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Using Blender 2.7 for Animation - Activity 6.1 - Lofting & Textures: Creating a Cross Section
Instructions

Lofting makes a cross section of an object into a 3D object using a path.  Lofting can be used as a modifier, so the both the cross section and the path can be modified after the loft is added.  This is good for designing objects such as dough pushed through a cookie cutter, or a water slide.
Creating a Cross Section
Create a curve that is a cross-section of the object (more than 3 beziers—the default curve has 3 already)
· File, Save As, your home drive (such as T:\username or H:), 3dact6 loft.

· In Object Mode, click “Add”, “Curve”, “Bezier” Go to top view (NUMPAD 7)
· Click object data [image: image17.png]


button tab (object data button always looks like the type of object you have selected)

· Choose 2D [image: image2.png]



· To Add new points, Go to edit mode, select the control point of either the first or last Bezier (each Bezier has 3 points: the middle one is the Control Point, and the other two are handles) 

· The last point does not need to be near the first point, since closing the curve connects the last point to the first point.
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· Once you have enough points, Close the Curve.  To close the curve (turn Cyclic option on) go to edit mode and press Alt C once (shortcut for “Curve”, “Toggle Cyclic”)
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· Name the object using the object button menu.  Click on name, type a name, then press enter:
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Using Blender 2.7 for Animation - Activity 6.2 - Lofting & Textures: Creating a Path, Choosing a Bevel Object
Create a Path along the length of the object. 
· In Object Mode, click “Add”, “Curve”, “Path” 

· The path can be 3D.

· [image: image1.png]


Several points will be added automatically.  To move them, go to Edit Mode and right-click the point then move it (press g, move mouse, then click).

· To add new points: In Edit Mode, select first or last point then Ctrl Click where to add one.
· You will need more points and move them farther from the center to create detailed shapes, because unlike Bezier Curves, paths are automatically smoothed. 
The highlighted (selected) example is a 3D path. It could be edited from top, side, or other view.
· Open the Properties window if it is hidden—press ‘n’ to show or hide (shortcut for “View”, “Properties”).  In Edit Mode, scroll down through the properties window to “Curve Display” (it is further down than “Display”) (for Blender 2.53, uncheck “Show Normals” to remove the directional arrows).
· Click the Object Data Button [image: image6.png]



· For “Bevel Object”, click the cube icon to choose the other curve from the drop-down list:  [image: image7.png]



	If there is nothing in the list, make sure you added a Curve object and a Path obect using the instructions above.  If so, you probably added the path in edit mode, which caused them to be one object—to separate them, In edit mode select one of the pieces of the path, Click Select Linked, Then click “Control Points”, “Separate”.  Now go back to object mode & select the path, then repeat the step above



	If the object is distorted (too wide, self-intersecting), select the BezierCurve, go to Edit Mode, hit ‘a’ a couple times or until all points are orange, then hit ‘s’ for scale, drag mouse until small 
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	AFTER:
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	If the object is self-intersecting, 
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then select the curve, go to edit mode, hit a couple times until all points are orange, move the curve to the orange dot so the program knows where the center is
	AFTER:
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	If it is turned over, Select cross section, go to Edit Mode, hit ‘a’ key a couple times so all points are selected (orange), rotate object (r,z,z)
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	AFTER:[image: image13.png]



OR, to adjust tilt of each control point, Select the path, go to Edit Mode, select a point, press Ctrl T (shortcut for Curve, Control Points,Tilt) move&click


Using Blender 2.7 for Animation - Activity 6.3 - Lofting & Textures: Material, Texture, & Rendering
Add a Material with and Image or Movie Texture to one of your objects:
· Find an image to use as a texture

Try visiting texturewiz.com or another site that has seemless textures that are free either for Commercial Use or Nonprofit-use.  
BEFORE you hit save on an image from the internet put the author name AND website in parenthesis after the filename before you save (on texturewiz.com author name is under “Submitted By”). 

For example, Change “Brown Shingles” to:  Brown Shingles (Christoph on texturewiz)
	TIP

Seemless textures can wrap all the way around the object, or repeat, without creating a seam, because the edges match.  This is the type of texture that is best to use.  But  if you get another copyright-free image or take a photo of a surface, you can make it seemless using sTile (a free program) automatically, or use similar tricks in a photo editing program manually.
Using sTile:

· Find a photo on morguefile.com

· Right-click on the picture then save so that it saves the preview-sized, making sure you change the filename whenever you save an image from the internet, with author & site name--such as  “pavement0001  (mconnors on morguefile)”
· In sTile click “File”, “Open”, then choose the file you downloaded

· Click “Image”, “Seemless”, then choose any of the options.  To undo and try another, click undo then try again (The Edge Merge options blend part of the edge with the next edge by whatever amount you choose, and 4-way flip copies the image 4 times increasing the size).

· You can test it with “Image”, “Test Tiles”. Hit OK, & if it is ready click “File”, “Save As” then (Save in My Computer, H) save it with your name such as: “pavement0001  (mconnors on morguefile) MrG seemless.jpg” –put the .jpg so sTile knows what kind of file to save. 
· Now you can follow the steps below to add that image


· Select an object (a Mesh or other primitive is easiest to wrap a texture around)

· Click Material [image: image14.bmp] button, New (the Material has the settings that affect the surface after applying all textures)
· Click Texture [image: image15.bmp] button
· Choose a free texture slot then click “New” (each texture can affect the color or bumpiness or other settings)
· Change “Type” to “Image”
· Scroll down to the Image section & click Open
· Choose your image and press enter.  You can change How the texture is wrapped in the Texture button tab under the “Mapping” section by changing Projection from “Flat” to something else (Click Render Image to test)
If you want to make the object bumpy, you can scroll down and check the Normal box—the color checkbox should be checked to color the object. 

	TIP: You can also use a separate image & just make bumps by checking Normal and not Color.  You can add another image by clicking an unused slot in the list of red&white checkerboards, then under “Texture” push “New” like you did above & repeat the steps after that.


Overview of Rendering (See your textures!):

Press F12 (Shortcut for Render, Image).  Make sure you have at least  1 Lamp pointing toward the side of the object that faces the camera (it is best to have 3 Lamps or a Sun).

Press Esc (while cursor is over the image) to go back to the 3D View.   For more realistic lighting, click the World [image: image16.bmp] button, & check Ambient Occlusion which makes deeper parts of the shadows darker.
Activity 6 Requirements

Create a Loft object using the “bevel object” option of a path (makes objects such as water slides & pipes)
· The scene can be abstract art or represent something from real life

· Keep control of the 3D path object in order to avoid self-intersecting surfaces

· Use an Image as a Texture to color at least one object

· animate a person or object going through your waterslide, pipe, or other loft object
· Save to your home drive

