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Create: Points 
& Faces



Create: Points 
& Faces



Tweak: Points 
& Faces



Continue to 
add and 
tweak.

Plan edge layout 
to follow 

musculature of 
face for better 
deformation.



Continue to 
add and 
tweak.
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add and 
tweak.



Continue to 
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Continue to 
add and 
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Continue to 
add and 
tweak.



Can do UV 
layout, 

painting, 
sculpting as 

well.



Continue to 
add and 
tweak.



Continue to 
add and 
tweak.



Refine until 
finished.

Export retopo 
mesh.



Import .obj 
into Maya Could additionally work with texture, 

displacement, and/or normal maps.



Am I 
symmetric?





FACs 
(to inform rigging and performace tools)
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FACs 
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FACs 
(to inform rigging and performace tools)



Rigging with blendshapes (and possibly joints) to enable 
movements represented by FACS action units (AUs).













AU 1





AU 2 + 4



Combined model with Blendshapes for AUs 1, 2, 4.



Quick playblast test of blendshapes.



Rendering & Comparison
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