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BUILDING THE SPIDER

 
Note: Spiders come in an incredible variety of shapes, sizes, and textures, and you can get lots of 

ideas and inspiration here: 

Spiders and here: Spiders2, and numerous other similar educational sites. 

Different spiders will have different proportions, color, and hirsuteness (hairiness).

The chrome finish? Just go to Windows/Presets/Metal/Chrome, then use Lightwave/Images/
Reflections/Chrome.tga in the Surface Editor/Environment select: ray tracing + spherical

I used Trevor Saint's original tute as guide. His link does not exist anymore, so I recreated it for 
you. It's a simple model and a tutorial that should be fine for any novice Lightwaver. 

NOTE: Once you create your first primitive, hit < F2 > and the entire object will be precisely 
centered in all three axes.

Since this is just one interpretation of a spider, you can use any guideline to improve on the 
actual shape, thinness or length of legs, size of the body parts (e.g. in some the forebody is larger 

than the abdomen), or use Sas-lite (part of Lightwave 3D) to add some hair. 

Download the Zip file here: 
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http://www.spiderzrule.com/
http://entomology.unl.edu/images/spiders/spiders2.htm
file:///C|/Homepage/Downloads/Spider.zip
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1. Create a box, subdivided as shown

 

 

2. Click on' Symmetry' (bottom of screen)..and
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3. ..use < Ctrl-t > to point edit the vertices until it resembles these three views

 

4. Hit < Tab > to see the Subdivision Surface shape. You can reshape or refine your model right from here 
with 'Symmetry' selected and by grabbing thevertices with < Ctrl-t >. Same as your point editing in the 

polygon mode. 
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5. Save your model, and open a different end empty layer (top right of screen).

 

6. Create a small box, but give it zero depth. 
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7. Select the square and go to Bevel < b > and < n >. The latter to bring up the numerical panel. Enter the values 
you see here.

 

8. Close the panel and hit <Space>. You are now out of the Bevel mode. Look at the picture of the leg, and 
repeat Step 7, until you have something like it.
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9. Ok, you are now on your own. Once you have the leg finished, hit < Tab > and you can see what it will look 
like. Save the object e.g. Spider_1

 

10. Hit < b > and < n > again. What you will notice is that the previous values are still there. You can go and click 
on 'Actions' and select 'Reset' and the fields are zeroed out.

Now enter the values shown. Close the panel and hit < Space >.

11. You get the idea. Now do all of the rest of the bevels. The good thing is, you have to do that only once. 
Later you'lll just replicate the legs, scale them, and position them.
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12. The finished leg: Point edited in a few places for the irregular look. You can see how it is bent in a few 
places. Select a pair of points, and then hit < t > and create the little bends in the sections.

13. This is what you should see, then hit < Tab > to see the leg rounded. Save your work e.g. Spider_2
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14. For the forebody, you will do another block modeling exercise. Go to an empty layer and create a box.
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15. Hit < a > and it will center the box in the viewports. Now hit 'Symmetry' and then < Ctrl-t > and move 
pointsuntil you have a shape resembling this.

 

16. You should have something similar to this when you hit < Ta b >
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17. Hit <Tab> again, so that you can select (in the polygon mode) all of the squares (8), as shown. Spiders have 
eight legs, so we will have to have eight leg attachment points

NOTE: Symmetry is still on. Always be aware of that. It can cause some weird stuff, if you forget to turn it off.

 

18. Now bevel (I'll say this for the last time - you know this) - Hit < b > and < n > and you'll notice that all of 
the selected surfaces are beveling.

 

19. Bevel again, and change the values to suit. Exit bevel mode and point edit the surfaces to be more squared. 
Like this. Tab it and see everything round out.
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20. Widen the aftmost lag attachment point via point editing.

 

21. Rotate the forebody by 180 degrees, and, with the abdomen in the background, slide it until it looks like this. 
Not too shabby, I say.
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22. Create thre fangs from a box, like this. The box will be just half of the final object.

 

23. In the top view, point edit the shape until it looks something like this. I have the forebody in the 
background layer, just for scale.
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24. Do the same in the side view, and add some tilt to the thing - more point editing.
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25. Select the little end polygon and do the two bevel processes < b > < n >, shown in these two illustrations

 

26. Select and weld < Ctrl-w > the two points pairs, as shown, together. Repeat for the lower pair.

 

NOTE: Make sure that you select them in the same order, for symmetry.
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27. In the Polygon Mode (hit < Space > until the coursor looks like an 'X'), check the stats panel. If you don't see 
it, hit < w >. See if there are any 1 or 2-Vertices polygons shown. Select them in the panel, and they will be 

high-lighted (as shown). The delete them < Ctrl-x >.

 

28. In the side view, hit < Shift- k> and make a Cut as shown. This will give you a little step, once the fang is tabbed. 
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29. Hit < Tab > and you have your fang with that little added step. 

30. A little clean-up. Hit < Tab > again, and in the top view, select the center points as shown. 

31. Hit <v> and the Set Value window opens. Since it is already at zero in every axis, hit 'ok', and the selected 
points, if not exactly centered in the X-axis, will be moved there. 

 

file:///C|/Homepage/3dLW31.htm (16 of 35) [9/3/2007 3:40:01 PM]



Some Pics

32. Select the two remaining points at the tip of the fang. Hit < t > and while holding down the Ctrl key, slide 
them toward the center of the fang.

 

33. Now all that's left is to mirror the fang. Select it, hit < Shift-v >, and the mirror mode is entered. Hit < n > and 
the numeric window pops up AND the object is mirrored across the X-axis.

If you need a different axis, select it, and the object to be mirrored will appear there.

34. Some of you will say - Wait! Why select the fang? True enough, but selection allows you to mirror just 
the selected part, and so you did it that way, just to learn that.
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35. Tab the fang, and you have this nice organic shape (easy to reshape if you like.

 

36. Selecting all of the parts and hitting < Tab >. Hit < Tab > again and save your work
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37. Hit < Space > go to the point mode. In the front (or back) view, select all of the points on one side as shown

NOTE: Make sure you don't delete points on the object's center line

 

38. Hit < v > and 'ok' make half the spide's forebody and fangs collapse onto the X-axis.
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39. In POLYGON MODE, select the polygons along that center line.

 

40. Now delete the center polygons (highlighted)
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41. Slide the fang a little bit away from the forebody front edge, and select the highlighted polygons

 

42. Hit < Ctrl-x > and delete the selected polygons. Hit < Ctrl-s > and Save the object. Maybe as a new iteration, e.
g. Spider_3
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43. Select these points (I went inside to out) and hit < Ctrl-w > and weld those points.
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44. Select the next pair in the same order (in my case, inside to outside) and weld them.

 

45. Again with the lower points - same selection criteria as in the previous welding process.
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46. Ditto - do it again for the last pair of points

 

47. The result of this is that the angs and the forbody are smoothly connected - hit < Tab > and have a look.
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48. This is an 'old hat' by now: Mirror the object across the X-axis
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49. Now go to the layer that contain the leg, you so painstakingly beveled. Keep the forebody in the 
backgound layer. You can Scale < Shift-h > the leg to suit you. Next rotate and move the leg to this position. Then 

in the sideview, rotate < y > the whole leg down, so that the tip is below the level of the spider's belly (to raise 
it above the ground level.

 

50. Select the points as shown and then rotate < y > the selected points slightly outwad

 

51. With the same points still selected, rotate them until they are in line with the leg.
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52. It should look close to this

 

53. In Polygon mode, select the whole leg and copy < Ctrl-c > and paste < Ctrl-v > it back into the same layer. 
Repeat until you have four legs. 

 

file:///C|/Homepage/3dLW31.htm (27 of 35) [9/3/2007 3:40:01 PM]



Some Pics

54. In top view rotate and move the legs as you see fit

 

55. You should have something similar to this
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56. Mirror < Shift-v > & < n > the legs across the X-axis. You now see 8 legs, as advertise in nature's 
Spider Construction Manual
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57. Make a little Sphere, as shown. Keep the Forebody in a background layer

 

58. Hit < q > and change the surface name to 'Eye" and give it color and smoothness

 

59. In the sideview maneuver the eye ( - ball) to be partly inside of the forebody
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60. This is how that should look
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61. Copy and scale the eye and place them around the Forebody, as suggested here

 

62. Mirror them across the X-axis
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63. And this is the result

 

64. Go to the layer that contains the abdomen, rename < q > the surface 'Abdomen'
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65. Go to the layer that contains the legs and rename < q > the surface 'Legs'

 

66. Go to the layer that contains the forebody and rename < q > the surface 'Forebody'. You now have four 
surfaces, including the 'Eye'
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67. Time to go to the Layout.

 

PAGE 2

 

In case of questions or comments, contact me (Karl Stocker - aka pixeltek) at pixeltek@yahoo.com 

 3D  Home 

file:///C|/Homepage/3dLW31.htm (35 of 35) [9/3/2007 3:40:01 PM]

mailto:pixeltek@yahoo.com
file:///C|/Homepage/3dgal.htm
file:///C|/Homepage/3dgal.htm
file:///C|/Homepage/index.htm
file:///C|/Homepage/index.htm


Some Pics

BUILDING THE SPIDER: Part 2 - Layout

NOTE: I usually hit < d > and set up my layout this way. You pick, and make it 'Default', if you like.

 

1. Open Layout - go to Load Object, and find your Spider file. After it loads, view it in the Perspective View
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2. In the Top View, select the camera, move < t > and rotate < y > the camera to your liking

 

3. Rotate and move the light(s). You can add lights as well, and there are lighting tutorials out and about.
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4. The Camera View reflects your changes. When you're finished, save the Scene - e.g. Spdr_Scn 1
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5. Select the Abdomen. Open Surface Editor. Click on < WINDOWS > Drop to' Presets', and find a texture you 
like. Double-click on your selection, and say 'YES' to the Load Confirmation

 

6. Select the 'Eye" and you see the previously applied black texture. I added some shine and reflection to it
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7. Select the 'Forebody'. Find a suitable Preset texture. I'm using FPrime as a preview, you can enable Viper
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8. Having selected a Preset texture does not mean you can't change it. Here I am changing the Rippled Glass 
texture color, by clicking on the color square (7.)
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9. Choose a color in the Colors window, and hit 'Ok" and the Rippled Glass Preset texture will change color, as 
did the forebody.
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10. Lastly, select the Legs. I decided to use the rock Preset 'Marble' for the legs. The choice is entirely yours.
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11. After changing the colors, go to the upper right Modeler button, and once there, save the LW object file 
(you'll notice the ' * ' indicating that the file has been changed), to incorporate the texture changes made in 
Layout, since the scene file won't save surface properties. It doesn't hurt to occasionally go back and forth, 

after having made changes in Layout.

 

file:///C|/Homepage/3dLW31B.htm (9 of 11) [9/3/2007 3:44:50 PM]



Some Pics

12. Go to the tab Render > Render Globals, and set up the desired shadows, the output file location (monitor for 
me) and so on.

 

13. Select the Camera, click on Propeties or hit < p > and set up the anti-aliasing levels.
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Hit < F9 > and let the excellent LW render engine do the rest. The final render

PAGE 1

 

In case of questions or comments, contact me (Karl Stocker - aka pixeltek) at pixeltek@yahoo.com 

 3D  Home 
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