SoCal ROC

i i i Beginning Level
gl Mndelmg & Animation (Point Value - 1 to 5 points)

1. Begin by making 1 shape (Circle) and 1 Helix (Path). 2.Select the "Path". 33| :I‘CF |View M| & ‘
Then in the Compound Objects - -
Make the path in the "Front" viewport and the Circle in roll out choose "Loft" (Compound Objects are R| . | d‘E‘n‘ [®| @| T ‘
the "Top" viewport. found under the "Geometry" roIIout).—@@ B O A2

Click the "Get Shape" button and select the
circle that you made.
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3.Select the Loft. Open the Modify panel and open
the "Deformations"” roll out (It's usually near the bottom).
Select "Scale" . Move the black dots to shape the shell.
Right click on the black dots, sleect bezier to round the shape.

[+  Surkface Parameters [i

i+ Fath Parameters [i

[- Skin Parameters |

[® scale Deformation(x) =] 3 — Capping
|€||70\><|"/||$,I # 18 | X - ¥ CapStat [+ CapEnd

120 140 [E0 [20
. . . @& Momph ¢ Grid

— Dptiong
Shape Stepz: |5 ﬂ

{Path Steps:|5 —

[ Optimize Shapes

I~ Optimize Path

[v adaptive Path Steps

v Contour W Banking

[ Constant Cross-Section

™ Linear Interpolation

[~ Flip Normals

[v Quad Sides

W Tranzsform Degrade

4, Last,add the“Shell” modifier to give ey

the object thickness. W Skin I Skinin Shaded

Figure 3.

200

100

4

I
L

Kl | »
| Drag ta move. Ctrl-click or drag region box to add to s [[T00.0 |[-1.33 [ pd b 26 |4 o & & |




