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3D Animation Using Blender 2.7 - Activity 15: Particles
GOAL: Make particles with a shaded, extreme halo.
[image: ]
· File, New (or use an existing scene)
· File, Save As, 3da15 particles
· [image: ]Click “Add,” “Mesh,” “Torus” or other object with a nozzle that can look like it shooting the particles & stretch it to hide the center where particles will come from (press s, z, stretch object then click):
· To make it look nicer add subdivision surface & smooth it—on the left click “Smooth” button, then
· [image: ]Change to Modifiers [image: ] button tab, Add Modifier, [image: ]so the object has more polygons.
Now add a particle system
· Change to the Particles [image: ] button tab, then click [image: ] 
--this will add a particle system, where the nozzle is the Emitter Object.
· Push jump to first frame [image: ], Play [image: ] and when the particles start falling,
push Pause [image: ] then Render, Render Image. You will see this isn’t very impressive yet:
With more velocity in the direction the “nozzle” is pointing, and a darker background, and more shading on the halo particles, the particle system will look much nicer. Change the background to dark texture:
· Click Texture button tab, then click the World textures category: 
[image: ]
· [image: ]Click [image: ], then change to a dark texture—change from “Clouds” to “Image or Movie”, then below in the Image section click “Open,” and choose a background image, such as anything from R:\Public\Pictures, then choose any of the “Environments” folders.
Click the Thumbnails [image: ]display mode to see a preview of pictures to help choose:
· [image: ]Scroll down and check Horizon so that the texture is used as the world horizon (background):
(if you don’t have the Horizon option, you have not pressed World before adding the texture)
The particles just fall, which isn’t very exciting. You can set velocity to how emitter Z-axis is pointing.
· [image: ]In the Particles [image: ] button tab and Under the “Emitter Object” section set emitter (nozzle) z-axis to affect velocity by 30 meters per second:


· To make the particles look more exciting, Scroll down and increase “Trail Count” to about 5
Set the particles settings to make the particles nicely shaded with extreme visibility (alpha):
· Click the Materials [image: ] button tab, click New, Halo 
· [image: ][image: ]Check Extreme Alpha and Shaded [image: ]
· Change the Diffuse color so the particles aren’t black&white: 
Make an animation (to test your settings, each time you change them click rewind then play):
· Press NUMPAD 0, then move and rotate object and/or camera so particle trail is visible (see picture), change Output from PNG to H.264, change name to H:\3dact3 particles video, then Render, Render Animation. 
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