

































































































































































































































































































	Set up the file to have the two background images (from View).
	Move the cube up, near the top of the torso using the blue arrow.
	Scale the cube to fit a part of the torso. Make the right side stop on the blue line.
	Go into Edit mode by pressing TAB. Make sure you are in vertex mode.
	Deselect all vertices by pressing A, then select only the side ones by pressing B and making a selection around these.
	Now, we will extrude. This means that we will create new faces from our selection. To do so, press E.
	A small panel will appear. From it, click on Region.
	Now, you will be automatically in grab mode, so that you can move the extrusion and left-click when it is where you want it.
	We can place our vertices to follow the line more accurately by using the z-axis arrow (blue). Then, we can extrude again by pressing E and clicking on region.
	After extruding, we can move down the vertices to follow the curve using the z-axis arrow (blue).
	Now, we can deselect all vertices by pressing A and select the bottom vertices by pressing B and making a selection.
	We can then move up these vertices so that the first vertex on the left is around where the arm joins.
	From our selected vertices, we can extrude by pressing E.
	This extrusion should end where the bottom of the arm joins.
	Now, we want to make sure that our middle vertices are aligned on the x-axis. To do so, select the bottom-middle vertex.
	We now have to enable snapping. To do so, we need to click on the magnet situated at the bottom of the screen.
	Make sure that snap mode is in vertex-snap mode. 
	Now, to align a selected vertex, we just need to click while holding CTRL on the axis arrow we want to align on and move our cursor near the vertex we want to align with. You will see a little circle appear as well as the selected vertex getting in line with the other one.  
	Now, we will make sure that the bottom line is all aligned. Let's align them on the z-axis. Select using A and B and then, while holding CTRL, move on the z-axis the vertices. 
	Here what you should have now.
	Now, we want to extrude once more using E, but in order to place the line, we might want to see-through. Press Z to activate that function.
	Now, the edge vertex was too far, so we moved it nearer to where it should be.
	Select the bottom vertices using A and B. Extrude using E.
	Move the leftmost vertex. Select again the bottom line.
	Extrude and place the bottom vertices.
	We can place these two vertices to follow more the curve of the mesh.
	Now, let's place the Side view. Select the front row of vertices.
	Move them to the front. When the top vertex reaches the line, remove it from the selection by pressing B, then making a selection while holding down ALT.
	You can continue moving them forward and removing the well-placed vertices as you go along.
	Here, I moved these vertices up as they were not aligned on the side view.
	Now, we can place the vertices on the back of our character.
	Once again, you can move them all together and remove the ones that get well placed. You could also just move each one by one.
	Now, let's continue extruding.
	Extrude just a little.
	Place the vertices to follow the curve.
	Extrude. As you can see, because our line is not aligned on the z-axis, the extrusion goes in an angle and we need to realign the middle vertex.
	Extrude.
	Realign the vertices to avoid to move the middle vertex every time.
	Now, we can roughly place on the side view the newly created vertices. We use the perpective view on the left (press numPad5 and move your camera with the middle mouse button) to help us determine what we are selecting hten moving.
	Select these vertices using the right-mouse button (RMB) and hold down shift to add vertices to your selection.
	Select the inner vertices and scale them on the side view. To do so, select the two vertices, then press S on the side view and move toward the center to get the vertices nearer to each other.
	Select the inner vertices and scale them using S toward the line they should follow on the side view.
	We just moved the vertices roughly. Now, we can continue extruding. Get your left panel back to front view by pressing NumPad1 and back to orthographic view by pressing 5.
	Place the 3 vertices on the left to follow the line from the front view.
	Extrude and place a next row of vertices.
	Finish the pelvis with a final extrusion.
	On the side view, place the front vertices to roughly follow the lines of the reference image.
	Do the same with the back vertices. Move the yellow vertices down in order to follow the line of the model.
	In the front view, move this row of vertices in order for the lowest one to be aligned with where the leg start.
	As you can see from the side view, a line is missing to extrude our leg. We will create it. First, go into edge mode by holding down CTRL and pressing on TAB. Then, select edges.
	Now, hold down CTRL and ALT, and select with your RMB one edge that you see is now yellow. This will make a ring selection.
	To add a line, we need to subdivide. Press W and choose Subdivide.
	Now, select using CTRL-ALT-RMB only the front edges.
	Subdivide again using W.
	Place these vertices to follow the curve as well as the beginning of the leg.
	Select these 6 vertices.
	Now, we can start extruding our leg.
	Extrude and place using E and S as you go. Extrude and place again.
	Extrude and place.
	Extrude and place approximatively using S.
	Continue extruding and placing first rougly using S and more precisely by selecting the edge vertices.
	Now, you can place the vertices on the Side view.
	Continue extruding and placing on the front view up to the calves.
	Place the vertices on the side view.
	Create the heel with more extrusions.
	Now, for the foot, we will mostly work on the side view. Extrude twice.
	Then, extrude the front vertices 3 times.
	We can then shape approximatively according to the background image.
	Now, we can extrude the back part and place the vertices. On the left panel, we are in perspective and try to place the vertices more according to what it should look like then to what the reference image shows.
	Now, in perspective view, we go in face mode. To do so, press CTRL-TAB and select faces. Select using the RMB the side faces of the foot.
	Extrude these once.
	Do the same on the other side.
	Now, let's go back to vertex mode. CTRL-TAB LMB.
	Select the edge vertices in order to move them down.
	When the edge vertices are placed, select the front vertices and place them to obtain a more pointy shape. 
	Bring back these vertices to have a rounded front of the feet, as you can see on the left side (perspective).
	Select a loop of vertices: hold down ALT, then click on a vertex with the RMB.
	Remove the front vertices from the selection using B and holding down ALT when making a selection.
	Now, let's scale these vertices outside. Using S would not work properly as we want to scale only on the x-axis. So, we can select the scale tool at the bottom of the screen.
	Now, scale on the x-axis only.
	Now, select these vertices.
	Scale down to obtain a better shape.
	Now, the reference image is not clear about it, but these wooden manikins have very flat feet. So, we now align the vertices by moving them up while holding down CTRL.
	The back of the foot is also flat, so align these vertices on the y-axis too.
	Now, we can tweak a little our shape to have it more round on the side view.
	Now, we want to extrude the arm. Move these vertices to have them nearer to the center.
	Where the arm will be, we want to have a rounded start. As we have only squares, we want to subdivide the edges. Go into edge mode (CTRL-TAB).
	Create this new line. Go back to vertex mode.
	Now, we can move the newly added vertices. Select them using RMB (not B, as we do not want the back vertices). Move them using S.
	We can now extrude by going into face mode, selecting the 2 faces using RMB and using E.
	As you can see on the left panel, I made 3 extrusions.
	Then, I extruded and placed the arm up to the elbow.
	Extrude and place using S up to the wrist.
	Place the vertices on the z-axis.
	Extrude and place approximatively up to the end of the end.
	Now, place the vertices of the end to follow the reference image roughly.
	Now, if we put our side frame in top view by pressing numPad 7, we can see that our arm is pretty thick. We can select all the vertices of the arm using B and then scale using the scale tool (select it at the bottom of the screen)
	Scale it a little to have better proportions.
	Now, let's take care of the hand. Move the vertices on the top and align all of them to create a flat surface.
	In the front view, move the vertices back to have a more rounded end.
	Select the vertices at the back of the hand in the top view of the right panel.
	Move them up on the y-axis to have better proportions.
	Now, let's extrude the head.
	On the side view, let's place the vertices.
	Now, we want to mirror how character to see it all complete. First, make sure that the middle line is all aligned on the x-axis.
	Now, we want to erase the faces that appear in the middle. So, go into face mode.
	Select (using B) the middle row of faces.
	Erase by pressing DEL or X. You then have to choose what you want to erase: choose Vertices.
	Now, we want to place the cursor so that the mirror will work properly. Select 2 consecutive vertices from the middle column.
	Then use Shift S to snap the cursor to the vertices. From the menu that appears, choose Cursor --> Selection.
	Now, we can Center our cursor by pressing on the button situated at the bottom of the screen. We can then switch to object mode.(TAB)
	Now, we are ready to mirror our object. From the modifiers panel, click on Add Modifier and select Mirror.
	Here is the result. We now have our complete object and can continue working on the first half. The changes will reflect automatically on the second half.
	We can see what our character looks like when not looking through. Press Z to do so.
	We now want to smooth the faces. To do so, press on the Set Smooth button situated at the bottom of the screen.
	Now, if we look in perspective, we see hat our character is pretty boxy... So we want to fix that.
	First, go to edge mode.
	You can select a loop by holding down ALT when clicking with your RMB on an edge. Here, we want to select that loop and move it toward the inside of our character so that the line is more in the center of the leg.
	We can select the corner edges and move them in to obtain a more rounded shape.
	We can do the same with the back corner edge.
	Now, go into vertex mode.
	We can tweak further by moving individual vertices.
	Move the leg line to have a more rounded shape.
	Move this line in to be more centered and have a more rounded shape.
	Move the corner edge to be more rounded.
	Move the head line to be more rounded.
	Move the back head line to be more rounded.
	Move the loop toward the center so that it does not conflict with the line beside it.
	Move this line toward the center too.
	Make the legs more round.
	Move the line to have a more rounded leg.
	Scale these lines to be nearer to one another.
	We can subdivide selected edges to add lines. Select these two edges and press W to subdivide.
	Blender added these two edges that are not useful, so we want to erase them using X or DEL.
	Blender erased the faces, so we want to put them back.
	To fill a space, select two opposite edges.
	Press F to fill.
	Select two other opposing edges and press F to fill.
	You can now move in the vertices.
	To have a more rounded shape, we can bring out the 4 vertices.
	We can select these edges and move them toward the center.
	We can also move in the fron vertices.
	We can finish rounding up the head by moving the vertices.
	Move the vertices to be more rounded.
	Now, we are done!

