAoyia cwpato¢ KAl 6TOARG
TOU XapakTtnpa “Angel”.

Quadraw Shortcuts

e, 4 ‘ '
\l‘ﬁiﬁﬁ:‘:’f T e | ¥ Keyboard/Mouse Shortcuts
T T .

T (Hovering outside the quad mesh)

10UPY JaA

LMB / MMB: Click to drop dots
LMB: Drag to tweak dots
MMB: Drag dot.s.along
normals
Ctri+Shift+LMB: Delete dots

Drag to draw quad
strips

WAool Gujepow

T ey

Tab+LMB:

Drag to resize quad
strips

Click between dots
to create geometry

Tab+MMB:

Shift+LMB:

(Hovering inside the quad meshl

IoNp3 aingully

Drag to tweak
components

Drag components
along normals **

Click edge to insert
loop

Click edge to insert
centered loop

Ctrl+LMB:

Ctrl+ MMB:

v Auto-weld 10

Relax: ~ Auto-lock

Extend: * Edge

Quad strip Widtr: 20

¥ Live Constraint Options

v Wireframe Overlay

v/ Mesh Colar

v/ Mesh Alpha 075
Surface Offset

Snap to Backfaces
- Clear Dots
Reset Settings

Keyboard/Mouse Shortcuts

Shift+LMB:

Shift+ MMB:

Tab+LMB:

Tab+MMB:

Cirl+Shift+ LMB:

Ctrl+Shift+LMB:

Ctri+Shift+ MMB:

Ctri+Shift+ RMB:

Drag to relax points

Drag to relax
highlighted points
Drag to extend
border edge

Drag to extend
border edge loop

Click or drag across
faces to delete

Click edge to delete
edge loop

Drag edge to tweak
edge loop

Quad Draw options

** when no live surface constraint is active




H TotroAoyia , ekT1O¢ atrd TNV dnuioupyia kivnong (3D animation) eTnpeddlel TTOAAEC akOPa TITUXEC ToOUu 3D xapaktApa-povTEAou, OTTwG : Méoo eUkKoAo Ba
gival va emeepyaoctel To oxnua Tou hJovrtéAou. [Méoo eUkoAo Ba cival va dnuioupynBet n va eneepyaotel n xaptoypadnon (UV mapping) Kai TOGCO
eUKOAO Ba cival apydTepa va lwypadloteil to poviéro. N autd, pia cwoTh Kal “kaBapr’” TotroAoyia atrd tetpaywva (quads) €ival ApKETA ONUAVTIKN.

M Autodesk Maya 2019 - Student Version: J\3D\PERSONAL PROJECTS\Projects on Progress\Dragen\Final\Dragon.mb”
File Edit Create Sefect Modily Display Windows Mesh Edt Mesh  Mesh Tools Mesh Display  Curves  Surfaces Oeform UV Generate Cache Substance  Amold  Help Workspace | Maya Cisssies
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View Shading Ulghting Show Renderer Panels
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® PickMarquee
Drag

v/ Highbight Backfaces

v Highlight Nearest Component

Camera Based Selection ~ Off

Selection Constraint ~  Off

Transtorm Constraint ~  Off

P Soft Selection

¥ Mesh

'g\ Combine

¥ Components

l.l;. Extrude

3 midge

¥ Tools

4 Multi-Cot

il Connect

¥ Quad Draw Options

v Auto-weld 10

Relac = Auto-lock

Edend: » Edge

QuadStripWidth: 20

P Live Constraint Options
Clear Dots

Reset Settings

P Keyboard/Mouse Shortauts

TomoAoyia Tou
dpakou amod 10
project “Angel
and Dragon’’
uéoa oto Au-
todesk Maya.
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ovouadlovTal texture maps N AAAIWG xdpteg udwv.

Ta UV’s ytropouve va dnuioupynBoulve ye apKeETOUC TPOTTOUG KAl € TTOAAG TTPOYPAUMATA. 2T OUYKEKPIYEVA projects xpnoiyoTtroienke 1o Blender Kai

T0 Autodesk Maya (e To UV Cut Tool). AQouU yivouv o1 TOUEG - seams OTa edges Kal ol dnuioupyia Twv UV sets Il O OPICPEVEG TTEPITITWOEIG Udims
(TroANaTTAG UV'’s yia €va gvviaio object) , uttopei To mesh va yiver ecaywyn ammd 10 eKAOTOTE TTPOYPAUMA KAl va €10aX0€i 0To Substance Painter
KATTOI0 AAAO TTPpOYpANMa dnuIoupyiag TplodidoTaTtwy upwy (3D Textures) waoTe va va apxioel n dnuioupyia Twyv texture maps.
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5n EvotnTa :Render

Render Setup oTo Blender

Tplodlaotatn anodoon swkovag N 3D Rendering eival n dtadikaocia HETATPOTIAC TPLOSLACTATWY HOVTEAWYV KAl ypoadLlKwV o€ S106LA0TATEG ELKOVEC ,HECW
Tou utroAoyioT. AuTh n diadikacia xwpiletal o€ dUO KUPIOUG KAAOOUG OTO Real-time (TTpayuaTikoUu XpoOvou atrodoaon) Kal oTo Non real-time (un
TTPAYMATIKOU Xpovou atrédoon) rendering. 210 Real-time rendering n andédoon tng elkovag umoAoyiletal kal epdavileTtal o MPAYUATLKO XpOVOo, TNV
idla oTiyun dnAadn, he pubpuouc Trepittou 20 €wWg 120 KApE TO OEUTEPOAETITO. AUTH N TEXVIKN OUVABWG xpnolyomoLeital o€ malyxvidla KaL TpoOoNUELWOELG.
ATTé TNV GAAN TTAcUpd, OTO non real-time rendering, n andédoon tng TEALKNG ELKOVOG KL 0 XpOvog umoAoylopoU tng dev tautilovtal (KAl TTOANEC QOPEC
XPEIACETAI APKETOCXPOVOC VIO AQUTOV TOV UTTOAOYIOUO).

O1 ynxavég amrddoong TTou XPNOIMOTIOINONKAY 0TNV OUYKEKPIMEVN €pyaaia gival Tpel¢ :To Arnold Tn¢ Autodesk (Méoa oTo Autodesk Maya), To Cycles
(MEoca oTo Blender) kal To Marmoset Toolbag 3. Ilap’ 611 o1 duo £¢ autwv (Arnold kail Cycles) dev ammodeidouv Tnv eIKOva o€ real-time xpovo O0TTwg

KAvouv ol TTaixvidounxavég (yia TnG otroiec rpoopilovtal ol XapAKTAPES) ,XpnoLpomoloUVv wotooo, ta dla texture maps ta onoita Ba xpnolpomnotlovoe
puia real-time render punyavi onwc n Unity n to Unreal Engine.
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