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Using Blender 2.7 for Animation - Advanced 5 p.1 - Architectural Visualization: Creating Walls
Creating Walls Using Top View Extrusion Technique
File, Save As, choose your home drive, 3dv5house
Create a cube (small enough to be the thickness of a wall [push ‘s’ key to scale],
tall enough to be the height of a wall [push ‘s’ once then ‘z’ once to scale on z axis])
Using Exact Dimensions:
· Push ‘n’ to Show the object properties if it is not shown 
(shortcut for View, Properties; shows or hides object properties)
· Use “Dimensions”, (not Scale, since Scale is only a multiplier) property to set the exact size.  
· If you are going to use feet as your units, you could make the height 8 and the width .5 to be the thickness and height of a common wall:
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Setting up for the top view extrusion (go to Top Ortho and Face selection mode):
· Hit 7 on numpad to make sure you are in top view
· Hit 5 on numpad to make sure you are in Ortho view (toggles between Ortho and Persp view modes)
· Go to edit mode
· Now you must go to Wireframe rendering, in order to be able to select the whole side of the cube (as opposed to just points on the TOP of the side if you wanted to use Point selection mode).
· Click the “Face selection mode” button at the bottom if it is not already chosen
Extruding Sides of the object in Face selection mode
Right-click on the small black squares on the EDGES of the object to select the SIDES (since in top view)
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Hit ‘e’ key once, move mouse to change amount of extrude, then left-click where you want it
· You can press “Esc” key while extruding to cancel the operation.
· You can use snapping to make everything on foot markers by using the magnet button at the bottome
· You can press “Ctrl Z” once to undo if you have already confirmed the operation by clicking.
	Tips:
If you can’t extrude:
You are probably clicking a segment that is not the “end” of the wall.
In Edit mode, first, if anything is selected, hit ‘a’ once to deselect all (‘a’ key toggles Select/Deselect all)
· One way to solve this is undo then try to select—keep doing undo until extrude works.
· You can also sometimes find the end, then move or delete it:
Try zooming in to find the actual “end” of the wall and select it.
Another way to find the actual “end” of the wall is to go to Solid view mode, then change the view so you can see the end, then, in Face selection mode, right-click the face while looking directly at it.
Once you have selected the “end”, extrude will work.  You may also just try hitting “delete”, “faces” once you have selected it.  If extrude still doesn’t work, click the “end” that remains, “delete”, “faces” again and again until the overlapping faces are gone then redo the previous extrude to recreate the face correctly.
Why this happens, and how to avoid this:
Make sure you don’t hit ‘s’ or other operation keys during the extrude operation, or it will try to extrude only in a certain way—this may look like the object is not extruded even though it is (extruded by zero distance, creating overlapping faces that are indistinguishable).  It is important to realize that in many cases when geometry can become bad, the computer will do exactly what you told it to do, even if you don’t know you did.



Using Blender 2.7 for Animation - Advanced 5 p. 2 - Architectural Visualization: Good vs Poor Design
Example: Splitting a House into a Twin
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· Not very safe
· Cuts into floor space
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	· Zero indoor stairways to Floor 2 instead of two, so has more floor space
(stairway to Floor 2 can optionally be enclosed by walls & a ceiling)

[image: image6]


Create at least one floor of a house
· Scene must be complete, with:
· Walls
· Doors (at least one outer door plus bathroom door, each with opening for door and actual separate door object)
· Floor
· Ceiling
· Unable to see outside of the house from a camera inside the house except windows
BONUS:
Add “Image or Movie” textures to all parts of house, affecting either Color or Normal or both.
Using Blender 2.7 for Animation - Advanced 5 p.3: Interior Design Arrangement & Animated Tour
REQUIRES: Complete House without furniture
Append and Create Furniture
· Include at least 2 different pieces of furniture (the table project from before can count as 1)
· To get objects from another project, first open your main project (such as house) then:
· Click File, Save
· Click File, Append
· Single-click the file you want (such as table)
· Single-click the Object category
· Shift-click each object you want (probably every one except camera and lamps) so they are highlighted in orange (you can also draw a box around them)
· Click “Link/Append from Library” button on top right & the objects will appear.
· Try to avoid deselecting the objects until you move them where you want them.  The easiest way to make sure all of the table is selected is to move it right away, unless you have any ChildOf Constraints (if the object “explodes” you’ll have to undo then select only the main object, one without ChildOf under Constraints button tab, so the table will move correctly).
· Has to be scaled so it looks the right size compared to the house
· Animation must include at least three rooms shown separately with camera going through open doors (but not through closed doors or walls)
· Optionally use walk mode (walk mode using A, S, D, W keys as left, down, right, up)
· For all of these steps, you will have to have your mouse over the 3D View for these hotkeys to work.
· Hit NUMPAD 0 on to look through camera
· Check “Lock Camera to View” in 3D View right panel [press n first to toggle the right panel if hidden]
· Position your camera somewhere where you can see the house
· Select the outline of the camera so it is orange (that will also let you see the keyframes as they are generated)
· [Go to camera object data and set focal length to 20mm so it will have a wider field of view similar to the human eye]
· Rewind animation (jump to first frame button)
· Change End Frame to 1440 or so (24 frames per second times 60 seconds is 1440 for one minute)
· Alt A, then quickly press Ctrl F
· Walk into the rooms of your house as per the requirements in the previous solid bullet point
· Press Esc then Alt A to stop the recording
· (to delete all keyframes and try again, change Timeline to Dopesheet, then with your mouse over it, hit ‘a’ a couple times to select all in orange, then Delete key, then Enter key)
BONUS:

Third piece of furniture that looks like something other than a primitive
