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e 3D creation suite
* Modeling
* Rigging
e Animation
e Simulation
* Rendering
e Compositing and
motion tracking
* Video editing
» API for Python scripting
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O Blender installation

Creating a 3D model of a molecule SF_ in Blender.
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INSTALLATION

€ 3 0@ https//www.blenderorg |

Download

A 0 blender’
.

-
starts here | »
R

-
.

N

Open Source 3D creation. Free to use for any purpose, forever.
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blender’ RIS\ ¥:[e]\

€ ) @ & | https:;//www.blender.org/download/ @ || Q BLENDER s wAa ¥ # e~ =

@blender'“ Features  Download  Support  GetlInvolved  About

Blender 1s Free & Upen Source Software. Free to use Tor any purpose, Torever.

Donate  Store

Read about the new features and fixes in the Blender 2.78a Features page.

am Blender 2.78a for Windows 17 bit
Compatible with Windows 10| 8| 7| Vista

Installer (.msi)

LIP

@& Blender 2.78a for Mac OSX

Requires Mac 0S X 10.6+

LIP

D Blender 2.78a for GNU/Linux

52 bit
Requires glibc 2.11. Suits most recent GNU/Linux distributions

Tarball .bz2
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SO INITIAL SETUP

Ctrl N
Ctrl O
Shift Crl O I

Shift Ctrl 5

Open User Prefe rences: 4 User Preferences... Ctrl Alt L
Save Startup File Ctrl U
r @ Load Factory Settings

File > User Preferences...

] Link Ctrl Alt O
"
| Zg% Append Shift F1

Data Previews

|8 & import
& Export

&3 External Data

W) guit
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SO INITIAL SETUP

@ O @ Blender User Preferences

1.Select Input Tab
2.Under Presets select “Maya”

3.Save User Settings

Turntable Trackball
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SO INITIAL SETUP

1.Select Cube and delete it (press Delete or X, or in 3D View
Panel>0Object>Delete...X). Confirm the dialog.

2.To Select object left-click it

3.To deselect, in 3D View Panel>Select>(De)Select All A
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SO INITIAL SETUP

|

:IF 9@ EE]EF:&) i) =

5 dry U 2

1.Select Light, called Lamp

2.In the Properties Panel, set Lamp
Type to Hemi.
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SO INITIAL SETUP

1.Place 3D cursor to the 0,0,0

2.0pen the Properties Panel By pressing N,
or in 3D View Panel>View>Properties

3.Find the block which is called 3D Cursor,
and set location to 0,0,0.




Creating a Camera Target

1.Create Empty.
2. Type: Plain Axes
3.Radius 2.000

4.Location (0, 0, 0)

!
5.In the Outliner Panel, right click on the “Empty”

object and Click Rename in the appeared menu.

6.Rename it to CameraTarget.
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Eﬁ View  Search | All Scenes
© @ .
® () RenderLay @
) f:; Lamera @
L Empty
50) 12

» Item

» Display

» Shading

» [ Motion Tracking

» (] Background Images ::::
» Transform Orientations ::::

160

[ [ ee )
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Z@ blender’

Linking the Camera with the Camera Target

1.Relocate and rotate the camera so it should “look”
right at the CameraTarget:
Location (0,-6,0), Rotation(90,0,0)

2.Select the Camera first then holding “Shift”, select the
CameraTarget object.

3.Create relation — so that the camera always looks at
the CameraTarget object. Object>Track>Track to
Constraint

4.Save as startup. Now this scene will always open with
a Camera, a CameraTarget and a light source
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SEt=29 |inking the Camera with the Camera Target

Fle Render Window Help [[):[oemit  [d[5g][d[scene  [[32) 5D v2.76 | Verls0 | Faces0 | Tis0 | Objects2/ | Lampsi0/ | Mem:27.04M | CamersTarget

¥ Add Primitive - erre ¥ Transform

Location:

.L cameraTarget
oy

Transfer Mesh Data  Shift Ctrl T (@ CameraTarget
Join ctrl )

¥ Empty

Game .. ST

ek s . T e (G S TD
> view

Constraints / S ¥ 3D Cursor

. T Location:
P Damped Track Constraint Ctrl T . e

Track To Constraint Ctrl T
Make Single Uiser Lock Track Constraint cti T
» Item
» Display
Clear and Keep Transformation (Clear Track) ~ AltT » Shading
» (4 Motion Tracking
» () Background Images ::
Delete. » Transform Orientations ::
Duplicate Linked
Duplicate Objects

Make Local... Clear Track AT
Make Dupli-Face

Make Links...
Make Proxy...

Animation

Ctrl AltZ
Shift Ctrl Z
Ctrl Z
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Saving the scene as a startup file

Shift Ctrl O I

; {3 Reven
@ Recover Last Session
:‘ ' @ Recover Auto Save...

o Save Ctrl s

_ & SaveAs.. Shift Ctrl S
Save the out scene as a | [ B secom- anars

' User Preferences...  Ctrl AltU
' % Save Startup File ctiu
. £ B3 Load Factory Settings

Startup File:
File > Save Startup File

é %% OI ST OKINAWA INSTITUTE OF SCIENCE AND TECHNOLOGY GRADUATE UNIVERSITY 15



blender’
o biender Prepare drafts and references

1.Draw 3D model on the paper

2.Search for the similar images on the internet
3.Divide it into the primitive objects: cube, sphere etc
4.Find identical parts of the object

5.Be creative, develop your own strategy

90°

F
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Creating the first 3D model

1. Create Cylinder
2. Set Radius to 0.5
3. Set Depth to 8

*you won’t be able to change those values in that
menu after the object is created and deselected. Don’t
worry, there is another way of changing the shape

4. Create Ico Sphere

5. Set property: Subdivisions 4
6. Set property: Size 1.0

/. Translate it to (0, O, 4)
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Creating the first 3D model

~ O~
-~
¥ Transform |
(=)

)
Location: ®

Resolution: Frame Range:
L | <Fromestep 1
B ¥ Add Ico Sphere = s Aspect Ratio: ol
¥ Add Cylinder =
Subdivisi iR : Time Remapping:
Vertices ASIons O o O crop

Lock to Ob ¥ (4 Anti-Aliasing :
Size e l[= - Bm
() Full sample 4 Size: 1.000 px *
¢ 10009 ST
() Alignto View el
» Performance
L iUﬂ Local Camera » Post Processing
e (Y Metadata
0.000 * -
¥ Output
0.000 * _——

O Al v 3D Cur Foet

ign to View 4.000 » Locatior €4 overwrite 4 File Extensions
[Z) Placeholders () cache Resutt

T cospren = || coloroepn

Location

View Add

» Bake
» ) Freestyle
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Duplicating the sphere object

1. In Tools tab, click Duplicate
2.Right click to drop duplicated sphere

* The duplicated object is dropped to the same
location as the original.

3. In Properties panel, find Transform > Location > Z

4. Set Z value to -4
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plender Duplicating the sphere object

J [ perautt  [H[53) (P scene

Aspect Ratio: Frame Rate:
24 fps ¥
Time Remapping:

O Bod [ Crop
¥ €4 Anti-Aliasing

¥ Add Ico Sphere 5
a: o
(s Loo0px )

Subdivisions 0 Full Sample
Si::a PE e — | » () Sampled Mation Blur
Ge s \\ » Shaing

» Performance

[ Align to View Constraint Axis
O x » Post Processing

Location
(VIS

Proportional Editing £ overwrite ) File Extensians
B () Placeholders () Cache Resut

Proportional Editing F...
(1} Icosphere.001 A 3 (1} lcosphere.001

w, Dx:0.2244 Dy 0.3937 Dz -0.1045 (0.4651)

View Marker Frame Playback |[3)| (%)
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Editing mesh

1.Select the Cylinder and open the [Edit mode] (press Tab)

2.Deselect all, by pressing ‘A’; or Via Menu: Select >
(De)select All A

3.Make sure that your selection will not be limited to visible

4.Choose [Edge Select] Mode

U (1} Cylinder

(D7) view select Add Mesh (E3 Eitmoce 1[0 (D O] BYEH [ ] Global ]

5.5elect vertical Edges: Press Ctrl + RightClick & Drag
around the edges. (Select only vertical edges)
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Duplicating the sphere object

0 ER(ER

User Persp

e

= (2]
(3
D
L
& 7 cylinder
B
= -

FEIEEEEEE - E

8 G Q

oSl = Ee S

® white.001

Ly

(1) Cylinder

(9 Eatmode ][O (@ o] BMEA 7] bt o] (LEH | (2B 2lv Gl 6 ilis)

CE
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Editing mesh: subdividing edges

@] — =[5 ﬂ _--i-'_ri" Blender Render  ©| &%

fo ¥ Me
i Select Subdivide: t \

Iiﬁ ‘III1II‘I'IF 1
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Editing mesh: subdividing edges

1.Deselect all, by pressing ‘A’; or Via Menu: Select >
(De)select All A

2.Perform the same actions with the top & bottom
vertical edges:

2.1. Select them
2.2. Then Subdivide.

(Select only vertical edges)

3.Deselect all
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blender’

Editing mesh: subdividing edges

\orf et | anies) _““ﬁ—@m [ BlenderRender || &9 v2.76 | Verts:0/160 | Edges:0/288 | Faces:0/130 | Tris:316 | Mem:14.51M | Cylinde

User Persp

¥ Transform
Nothing selected

» 4 Grease Pencil
¥ View

Lock to Object:

() Lock ta Cursor [El[E]
() Lock Camera to View 5 & (Fcylinder @ whiteon

® \hite.001

¥ 3D Cursor

Location:

I wire [ voume [ Halo |

» Item ¥ Preview
» Display

» Shading

» 4 Motion Tracking

¥ Mesh Display

» History
¥ (Dejselect All
Action

Toggle Overlays:

€ Faces (0 shap
) edges [ Bevel

|] 4 Creases () EdgeMa
'II {!!!!!h“; () seams (] FaceMa O Rramp
I I ] O show weights v Specular
Normat O
T J|00|Qd| « size: 0.10 » it ) Ramp
Edgelnfo:  Face Info:
O Length () Area

) ange () Angle
(1) Cylinder e —

¥ [ Transparency

[ Mok PR raytrace ]
< Fresnel:0.000 -

250 )
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Joining objects in one mesh

1.Change to [Object Mode]

2.Select all three objects: cylinder and two spheres.
Select by holding Shift and Left clicking each object

3.Join objects into one mesh: Object > Join
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blender’ _ : :
—— Joining objects in one mesh

[oeut [5[5)( S [scene [s¢) £ V276 | Verts1 444 | Faces2,690 | Tis2.676 | Oects:36 | Lamps07 | Mer15 89M | Iosphere 001

User Persp

) ) )
Hig By B

D) R )
B[y B

I

(4 Icosphere. » () White.

o
o

) ] e
By [Hy B

Convert to
Show/Hide
Move ta Layer...

Transfer Mesh Data Layout
Transfer Mesh Data  Shift Ctrl T

Game » [ Grease Pencil
Quick Effects ¥ View

Constraints
Group Lock to Object:

Make Single User
¥ Toggle Editmode Make Local... Clip:

Make Dupli-Face

Make Links...

Make Proxy... Local Camera: ¥ Diffuse
Delete...

. Cdl camera
S L — r—
Duplicate Objects i G T (intensit:1.000 ) (J Ramp

R ¥ 3D Cursor N

Location: -
(]

0 Ola
£ g
g g
g?
iy
<

2 3

Clear

Mirrar

Transform ¥ Shading

et o e | G o) O setes

’ ' : O Tangert shad...
([RERITTEB0) () cutic rterpo

¥ ] Transparency
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Joining objects in one mesh

1.Change to [Object Mode]

2.Select all three objects: cylinder and two spheres.
Select by holding Shift and Left clicking each object

3.Join objects into one mesh: Object > Join

OI S OKINAWA INSTITUTE OF SCIENCE AND TECHNOLOGY GRADUATE UNIVERSITY 28



Assigning a material to the object

1.0pen the Material tab.

2.Create new Material, by tapping New
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Assigning a material to the object

@ =H REER 52 b
= =
I Ry A (=1 [alisceres O
E=
z e Ey )
= Ca
=
= e ! @ 2 [5Gl
=
[setorgn 1) 3 <
& @ lcosphere.001 | = 3
=
= e D Ly fisd
| ]
e ! | (SR S EEIOEEER - EEED
» e @
-E
‘m Material. 001 it
=)
R
=
(@] TF [5]52 (Data 2]
S wire | volume | Halo |
T z (O]
"
I€1
E
O 2
&3]
S d (ambert 3]
: . el
: ]
o o %
(1)} lcosphere.001 = 1
(@:) (@ otiect Mo 2][O 2)(@ <5 BUEA7 |7 sota ) AU @ (@) 2]k ¢S @E
3

8 el Ao (vosyre 1) (@) (& I
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Assigning a material to polygons/faces

1.Change to the [Edit Mode] by pressing Tab
2.Choose [Face Select] mode

3.Select the Top and the Bottom parts of the
object. Ctrl + Right Mouse Btn, & drag around

0 10 20 0 40 0 60 70 80 a0 100 110 120 130 140 150 160 170
LONE € £ KK Sync i (@) [ 9
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Assigning a material to polygons/faces

() [ Blender pender ] &3

oY/ Icosphere.001

1.In the Material Tab, add new material slot e = @m

= Mate

2.Create a new Material

3.Assign that new material to the selection
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Assigning a material to polygons/faces

ER|ER ER 2
P o= o
— - @[3 (2]
[iose | ol)
T — | 3 2@ = [y i
m € 3 e
S F-f- BaE) (‘-9 = [y i
_ i = b
| DrudeRegion | Global Local : - —
= © N/ Icosphere.001 5/ ¢ .
 Lop ut o Sice| \ . FEEEREErERE -« EE'S
I L4 Matenal =
V| ]
3l 1
Lo .
3 _
olaz - |,
Lock to Object | : j
(s v Sk I [

(@] RN
Surface mm-r-a

(1} lcosphere.001

@] (&

ol
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Shading

1.Deselect all selected by pressing ‘A 2 ¥ Shading

2.Select all faces of the mesh by pressing ‘A Fen

3.0n the left, open Shading/UVs tab £ [ Lsmosth | sherp |

MNormals:
' a [- Recalculate ]
= L Flip Direction J

4.Under Faces: select Smooth

larease Fenc
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Shading

L
L]

<

1.0pen object’s Data Tab o oo

FEERERE - DEEk
2.Check Auto Smooth - 58 O o
¢

3.Set Angle to 45 degrees
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Shading

Change back to [Object mode]
(press Tab)
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Shading

Change back to [Object mode]
(press Tab)
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Update object’s origin

1.Set 3D cursor to 0,0,0

2.Select our model, and open Tool tab in
the left panel

3.Select Set Origin then

4.0rigin to 3D Cursor
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Update object’s origin

= N [H[R)( S scee [ 53 v2.76 | Verls1,444 | Faces2,690 | Tis2,676 | Objects2/4 | Lamps/1 | Mem:17.64M | lcosphers 001

User fersp L View  Search 2
& fscene

Location:
{Ex)

& 7 Icosphere001 ||

XYZ Euler

Scale: 58 & (@ icosphere001 +  °F icosphere.001

,;'||-r'.-1‘s1‘ Relatio

¥ Normals

4 Auto Smocth () pouble Sided
Set Origin -
Geometry to Origi Shift Ctrl Alt C R
= b AhS L L ' » [ Grease Pencil ¥ Vertex Groups

Origin to Geometry Shift Ctrl Alt C e Rt ¥ View

Origin to 3D Cursor Shift Ctrl Alt C A (s 700009

to Center of Mass  Shift Ctrl Al e Lock to Object:

ncil || Physi

¥ 3D Cursor

(1) lcosphere.001

Ven sdect ot ot oo JETDTD @0 @ ) &)

10 20 30 a0
View Marker Frame Playback |(5)| (%)
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Duplicating the object

(5] N
User Persp = [Miscens D0
L (&)
&
‘ & 5[5
. i
_ EEseu@ LB
b - G (.}
o
v)
=

(@] BREEEIETE

o Rl | s W wre | voume | Halo |

r (O]

s

J =1

|52 |

| i |

] &)

L s X
/ [cockTor 4]

Make sure the object is selected, then Duplicate it.

Right-click to drop the duplicated object to the same location as

the original one.
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Duplicating the object

(@[ oeaue  [H[8R][ & [scene [ [22] [BlenderRender | &9 v2.76 | Verts2,888 | Facess,380 | Tris:5,752 | Objects:1/5 | Lamps

¥
¥ Transform i User Persp

Translate

Rotate

Scale

Mirror

¥ Edit e /

or =

¥ Duplicate Objects.

Duplicate Objects
¥ Diffuse

[ Linked
Translate 2 :
b CE—
DT — D rare

- el :
s s S
O x
Oy
Oz

Rotate that object 90 degrees CW around Y axis.

Proportional Editing
(@] view select Adt Obie

| Make sure the object is at location (O, O, 0)

Vector

0
@
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Duplicating the

(@ e [H[R][( S scene  [E[) %) v2.76| Verts:4,332 | Faces8,070 | Tris:8,628 | Objects1/6 | Lamps:0/1 | Mem:19.01M | Icosphere.002

1.Select the rotated object and again duplicate it.
Right-click to drop the duplicated object.

Orientation

= 2.Rotate the object 90 degrees CW around X
= axXis
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Editor Areas

IEEtGg

1.Hold and drag the corner to clone the Etorfype
Editor Area B Python Corsole

File Browser

@ Info

User Preferences
E Outliner

&5 Properties

2.Each Editor Area, can be configured to
display different controls

Constraint Axis ﬂ Logic Editor

Ox
“a¥

@ Node Editor

Text Editor

%5 Movie Clip Editor

ﬁ Video Sequence Editor
Uvimage Editor

tatit
Global

Proportional Editi o
— ) lcosphere.00
[(P:] view sel 0 B @] o

= NLA Editor

Dope Sheet
% Graph Editor
() Timeline
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Editor Areas

1.To Close the Area, move the pointer to
the edge then right-click to see the menu

2.Select Join Area

3.Select the Area to be joined (closed)
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Setting up the Virtual Camera

[P E‘_E’ ﬂm—m Blender Render  ©| A9 v2.76 | Verts:4,332 | Faces:8,070 | Tris:8,628 | Objects:1/6 | Lamps:0/1 | Mem:20.49M | Icosphere.002

Camera Persp

5 & (D icosphere002 + (@ Material.001
Al yy ;
O Z i *  Material 001 E
Orientation [2]

Proportional E:Itlng (1) lcosphere.002

G = i chs G e )0

[©) Properties
[E) Tool Shelf

e D oo

¥ Specular

Ctrl Numpad 1
Nurnpad 3 ( intensity: [NGS0000 D Ramp
Ctrl Numpad 3 v T "D

5 ¥ Shading

(emt 0000) O shodeless

=1 rmace Ban Ambient: 1.000 Tangent Shadi
von et S[CER | RS O coerore
View Selected — =) o J = c Interpolation
View Al

3 ¥ [_] Transparency
Playback Animation T - rrersoorency
&l N S Y B s ) _II A Soecla 200 ) (|
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Setting up the Virtual Camera

1.Drag the camera along the Axes XYZ.

2.Holding Left Ctrl while dragging snaps
camera’s location to the grid
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Z@ blender’

Setting up the Virtual Camera

1.Move the Camera around the scene until the
object appear inside 2/3 of the camera view.

2.Use Translate tab to enter the exact location
you want your camera to be placed at.

3.The Camera has its own properties and one of
them is a Focal Lens

4.Relocate the camera and adjust the Focal
Lens property
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Setting up the Virtual Camera

Render  Window _ Help 59 v2.76 | Verls4.332 | FacesB.070 | Tiii3 528 | Object=il g

+~ ¥ Transform

g
Sl

— vEdit

= | Duplicate

¥ Translate

Vector
Constraint Axis
& x

Oy

Oz
Orientation
Global

Proportional Editing

Proportional Editing F...

n
¥

(P:] view select

¥ Translate

Vector

x: 3.894 -
Constraint Axis

& x

Oy

Oz

Orientation

Global

Proportional Editing

Proportional Editing F...
s Srmooth ¥

Camera Persp

(1) Camnera

add_ Opject S [ [ oo EHHHHTH @O @ 2 @il

'/

(1) Camera

(7] View select add Obect [ objectmoce )

20 30

View  Marker Frame  Playback
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blender’ -
S Rendering

@] Fle Render window Help (][ [[])[&: Blender Render  ©| &%) 2,76 | Verts:4,332 | Faces:8,070 | Tris:8,628 | Objects:1/6 | Lamps:1/L | Mem:32.09M | Lamp
Frame:1 | Time:00:00.13 | Ve:4524 Fa:8244 Larl | Mem:32.07M (0.00M, Peak 39.30M) u Toi| view Search [ ANl Scenes s

(Afame ]

¥ Preview

¥ Lamp

O Negative
) view mae (£ verdrnesit 2 [« []353) (@ vew 125 > B _ ) sy ony

User Ortho ¥ Transform 7 £ specular

Location: a iz

@ » Custom Properties

e 106.936° ~
L *YZ Euler
< ” oy
G ko | . } '* oo
Dol ::::' > /E = 4% 1.000 »
() Delete Globally ;‘ rease Pencl

(1) Lamp

e e wae = oo 10 render the model, press F12.

10 20 30 40 50 60

= cieal 10 ClOse render preview, press ESC
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'A®)blender’

Rendering

To produce an image with transparent
background follow the steps below:

1.0pen Render Settings tab on the right
2.Select Shading tab

3.For Alpha choose Transparent

4.Then Open Output Tab

5.Choose file format PNG

6.RGBA,

/.Compression 100% (for Quality):

=] e e e e REs
5?‘ @ Scene

¥ Render

(@) Render |@§ Animation |01} Audio |
Display: [ Image Editor = Eﬂ

- Dimensions

¥ [ Anti-Aliasing

[ s P 11 [ 16 | [ mitchell-netravali :

() Full sample (« size: 1.000 px )

» (] Sampled Motion Blur
¥ Shading

& Subsurface Scattering
&4 Environment Map

¢ Performance

» Post Processing

» Metadata

¥ Dﬂut
[J‘tmp’ |]
a Owverwrite ﬂ File Extensions

() Placeholders () cache Result

BW

& puG : el RGBA
Color Depth: 8
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= Bake




'A®)blender’

Rendering

Press F12 to render:
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blender’ -
{Oblender Final steps

€ | File Render Window Help [H] | Default TPl [ 0| Scere 2P|3%) | BlenderRender | &3 w2.76 | Verts4,332 | Faces:8,070 | Tris:8,628 | Objects:3/6 | Lamps:0/1 | Mem:32.71M | lcosphere.001 ﬁ
view  Search P
@
=] view image [{&:] Render . B siot1 ¢ Rendertayer :| combined :[a1][> : S
2 v Transform _IHIdE v Transfomn 5
= [Tondte Move to Layer...
- FIEEREE  OEES
Mirror Transfer Mesh Data La!out S¢S+ (Jicosphere001 + F Icosphere.001
¥ Edit A %7 | Icosphere.00:
Transfer Mesh Data  Shift Ctrl T o7l : L)
Duplicate ¥ Normals 1
z:r;lit:ateLin . 4 Auto Smocth () Double Sided
Join
Set Origin Game '. » Texture Space =
shoding ¥ Vertex Groups
Fiat \ :
Dot et Quick Effects [ |
e : 1.Sel Il obj : Holding Shift, lef
= P ctgaints Selectallo jeCtS. oi1aing ITt, lett-
Make Single User up I - k h b L
Make Local... LP
S ClICK eaCn O jeCt.
Make Links... criL
Make Proxy... Ctrl Alt P
Delete... X L] [] "
Duplicate Linked AltD
s 2.Join selected objects into one mesh.
Apimation »
Shit s ™
Ctrl AP
Undo ﬂi : e » Custom Properties
Redo . Vaocwsor | o
UI"IdD Location:
5] v{ Add Zell -8 Objed)(® 15 B /[ oxs ) HHDHHH@ 6 @l 5 el
[i] 1 60 70 B0 90 100 110 120 130 140 150 160 170 180 190 200 210 220 230 240 250
®:) view (GO I 5] <1 Y o o 1] @[ [£[2]
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blender’ :
o biender Final steps

1.Change to [Edit Mode]

2.0pen Create Tab on the left and Create Ico Sphere
3.0pen Shading/UVs Tab on the left

4.Under “Faces” choose Smooth

5.0n the right panel choose Object Data tab
6.Check Auto Smooth

7.Set Angle to 45 degrees
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e®)blender’

Final steps

File  Render Window Help Blender Render | &%) v2.76 | Verts:542/4,974 | Edges:1,920/14,304 | Faces:1,280/9,350 | Tris:9 908 | Mem:40.88M | Icosphere.000
——— =

b T=t| wiew Ssearch | Al scenes .
e 2 T= . [:J R
¥ Add Meshes

Primitives: ¥ Transform

Lock to Object:
() Lock to Cursor ¥ Vertex GI'OI..IPS
) Lock Camera to View

Clip:

o J Start 00
() Align to View : : i i

Local Camera:

L Vi ; (4 camera
Location g o x ils (C) Render Border

¥ 3D Cursor

¥ Vertex Colors
Location:

()

» Geometry Data

» Custom Properties
» Display

» Shading
» [ Motion Tracking

(1} Icosphere.000 ¥ Mesh Display

e (19 saivose (0 (@ )N Lo LR (0 1) @l 68 ) i)
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Final steps

1.0pen Material tab

2.Choose the existing Red
colored material form the list.

J) Material
" Material.001

¥ Add Ico Sphere

Subdivisions

() Align to View

Location
¥ 3D Cursor

Location:

» ltem
» Display
» Shading
: » [ Motion Tracking =
(1) Icosphere.000 ¥ Mesh Display

(5] v selot pon wesn (13 corvae ) O 1)(@ o) B .
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e)blender’ -
= S Rendering

3 )| File Render Window Help v Blender Render  ©| &< V2.76 | Verts:4,974 | Faces:9,350 | Tris:9,908 | Objects:1/4 | Lamps:0/1 | Mem:41.63M | Icosphere.000
Frame:1 | Tme:00:07.35 | Ve:5166 Fa:9524 La:l | Mem:41.60M (0.00M, Peak 51.43M) N [EJ View  Search @ fs]
- ¢ Scene
® (2] Rendertayers | [Z]
(2 World
& camera | 069

G688

&7 &7 a7 a7
Er E7 B Er

Invert

Edit Externally
Save a Copy

Save Image
Save All Images

Read Render Layers
Open Image
New Image

Image @ Result

¥ Add Primi ) ¥ Transform
MEh ! ﬂ .I User Orthr Locatlon:
=)
o

'

[(x o

Criess: o388 O v
RESD)

1 Press F12 To render.

Ll R 2 Save rendered image:
UV/Image Editor, Image > Save as Image

E
£
2
£
I
;
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Production Rendering

In the World tab update settings to the following values:

@ EE d]ﬂl..:;] @ ZF7IOE [7) ¥ w0 Environment Lighting

> v (@ world (* Energy: 1.000 *) | white |
[@ | World F | 9P 3:3] BAgidi=ce oo

= Preview ( Factor: 1.00 :) (“ Bounces: 1 ':',l
¥ Word L Only works with Approximate gather method

e

(O Papersky () BlendSky [ Real Sky LA

Horizon Color: Zenith Color: Ambient Color: Approximate
D D . o Sampling:

(“ Exposure:  0.000 *) (* Range: 1.000 *)  (* Distance:  10.000 *) | Adaptive QMC

¥ 4 Ambient Occlusion . [ Falloff
Ii* Strength: 0.000 ':J G Threshold: 0.005 *

Crocor S (staipy, ] e oS00
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4 6, blender’

Production Rendering

Update red material:

ERlEEEEIEEEER « EEEE S > Shading
L el 1 1 1 N S —

Surface Wire | Volume | Halo ] » (| Transparency
v 4 Mirror

G STTD
] | ) CoendmmEED

T
? (« Max Dist: 0.000 +) (_Amourt: n.a.
Lig?

1

T Preview

) G Depth: 5 ;:I Gloss:
t | Thveshold: 0,005
e Fade To: (_‘-‘Eamp:iﬂ!‘:.: 359

v Diffuse . Anisotropic: 0000 )

e > O subsraceScatie )
( Intensity: 1.000 ) [ Ramp » Strand
(* Roughness: 0.500 ) » Options
v Specular » Shadow
# Custom Properties

( J [ coolcTor 1 ¥ Material Library VX
(" Intensity: 1.000 ) () Ramp

3 select a Library HER 9
( Hardness: 60 +)
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(,;:::*’i;;b”f blender’

Production Rendering

Update white material:

=B EHEEIEEE

vEE )

]

| 7| material.ooz | F [=r|EE] |5 | Data v)
Surface Wire | Volume | Halo ]
¥ Preview 2382
(d
i
Ltz
O
¥ Diffuse
[ ] [ Minnaert :]
(" intensity: 1.000 ) () Ramp
G Darkness: 1.000 ‘3’
¥ Specular
[ ] [ CookTorr :]
(TEEESED O ror
( Hardness: 20 )

T

» Shading

» ] Transparency

v 4 Miror

(< Fresnel:  3.000 ")
[ NEEEES
G Depth: 5 a Gloss:

G Max Dist: 0.000 E) ( Amourt: {].E-

Fade To (+ Samples: 36 )

» (] Subsurface Scattering

Pk Strand

» Options

» Shadow

» Custom Properties

¥ Material Library VX
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6, blender’

Production Rendering

Update red material:

=E ] EEIEE : ..| A » Shading
Surface Wire | Volume | Halo ] ) » | Transparency
v 4 Miror

T Preview

e

5 a Gloss:

|~ G Depth:
e
e —;

E _ (< Fresnel: 0100 )
T

s

i

ted

¥ Diffuse

_ [ Oren-Nayar ;] » (] Subsurface Scattering v
(_ Intersity: 1.000 ) () Ramp > Strand

(* Roughness: 0.500 *) :::;

i » Custom Properties

( | [ cookTorr '] ¥ Material Library VX

E—‘ l:lta:sr-l:s. e e 60 1) 3, select a Library aEn g
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Production Rendering
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