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Character Modeling Sheet
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http:/ /cgcookie.com/blender/2012/02/28 /exclusive-resource-character-modeling-sheets-krystal-9/ LB o

During the modeling process, character turnarounds are nearly unparalleled in their usefulness. Character modeling sheets can drastically speed up the modeling process and give you a
higher quality, more accurate model as nearly all of the design decisions have already been made by the concept artist, leaving you to focus exclusively on the modeling.
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Repository

http:/ /www.hongkiat.com/blog/60-excellent-free-3d-model-websites
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ReconstructMe

http:/ /reconstructme.net/

http:/ /www.heise.de/ct/artikel /3D-Scan-mit-ReconstructMe-und-Kinect-1466475 .himl
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Rigging & Skinning

Note: Animations are identical. They look slightly different because of the perspective.
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Auto-Rigging
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Animation
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Keyframe-Animation
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Motion Tracking
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Motion Tracking
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[PISoft Kinect Motion Capture
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CMU Graphics Lab Motion

Capture Database
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Automatisierte Animation
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Shading

Flat | Gouraud | Phong Shading
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Material = Shader + Texturen
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