Chapter 1

Introduction to
Blender Interface

Learning Objectives

After completing this chapter, you will be able to:
* Understand the Blender interface components

* Use controls for creating or modifying objects

* Use hotkeys in Blender

* Customize the Blender layout

* Customize the colors of the scene components
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Chapter 2

Working with Mesh
Primitives

Learning Objectives

After completing this chapter, you will be able to:

* Understand viewport navigation controls

* Understand selection techniques

* Understand the Object and Edit modes

* Create and edit mesh primitives

* Understand the proportional editing

* Change the object color and the background color of a scene
* Render a still image
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Chapter 3

Working with Curve
Primitives

Learning Objectives

After completing this chapter, you will be able to:

* Use Bezier curve primitives

* Use NURBS curve and NURBS surface primitives

* Modify Bezier, NURBS curve, and NURBS surface primitives
* Create and modify text

* Add background image
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Chapter 4

Working with Modifiers

Learning Objectives

After completing this chapter, you will be able to:
* Use modifiers

* Understand the types of modifiers

* Create complex objects using modifiers

* Understand the pivot point alignment
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Chapter 5

Digital Sculpting
Techniques

Learning Objectives

After completing this chapter, you will be able to:
* Understand Sculpt Mode

* Understand types of brushes and strokes

* Understand the Spin tool
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Chapter 6

Working with
Materials - I

Learning Objectives

After completing this chapter, you will be able to:

* Understand the Blender Render and Cycles Render engines
* Create, assign, modify, and delete materials

* Apply textures to the object

* Apply multiple materials to the object

* Apply multiple textures to the object

* Create background for the scene
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Working with
Materials - Il

Learning Objectives

After completing this chapter, you will be able to:
* Use Node Editor to create various materials

* Use Node Editor to apply various textures

* Use the Vertex Paint mode

* Understand UV unwrapping techniques

® Use the Texture Paint mode
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Figure 7-4 Components of Node Editor
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Material

Figure 7-5 The Material and Output nodes added to Node
Editor with the Material node selected

Figure 7-6 The Add menu Figure 7-7 The cascading menu Figure 7-8 The cascading menu
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Figure 7-9 The multicolored cube

&4 Show Brush

Figure 7-10 The panels ~ Figure 7-11 The panels Figure 7-12 The options in
in the Tools tab in the Options tab the Brush panel
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Figure 7-13 The flyout displayed
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Figure 7-14 The Shading and Figure 7-15 Options in the UV
UVs panel in Toolshelf Mapping drop-down
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Figure 7-18 The c07 _tutl_start file
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Figure 7-19 Connected Image Texture node and
Diffuse BSDF node displayed

Figure 7-20 Node flow for the wood material

Figure 7-21 The rendered image



Working with Materials - II

7-9

Figure 7-22 Node flow for metal material

Figure 7-23 The rendered image
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Figure 7-24 The UV Mapping drop-down  Figure 7-25 The Smart UV Project window
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Figure 7-26 UVs of glass
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Figure 7-28 The Mode
drop-down

Figure 7-27 The New Image window

Figure 7-29 Painted UVs of glass
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Figure 7-30 Connected Image Texture node and
Diffuse BSDF node

Figure 7-31 Textured flower using vertex paint
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Figure 7-33 Strokes applied on petal

Figure 7-34 Choosing F Mix from the flyout
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Figure 7-35 Strokes applied on petal ~ Figure 7-36 Strokes applied on petal
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Figure 7-39 Choosing Compositing Figure 7-40 Attribute node added to Node area
from the Screen Layout drop-down

Figure 7-41 Vertex paint on ovary visible Figure 7-42 Vertex paint on petal visible
in the rendered tmage in the rendered image



7-14 Blender 2.79 for Digital Artists

Figure 7-43 The model of a sofa set with velvet material
and a floor with a texture

Figure 7-44 Textured bowl



Chapter 8

Lights and Cameras

Learning Objectives

After completing this chapter, you will be able to:
* Understand various types of lamps

* Understand mesh lighting

* Understand light portals

* Understand camera

* Constrain a camera to an object
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Figure 8-1 Choosing Point from the '
Add menu Figure 8-2 Various panels in Properties Editor

Figure 8-3 Point lamp placed in the scene Figure 8-4 The Rendered image
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Figure 8-5 Sun lamp placed in the scene Figure 8-6 The rendered image

Figure 8-7 Spot lamp placed in the scene Figure 8-8 The rendered image

Figure 8-9 Area lamp placed in the scene Figure 8-10 The rendered image

Figure 8-11 Scene without light portal Figure 8-12 Scene with light portal
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Emission

Figure 8-13 The Emission shader Figure 8-14 The Emission node connected to
chosen in the Surface drop-down the Material Output node

Figure 8-15 The rendered image of Figure 8-16 The rendered image of
the scene with Strength=10 the scene with blwish tint
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Figure 8-17 Various panels in Properties Editor -
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Figure 8-18 The Add Object Constraint drop-down
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Figure 8-21 The options in the View menu
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Figure 8-22 The illuminated interior scene
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Figure 8-26 The hanging lights aligned

Figure 8-27 The rendered image
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Figure 8-28 The spot light1 aligned

Figure 8-29 The rendered image
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Figure 8-30 Other spot lights aligned

Figure 8-31 The illuminated exterior scene
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Figure 8-33 The sunlight rotated
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Figure 8-34 The rendered image




8-14 Blender 2.79 for Digital Artists

Figure 8-36 The scene illuminated with spot lights

Figure 8-37 Wall illuminated by spot lamps



Chapter 9

Basics of Rigging
and Animation

Learning Objectives

After completing this chapter, you will be able to:
* Understand the concept of rigging

* Apply constraints

* Work with Timeline, Dope Sheet, and Graph Editor

* Create path animation
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Figure 9-1 The Add Object Constraint drop-down
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Figure 9-2 The cube and sphere Figure 9-3 The cube with the Track
to constraint applied

Figure 9-5 The Mode
drop-down

Figure 9-4 The parts of armature
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Figure 9-9 The Keyframe Type Figure 9-10 The Keying Set
drop-down drop-down

Figure 9-12 The Dopesheet
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Figure 9-13 The rig of a cartoon animal

(1) Camera

Figure 9-14 The c09_tutl_start file
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Figure 9-15 The Armature aligned
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Figure 9-16 Extruded Armatwre aligned
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Figure 9-17 Extruded Armature aligned
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Figure 9-18 Bone.003 aligned
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Figure 9-19 The bodybone aligned
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Figure 9-20 Copy of bone chain aligned
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Figure 9-23 The text and cart at frame 55

Figure 9-24 The c09_tut2_start file
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Figure 9-25 Seclected keyframes at frame 0

Figure 9-26 The Add Object Constraint drop-down



Blender 2.79 for Digital Artists

e

Evaluation Time
% 01

-
+

I 5

-
*

* 4 4 4 & 4 4 & 4 &

* ¢ 4 0 400

Figure 9-28 Selected keyframes in Dopesheet
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Figure 9-29 The model of a table lamp  Figure 9-30 The rig of a table lamp



Chapter 10

Rigid Body Dynamics

Learning Objectives

After completing this chapter, you will be able to:
* Create active and passive rigid bodies

* Simulate various physical effects

* Understand rigid body constraints
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Figure 10-1 Various buttons in the Enable Figure 10-2 Various panels in Properties
physics for area Editor

Figure 10-3 The Shape drop-down  Figure 10-4 The Source drop-down



Rigid Body Dynamics 10-10-3

Figure 10-5 The Cloth Preset drop-down

Figure 10-6 The Type drop-down

Figure 10-7 The Type drop-down



10-4 Blender 2.79 for Digital Artists

Figure 10-8 Balls falling from bowl at frame 55

Figure 10-9 The c10_tutl_start file

Figure 10-10 Cloth simulation at frame 35 Figure 10-11 Cloth simulation at frame 100
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Figure 10-12 The c10_tut2_start file

Figure 10-13 The scene with sliders Figure 10-14 Ball at frame 504
and a ball
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Figure 10-15 The scene with two
assemblies, balls, and a bowl
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Figure 10-16 Simulation at frame 25 Figure 10-17 Simulation at frame 45



Chapter 11

Working with Particles

Learning Objectives

After completing this chapter, you will be able to:
* Understand particle system
* Understand various simulation techniques
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Figure 11-1 The Properties Editor on
choosing the Particles button

Verts Volume
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Figure 11-2 Properties Editor on
choosing the New button
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Figure 11-3 Particles emitted from the  Figure 11-4 Particles emitted from the
cube on choosing the Verts button cube on choosing the Faces button
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Figure 11-5 Particles emitted from the — Figure 11-6 Particles emitted from the
cube on choosing the Volume button cube on choosing the Grid button

Figure 11-7 The Orientation Figure 11-8 The Angular Velocity
drop-down drop-down
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Figure 11-9 Particles emitted from the
cube on choosing the No button
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Figure 11-10 Parameters in the Physics Figure 11-11 Parameters in the Physics
panel on choosing the Newtonion button panel on choosing the Keyed button
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Figure 11-14 The parameters in the Render
panel



11-6 Blender 2.79 for Digital Artists

Figure 11-15 Rendered halo particles

Mone Halo QUERERN Path  Object  Group Billboard

Figure 11-16 The panrticles emitted Figure 11-17 The parameters in the
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Figure 11-18 Smoke simualtion at frame 80

Figure 11-19 The c11_tutl_start file
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Figure 11-20 Values in the Transform panel  Figure 11-21 Values in the Transform panel
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Figure 11-23 Values in the Transform panel
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Figure 11-24 The emitter aligned

Figure 11-25 Parlicles emilted from emitter
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Figure 11-26 Change in number and lifetime of
particles

Figure 11-27 Spheres of different sizes

Figure 11-28 Paramelers in the
Image Texture node
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smioke material

Figure 11-29 Node network for smoke material

Figure 11-30 Smoke simulation at frame 80
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Figure 11-31 Snow simulation at frame 100
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Figure 11-32 Adjusting the view
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Figure 11-33 Camera Persp view displayed

Figure 11-34 Emutter aligned
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Figure 11-35 Node network for snow material
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Figure 11-36 wind aligned

Figure 11-37 Rain simulation
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