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ABSTRACT

Owing to the improvement in CPU processing speed of Phones (hardware of smartphone), 3D engines loading,
and expansion of the usable capacity, next—generation smartphone game markets are rising briskly. Therefore,
in creating 3D game characters, realistic and free—form animations in a small screen of a smartphone are
becoming important. Through this paper, as a method of creating characters and operating for game characters
to cause user's feeling, with NURBS data of MAYA, We completed a face in turns of eyes, a nose, and a
mouth, and with Polygon Cube tool, modeled hands and feet. After dividing a cube into half and modeling it,
through mirror copying We completed the whole body and modeled the low—polygon. Then to model realistic
and free—form characters, We completed each detail with ZBrush and applied Divide level up to 4. Though they
might look rough and exaggerated, We tried to express stuck—out parts and fallen—in parts effectively and
smoothly with Smooth brush effect, map and design the low—polygon 3D characters.
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