Blender Visualization Tutorial SS2013 IV

by Bjoérn Sommer,
CELLmicrocosmos Cell Modeling Project SS2013, Bielefeld University,
Version 25.06.2013

Forum:
http://www.cellvisualization.org

Direct link to this forum entry:

http://www.cellmicrocosmos.org/Cmforum/viewtopic.php?f=50&t=724

Actual Version of Blender:
http:// www.blender.org

Here, Blender 2.67b is used.

Target

This tutorial describes how to create grass which is moved by wind.

Abbreviation
RMB Right Mouse Button
LMB Left Mouse Button

! For using most of the shortcuts discussed in this tutorial, you have to be sure that the mouse
cursor is WITHIN the view port of the 3D View !

Base
As base use e.g.
— ct_Rochen_ 3 9 stereo red cyan_circle.blend

found in the example files of the previous tutorial:

http://www.cellmicrocosmos.org/Cmforum/viewtopic.php?f=50&t=723

Create a plane: Add — Mesh — Plane
Subdivide this base pane into 2 times in Edit Mode
Add a Particle System:


http://www.cellvisualization.org/
http://www.cellmicrocosmos.org/Cmforum/viewtopic.php?f=50&t=723
http://www.cellmicrocosmos.org/Cmforum/viewtopic.php?f=50&t=724
http://www.blender.org/
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In this images, there is already a Grass Blade added. Create it this way:



Add — Curve — Bezier

Make sure that the Origin of the Bezier Curve is add the bottom of the object. In the beginning, this
is not the case. Use for example the 3D Cursor to reposition the Origin

Now go to edit mode and add a second strand by using “e” for extrude

The two lines are not connected, for this purpose, just select the last two nodes

and then connect then by using “Make Segment”, just press

They are now connected, now you can delete the new generated connecting node, the two lines will
still be connected afterwards

Adjust now the Bezier curve to create a nice grass blade

Because we want to have a surface on our grass blade, we have to convert it to Mesh; use ALT+C
for example for this pupose.

Go back to edit mode, select all points and create a face by pressing f again



Finally, make sure that the Origin is still in the right position!
If you change now the rotation of this blade, the rotation also of the blades on the plane will change

Make sure that in the Particle System the BezierCurve is chosen (your grass blade) and the Rotation
is selected

The result should look like this:

The grass is gray, this is not so nice. So let us change it. Select the grass blade and create a nice
material, e.g.:
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And a texture:
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But still there is a problem: if you start the animation, the grass starts to move very fast, but then,
after ca. 100 frames, it moves smoothly, just like it should be. But a few frames later, the movement
stops. To keep the grass moving, we will just add a wave modifier to the plane:

You can see here that the Wave modifier must be on top of the ParticleSystem which initiates the
movement. Please press the arrow up besides the header of the Wave modifier to move it one layer
up. Play around with the values, use the ones you can see here or change them.

Finally, place the plane with the grass blades underneath the ground of your environment:




You should be able to see the grass blades, but the plane should be hidden. You can also duplicate
the grass plane (see image), but it may be that you have to bake the simulation again.

But now, there is still a problem left: the grass starts to move very fast at the beginning and after ca,
100 frames it moves perfectly smooth. But the animation of the manta ray starts already earlier.

The solution to this problem is simple: the animation of the grass in our example should run from 0
to 200. The first 100 frames are needed to “equilibrate” it, to bring it to the correct position and
motion. The frames 101 to 200 then are used for the animation.

Now the animation has to be shifted.

First, shift the animations in the NLA Editor to 100




Make sure that all tracks are selected (if they are not selected, press A) and then select from the
menu Edit — Transform — Grab/Move
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And then move it to frame 100 (finish the move with LMB).

The same has to be done with the movement animation of the manta ray. Select the manta ray and
go to the Dope Sheet
—

T= DopaShoot



Select each frame with RLM and move it by 100 frames:
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