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Game Character Creation With Blender And Unity
Revolutionize your iPhone and iPad game development with Unity iOS, a fully integrated professional application and powerful
game engine, which is quickly becoming the best solution for creating visually stunning games for Apple's iDevices easier, and
more fun for artists. From concept to completion you'll learn to create and animate using modo and Blender as well as creating a
full level utilizing the powerful toolset in Unity iOS as it specifically relates to iPhone and iPad game development. Follow the
creation of "Tater," a character from the author's personal game project "Dead Bang," as he's used to explain vital aspects of
game development and content creation for the iOS platform. Creating 3D Game Art for the iPhone focuses on the key principles
of game design and development by covering in-depth, the iDevice hardware in conjunction with Unity iOS and how it relates to
creating optimized game assets for the iDevices. Featuring Luxology's artist-friendly modo, and Blender, the free open-source 3D
app, along side Unity iOS, optimize your game assets for the latest iDevices including iPhone 3GS, iPhone 4, iPad and the iPod
Touch. Learn to model characters and environment assets, texture, animate skinned characters and apply advanced lightmapping
techniques using Beast in Unity iOS. In a clear, motivating, and entertaining style, Wes McDermott offers captivating 3D imagery,
real-world observation, and valuable tips and tricks all in one place - this book is an invaluable resource for any digital artist
working to create games for the iPhone and iPad using Unity iOS.
In this update to his best-selling character modeling book, professional modeler and animator Paul Steed shares a number of tips,
tricks, and techniques that have made him one of the industry s most recognized 3D artists. Modeling a Character in 3ds max,
Second Edition provides readers a professional-level skill set as it chronicles the creation of a single low-poly real-time character
from concept to texture mapping, and gives insight into the process of creating a high-resolution character. Learn how to model
with primitives; use extrusions and Booleans; mirror and reuse models; optimize the mesh; create and apply textures; loft shapes."
This book presents a unique 10-stage workflow for development success. It offers advice, ideas and practical examples for
developing games quickly and efficiently using some of today's most popular (and free) software tools. The reader will work with
Unity (game engine), Blender (3D modeling and animation), and GIMP (image editor), fusing them into a single, productive
workflow. This book presents the full process of game creation, with concrete instruction and tangible examples, including project
and asset files, available on the book's companion website. -Understand Blender's Python API to allow for precision 3D modeling and add-on development. Follow detailed guidance on how to
create precise geometries, complex texture mappings, optimized renderings, and much more. This book is a detailed, user-friendly
guide to understanding and using Blender’s Python API for programmers and 3D artists. Blender is a popular open source 3D
modeling software used in advertising, animation, data visualization, physics simulation, photorealistic rendering, and more.
Programmers can produce extremely complex and precise models that would be impossible to replicate by hand, while artists
enjoy numerous new community-built add-ons. The Blender Python API is an unparalleled programmable visualization
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environment. Using the API is made difficult due to its complex object hierarchy and vast documentation. Understanding the
Blender Python API clearly explains the interface. You will become familiar with data structures and low-level concepts in both
modeling and rendering with special attention given to optimizing procedurally generated models. In addition, the book: Discusses
modules of the API as analogs to human input modes in Blender Reviews low-level and data-level manipulation of 3D objects in
Blender Python Details how to deploy and extend projects with external libraries Provides organized utilities of novel and mature
API abstractions for general use in add-on development What You’ll Learn Generate 3D data visualizations in Blender to better
understand multivariate data and mathematical patterns. Create precision object models in Blender of architectural models,
procedurally generated landscapes, atomic models, etc. Develop and distribute a Blender add-on, with special consideration given
to careful development practices Pick apart Blender’s 3D viewport and Python source code to learn about API behaviors Develop
a practical knowledge of 3D modeling and rendering concepts Have a practical reference to an already powerful and vast API Who
This Book Is For Python programmers with an interest in data science, game development, procedural generation, and opensource programming as well as programmers of all types with a need to generate precise 3D models. Also for 3D artists with an
interest in programming or with programming experience and Blender artists regardless of programming experience.
The non-programmer's guide to creating 3D video games
A complete guide to creating usable, realistic game characterswith two powerful tools Creating viable game characters requires a
combination ofskills. This book teaches game creators how to create usable,realistic game assets using the power of an opensource 3Dapplication and a free game engine. It presents a step-by-stepapproach to modeling, texturing, and animating a
character usingthe popular Blender software, with emphasis on low polygon modelingand an eye for using sculpting and textures,
and demonstrates howto bring the character into the Unity game engine. Game creation is a popular and productive pursuit for
bothhobbyists and serious developers; this guide brings together twoeffective tools to simplify and enhance the process Artists
who are familiar with Blender or other 3D software butwho lack experience with game development workflow will find thisbook fills
important gaps in their knowledge Provides a complete tutorial on developing a game character,including modeling, UV
unwrapping, sculpting, baking displacements,texturing, rigging, animation, and export Emphasizes low polygon modeling for game
engines and shows howto bring the finished character into the Unity game engine Whether you're interested in a new hobby or
eager to enter thefield of professional game development, this book offers valuableguidance to increase your skills.
This book will take you on a journey to understand the workflow normally used to create characters, from the modeling to the
rendering stages using the tools of the last official release of Blender exclusively. This book helps you create a character mesh
and sculpt features, using tools and techniques such as the Skin modifier and polygon merging. You will also get a detailed, stepby-step overview of how to rig and skin your character for animation, how to paint textures and create shaders, and how to perform
rendering and compositing. With the help of this book, you will be making production-quality 3D models and characters quickly and
efficiently, which will be ready to be added to your very own animated feature or game.
Page 2/17

Download File PDF Game Character Creation With Blender And Unity
Learn how to build a complete 3D game using the industry-leading Unity game development engine and Blender, the graphics
software that gives life to your ideas About This Book Learn the fundamentals of two powerful tools and put the concepts into
practice Find out how to designand buildall the core elements required for a great game - from characters to environments, to
props— Learn how to integrate Artificial Intelligence (AI) into your game for sophisticated and engaging gameplay Who This Book Is
For This book has been created for anyone who wants to learn how to develop their own game using Blender and Unity, both of
which are freely available, yet very popular and powerful, tools. Not only will you be able to master the tools, but you will also learn
the entire process of creating a game from the ground up. What You Will Learn Design and create a game concept that will
determine how your game will look and how it will be played Construct 3D models of your game characters and create animations
for them before importing them into the game Build the game environment from scratch by constructing the terrain and props, and
eventually put it all together to form a scene Import and integrate game assets created in Blender into Unity—for example, setting
up textures, materials, animation states, and prefabs Develop game structures including a game flow, user interface diagram,
game logic, and a state machine Make the game characters move around and perform certain actions either through player inputs
or fully controlled by artificial intelligence Create particles and visual effects to enhance the overall visual aesthetic Deploy the
game for various types of platforms In Detail In the wake of the indie game development scene, game development tools are no
longer luxury items costing up to millions of dollars but are now affordable by smaller teams or even individual developers. Among
these cutting-edge applications, Blender and Unity stand out from the crowd as a powerful combination that allows small-to-no
budget indie developers or hobbyists alike to develop games that they have always dreamt of creating. Starting from the
beginning, this book will cover designing the game concept, constructing the gameplay, creating the characters and environment,
implementing game logic and basic artificial intelligence, and finally deploying the game for others to play. By sequentially working
through the steps in each chapter, you will quickly master the skills required to develop your dream game from scratch. Style and
approach A step-by-step approach with tons of screenshots and sample code for readers to follow and learn from. Each topic is
explained sequentially and placed in context so that readers can get a better understanding of every step in the process of
creating a fully functional game.

Gain the insights and techniques you need to give life to your own custom characters, machines, and scenes in Blender
3D About This Book Learn how to establish the basic shape of a character on the basis of templates, and take it to
completion using the tools available in Blender Develop realistic and awesome machines for your 3D projects and
animation films Discover advanced techniques by adding fur to a character, creating a grass field, and fine-tuning a shot
with post-processing effects to enhance your creations Who This Book Is For This learning path is for those who know
the basics of Blender and have hands-on experience with the software. We will directly dive into creating characters first.
If you wish to use Blender to create games, animated films, and architecture simulations, this learning path will benefit
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you. What You Will Learn Use your sculpting skills to carve the character features from the mesh Find the best possible
flow for your edge-loops to enhance the character features and to get the best possible range of deformation Mix both the
Blender Internal and Cycles rendering engines in order to render materials as quickly as possible Know when and where
to use various types of geometry—something that saves time in one instance will pose significant problems in another
Create a 3D robot toy model from start to finish using the basic modeling tools of Blender Make a full alien character
using the skin mesh modifier and the sculpting tools with an artistic approach Use re-topology techniques to create a
clean 3D version of the previously sculpted alien Model a full haunted house and its environment using more advanced
modeling tools and techniques such as the Array Modifier, Instance duplication, and Curves In Detail Blender 3D is one
of the top 3D animation software available. As the Blender software grows more powerful and popular, there is a demand
to take your modeling skills to the next level. This learning path is divided into three modules that will take you on this
incredible journey of creating games. The first module will take you on a journey to understand the workflow normally
used to create characters, from the modeling to the rendering stages, using the tools of the last official release of Blender
exclusively. You will be making production-quality 3D models and characters quickly and efficiently, which will be ready to
be added to your very own animated feature or game. The second module will help you develop a comprehensive skill
set that covers the key aspects of mechanical modeling. You will create many types of projects, including a pistol,
spacecraft, robot, and a racer. By the end of this module, you will have mastered a workflow that you will be able to apply
to your own creations. The final module will help you to create many types of projects using a step-by-step approach.
Each project in this module will give you more practice and increase your knowledge of the Blender tools and game
engine. This learning path combines some of the best that Packt has to offer in one complete, curated package. It
includes content from the following Packt products: Blender 3D Cookbook, Second Edition by Enrico Valenza Blender 3D
Incredible Machines, Second Edition by Christopher Kuhn Blender 3D By Example by Romain Caudron and PierreArmand Nicq Style and approach This easy-to-follow course will teach you how to create complex 3D characters, create
incredible machines, and put them together to create a 3D scene. Each topic is explained sequentially in the process of
creating various models, and includes detailed explanations of the basic and advanced features.
The Game Maker's Companion is the long-awaited sequel to The Game Maker's Apprentice. This book picks up where
the last book left off, advancing your game development journey with some seriously impressive gaming projects. This
time you'll learn how to make professional-quality platform games with solid collision detection and slick control
mechanisms and you'll get acquainted with a long-lost icon of platform gaming history on the way. You'll go on to
discover techniques to add depth and believability to the characters and stories in your games, including The Monomyth,
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cut scene storyboarding, and character archetypes. This culminates in the creation of an original atmospheric platformadventure which will take your GML programming skills to new heights. There's even a handy reference section at the
back of the book which will be invaluable for adding common features to your own games. With contributions from four
games industry professionals and a highly respected member of the Game Maker community, The Game Maker's
Companion is another labor of love that will give you even more hours of enjoyment than the original. If you already own
Game Maker, then you really must own this book as well.
Explore Level Design through the Lens of Architectural and Spatial Experience Theory Written by a game developer and
professor trained in architecture, An Architectural Approach to Level Design is one of the first books to integrate
architectural and spatial design theory with the field of level design. It explores the principles of level design through the
context and history of architecture, providing information useful to both academics and game development professionals.
Understand Spatial Design Principles for Game Levels in 2D, 3D, and Multiplayer Applications The book presents
architectural techniques and theories for level designers to use in their own work. The author connects architecture and
level design in different ways that address the practical elements of how designers construct space and the experiential
elements of how and why humans interact with this space. Throughout the text, readers learn skills for spatial layout,
evoking emotion through gamespaces, and creating better levels through architectural theory. Create Meaningful User
Experiences in Your Games Bringing together topics in game design and architecture, this book helps designers create
better spaces for their games. Software independent, the book discusses tools and techniques that designers can use in
crafting their interactive worlds.
A complete guide to creating usable, realistic game characters with two powerful tools Creating viable game characters
requires a combination of skills. This book teaches game creators how to create usable, realistic game assets using the
power of an open-source 3D application and a free game engine. It presents a step-by-step approach to modeling,
texturing, and animating a character using the popular Blender software, with emphasis on low polygon modeling and an
eye for using sculpting and textures, and demonstrates how to bring the character into the Unity game engine. Game
creation is a popular and productive pursuit for both hobbyists and serious developers; this guide brings together two
effective tools to simplify and enhance the process Artists who are familiar with Blender or other 3D software but who
lack experience with game development workflow will find this book fills important gaps in their knowledge Provides a
complete tutorial on developing a game character, including modeling, UV unwrapping, sculpting, baking displacements,
texturing, rigging, animation, and export Emphasizes low polygon modeling for game engines and shows how to bring the
finished character into the Unity game engine Whether you're interested in a new hobby or eager to enter the field of
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professional game development, this book offers valuable guidance to increase your skills.
The exciting new book on the exciting new Blender 2.5! If you want to design 3D animation, here's your chance to jump
in with both feet, free software, and a friendly guide at your side! Blender For Dummies, 2nd Edition is the perfect
introduction to the popular, open-source, Blender 3D animation software, specifically the revolutionary new Blender 2.5.
Find out what all the buzz is about with this easy-access guide. Even if you?re just beginning, you'll learn all the Blender
2.5 ropes, get the latest tips, and soon start creating 3D animation that dazzles. Walks you through what you need to
know to start creating eye-catching 3D animations with Blender 2.5, the latest update to the top open-source 3D
animation program Shows you how to get the very most out of Blender 2.5's new multi-window unblocking interface, new
event system, and other exciting new features Covers how to create 3D objects with meshes, curves, surfaces, and 3D
text; add color, texture, shades, reflections and transparency; set your objects in motion with animations and rigging;
render your objects and animations; and create scenes with lighting and cameras If you want to start creating your own
3D animations with Blender, Blender For Dummies, 2nd Edition is where you need to start!
Tips and techniques for bringing reality and creativity to your game characters and art As video games evolve, the bar
moves ever higher for realism, one of the most challenging artistic frontiers is creating realistic human characters. In
ZBrush Studio Projects: Realistic Game Characters, ZBrush expert Ryan Kingslien zeroes in on specific areas of concern
for game creation: human body style, faces, skin texturing, clothing, shoes, weaponry, and putting your character into a
game environment. Throughout the book Ryan offers tips and insights that provide readers with the depth and breadth
they need to bring reality and creativity to their game characters and art. Projects start from the beginning, just as they do
in the studio, with the author to guide you step by step through attributes and tools. Projects encompass multiple
disciplines to obtain finished, professional results.Although some step by step explanations are given, projects serve
more as a guide for readers to complete their own version of the project. Each project comes with support files to validate
results Covers one of the most unique challenges for game artists -- sculpting realistic and moveable human characters
for a game environment Brings you up to speed on ZBrush, the top digital sculpting tool used to create characters and
props in such games as Rock Band and World of Warcraft Covers body style, faces, skin texturing, clothing, shoes,
weaponry, and how to put your character into a game environment Provides in-depth techniques and tips for everyone
from aspiring digital sculptors to high-level professional ZBrush artists Includes a DVD with supporting files from the
projects in the book, as well as videos that illustrate concepts Build the next game-winning action character with ZBrush
and this professional guide! Note: CD-ROM/DVD and other supplementary materials are not included as part of eBook
file.
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A project based guides to learn animation, advanced shaders, environments, particle rendering, and networked games
with Godot 3.0 Key Features Learn the art of developing cross-platform games Leverage Godot’s node and scene
system to design robust, reusable game objects Integrate Blender easily and efficiently with Godot to create powerful 3D
games Book Description Godot Engine Game Development Projects is an introduction to the Godot game engine and its
new 3.0 version. Godot 3.0 brings a large number of new features and capabilities that make it a strong alternative to
expensive commercial game engines. For beginners, Godot offers a friendly way to learn game development techniques,
while for experienced developers it is a powerful, customizable tool that can bring your visions to life. This book consists
of five projects that will help developers achieve a sound understanding of the engine when it comes to building games.
Game development is complex and involves a wide spectrum of knowledge and skills. This book can help you build on
your foundation level skills by showing you how to create a number of small-scale game projects. Along the way, you will
learn how Godot works and discover important game development techniques that you can apply to your projects. Using
a straightforward, step-by-step approach and practical examples, the book will take you from the absolute basics through
to sophisticated game physics, animations, and other techniques. Upon completing the final project, you will have a
strong foundation for future success with Godot 3.0. What you will learn Get started with the Godot game engine and
editor Organize a game project Import graphical and audio assets Use Godot’s node and scene system to design robust,
reusable game objects Write code in GDScript to capture input and build complex behaviors Implement user interfaces to
display information Create visual effects to spice up your game Learn techniques that you can apply to your own game
projects Who this book is for Godot Engine Game Development Projects is for both new users and experienced
developers, who want to learn to make games using a modern game engine. Some prior programming experience in C
and C++ is recommended.
Revolutionize your iPhone and iPad game development with Unity iOS, a fully integrated professional application and
powerful game engine, which is quickly becoming the best solution for creating visually stunning games for Apple's
iDevices easier, and more fun for artists. From concept to completion you'll learn to create and animate using modo and
Blender as well as creating a full level utilizing the powerful toolset in Unity iOS as it specifically relates to iPhone and
iPad game development. Follow the creation of "Tater," a character from the author's personal game project "Dead
Bang," as he's used to explain vital aspects of game development and content creation for the iOS platform. Creating 3D
Game Art for the iPhone focuses on the key principles of game design and development by covering in-depth, the
iDevice hardware in conjunction with Unity iOS and how it relates to creating optimized game assets for the iDevices.
Featuring Luxology's artist-friendly modo, and Blender, the free open-source 3D app, along side Unity iOS, optimize your
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game assets for the latest iDevices including iPhone 3GS, iPhone 4, iPad and the iPod Touch. Learn to model characters
and environment assets, texture, animate skinned characters and apply advanced lightmapping techniques using Beast
in Unity iOS. In a clear, motivating, and entertaining style, Wes McDermott offers captivating 3D imagery, real-world
observation, and valuable tips and tricks all in one place - this book is an invaluable resource for any digital artist working
to create games for the iPhone and iPad using Unity iOS. * Circumvent the potential pitfalls of game development with
professional techniques like "Static and Dynamic batching", "building models on the grid", "lightmapping with Beast", and
"animation blending" to improve your game's performance and content creation workflow. * Visit
www.wesmcdermott.com, to gain access to the book's official website where users can login to the resource portal to
download extensive video walkthroughs and get information on the FREE iPhone/iPad app, "Tater's Training Trash
Yard." The app showcases the core concepts and techniques covered in the book by demonstrating the content's
performance on your iPhone or iPad.
BlenderTM is a free Open Source 3D Creation Suite supporting the entire modeling and animation pipeline – modeling,
rigging, animation, simulation, rendering, compositing and motion tracking. The program also includes Video Editing and
Grease Pencil 2D Animation. The program is free to download and use by anyone for anything. The Complete Guide to
Blender Graphics: Modeling and Animation, 5th Edition is a unified manual describing the operation of Blender version
2.80 with its New Improved Interface, New Workspaces and New Eevee Render System. This book introduces the
program's Graphical User Interface and shows how to implement tools for modeling and animating characters and
creating scenes with the application of color, texture and special lighting effects. Key Features: The book is designed to
lead new users into the world of computer graphics using Blender 2.80 and to be a reference for established Blender
artists. The book presents instruction in a series of short chapters with visual references and practical examples.
Instructions are structured in a building-block fashion using contents in earlier chapters to explain more complex
operations in later chapters.
Use Blender to edit and produce video for YouTube or any other social media platforms Key Features Use the Blender
Video editing toolkit and UI Make 3D info-graphics and interactive video with the latest Blender toolkit Prepare a video
production with live markings for tracking Book Description One of the critical components of any workflow related to
video production is a reliable tool to create and edit media such as video and audio. In most cases, you will find video
producers using software that can only cut and mount video in a "traditional" way. What if you could use a software that
offers not only options to edit and cut video, but also create 3D content and animation? With Blender, you can make use
of a fantastic set of tools to edit and cut video, and also produce 3D content that will enable you to take your productions
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to the next level. Do you want to take footage from a camera and cut or add sound and titles? This book will show you
how Blender can do that for you! You will learn to add 3D virtual objects to the same footage that will help you to create a
full 3D environment. Using some camera tricks, you can even turn Blender into a powerful 2.5D animation software to
create compelling infographics to produce educational, marketing, and instructional videos. You will also learn how to
work with motion tracking to mix live-action footage with virtual objects. You will then learn how to use the video editing
capabilities of Blender and match 3D content to your project for YouTube or any other media. Toward the end of the
book, you will export the project to YouTube using optimal settings for the best performance in the platform. What you will
learn Import video and audio footage to Blender Use the Video Sequencer Editor to manipulate footage Prepare a project
related to video in Blender Cut and reorganize video footage in Blender Create animations and add voiceover and sound
to video Build infographics based on 3D content Blend 3D content with live-action footage Export video for YouTube
using optimal settings Who this book is for Anyone trying to produce content based on video for platforms like YouTube.
Those artists will need a software to cut and edit video footage or make small intro clips, animations, or info graphics for
video.
Learn to use Blender to create your own 3D characters for animation and video games. About This Video Build a 3D
character model in Blender Bake a normal map in Blender In Detail Ever wanted to create your own 3D characters for
games and animations, from the first polygon through to the final rigged character? This is the opportunity to build your
skills by learning through an interactive and engaging course. In this course, you'll explore all about 3D modeling in
Blender. You'll begin by creating a base mesh of the character in Blender, understanding how to create the head, body,
hands, and feet. Next, from this base mesh, you will create the character's clothes, using Blender's sculpt tools to form
creases and folds. You will also UV-map the character in Blender and get to grips with creating a unified UV map that can
be used to develop texture maps in external paint programs such as Krita. You'll even discover the technique of painting
textures for hair, eyebrows, and eyelashes. The course will then guide you on how to bake a normal map in Blender to
capture high-resolution sculpt details and apply them to a lower poly model. In later sections, you will rig the character in
Blender and adjust the weights so that it deforms credibly during the animation. The course will only focus on open
source software, such as Blender and Krita to help you create a character that is ready for animation in Blender and
ready to be imported into any 3D game engine such as Unity and Unreal. By the end of this course, you will have learned
how to effectively create exciting characters in Blender for games and animations. Downloading the example code for
this course: You can download the example code files for this course on GitHub at the following link:
https://github.com/PacktPublishing/Blender-Character-Creation-for-Games-and-Animation . If you require support please
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email: customercare@packt.com.
Written for experienced animators and game developers, CHARACTER DEVELOPMENT IN BLENDER 2.6 shows
readers how to create believable characters using Blender, a free, open source 3d animation package. Covering the
technical, artistic, and theoretical aspects of character development, the book provides an in-depth look at all of Blender's
tools and includes information on modeling, textures, lighting, rendering, and more. Written in a tutorial style with step-bystep instructions the book also includes an accompanying CD-Rom that features the Blender 2.5 software and sample
art.
“Gripping and timely.” —People “The YA debut we’re most excited for this year.” —Entertainment Weekly “A book that
knocks you off your feet while dropping the kind of knowledge that’ll keep you down for the count. Prepare to BE slain.”
—Nic Stone, New York Times bestselling author of Dear Martin and Odd One Out Ready Player One meets The Hate U
Give in this dynamite debut novel that follows a fierce teen game developer as she battles a real-life troll intent on ruining
the Black Panther–inspired video game she created and the safe community it represents for Black gamers. By day,
seventeen-year-old Kiera Johnson is an honors student, a math tutor, and one of the only Black kids at Jefferson
Academy. But at home, she joins hundreds of thousands of Black gamers who duel worldwide as Nubian personas in the
secret multiplayer online role-playing card game, SLAY. No one knows Kiera is the game developer, not her friends, her
family, not even her boyfriend, Malcolm, who believes video games are partially responsible for the “downfall of the Black
man.” But when a teen in Kansas City is murdered over a dispute in the SLAY world, news of the game reaches
mainstream media, and SLAY is labeled a racist, exclusionist, violent hub for thugs and criminals. Even worse, an
anonymous troll infiltrates the game, threatening to sue Kiera for “anti-white discrimination.” Driven to save the only
world in which she can be herself, Kiera must preserve her secret identity and harness what it means to be
unapologetically Black in a world intimidated by Blackness. But can she protect her game without losing herself in the
process?
Get up and running with Blender 3D through a series of practical projects that will help you learn core concepts of 3D
design like modeling, sculpting, materials, textures, lighting, and rigging using the latest features of Blender 2.83 Key
Features Learn the basics of 3D design and navigate your way around the Blender interface Understand how 3D
components work and how to create 3D content for your games Familiarize yourself with 3D Modeling, Texturing,
Lighting, Rendering and Sculpting with Blender Book Description Blender is a powerful 3D creation package that
supports every aspect of the 3D pipeline. With this book, you'll learn about modeling, rigging, animation, rendering, and
much more with the help of some interesting projects. This practical guide, based on the Blender 2.83 LTS version, starts
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by helping you brush up on your basic Blender skills and getting you acquainted with the software toolset. You’ll use
basic modeling tools to understand the simplest 3D workflow by customizing a Viking themed scene. You'll get a chance
to see the 3D modeling process from start to finish by building a time machine based on provided concept art. You will
design your first 2D character while exploring the capabilities of the new Grease Pencil tools. The book then guides you
in creating a sleek modern kitchen scene using EEVEE, Blender’s new state-of-the-art rendering engine. As you
advance, you'll explore a variety of 3D design techniques, such as sculpting, retopologizing, unwrapping, baking,
painting, rigging, and animating to bring a baby dragon to life. By the end of this book, you'll have learned how to work
with Blender to create impressive computer graphics, art, design, and architecture, and you'll be able to use robust
Blender tools for your design projects and video games. What you will learn Explore core 3D modeling tools in Blender
such as extrude, bevel, and loop cut Understand Blender's Outliner hierarchy, collections, and modifiers Find solutions to
common problems in modeling 3D characters and designs Implement lighting and probes to liven up an architectural
scene using EEVEE Produce a final rendered image complete with lighting and post-processing effects Learn character
concept art workflows and how to use the basics of Grease Pencil Learn how to use Blender's built-in texture painting
tools Who this book is for Whether you're completely new to Blender, or an animation veteran enticed by Blender's
newest features, this book will have something for you.
Blender has become one of the most popular 3D animation tools on the market because it is robust and absolutely free.
Blender Production is the definitive resource for anyone who wants to create short animations from scratch. With this
book, and Blender, you have the ideal platform to make it happen. Blender expert and author Roland Hess walks you
through the entire process of creating a short animation including: writing, storyboarding, blocking, character creation,
animation, rendering, and production. The associated web site includes the full Blender software kit and a complete short
animation work broken down into handy modules that animators can study, learn from, and reuse in their own animated
films. The sample project files amount to 100+ MB of cool content, including models, textures, materials, scenes and
animation work.
Learn how to create vibrant character designs with the step-by-step guidance of professional artists from the illustration
and animation industries.
Learn to create game characters with Blender 2.8 and Unity About This Video Animate a 2D face with Grease Pencil
Create animation cycles for a video game Export characters and animations from Blender 2.8 to Unity Develop C# script
in Unity to control a game character In Detail Creating game characters and bringing them to life is made easier with
Blender 2.8. Explore the full spectrum of features, along with useful tips and techniques through this interactive course.
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You'll learn to create a game character, export it to Unity, and configure it so you can control it in the game engine.
Beginning with modeling, you'll use Blender 2.8 to build all the individual pieces of a Lego character. Next, you'll
understand how to UV-map each of the parts, and then create an efficient, unified UV map of the entire character. You
will use Blender's texture painting tools to create the character's clothes and the Sculpt tools to create high-resolution
details of the hair. You'll then explore how to bake a normal map in Blender and apply textures to the character model. As
you progress, you'll work on rigging the character. You'll begin with a single bone, and create the rig manually, building
the character rig from the ground up. You'll then create a Foot Roll Rig and discover how to use Blender 2.8's new
process for creating custom shapes to control the character. Once the rig is complete, the course will introduce you to an
exciting technique - using Blender 2.8's new Grease Pencil tools to animate both a 2D drawn face and a 3D body at the
same time. With this technique, you'll be able to develop the character's Idle, Run, and Jump animations, ready for use in
a game engine. From exporting the character, animations, and textures out of Blender through to bringing them into the
Unity game engine, you'll be able to learn systematically. In addition to this, you will get to grips with setting up the
character in the game and retargeting third-party animations on to your character, using Unity's Humanoid Rig system.
Finally, you will write C# script to incorporate your 2D and 3D animations, and get the character running around the level.
By the end of this course, you will have developed the skills you need to create interesting game characters with Blender
2.8. Downloading the example code for this course: You can download the example code files for this course on GitHub
at the following link: https://github.com/PacktPublishing/Blender-2.8-Game-Character-Creat...
A guide to creating game characters covers such topics as modeling, texturing, mesh optimization, mapping, and
animation.
Create high-quality models in no time at all with these comprehensive, full-color, techniques and tutorials from Antony
Ward and David Randall. These step-by-step tutorials walk readers through the creation of a high-quality female model
while teaching you the basics and principles behind 3D modeling in Silo - including modeling the face and clothes,
creating textures, and posing the character. The companion website includes all of the tutorial and project files. This book
is officially endorsed and co-written by the creators of Silo, Nevercenter. Features include:
Annotation Blender is an open source 3D graphics application that can be used for modeling, rigging, animating,
rendering and thousands of other things. While modeling characters isn't the biggest of your worries, animating them to
make them feel as-good-as alive is what differentiates a professional from an amateur. This book offers clear, illustrative,
and easy-to-follow recipes to create character rigs and animations for common situations. Bring your characters to life by
understanding the principles, techniques and approaches involved in creating rigs and animations, you'll be able to adapt
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them to your own characters and films. The book offers clear step-by-step tutorials, with detailed explanations,
screenshots and support files to help you understand the principles behind each topic. Each recipe covers a logical step
of the complete creation of a character rig and animation, so you're not overwhelmed with too much information at once.
You'll see numerous examples and screenshots that guide to achieve various rigging and animation tasks, logically
separated so you can understand each in detail. The rigging topics are divided by each region of the body (torso, limbs,
face, eyes), and further separated by the specific topic (neck, fingers, mouth, eyelids, etc) for clarity. All rigging tasks are
accomplished with the built-in tools in Blender, without the complexity of coding custom Python behaviors or user
interface elements. The animation topics deal with common situations found in real world productions, showing good
practices to understand and overcome the challenges.
This is the eBook of the printed book and may not include any media, website access codes, or print supplements that
may come packaged with the bound book. Master the Newest Blender Techniques for Creating Amazing 3D Characters:
From Design and Modeling to Video Compositing Now fully updated for Blender 2.78b and beyond, Learning Blender,
Second Edition, walks you through every step of creating an outstanding 3D animated character with Blender, and then
compositing it in a real video using a professional workflow. This edition covers the powerful new selection and modeling
tools, as well as high-efficiency improvements related to other parts of the project such as texture painting, shading,
rigging, rendering, and compositing. Still the only Blender tutorial to take you from preproduction to final result, this guide
is perfect for both novices and those moving from other software to Blender (open source and free software). Author
Oliver Villar provides full-color, hands-on chapters that cover every aspect of character creation: design, modeling,
unwrapping, texturing, shading, rigging, animation, and rendering. He also walks you through integrating your animated
character into a real-world video, using professional camera tracking, lighting, and compositing techniques. The rich
companion website (blendtuts.com/learning-blender-files) will help you quickly master even the most complex techniques
with bonus contents like video tutorials. By the time you’re done, you’ll be ready to create outstanding characters for all
media–and you’ll have up-to-date skills for any 3D project, whether it involves characters or not. Learn Blender’s
updated user interface, navigation, and selection techniques Create your first scene with Blender and the Blender Render
and Cycles render engines Organize an efficient, step-by-step pipeline to streamline workflow in any project Master
modeling, unwrapping, and texturing Bring your character to life with materials and shading Create your character’s
skeleton and make it walk Use Camera Tracking to mix 3D objects into a real-world video Transform a raw rendered
scene into the final result using Blender’s compositing nodes Register your product at informit.com/register for
convenient access to downloads, updates, and corrections as they become available.
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Combine the powerful UE4 with Blender to create visually appealing and comprehensive game environments About This
Book The only resource that shows how you can incorporate Blender into your Unreal Engine 4 Game environment
Create amazing 3D game environments by leveraging the power of Blender and Unreal Engine 4 Practical step-by-step
approach with plenty of illustrative examples to get you started immediately Who This Book Is For This book would be
ideal for 3D artists and game designers who want to create amazing 3D game environments and leverage the power of
Blender with Unreal Engine 4. 3D design basics would be necessary to get the most out of this book. Some previous
experience with Blender would be helpful but not essential What You Will Learn Create a fully functioning game level of
your own design using Blender and Unreal Engine 4 Customize your level with detailed 3D assets created with Blender
Import assets into Unreal Engine 4 to create an amazing finished product Build a detailed dynamic environment with
goals and an ending Explore Blender's incredible animation tools to animate elements of your game Create great
environments using sound effects, particle effects, and class blueprints In Detail Unreal Engine 4 now has support for
Blender, which was not available in earlier versions. This has opened up new possibilities and that is where this book
comes in. This is the first book in the market combining these two powerful game and graphic engines. Readers will build
an amazing high-level game environment with UE4 and will show them how to use the power of Blender 3D to create
stunning animations and 3D effects for their game. This book will start with creating levels, 3D assets for the game, game
progression, light and environment control, animation, and so on. Then it will teach readers to add amazing visual effects
to their game by applying rendering, lighting, rigging, and compositing techniques in Blender. Finally, readers will learn
how to smoothly transfer blender files to UE4 and animate the game assets. Each chapter will add complexities to the
game environment. Style and approach This will have a clear, step-by-step approach to creating game assets in Blender
and then importing them to UE4 to create stunning game environments. All asset creation techniques are explained in
detail along with tips on how to use them to create your own game environments. The book offers end-to-end coverage
of how to design a game level from scratch.
This book describes how to access the Grease Pencil component in Blender and create 2D Animation within the Blender
3D environment. It is assumed that the reader has no previous knowledge of the Blender program and treats 2D
Animation using the Grease Pencil as a standalone application. Grease Pencil is a component of the 3D modeling and
animation program, Blender. Blender is a free open-source 3D Computer Graphics software toolset used for creating
animated films, visual effects, art, 3D printed models, motion graphics, interactive 3D applications, virtual reality and
computer games. Key Features: The first comprehensive beginner's guide to the Grease Pencil component of Blender
Facets of operation are explained in short concise chapters with cross references Written instruction is accompanied by
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diagram illustrations in reference to the program's Graphical User Interface The book is also available in a discounted set
along with The Complete Guide to Blender Graphics: Computer Modeling & Animation.
GAME DEVELOPMENT WITH BLENDER is the complete guide to the Blender game engine. More than two years in the
making, the book spans topics ranging from logic brick and physics to graphics, animation, scripting, and more. Each
chapter covers in detail a different aspect of the Blender game engine, with tutorials, extensive documentation, and
valuable advice on when to use the tools--all distilled from the authors' 20 years of combined Blender experience.
Blender is a free, open-source 3D content-creation suite, a powerful and flexible platform that allows you to build games
and interactive applications such as architecture walk-throughs, science visualizations, experimental projects, and much
more. In this comprehensive guide, you will learn how to design a complete game from beginning to end, create games
without writing a single line of code, bring your 3D characters to life with animations, unleash the power of material
creation with nodes, have fun making JELL-O bounce with the physics engine, program in Python like a pro, make your
games run faster using lightmaps and normal maps, publish your games for Windows, Mac, and Linux, and improve your
games by learning from 10 real-world projects. This book has been prepared for the release of Blender 2.66a, ensuring
that you have the most up-to-date information in your hands. Whether you are new to Blender or a seasoned
Blenderhead, GAME DEVELOPMENT WITH BLENDER will help you create the games you've always wanted.
Purchasing this book also gives you access to more than 100 online companion files, which include tutorials, sample
files, and extra demos that will help you get the most out of the Blender game engine.
In this book, veteran game developers, academics, journalists, and others provide their processes and experiences with level
design. Each provides a unique perspective representing multiple steps of the process for interacting with and creating game
levels – experiencing levels, designing levels, constructing levels, and testing levels. These diverse perspectives offer readers a
window into the thought processes that result in memorable open game worlds, chilling horror environments, computer-generated
levels, evocative soundscapes, and many other types of gamespaces. This collection invites readers into the minds of professional
designers as they work and provides evergreen topics on level design and game criticism to inspire both new and veteran
designers. Key Features: Learn about the processes of experienced developers and level designers in their own words Discover
best-practices for creating levels for persuasive play and designing collaboratively Offers analysis methods for better
understanding game worlds and how they function in response to gameplay Find your own preferred method of level design by
learning the processes of multiple industry veterans
Blender is a powerful and free 3D graphics tool used by artists and designers worldwide. But even experienced designers can find
it challenging to turn an idea into a polished piece. For those who have struggled to create professional-quality projects in Blender,
author Ben Simonds offers this peek inside his studio. You’ll learn how to create 3D models as you explore the creative process
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that he uses to model three example projects: a muscular bat creature, a futuristic robotic spider, and ancient temple ruins. Along
the way, you’ll master the Blender interface and learn how to create and refine your own models. You’ll also learn how to: –Work
with reference and concept art in Blender and GIMP to make starting projects easier –Block in models with simple geometry and
build up more complex forms –Use Blender’s powerful sculpting brushes to create detailed organic models –Paint textures with
Blender and GIMP and map them onto your 3D artwork –Light, render, and composite your models to create striking images Each
chapter walks you through a piece of the modeling process and offers detailed explanations of the tools and concepts used. Filled
with full-color artwork and real-world tips, Blender Master Class gives you the foundation you need to create your own stunning
masterpieces. Covers Blender 2.6x
Design a complete workflow with Blender to create stunning 3D scenes and films step-by-step! About This Book Give life to a
character within a full animated short film by learning the rigging and animation process Make use of the powerful tools available in
Blender to produce professional-quality 3D characters and environments Discover advanced techniques by adding fur to a
character, creating a grass field, and fine-tuning a shot with post-processing effects to enhance your creations Who This Book Is
For This book will give any beginner the necessary skills and knowledge to create own 3D projects with Blender. You don't need to
have any previous experience in 3D modeling, but if you do, then this book is a great way get you started with Blender. This book
is for anyone who wants to learn Blender by creating concrete projects. What You Will Learn Understand the basics of 3D and how
to navigate your way around the Blender interface Create a 3D robot toy model from start to finish using the basic modeling tools
of Blender Make a full alien character using the skin mesh modifier and the sculpting tools with an artistic approach Use retopology techniques to create a clean 3D version of the previously sculpted alien Model a full haunted house and its environment
using more advanced modeling tools and techniques such as the Array Modifier, Instance duplication, or Curves Discover the
power of the texture paint tool in order to add color to the haunted house Get to know the Cycles render engine by creating
different materials for the house and the environment In Detail Blender is a powerful tool, stable, with an integral workflow that will
allow you to understand your learning of 3D creation with serenity. Today, it is considered to be one of the most complete 3D
packages on the market and it is free and open source! It is very efficient for many types of productions, such as 3D animated or
live action films, architecture, research, or even game creation with its integrated game engine and its use of the Python language.
Moreover, Blender has an active community that contributes to expanding its functionalities. Today, it is used in many professional
products and by many companies. Through this book, you will create many types of concert projects using a step-by-step
approach. You will start by getting to know the modeling tools available in Blender as you create a 3D robot toy. Then, you will
discover more advanced techniques such as sculpting and re-topology by creating a funny alien character. After that, you will
create a full haunted house scene. For the last project, you will create a short film featuring a rat cowboy shooting cheese in a rat
trap! This will be a more complex project in which you learn how to rig, animate, compose advanced material, composite, and edit
a full sequence. Each project in this book will give you more practice and increase your knowledge of the Blender tools. By the end
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of this book, you will master a workflow that you will be able to apply to your own creations. Style and approach This is an easy-tofollow book that is based on four concrete projects, with increasing levels of difficulty. Each chapter will teach you how to create
these projects step-by-step. New tools and techniques are introduced in a theoretical and practical way, so you can apply them in
your own projects later.
Build your own low-level game engine in Metal! This book introduces you to graphics programming in Metal - Apple's framework
for programming on the GPU. You'll build your own game engine in Metal where you can create 3D scenes and build your own 3D
games. Who This Book Is For This book is for intermediate Swift developers interested in learning 3D graphics or gaining a deeper
understanding of how game engines work. Topics Covered in Metal by Tutorials The Rendering Pipeline: Take a deep dive
through the graphics pipeline. 3D Models: Import 3D models with Model I/O and discover what makes up a 3D model. Coordinate
Spaces: Learn the math behind 3D rendering. Lighting: Make your models look more realistic with simple lighting techniques.
Textures & Materials: Design textures and surfaces for micro detail. Character Animation: Bring your 3D models to life with joints
and animation. Tessellation: Discover how to use tessellation to add a greater level of detail using fewer resources. Environment:
Add a sky to your scenes and use the sky image for lighting. Instancing & Procedural Generation: Save resources with instancing,
and generate scenes algorithmically. Multipass & Deferred Rendering: Add shadows with advanced lighting effects. And more!
After reading this book, you'll be prepared to take full advantage of graphics rendering with the Metal framework.
Explains how to create interactive, three-dimensional animation and games with Blender, discussing topics including the Blender
interface, character animation, and Python.
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