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to make a sleighy.. click on
extrusior’ then when box
TSNS

comes up, click in the
white box that comes up..
start with using mouse to
make first x then without
letting mouse off, keep
going and
draw your shape.. making
sure you end up touching
the last x with the first one
to close off shape. then
you can use ‘insert’ button
.click on the line in your
drawing to
add more x's that you can
better..i zoomed in here and
see for drawing and shapin
fix shape up, click on 'extru
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@ Box Bosb e e e s i
B Estrusion: Extrusionl : ’ : i . N . : i i
B Background: Background! once you get your shape drawn. using 'front face view' click on 'rotation’ tab in

prop ‘box for extrusion.. move ‘far left slider' to rotate slelgh up then click on -
snap button to stralghten sle|gh

Rtrus xtrusionl L. 5
»
General] Trans  Rotation | Scale | Locksl Matetiall Texlurel Extrusionl

i~ Orientation
Rotation Angle ISU Awis of Rotation |1 IU 10
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once you have sleigh rotated upright.. go to 'scale’ tab'in prop
“box.. uncheck 'uniform scale’ using 'lookdown face view' drag
with mouse the ‘middle ' slider and make sleigh a bit wider

Unifar,

cale

™ Uniform Scale Scale: |1.183
Non-Uniform Scale
(Sx [1 sy [1.563 2
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to cut out the insides of sleigh. click on ‘box'shape then click on screen...
go to 'scale’ tab in prop box , uncheck 'uniform scale’ then using 'front face
view' and 'far left slider’ lengthen the box so it fits in sleigh as shown, try not
.to have box touching front part of curved part of slelgh and.back part where.
top starts to curve..

D
strusion

: Background1

Box: Box7_ I

Generall Trans I Rotation Scale ILocksI Malelial] Teulute]

r Unifobzeale

™ Uniform Scale

AV @Y — | —— |
UAO\Jﬁed\‘:@l@, & | ;"@-@\
L8 Create Sound i

go to 'Iookdown face view' and size 'red box * W|der by gomg to scale tab and
-dragging the 'far right slider"till box is wider..-

then go to 'trans tab’ and drag mouse on screen into center of slelgh as
shown

4 p—
Iy ot

Holalionl Scal | Locksl Maleriall Texlutel Be

Location

by |0‘4UB Y |-n.093 z |0.793
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-once you have the 'red box shape' centered and sized inside -
‘the sleigh.. click ' front face view' to'see sleigh upright then
‘click on sleigh itself.so 'it's h|gh||ghted then cllck

‘on 'boolean extractlon

ion1

ckground1

Tt

General Trans ]Rotationl Scale I Locksl Materiall Texture

Location
’756 l0.233 v [nneo 2 In ‘

Fhi=ls, ’fﬁ! \Jﬂeom
2ama] | : \
rmam“@mﬁﬁmvﬁ <m@3
Toooleanvperation

once you click on ~ Operation Type:
'boolean extraction’ ' Node 1 Cuts Node 2 Node 1: Numberof Facets; |16
this box pops up \>‘r

9 EE

Node 2 Cuts Node 1 Extrusion: Extrusionl
Chang_e the " Intersection Node 2: Mumber of Facets 16
operation type to i i

"node 2 cuts into node 1

% Create 2 Nodes.
—,7 (" Create 1 Node. Use Node 1 Appearence
(" Create 1 Node. Use Node 2 Appearence

’_, Output. One Node or Two

in output section:
change to
create 1 node use

node1 appearance ‘Warning: Boolean operations will convert the nodes to Indexed Face Sets.

Indexed Faces Sets will result in larger files sizes.

~ [ ]

then click ok

Cancel |
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once you click 'ok’ the red box cuts out the area
it covered .. so now sleigh is cut out, angled it
here so you could see,

go to ‘IFS' tab in prop box, you can change
crease angle to 50 if u want, which will smooth
out the sleigh and uncheck 'solid’

Iv

General | Trans | Rotation | Scale | Locks | Material | Testure | EDIT  IFS

Indexed Face Sgt;

f_{-/ Subdivided Sufaces——————————
Crease Angle: |5U Deg I |
0 Degrees: Sharp Facets Number of Subdivisions I0 .l
B0 Degrees: Smooth Shading

" Solid ( Dont Draw Back Faces )

IV Counter Clockwise Faces

D R |

C0A40 8%

Tree

% Group: GROUND

i Box: Box5

4 IFS: Extrusionl

@A SculptedSurface: SculptedSurfac
ﬁ Background: Backagroundl

SculptedSurface:
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once you have your oval shape in sculpt on
screen..

go to ‘sweep’ tab in prop box and ucheck
'solid’ then go to 'rotation’ tab and using
‘front face view' use ' far left slider' to rotate
the sculpt towards you . click on ‘snap in
rotation box and it will straighten out oval
making it 90 degree rotation as shown here

SculptedSurface: SculptecSurface2 \_\ I
Generall Trans I Rota tonl Scale ] Locksl Mateliall Texture  Sweep I

[ Edit Spine Spine Fusion | NURBS
Ve Farmerd (% Planar Faces
Insert Vertebra Before fl & O " NURBS: Order=3

(sertertebra After iJ € Back | | € NURBS; Order=4

surface: SculptedSurface2 W Cow Tess. Irl |4

| o | I Solid |
(EAT S ree e A | [V ReainMan e S

IBMRE8E| —— —F —F— |
TIWAO|LIEI65\@®\%;\U«§««{--ﬁED <3
4. -3. -2. = 9 : 3

once its rotated we need to rotate it so.it swings so
part facing us is facing long ways..

click on 'create new group' then click at bottom
centre of oval sculpt..

.using 'side face view' make sure its. centered in.
middle of sculpt there also

SculptedSurfac
karound1

Genetal] Trans ] Hotalionl Scale I Locks Group

P RS @l 7~ nue__.a - gt L
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‘once you have 'new group' centered on sculpt
_oval.. from both front and side face views.... ;
_go to TREE and drag the sculpted surface into
.the new group then click on ‘group’ go to
'rotation’ tab in prop box , using front face view.
.and 'middle ' slider rotate sculpt so sides of it
.are facing you like here.(90degrees) then click .

nap' to straighten it out

Edit Tree

(L Group: GROUND

SculptedSurface: SculptedSurf
ox: Box§

@ IFS: Extrusion

ﬁ Background: Background1

General | Trans HOW}“] Scale I Locksl Groupl

i Orientation
Rotation Angle ISD Axis of Rotation IEI |1 lﬂ

—Rotation Center——————————————— _Rotate90———————————————
Hlected Node: o I d A |

[ =

~Relative To: / z
‘ 4] | _b] * Ground T Front thhtl Top
g _Ip = ) |

next click on 'sculpt’ itself go to
‘sweep' tab and put a checkmark in
‘edit spine’ box ..sculpt now turns to
green lines.. | angled it here to show
which spine we are on

we will be adding a spine to end of
the one highlighted in next screen

. carts

Edit Tree

L Group: GROUND
= @ Group: Group8
€ SculptedSurface: SculptedSurf
6 Box Boxs
@ IFS: Extrusiont
H Background: Backgroundl

Spine Fusion  —~NURBS
" Forward (% Planar Faces
& 0ff " NURBS; Order=3

(" Back " NURBS; Order =4

v Edit Spine

Insert Vertebra Beforel f I
Insert Vertebra After | * |
v C l I
Delete Vertebra | r 52;; Tess. |* :

Edit Cross Section | ¥ BeginCap B | CopuXeection

surfac

< { B
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we were on last spine
next.. on ‘sweep' tab click ‘' insert vertebra
before' this add another spine in front of the

last one we were on

SculptedSurf

aundl

Generall Trans | Hotationl Scale I Locksl Materiall Textu

V' Edit Spine Spine Fusion NUR
V2 i

" Forward
Insert Vertebra Belorel fl & Off Cop
InsertVertebraAflerl *l _FBLk‘ L
S 1

V' Cow e

we added a new spine from 3rd one
which then gave us a new spine at end
back up to 3rd spine again and click on
'insert vertebra before so we get another
spine in between the 3rd spine to new end
one making this new one 4th spine

SculptedSurf

ound1
General] Trans ] Rotation' Scale l Lock
[V Edit Spine Spin
T F
Insert Vertebra Beforel ‘ﬂ &0
{ = Insert Vertebra Afterl _i] B

v
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being on the 4th spine
click on 'rotation’ tab in prop
box . using 'lookdown face
view' drag your mouse
across the screen to your
right
then go to 'front face view'
and make sure you have it
rotated up a bit
*note click on 'trans tab’ in
= prop box and use your
SculptedSurf mouse on screen to move the
It : I spine u just rotated up a bit
so it is more in line with the
curve we are making

r
©

und1

General | Treliﬁ: Rotation l Scale | Locks | Material | Texture | Swe

‘— Orientation
— Ftonns (Maniae T

after first rotation use the
‘up arrow keys' and move to
the very end spine. when
there click on

insert vertebra before' to
add yet another spine as a
new end one

SculptedSurface: SculptedSurface2 -

Generall Trans I Rotationl Scale | Locksl Material] Texture S

¥ Edit Spine Spine Fusion f;l_.UFlBS—

Insert Vertebra Bef .I_I :: Ec;frward ‘e :Ilj::

Insert Vertebra Aftes f Back " NURB

I Delete Yertebra | E E‘_::'i Tess. F
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once new spine is inserted
before" use arrow keys and
click the 'up' arrow button to
go back down to the spine
that we used to make a new
spine from

then go to 'rotation’ tab

using lookdown view and
drag mouse to the
right...across screen then go
back to front face view and
check angle of rotation you
just did

Generall Trans I Holatlonl Scale I Locks] Mateliall Texture S

[V Edit Spine —ﬁpine Fusionq f;l: UI:!DIEaSna—[

Insert Vertebra Be'rUrEP - ;?;Wal’d ~ NURE!

InseerertebraAfterI i‘l g Back | " NURB!

—'] Delete Vertebra l g gz::j ﬂ

this just shows the rotation
just done on the spine from
previous screen

General | Trans  Rotation IScaIe | Locks | Material | Testure | Sw

— Orientation
Ratation Anale l33~53 Auis of Rotation IUSE’9 I'U-U34 I
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once back end of ski is sloped up.. click * arrow button’ till you get to the
end spine;en opposite end of sculpt

&

when at end on . click bn

‘insert vertebra after’ which adds @ new spine in front of end one, click
'insert vertebra after ‘again

so now we added two more new spines

FROUND
ip: Group8

SculptedSurface: SculptedSurf
Box5

Extrusionl

wground: Backgroundl

SculptedSurface: SculptedSurface2 N i

Generall Trans | Rotalion' Scale I Locksl Materiall Texture Sweep

[V Edit Spine Spine Fusion NURBS
" Forward (% Planar Faces

Insert Vertebra Beforel fl 0 " NURBS; Or
InsenVerleblaAflerl =  Back ¢ NURBS; O
Activates the Previous Vertebra (Shift Tab)]

TEsS. |7

Delete Vertebra | I Solid |

Edit Cross Section | IV BeginCap @l ramiVeantin

with two new spines added go to the new end one
click on ‘insert vertebra hefore: this will put a new spine right behind the new end one,
which we will rotate from.then make sure in ‘sweep' tab.in prop box that
‘forward’ is ticked off then go'to lookdown face view' click on 'rotation’ tab and drag
your mouse straight across going to the left of your screen , then front face view again
if spine appears a bit crooked click'on 'trans tab' and using mouse
just straighten a bit by dragging it on screen a bit

SculptedSurface: SculptedSurface2 g
Generall Trans | Rotation | Scale I Locksl Material] Testure  Sweep

~NURBS
¢ Planar Faces

" NURBS: Order =

3
arface: SculptedSurf

1
Jackground1

[V EditSpine % Spine Fusion
(L9
“1"1* Fomward
Insert Yertebra Befor fl o

InsertVerteblaAIterl *I € Back " NURBS; Order=
v c I 1

Delete Vertebra I = SE;: Tess. |4 |_
Edit Cross Section I [V BeginCap o

V' Middla
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after done with that rotation use 'up arrow' go to end spine and click on

‘insert vertebra after' this add.anew end one

once that is added use ‘down arrow' to go back down to one before added one

then go to 'rotation’ tab , lookdown face®Wiew' and dragsfiouse to the left across screen,
then back to front face view to check angle of rotation we'just made to see if that is how
much you want

9EE

{OUND
Group8

ulptedSurface: SculptedSurf

ox5

strusion

‘ound: Background1

—after new spine is added
always go back down to
one before to rotate from

SculptedSurface: SculptedSurface2 il
Generall Trans I Fﬁotalionl Scale I Locksl Materiall Testure Sweep |

~NURBS
% Planar Faces

" NURBS; Order=3

— Spine Fusion-
' Forward
" Off

v Edit Spine

Insert Vertebra Befote! f I

lnsetherlebraAﬂe:I le € Back " NURBS; Order = 4
vV C |< |<
Delete Vertebra l °‘f“' Tess. |4 :
[~ Solid
Edit Cross Section l IV BeginCap Copsteclion
v Middle
=== = == Crease Anale: [30 Dea. L7 RETian Bl Paste Xsection

—

~

- s e, 0 D i

— - - -

Qe

K 4

{

(WAO\IIECQG @8 P IEC a0 CEE

once last rotation is done. on 'sweep’ tab uncheck 'edit spine' you can change

‘crease angle' to a higher number than 30 ..higher u go more smooth sculp surface will appear..
as high as 180.. uncheck 'solid' ¥ou can also keep rotating both ends upwards if you want more
of an angle.. just make sure when'you adda$pine you backiip'to one before and always rotate
from that one. and either have it on 'forward or back' depending, ..rotate and check if whole
sculpt moves then change the forward and back fusion to Where only the spine ur rotating

along with end one are moving..to undo anything click on 'edit up
top then ‘'undo’
Y,

GROUND
up: Group8

SculptedSurface: SculptedSurf
: Boxb

: Extrusiond

:kground: Background1

SculptedSurface: SculptedSurface2 ]

Nﬁi'lerall Trans | Flolationl Scale I Locksl Materiall Texture  Sweep I

NURBS
% Planar Faces

Edit Spine Spine Fusion

€ Forward
|sert Yertebra Befare fl & off " NURBS: Order=3
Irsert Yertebra After iJ £ Back ' NURES; Order = 4
v I I
Delete Yertebra F 22;\; Tess. |4 :
Edit Cross Section V¥ Begin Cap l Copy Xsection
v Middle
. [si :
Selected Mode: SculptedSurface: SculptedSurface2 Crease Angle: |50 Deg. V¥ EndCap ! Paste Xsection
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D& » @ a when ski's are made if you want the tip front end of ski narrower 7 & ‘

go to 'sweep' tab of prop box for sculpt check mark in 'edit spine’ hox
o0 to 'scale tah' and using mouse on screen drag mouse upward. this
vill narrow tip then 'uncheck edit spine’ and check to see if narrow
enough if not go back to 'scale talh' and drag again

SculptedSurface: SculptedSurfare2 X]|
\
m [} Genelall Trans I Hotationl Scale I Locksl Ma!eriall Texture  Sweep I

i v &4t Spine Spine Fusion- NURBS —— .drag EReLI
‘@ % Planar Faces in llpd

S%OLEZL‘GDBUSE:;E Insert Vertebra Beforel ﬂ & of " NURBS; Order=3 2 direction to
. @43 Group: Groupl0 Insert Vertebra After | i! € Back | ' NURBS; Order =4 ~scale end of
4 Fl

=1-L$ Group: Group8 1 SIT
=3 Group: Group H ski smaller

vV Cow
& SculptedSurface: Sc Delete Yertebra | I~ Sold
2 Reference of Group8: R : : .
2 Reference of Groupl0: Edit Cross Section V' Begin Cap Copy Xsection
= i

A Middle
@ IFS: Extrusionl o :
i - {50

.8 Background: Background Crease Angle: Dea. | EndCap -I Paste Xsection

gﬁem-j@\%llll!-s@unwolﬁ
sz:HJ%tm%mJ gasanRd00(AA
LR coccsuroce: scubieasurtzcez i ] —

I 'v m Genelal' Trans I Flolallonl Scale | Locksl Matenall Texture  Sweep |

NURBS
% Planar Faces

" NURBS; Order =3

v Edit Spine —Spine Fusion |

" Forward

Insert Vertebra Before’ fl @ o
Insert VeltebraAflerl ¢| " Back " NURBS; Order =4
| Vi C [ [
=l Delete Vertebra - 52:;; Tess.

Edit Cross Section l llz psteclion
Vv oo

Crease Angle: {50 Deg. W EndCap -l Paste Xsection

wpl0
up8 e e —
«dSurface: Sculpted

°£ gmu"?a Hsfef'e”' after scaling front tip enid of ski.. then back to ' swccp tab make sure you
or Qroup iU Refrerel

ion are on tip end then click 'insert vertbra after’ to add a new one to end, then
ackground scale tab and scale small as o almost then 'trans tab' and drag it up a

bxt thcn unchcck cdxt spme and go to "trans mb chcck cnd
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'once one ski is made, group is made for ski
and centered on ski, both front and side |

views , then in TREE drag ski into group, . Delete

have group with ski .highlighted thenon - Edit IF5

screen here rlght cllck with mouse and from Edit Animation keys
menu click on 'copy' =i
then click on 'ref' then click' bn screen

Reparent
Set Working Group

Regenerate Wizard

Bl v Translate
Rotate
Scale

Properties

R E] — | i—
c;eau@ww,& {mﬁu;@lﬁ

=S - once both ski's are made click on group for original one and on
~'trans tab' in prop box for it, using lookdown face view.. drag so
one ski is on one side of sleigh then click on 'ref'd ski and drag
that to other side of sleigh then in prop box on 'trans tab' copy
from group trans box ..X and Y and then click on ref's ski and -
type same numbers in X and Y boxes in trans tab for ref ski
rem : or. : : : :
P using front face view click on ref ski and line up using original ski
WLl - facing you and just keep numbers for both same in the Y boxes
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> sleigh: Front view

Extrusion: Extrusion2 3

Genetall Trans | Rotation] Scale I Locks] Material] Texture  Extrusic

By Copy Xse

Depth I Edit Cross section I —I
| Paste Xs:

Crease Angle: |3U —I

NURBS

¥ ch % Planar Faces
v Solid “ :
¥ RenainCan NURBS; Order

EEVERE|——] —| |
U000 RED3 DG & o IEL .. 0/COHE

when shape is done and on screen probably you wont see the front of
shape so go to 'rotation’ tab , usinggfront face view' drag 'far left slider *
with mouse till you see the shape'turning towards you .. then when
rotated fully, click the ‘snap’ button to straighten:shape out

r

GROUND

up: Group8

SculptedSurface: SculptedSurf
v Boxb

. Extrusionl
wusion: Extrusion2
skground: Background1 Extrusion: Extrusion2 3
Generall Trans  Rotation IScaIe I Locksl Materia|| Texture' Extrusion]
i~ Orientation
Rotation Angle  |El &is of Fotation |1 IU IU
— Rotation Center———————————— —Rotate 90
Ig lg Ig ’7 _Xj _YJ _Zl
g x| Y] 2
"Aﬁgn ¥
—I ﬂ Relative To: \L’ :
((;- Ground e Front I Right I Top I
0TS > T - " Parent _-| | P | [T, |
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go to a side face view, on 'scale’ tab in prop
box , uncheck 'uniform scale' then drag the
‘far right slider’ till shape is thinner as shown
here

-
@4

GROUND
up: Group8

SculptedSurface: SculptedSurf
: Boxb

. Extrusionl
wusion: Extrusion2
:kground: Backaround1 Extrusion: Extrusion2 1
3
Genelall Trans I Rotation Scale ILocksI Materiall Texlutel Extrusion
nkorm scale

[ Uniform Scale Scale:

— Non-Uniform Scale
e 5y [0163 52 [0883

| HEEHNMERM PN ATARNR IO ® N A
eavma @ —F— —I |
' T0O00 BEV3 % IR E WS
we alreaa’y rotated tﬁ%’ shape onf:1é, to turn it B'pright,in or1der g

to rotate it again so it swings properlywe need to putitin-a

group to act as a hinge for it to swingfrom so... click on

‘create new group' up top then click on screen enicenter and

- bottom of shape then use 'side face view * go'to ‘trans tab’
then using mouse drag group so its centered from side also

”
DA

D G
5

Tree

¥ Group: GROUND
] % Group: Group8
8 SculptedSurface: SculptedSurf

}E) Group: Group3

& Box: Box5

@ IFS: Extrusion

&€ Extrusion: Extrusion2

H Backaground: Backgroundl
General Trans |Rotation| Scale | Locksl Group]

Location

X ]0-048 Y |A1.597 z |0
E =
1
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once new group for shape iscentered 1 ). 1.
front and side.. in TREE window click on .

extrusion and drag into this new group

dit  Tree

L5 Group: GROUND
= % Group: Group8
H & ScuptedSurface: SculptedSurf
o> TR
- Extrusion:
8 Box: BoxS
@ IFS: Extusior  Hide
H Background: Delete

Reset Selection

General Trans IHotationl Scale I Locksl Groupl

Edit IFS
Edit Animation Keys Location
Edit Spine (
0.046 g
Edit Cross Section X | y |1.608 z |o.06

LY

A~ K A=

Q&I %@ &
e

@ & [

- once extrusion is in its.group, click
- on 'group in TREE then right click -
- from menu click on copy then click
0. on ‘ref" up top then click on screen-
- to get a ref’d copy or original
W sleich

Edit Tree

(L Group: GROUND
S| }; Group: Group8
ﬁ SculptedSurface: SculptedSurf
= ¢ R
€ Extrusion

) Bow Boxs

@ IFS: Extusio  Hide
I&{ Background:  Delete

Reset Selection

General Trans IHotalionI Scale I Locksl Group]

Edit IFS
Edit Animation Keys —Location
Edit Spine
|U.U4B 5
Edit Cross Section i ¥ I 1503 z IU'USS
Reparent
Set Working Group ﬂl ﬂl ﬂl
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: once you click 'ref’ and getacopy ofextruswn on screen, go to _
_'rotation’ tab using 'frontface V|ew use mlddle slider to swing extrusion right

_around so |t is facing so that same Shape in centre match up use ‘trans tab' to
o. drag the ref down onto ski with original copy

Tree

aroup: GROUND
.,B Group: Group8
& SculptedSurface: SculptedSurf
.,U Group: Group9
‘@ Extrusion: Extrusion2
X Reference of Group3: Referencel
# Box: Boxs
B IFS: Extrusiont

& Background: Background1 General Trans IFIotalionI Scale | Locks |

Location

X [088 Y |-1.ss7 z |u

C0O0/REVB %O & I IEL .. ¢8TOEE

once botﬂ are rotate:f go to tran1s tab' to maRe sure they allgned up Sroperly
click on ' group in TREE with originakextrusion copy the numbers in the Z box
then click on ref'd extrusion and intrans tab in Z box put in same numbers..
next is to put both shapes |nto one group SO We can make a copy of both

0. shapes for other-ski ;

roup: GROUND
3 Group: Group8

ﬁ SculptedSurface: SculptedSurf
3 Group: Group3

€7 Extiusion: Estrusion2
R Reference of Groupd: Referencel
P Box: Box5 ; . |Extrusion: Extrusion2
1 IFS: Extrusionl

i Background: Background! General Trans 'Hotalionl Scale I Locksl Materiall Texlurel Extrusion

Location /
(x ID.UBS Y |U.D1? z IvEl.DSS
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click on create new group then cllck on sc reen [|ghj;|n enter ofthe two shaes atthe

bottom of them. . using 'side face #iew'drag group so its centered in'center of shape
then in TREE drag group with original extrusion shape into new group thenin TREE
~also Clle on ref'd extrustlon drag thatinto new group also

(. -0l

Edit Tree

FL¥ Group: GROUND
=] J—) Group: Group8

ﬁ SculptedSurface: SculptedSurf
I g Group: Group9
&€ Extrusion: Extrusion2

2 Reference of Group3: Referencel
& Box: BoxS

@ IFS: Extrusiond

ﬁ Background: Backgroundl

General Trans 'Hotation] Scale I Locks| Groupl

Location

® |u493 Y |-1,575 z |u
ZE. B

Zero All |

@Q@%Qﬂw—ﬁ——ﬂ |
&L I = <M$M$@l@

o%ce the two extruslon shapes are mﬂone group.. then cllck on that g .roup g0 that both
shapes highliaht then right.elick.with mouse, click on ‘copy’ then go click on 'ref* then:
click on screen.. you will then*have a ref'd copy of extrusion shapes.. go to 'trans tab' in
prop box, using 'side face view' drag the new ref extrasion shape onto one ofthe skls
's0 both sk| s should have these shapes on them

CE

Edit Tree

Ly Group: GROUND
= % Group: Group8
ﬁ SculptedSurface: SculptedSurf
=) QQ Group: Groupl10
% Group: Group3
? Reference of Group3: Referer

Reset Selection

Hide ’ !
Delete

- P Reference of Group8: Reference2 R '- "
i Box: Box5 Edit IF5
4 IFS: Extrusion1

H Background: Backgroundl

Edit &nimation Keys
Edit5
Edit Crass

General Tre ks | Group |

Reparent
Set Warking Group

Regenerat d

v Translate
Rotate
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showing an angled view of sleigh

how both ski's have extrustion
shapes on each one

Fod

BA

cdit

Tree

L3 Group: Group8

M E e~ S

l’} Group: GROUND

il i |

P IEL BB EE

PR E| 1
V000 8ED3 %0 &

click on sleigh , go to ‘trans tab'
drag sleigh with mouse down
onto the shapes we made

i went and wanted the sleigh a
big longer so i went to 'scale’
tab made sure ‘uniform scale’
was unchecked then sliding
and dragging far left slider made
the sleigh a little longer

sleigh

Edit Tree

(L3 Group: GROUND
[+ y Group: Group8
) :2—; Group: Group10
2 Reference of Group8: Reference2
2 Reference of Group10: Reference!
6 Box: Boxs
) IFS: Extusionl
H Background: Backgroundl

General] Trans ] Rotation Scale ILocks] Malerial' Textu

gclrm scale
( Uniform Scale Scale: |1.253
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now you can decorate the sleigh..

could do a sculpt so it outlines the frame of
sleigh..

or just spheres to outline making one original
sphere, scaling it smaller then adding ref'd
spheres to go all around outline

adding spheres here to show

M sleigh
Edit Tree

L Group: GROUND
B @ Group: Group8
ﬁ SculptedSurface: SculptedSurf
= :2;—; Group: Group10
=] .’},—i Group: Group3
€ Extusion: Extrusion2
2 Reference of Group3: Referer

General Trans IHolationI Scale I Locksl Male:ial] Texturel St

‘~ Location |

ile Edit Clipboards Yiew Selection CreaBWizards ¥ Section  Window Help

|§ EH 3 EE ‘ N @,i 3-D Text Wizard lq H?
gl LAEE L ©¢AA

! Q w Q Q _’E‘j J —.J HUD Wizard' _J_.
DO EEDS|! i = o=l d=ia)
4. -3. 2 2.

Generate H-&nim Seament Geometry,

Export Cybertown Avatar
Create Cybertown Avatar Arena

or to get decorations easy way click.on
wizards , then in menu click on
Cookie Cutter Wizard
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when u click on cookie cutter then click on screen, the cookie cutter box comes
up, click on shapes in there , they will show up in spazz window so you can see
what they look like. click on few buttons to test the looks of them | clicked on a
snowflake here if you want a shape from here keep clicking the next button till
you come to a 'finish ' button then cookie cutter box will disappear and only
snowflake shape is left in spazz screen

‘
2. 3. 4.

snowflake shape for example.. when shapes from cookie cutter -
are left in spazz they are in a group called 'lineoftext' which is
animated.. and thats ok if you want to keep it animated.. but for
decoration on sleigh.. click on ‘create new group then click at
bottom of flake in the centre..go to 'side face view' make sure
group is in center of flake... then in TREE window take the

000 &%
4 3

Ly Group: GROUND -
=- J—) Group: Groupd

B ScuptedSuface: Soulptedt '‘extrustion letter' and drag it into the new group you just made
-}> Group: Graupll ~ then go and delete the 'lineoftext group '

% Group: Group3
: W Extrusion: Extrusion2
] - Reference of Group3: Refe

J—) Group: lineoftext =

% Group: letter_anmi_T

& Group: letter T
P -y Entrusion: letter &
; @ Animation: dancet_
3 @ Animnation: |
@ Animation: Animatjon2
}E} Group: Group11 %—H&H
P Reference of Groupd: Fefersnc
P Reference of Group10: Referer
) Bow Bowb

----- 4 IFS: E:-:trusmn‘l vi
-, ! o
I i *

General Trans iHotationi Scale i Locksl Groupl

| Location |
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Edit Tree

L& Group: GROUND
5] % Group: Group8
& SculptedSurface: SculptedSurf
= g Group: Group10
=L Group: Group3
€ Estrusion: Extrusion2
2 Reference of Group3: Referer
& Etusior Reset Selection
2 Reference ol
7 Reference ol
6 Box: Box5
@ IFS: Extrusic
ﬂ Background:

Delete

Edit IFS
Edit Animation Keys
Edit Spine

Edit Cross Section

Reparent

[r—

Renenerate \Wizard
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@‘QJ“ o \V

0.
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once you have the snowflake in a group of its own , click
on the group then right click with mouse , get menu and
' cllck on‘copv' then click on ‘ref then cllck on screen

go to 'trans tab' and using lookdown face view drag the
ref snowflake to other side of cart making it touch sleigh

. wall and in it a bit and line it up so its in line with original.
HELC]

Hide I

Set Working Group

7”00\8@05\‘?@\’“

L5 Group: GROUND
%‘ Group: Group8
ﬁ SculptedSurface: SculptedSurf
= :1—:7 Group: Group10
=-S5 Group: Groupd
&€ Extusion: Extrusion2
2 Reference of Groupd: Referers
= :};—5‘ Group: Groupl1
€ Extusion: letter
}@b Group: Group12
2 Reference of Group3: Reference2
2 Reference of Group10: Reference!
2 Reference of Group11: Reference
& Box Box5
@ IFS: Extusionl
H Background: Backgroundl
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make a maln group for all parts

click on 'create new group' then click at bottom and centre of
sleigh.. go to side face view on 'trans tab' and drag the.group so its
in centre of sleigh from side view.. then in

TREE window. drag all sleight parts n groups into the new

Main Group we just made ..

note: if you had a shape in a group then ref another from group ,
make sure to drag that group into the main group we made and not:
just drag a part out of a group that was ref‘d from or that ref will -

Generall Trans I Hotationl Scale l Locks Group

" Bilboard ¢ Collision

= Ell

' Group " Anchor

™ 1 ark Children

e
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“if you notice in TREE window all parts are in the main
“group made for sleigh and going to property box for this

j J—) Group Group3
[+ J‘—) Group: Group10
3] ,?—) Group: Group8

P Reference of GroupS: Referen:
2 Reference of Group10: Referer
2 Reference of Group11: Referer
@ IFS: Estrusiont

8 Box: Boxs

ﬁ Backaround: Backgroundl

Group: sleigh

General l Trans I Hotalionl Scale I Locksl Groupl

~Name

[ Hide
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sleigh with texture
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