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Using Blender 2.7 for Animation - Advanced 2.1 - Using Pivot Point with Screw Modifier  
	BONUS (do this first to make bonus easier): Load a character, create this device in the scene, then attach it  to the character.

First go to File, Open, R:\Meshes\Characters, Complete Rigged, Blender, Mega Pack, 2.5, CartoonGuy or another character that is rigged.

After finished all of the other instructions outside of this box: select your device, position it in the character’s right hand (or head or other if appropriate), click Constraints [image: image1.png]


, Add Constraint, Child Of, choose rig, then for bone choose hand.R


File, Save As, 3dv2Pivot
Creating a Profile of the side of an object: To edit Curves, it is easiest to create the object on its side, from top view [NUMPAD 7].
You can rotate it so it is standing up later.

· Go to top view (7 on NUMPAD), click “Add,” “Curve,” “Bezier,” Click Object Data [image: image2.png]


, 2D [image: image3.png]



	Go to Edit Mode, then

edit the Bezier to be a profile of an object, and make sure the Pivot (orange dot) is where center would be:

[image: image4.png]



Selected: A Control Point at the end of the BezierCurve
	Remember,
Curve ends at the Control point, not the handle, so below, the handle is ok past the center but the Control point is directly above the Pivot:


[image: image5.png]





· With the Curve selected, click Modifiers, Add Modifer, Screw.  For Axis, choose the whatever axis makes it looks right (this example uses Y Axis, because in this example the path was created using top view [NUMPAD 7] where Y is the center):
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· If you want a certain shape but the shape leaves holes or intersections, you have two options: 

· The best way is to edit the curve (select the object like above, then go to top view, Edit Mode)
	Before fixing self-intersection (at bottom end)
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	After fixing self-intersection (no longer crosses center)
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· Optionally, after converting to mesh, you can fill holes yourself
· Convert to Mesh from Curve: see next page

· Select Hole then Fill, or Merge: Alt Right Click to select edge of the hole then click Mesh, Vertices, Merge.
	TIP: Optionally, if you want the object to be a perfect solid (for physics simulations or easier mesh editing of ends), you would have to Convert, then select each end’s edge loop and do merge for each, even though the holes may not be visible at this zoom level.  

Additional steps needed to prepare for if you need to do physics: go to Edit Mode, then click Mesh, Normals, Recalculate Outside.


Using Blender 2.7 for Animation - Advanced 2.2 - Pivot Point & Screw Modifier: Options for the Screw Modifier
· Optionally change the detail settings:

· Set the number of steps higher to make the edge smoother.
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· Set the number of steps lower to make a geometric shape from top view, in case you need to make an object such as a square plate (4 steps).  Make sure that you also set the Render Steps the same so that if you press F12 to Render, it is still the same number of steps.  Sometimes you may want to set the Steps lower and the Render Steps higher so that working on the object is faster but the rendering quality (F12) is higher.
	TIPS: 
IF you accidentally create two curves (because you did Ctrl click when end was not selected), you can fill the 2d gap: select the control point of the Bezier the first curve ended and shift click to also select the Bezier where the next curve started, then press ‘f’ to fill.
IF you want Edit Mode to do Mesh Editing (fill 3d holes, etc), or do other Modifiers (such as Boolean) and no longer need ability to edit curve, you can convert the object to a mesh:
Go to Object Mode, press Alt C then click the second option: “Mesh from Curve” (shortcut for “Object”, “Convert”, “Mesh From Curve”)
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Some modelers may prefer to copy before convert to Mesh from Curve:
If you want to be able to adjust the curve later but still have an editable mesh, it is good to Duplicate first (& do Convert Mesh from Curve for only one of them).
Click Duplicate or press Shift D, then move the mouse to move the duplicate then click or press enter to confirm or Esc to cancel.  After you Duplicate, before you click or hit enter, you can hit X, Y, or Z (or Shift X, Shift Y, or Shift Z) to limit how the object moves.
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Then move the copied set (curve and path) to a different layer (in Object button tab) in case  you need the curve again,

then you can convert the original modified curve to a Mesh from Curve.

[image: image12.png]tesh from Curve/Meta/SurflText  Alt C






Advanced 2 Requirements
Create a set table (table with tableware)
· Must at least have cup (or glass), bowl, and plate (or 3 total types of usable tableware, each with a concave part such as those examples)
· Flatware (silverware, etc) is optional (use other feature instead, such as extrude)
· Must be on a table (complete with legs)

· Table must have at least two place settings

· Chairs are optional
· Save to your home drive

BONUS: Attach device (any piece of tableware) to a character (hand or forearm bone of character) and animate
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