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Character modeling using ZSphere

L=

Chang—su Ryu" - Chang—wu Hur™
Yewon Arts University” - Mokwon University™

E-mail : twins70@yahoo.com’-chang@mokwon.ac.kr"
2 <

ZBrush®| ZSpherew= XA de| F717F 7he3bd, FARTGE %311%101 AR 7|8k LB A
EZXA ZSphereE 7]F2] ZSphereo] F71E &= Qlth= Aol o & Eof A T A oA
woldle] the] 22 A& YT 5 Q. O]Eﬁi} WAl o g g vt o Al AYUHE f4A T
of ¥ 4 e Fo|tt.

2 =32 ZSphereEs AFE3l9] 9] SphereZF-E] oJ2] 712 Child SphereE &1, oA
o] parent sphere’} ¥o] o]& 7|2 & Child SphereE dA4d] U= Aoz Fgs wEo 7}
v 3D AYH FEE 3 WEA FoprteF A it 3D LEAEE Frleta I AA7IL
=44 F U7l ZHJ]i«] Z—depths} &3t A5 #go] o]Fojd 5 It} o]get QLHAES A
b =AY AJYE sty 1FH HAHEE on|XE FF3HIL Pixolse AMA S 3DHA
EE HFPAF)7] S8t kst AP EY =4ES AFESAY. ¥ character® poly® W3S
b3 Topologys ol &3 w=ZA W& ATFA st YHoZ AMYHE AAS A

ABSTRACT

7ZSphere of ZBrush can be added to the screen, and most of all, added to the existing ZSphere as mobile geometrical
objects. For example, legs can be produced out of the globoid in the progress of an intermediate step. characters with
multiple limbs can be produced easily in this way. With Zsphere, several Child Spheres can be produced out of single
Sphere, then these can be parents spheres, and can connect other Child Spheres.

In this paper, by making each form through these processes, 3D characters were modeled to shape easily and rapidly.
Since 3D objects can be added, rotated, and moved, they can interact smoothly with Z—depth of campus. To place these
objects on the screen, paint, build fixed perspective image, smerge pixols and transform 3D objects, diverse transforming
tools and sculpturing tools were used. The characters were designed in the way that first, the finished 3D characters
were transformed into poly, then each side was restructured rapidly with Topology.
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