HOW TO CREATE A
BRAID

Paper By Erika Joh




Step 1: Create a curve
for the braid shape

- In the FRONT viewport, make a wavy
curve with the CV curve tool
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Step 2: Create a nurbs circle for the
base structure

— Now that the curve is wavy in both the
FRONT and SIDE viewport, make a nurbs
circle with 6 sides
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— With the nurbs circle selected, shift select the  l am | ©oQc

Redo

curve and go to Surfaces > Extruder | e
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> Make sure At Path and Component are
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— Delete the history from the Extruded Surface, curve,
and the nurbs circle
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Select Braidl, Braid2, and Braid3 and go to Modify > Convert > nurbs to polygons

> Make sure to check Quad and Control points, then click Tessellate

Transformation Tools
Reset Transformations

Freeze Transformations

Center Pivot

Snap Align Objects
Align Tool
Snap Together Tool

Prefix Hierarchy Mames..,

Search and Replace Names...
Att

Add Attribute...
Edit Attribute...
Delete Attribute...

Make Live

Replace Objects
Convert

nt Tool

Paint Scripts Tool
Faint Attributes Tool

NURBS to Polygons

» MURES to Subdiv

Polygons to Subdiv
Smooth Mesh Preview to Polygons
Polygon Edges to Curve
[rype to o
Subdiv to Polygons
Subdiv to NURES
MURBS Curve to Bezier
Bezier Curve to NURES
Paint Effects to Polygons
Faint Effects to NURES
Faint Effects to Curves
Texture to Geometry
Displacement to Polygons
Displacement to Polygons with History
Fluid to Polygons
nParticle to Polygons
Instance to Object

Geometry to Bounding Box

M Convert NURBS to Polygons Options

Edit

Help

Tessellation method:

Tessellate

Attach multiple output meshes

Match render tessellation

General

Standard fit

Count

Control points




— Delete the nurbs surfaces

— Combine the three new polygon objects
into one object and delete history
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— This is only a section of the braid.
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Step 4: Smooth the braid

Mesh | Edit Mesh  Mesh Tools

Combine
Eooleans
Combine

Separate

Conform
Fill Hole
Reduce

Smooth

Triangulate
Quadrangulate
kirror
##  Mirror Cut
[THT] Mirror Geometry
Symmetrize
Transfer
Clipboard Actions
Transfer Attributes

Transfer Shading Sets

Cleanup...

Smooth Proxy

Mesh Display

Curves

a R

Surfaces

SHAPES
nurbsToPoly&Shape
INPUTS
polySmoothFaced
Method
Continuity

Exponen...

1

Divisions 2

smooth UWs

Keep Border ¢

Keep Selection Border ¢
Keep Hard Edge ¢

Keep Map Borders

Internal

Keep Tessellation o

ivision Levels

ions Per Edge

Push Strength U

Roundness




Step 5: Quad Draw

— We created a braid but we cant have intersecting geometry as it will create problems
down the road. Therefore we are going to use the shape of the braid we just created
to create a braid on top of it using Quad Draw.

 Quad Draw Tool allows you to create a clean mesh over your reference surface
by retopologizing the mesh

— Select the braid and make it a live object & 000 00 (@) sRGB gamma -
> The object cannot be selected anymore — \
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— Go to Mesh > Quad Draw

> Left click - places vertices on top of the live
object

> Shift + left click - creates polygons from the
vertices you placed

> Control click - adds edge loops

— When retopologizing the braid, make sure to think
about the edge flow of the braids, making the
polygons flow down the braid

> Make sure to create the same amount of
polygons for each section of the braid as this
will help the edge flow and look of the braid
along with UVing the braid afterwards




— When done, take the original braid off
live and delete it

— The new braid now has no intersecting
geometry

— To fix the rigid look of the braid:

> (Go to Mesh Display > Set
Normal Angle > Set to 80 and
click Apply




— Depending on what the braid is for, you can close the top and bottom of the braid by
extruding along the edges and closing the opening
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