
Using Blender 2.6 - Textures: Adding Materials and Textures
Open Blender. File, Save As, then in the first box type \\fcafiles\student\ then your username.

In the 2nd box, name the file i3d2
Make sure you are in object mode to edit Material and Texture.

If your object has no material, you can’t change the color or texture—you must first add a material.
Click Material button: [image: image1.png]



	Then click New:
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	Now you can see the material in the list and name it using the box below it:
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	To add a Texture, click the Texture button:
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	If you do not yet have any textures in the list, click “New” then you can name the selected texture using the box under the list:
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A Texture can either be a Prodedural Texture (Clouds, noise, etc), or Image or Movie.  

It is best to save images in the same folder as your blend file or in a subfolder for each project, so that they are kept with the project, otherwise Blender will not be able to find the images when the blend file is moved.

Whenever you download an image from the internet you should always save the website name and author name in a filename before you hit save, otherwise rename it later.

If you click Clouds and choose Image or Movie instead,
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 then you can then click the Open button to choose an image.
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Using Blender 2.6 - Textures: Types of Texture Maps

Texture Project
· Apply an Image texture to an object in Project 8 

· You must cite the source for this to count, by either renaming the image file or creating a text file that says the website name & author name.  The image must be owned by you, or must have a license that allows you to use it such as Creative Commons or morguefile license.  Textures that are free to use are on texturewiz.com or cgtextures.com, or you can use free photos from morguefile.org – you can also go on images.yahoo.com and search, click Images, then choose  “Creative Commons”, “Commercial Use”, or “Remix, Tweak, Built-upon” license on the left side of the image results page.  Any of these licenses are ok for educational use but for professional use usually choose Commercial Use.
· Save the Project file (can be based on Project 8.  If you create a new scene, it must be a complete scene or previous project, and saved as Texture Bonus on your H: drive)
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	TIPS:

Scroll down to see the checkboxes under “Influence”, which affect what properties the texture affects.  You can add more textures to the list and have each texture affect different properties.  
· If you can’t see “Influence”, click “Brush” to switch between Texture Drawing &  Texture Maps.
If you see Influence now but are unable to see the checkboxes, click the RIGHT ARROW next to  “Influence” to expand or collapse the Influence settings.
Except for affecting Color  which is the default (see below), only the brightness of the colors affect the surface properties.  You can see all of the properties under “Influence” in the Texture button menu (if Brush button is not set you will see the Influence section in the Texture button menu if you scroll down):

· You can check any of these boxes

· The number can increase or reduce how much the texture affects the checked properties.

Description of properties that a Texture Map can affect:

Color:  the color of the image (e.g. drawing a stop sign image then putting it on an octagon would be using the image as a color map)

Normal: make the surface bumpy (“Normal” means what way the surface is facing)

Alpha: affect the opacity (opacity is the opposite of transparency so light colors will be more opaque)

Specular Intensity: How much the object is lit at the most intensely-lit areas (and color of shine).
Specular Hardness: How much the object prevents light from dissipating at the most intensely-lit areas (more like how shiny plastic or liquid has smaller intense streaks of shine compared to a dull surface).
Displacement: This is another kind of bump mapping acting similar to Normal mapping, but moves points of the object, making the surface bumpy even along the outline of the object.

There are other Properties that a texture can affect, and you can use them as necessary.  If you set the Material to “Volume” mode (back in the Material button menu), the texture can affect Volume properties such as density (instead of the properties above), in order to create effects such as clouds or smoke.  


