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Here, Blender 2.67b is used.

Target

This tutorial describes how to create a simple plane with hills, stones and grass moving in the 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

Create a new project (standard project with one camera and one lamp)

Delete all spatial/3D objects such as the standard cube (except the camera and the lamp)
Create a plane: Add — Mesh — Plane

Set the size to 16 X 16 (X/Y), so that the whole Blender viewport area is filled
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Go to Edit Mode, subdivide this base pane 4 times (with shortcut w)
Set Shading to Smooth

Proportional Editing/Falloff

First activate the Proportional Editing mode by selecting the blue circle
Then, additional options appear, see image below, e.g.:

Select: Smooth — Circle-like smooth fall-off

To change the falloff, this means the vertices affected by proportional editing, choose one of the
manipulators you already know (by pressing G or R or S) and move then the mouse wheel. The size
of the white circle changes now — and it is exactly this circle which allows you to define the
affected area (see image below)



the size of the circle is toggled by the mouse wheel! Attention: It may happen that the circle is very
large and you do not even see it in the view port. Remember: move the mouse wheel away from you
(in the opposite direction) and the circle shrinks. Do this, in case the circle is not visible, until you
see the circle again!

Back to Object Mode, add a sphere

Change this sphere to a stone-like structure with an uneven surface by using proportional editing
and the random function

Random — generates rough edges

Back to Object Mode, place it into the correct place where it should stay



Duplicate it with CTRL+C and CTRL+V
Hide one Sphere/Stone object

Add a Boolean Modifier to the plane to create holes inside the plane during the next steps. These
holes should prevent that the grass is placed inside the stones!

Select “Difference” and then choose the visible sphere the object of choice

If the sphere is moved upwards, it should look like this:




Select the plane, go to edit mode, use proportional editing but this time in constant mode, select the
center point with RM and use the scroll wheel as you know to select the whole sphere and then
move it apart

After this, use CTRL+LM to select the whole part which should be deleted, then press DEL and
delete it

Grass
Now, we will start to add grass.

Add now a Particle System:
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Matenal

In these 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

You find the option here:

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 f



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 purpose.

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 Rotation
and Scale are selected

This is how the result could be:



So the grass has to point upwards. After you have done the steps previously discussed, it still may
be that the grass is pointing into the opposite direction.

To change this, select the original grass blade, change to edit mode (!), select the complete grass
blade (e.g. with shortcut a) and

* rotate it, if it is pointing into the wrong direction,
* scale it, if it is too large or too small,

* and always keep in mind, that the origin in the end have to be at the bottom of your grass
blade; you can also just correct the position by moving it towards the origin.



Finally, add a Wave modifier to the plane to keep the grass moving! Please be aware that the Wave
modifier has to placed on top of the Particle System. If it is not directly placed there, then press the
arrow (red circle) to move it upwards.
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