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SoCal ROC

3Il CHARACTER

Creatures often need hair or fur. This modifier can create realistic
hair and fur.

nEsm“ 1. Begin by selecting and detaching a clone of the area of the original
mesh that you want the hair to grow on.

Detached
clone

Selected area

- 2. Apply the “Hair & Fur”
= @ EleE> modifier.
|GeoSphere001 F

Modifier List

& B Edit Poly

SR (A -

Repeat Last

Constraints
(@ None (") Edge
() Face () Normal

DPresenre Vs
st

The rollout for
the modifier is
fairly clear. Hair
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Styling allows you
to comb the hair.

Note: Hair and Fur only renders out in
the perspective or camera viewports

3. Set the detached clone to be “unrenderable”
in it's properties dialogue box.

Link the hair to the original model.
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General Parameters & |

Hair Count | 15000
Hair Segments |—
Hair Passes |1—
Density [100.0 /(]
Scale [100.0 %]
CutLength [100.0 &[]
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