NICK MCKINNON - MINE CRAB




SKETCHING
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Redesigning new features,
incorporating various species and crab
anatomy correction

Preliminary sketches from the old designs made in 2020.




MODELLING

Through this project i got a better handle at seperating pieces of
geometry in an organized workflow within zbrush



RETOPOLOGY

Baking down the high detail model into a lower polygon count base Polycount at 170k
mesh - using Zbrush - Zremesher and guides for edgeflow




TEXTURING

Base model, normal map
applied

Focusing on various crab
references, taking close look at
tonal changes from interior to
exterior features like the pale
underbelly and the outer shell
more vivid in colour, perhaps

a defense mechanism. | used
substance painter for texturing




RENDERING

| used Maya Arnold to render,
simple stage and 3 light set up.




