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1.INTRODUCTION:
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2. ABSTRACT:
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3.0VERVIEW:
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4. APPLICATION IN MAYA

4.1 GEOMETRY BASE HAIR
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Hair sculting using Zbrush

By Rodrigue Pralier (2008)

Block out overall hair shape

Creating loose hair strands using Zphere
%

By Joe Lee (2009) Complete hair

Zbrush version In game version

Army of Two: The 40th Day - Electronic Arts (2009)
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Still images

Shiyong Wang (2008)

Games

DOA - Teemo, LTD (2006)  FF XII - SQUARE ENIX (2008)

Uncharted 2 - Naughty Dog (2008)

CG Hair using Geometry patches
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Real hair

smaller geometry Patch / Render time: 8.32 min

Renders by PhungDinh Dzung ( 2010 )
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4.2 SOFTWARE HAIR TOOLS IN MAYA:
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Paint Stroke on selected surface Auto apply stroke on selected curves




Hair whorl with manual painting Hair whorl using stroke along curves

Paint effect stroke Control emves Paint efTect Hair
follow control enrves



Yaint effect har render using:

Maya Software renderer Mental Ray renderer

Render time : 20s Render time : Tm 30s
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'_\T o self shadow and Support full shadow

¥ fake offset shadow ; & final gather

Maya Software renderer 23 sec Mental Ray renderer: 11 mins
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4.2.2 Maya Hair :
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Create hair follicles on surface

Modifyiing clump &

shading

Simulation & modifying
ollicles

Render




Maya Hair with few hair clumps

Follicles with overide cult value & color

Maya Hair with more hair clumps and clump
interpolation

Follicle with braid turned on




Mava hair
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Desire hair style
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4.2.3 Maya Fur
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5. INTEGRATION & PRACTICING

5.1 Overview of pros & cons of previous methods:
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5.2 Suggestion of a preferable method in Maya .
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5.3 Implementation:
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[ File : hair_dynamic.avi ]



6. GHM Hair Creator MEL Scripts:
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[ File : script_demo.wmv]



7. Final Products
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8.Future developments
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9.Conclusion:
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