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Gracas a greve retomei meus estudos de Blender e

_ agora é pra valer.

Estou fazendo a iluminagao e aplicacdo de material em
um quarto que ajudei minha namorada a projetar.

| Eufiza planta em AutoCAD, o Modelo em SKETCHUP e
exportei pro AutoCAD, e do CAD exportei pra .3ds. Nao
sei porque, mas ndo consigo importar .dxf vindo do AutoCAD.

E tive problemas também em importar o .3ds com o Blender 2.37a. mas como Blender
2.37 foi tranquilo.

Por enquanto sé comecei a trabalhar a iluminacao e a escolha das cenas, mas ja apliquei
o piso (usando BUMP MAP).

Se tudo der certo eu posto mais coisas,
Abracgos,
Dalai

7B CRISTALEIRA

Dec 2005

by dfelinto Leave a Comment
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E fim de greve, mas talvez agora o Blender ndo pare mais.

Este semestre pretendo apresentar meu Projeto na faculdade com o Blender.

Enfim, ca estd o meu primeiro trabalho no Blender para um cliente.

Neste caso o projeto em si é de autoria minha com a minha namorada - juliana Pitta, e
se trata de uma cristaleira revestida com dois tipos de folhas - marfim sbiancato e radica
madrona tinto. Eu escaneei as folhas de um mostrudrio que eu tinha, e no GIMP criei

texturas continuas.

Eu acho que ficou legal, fiz no Blender 2.40RC1 e tratei no GIMP (ajustes de tonalidade
principalmente). Sé falta saber se o cliente vai gostar.

Abracos.
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View Layers and Collections

SEPTEMBER 19TH, 2017 - GENERAL DEVELOPMENT - DALAI FELINTO

At popular eenfusion request we are shedding some light in the new View Layers and Collections
in Blender 2.8.

Where are the Objects?

In Blender, objects are not directly part of the scenes. Instead, they all get stored in a main database
(basically the .blend file). And from there they are referenced into as many Scenes you like to use.

Main Database

In 2.7 the Scene simply referenced its objects directly, as a single list. In 2.8, however, all the Scene
objects are part of a new concept: the “master collection”.

Blender 2.7 Blender 2.8
Collections

While the master collection contains all the Scene’s objects, the user can also make their own
collections to better organize these objects. It works like a Venn diagram, where all the objects are

Features Download Support Get Involved About Donate Store

Blender Developers Blog

About Blog Wiki Developer Portal This Week in Blender o v

Collections Object belongs to:

Master Collection

G | @ Master Collection

Master Collection
@ Collection 1
@ Collection 2
Collection 3

| {é} Master Collection

@ Collection 2
Collection 3
() .
= 1 e&® Master Collection
Col.3 I B L] Collection 3

The result is a clear and flexible way to arrange objects together on the Scene level.
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Turn Volumetrics on if you can afford
slower drawing times. Right now it has 150
samples. Lowing it down to 10 helps as well.

Going in and out of edit mode is slow for
some models because all the modifiers are
applied.

Disable "Only Render" if you want to select
objects.

License: CC-BY-ND (only for sharing as a
demo)

Attribute to: Glenn Melenhorst
http://www.glennmelenhorst.com
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> Diffusion > Blender > f0a3cbcdacdc

patch [#15865] BGE API call to delete objects from Dalai Felinto (dfelinto)...

Campbell Barton (campbellbarton).

# Edit Commit

& Download Raw Diff

patch [#15865] BGE API call to delete objects from Dalai Felinto (dfelinto) renamed deleteObject to endObject() to match the user interface.

rBf0a3cbedacdc
source/gameengine/Ketsji/KX_GameObject.cpp

. (PyCFunction)KX GameObject: : sPyEnableRigidBody,METH VARARGS},
bdy”, (PyCFunction)KX GameObject: : sPyDisableRigidBody, METH VARARGS},
t*, (PyCFunction)KX GameObject: :sPyGetParent,METH VARARGS},
. (PyCFunction)KX GameObject: :sPySetParent,METH VARARGS},
ent”, (PyCFunction)KX GameObject: :sPyRemoveParent, METH VARARGS},
. (PyCFunction)KX GameObject: :sPyGetMesh,METH VARARGS} ,
icsId”, (PyCFunction)KX GameObject: :sPyGetPhysicsId,METH VARARGS},
. (PyCFunction)KX GameObject: : sPyGetPropertyNames, METH VARARGS},

KX_PYMETHODTABLE (KX GameObject, getDistanceTo),

KX_PYNETHODTABLE (KX GameObject, rayCastTo),
KX_PYMETHODTABLE (KX GameObject, rayCast),

PyObject* KX GameObject: :sPySetPosition(PyObject* self,
PyObject* args,
PyObject* kwds)

return ((KX GameObject*) self)->PySetPosition(self, args, kuds):

% Edit Related Obje
© Subscribe
® Award Token

4 PyMethodDef KX GameObject::Methods[] = {

, (PyCFunction)KX GameObject: :sPyEnableRigidBody, METH VARARGS},
1 . (PyCFunction)KX GameObject: : sPyDisableRigidBody,METH VARARGS},
ent”, (PyCFunction)KX GameObject: :sPyGetParent,METH VARARGS},
. (PyCFunction)KX GameObject: :sPySetParent, METH VARARGS},
t*, (PyCFunction)KX GameObject : :sPyRemoveParent, METH VARARGS},
. (PyCFunction)KX GameObject: :sPyGetMesh, METH VARARGS} ,
icsTd”, (PyCFunction)KX GameObject: :sPyGetPhysicsId,METH VARARGS},
ropertyNanes®, (PyCFunction)KX GameObject: :sPyGetPropertylanes, METH VARARGS},
{"endobject", (PyCFunction) KX GameObject::sPyEndObject, METH VARARGS},
KX_PYMETHODTABLE (KX _GameObject, getDistanceTo),
KX_PYMETHODTABLE (KX GameObject, rayCastTo),
KX_PYMETHODTABLE (KX GameObject, rayCast),
NOLL,NULL}

PyObject* KX_GameObject: :sPySetPosition(Pylbject* self,
Object* args,
PyObject* kwds)

((KX_GameObject*) self)->PySetPosition(self, args, kwds):

PyObject* KX GameObject: :PyEndObject (PyObject* self,
ject* args,
PyObject® kuds)

KX_Scene *scene = PHY GetActiveScene();
scene->DelayedRenoveObject (this);

= View Options

PyObject* KX GameObject: :PyGetPosition(PyObject* self,

PyObject* args,
PyObject* kuds)

PyObjectFrom(NodeGetWorldPosition());

PyObject
sPySetPosition(
PyObject” self,
PyObject* args,
PyObject” kuds

KX_PYMETHOD (KX_GameObject, GetPosition)
KX_PYMETHOD (KX_GameObject, GetLinearVelocity) ;
KX PYMETHOD (KX GameObject, GetVelocity) ;
KX_PYMETHOD (KX_GameObject, GetMass) ;
KX_PYMETHOD (KX_GameObject, GetReactionForce) ;
KX_PYMETHOD (KX_GameObject, GetOrientation);
KX_PYMETHOD (KX_GameObject, SetOrientation) ;
KX_PYMETHOD (KX_GameObject, GetVisible);
KX_PYMETHOD (KX_GameObject, SetVisible):
KX_PYMETHOD (KX_GameObject, AlignAxisToVect) ;
KX_PYMETHOD (KX_GameObject , SuspendDynamics) ;
KX_PYMETHOD (KX_GameObject,RestoreDynamics) ;
KX_PYMETHOD (KX_GameObject, EnableRigidBody) ;
KX_PYMETHOD (KX_GameObject,DisableRigidBody) ;
KX_PYMETHOD (KX_Game0! i

KX_PYMETHOD (KX_GameObject, GetMesh) ;
KX_PYMETHOD (KX_GameObject, GetParent) ;
KX_PYMETHOD (KX_GameObject, SetParent) ;
KX_PYMETHOD (KX_GameObject,RemoveParent) ;
KX_PYMETHOD (KX_GameObject, GetPhysicsId) ;
KX_PYMETHOD (KX_GameObject , GetPropertyNames) ;
KX_PYMETHOD (KX_GameObject, EndObject) ;
KX_PYMETHOD_DOC(KX_GameObject, rayCastTo) ;

KX PYMETHOD DOC (KX GameObject, rayCast) ;
KX_PYMETHOD_DOC (KX_GameObject, getDistanceTo) ;

@ivar orientation: The object’s orientation. 3x3 Matrix
can also write a Quaternion or Euler vector

@type orientation: 3x3 Matrix [[float]]

@lvar scaling: The object's scaling factor. list [sx, sy, sz]

@type scaling: list [sx, sy, sz]

@ivar time0ffset: adjust the slowparent delay at runtime.

@type tine0ffset: float

def endObject (visible):

Delete this object, can be used inpace of the EndObject Actuator.
The actual removal of the object from the scene is delayed.

def getVisible(visible):

Gets the game object's visible flag.

@type visible: boolean

ble(visible)

= View Options

View Options
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> Diffusion > Blender > f0a3cbcdacdc

patch [#15865] BGE API call to delete objects from Dalai Felinto (dfelinto).

t* KX_GameObject: :PyGetPosition(PyObject* self,
PyObject* args,
PyObject* kuds)

- A Campbell Barton (campbelbarton)

PyObjectFrom(NodeGetWorldPosition());
Description

# £dit Co
& Download Raw D:
patch [#15865] BGE API callto delete objects from Dalai Felinto (dfelinto) renamed deleteObiect to endObject() to match the user interface. Dovioad Raw it
% Edit Relate
© Subscribe
Details

= View Options

® Award Toker static
PyObject*
sPySetPosition(
Committed  Campbell Barton (cam PyObject* self,
—— - ¥ . n T — v PyObject* args,
= PyObject® kwds
Branches BendyBon

KX_PYMETHOD (KX_GameObject, GetPosition) ;

Description

patch [#15865] BGE API call to delete objects from Dalai Felinto (dfelinto) renamed deleteObject to endObject() to match the user interface

rBf0a3cbedacdc

[3) source/gameengine} Details

Committed

Campbell Barton (campbelibarton)
» (PyCFunction)KX GameObject: :sPyGetPhysicsId,METH VARARGS}, (PyCFunction)KX GameObject::sPyGetPhysicsId,METH VARARGS},

N . (PyCFunction)KX GameObject: :sPyGetPropertyNames,METH_VARARGS}, 5", (PyCFunction)KX GameObject: :sPyGetPropertyNames,METH VARARGS},
leCFun(nonl KX_GameObject: :sPyEndObject, METH VARARGS},
KX_PYMETHODTABLE (KX_GameObject, getDistanceTo),

KX_PYMETHODTABLE (KX_GameObject, rayCastTo),

KX_PYMETHODTABLE (KX_GameObject, rayCast),
{NULL,NULL}

KX_PYMETHODTABLE (KX GameObject, getDistanceTo),
KX_PYMETHODTABLE (KX GameObject,

rayCastTo) ,
KX PYMETHODTABLE (KX GameObject, rayCast),
NULL, NULL}

{
{
{

View Options

@ivar orientation: T've object’s orientation. 3x3 Matrix

an also write a Quaternion or Euler vector
@type orientation: 345 atrix [[float]]
@lvar scaling: The object's scaling factor. list [sx, sy, sz]
@type scaling: list [sx, sy, sz]
@ivar tine0ffset: adjust the slowparent delay at runtime.
! @type tine0ffset: float

sPySetPosition(PyObject® self, PyObject* KX GameObject: :sPySetPosition(PyObject” self, def endobject (visible):

yObject* args, yObject* args,

PyObject* kwds) PyObject* kwds)
((KX_GameObject*) self)->PySetPosition(self, args, kuds):

PyObject* KX_GameObject

Delete this object, can be used inpace of the EndObject Actuator.
The actual removal of the object from the scene is delayed
({KX GameObject*) self)->PySetPosition(self, args, kuds):

sible(visible)
PyObject* KX GameObject: :PyEndObject (PyObject® self, LS SO LR
PYUD]i::: e @type visible: boolean

tVisible(visible)
Scene *scene = PHY GetActiveScene();
scene->DelayedRenoveObject (this);
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Meet the Team

The main part of the Blender 2.8 core development currently works distributed worldwide, and has the
chance to meet in person for a few days over the year during events such as Blender Conference or Blender
Development Workshops.

Joshua Leung
Animation Systems Developer,
Grease Pencil

Dalai Felinto
Blender 2.8 Project Coordinator

Clément Foucault
EEVEE Viewport Lead Developer

9D S

Campbell Barton Brecht Van Lommel Bastien Montagne
Core Developer, 101 Project, Python Blender contributor, Core developer, Asset Management
API Cycles developer tools

Team additions thanks to the stretch goal!

Julian Eisel Lukas Stockner
Developer, Usability & User Interface Developer, UDIM, Cycles

Jeroen Bakker
Developer, Compositing

William Reynish
UI/UX designer

Jacques Lucke
Animation Nodes Developer

©9 90
@O

The Blender Institute team based in Amsterdam has been running pivotal Blender projects for over a
decade, such as the blender.org online infrastructure and the Blender Open Movie projects. Blender Institute
will be taking care of the logistics of the Code Quest.

Ton Roosendaal
Blender Foundation, general
coordinator

Pablo Vazquez Sergey Sharybin

UI/UX designer, communications Blender and Cycles main developer

Sybren Stiivel
Core developer, Alembic,
Python extensions

Francesco Siddi
Facilities and project coordinator

@O
® O
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About

Features Download

Blender Developers Blog

Wiki Developer Portal

This Week in Blender

Support Get Involved About Donate Store

Beyond the Code Quest

The Blender 2.8 code quest is coming to a conclusion
and there is so much to celebrate.

JUNE29T.. DALAIFE. GENERAL DEVELOPMENT, GENE.. 38

Be part of the Task Force

Some of the projects in Blender 2.8 require tweaks to
the hundreds of operators. Good news is that it's
surprisingly accessible for anyone to help.

MAY BTH, 2018 PABLO VAZQUEZ GENERAL UPDATES na

Multiple Object Editing

The ability to edit multiple objects at once has landed in
the Blender 2.8 branch!

APRIL 18TH,2018 PABLO VAZQUEZ BRANCHES 10

Cycles Mini Code Quest

This week Lukas Stockner visited the code quest to
finish some of the Cycles improvements he's been
working on, particularly UDIM texture support.

JUNE 15TH, 2018 BRECHT GENERAL DEVELOPMENT 149

W

2Zb &>

Tools, Toolbar and Tool Widgets

As many of you might already have seen in the daily
builds of Blender 2.8, we have been working on [..]

APRIL28TH,2.. WILLIAMREYN.. GENERALDEVELOPM.. 254

Monday was the official kick-off, but setting up and
moving already happened the week before.

APRIL12TH, 2018 PABLOVAZQUEZ GENERALUPDATES 8@

Collections and Groups

To make the collection system more powerful for
animation pipelines, we are making a further design
change: collections will be data-blocks that can linked
and instanced across scenes and files.

MAY 18TH,2018 BRECHT GENERAL DEVELOPMENT (751

Code Quest: Planning

After the initial design discussions, we now have an
initial plan for the Code Quest.

APRIL2STH,. DALAIFEL.. CODE DESIGN, GENERAL DEVE.. 21

Code Quest Status Update

In less than 2 weeks the Blender 2.8 Code Quest will
start! The organization team at Blender has been quiet,
but very busy. Check out the latest updates.

MARCH27TH,2.. FRANCESCOSL. GENERALDEVELOPM.. §
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Status of Blender 2.8 ALPHA

Blender Developers
40K views * 2 months ago

Status Bar + Quick Favorite
Tips! - Blender 2.8 Code...
Blender Developers

13K views * 2 months ago

Quick Favorites - Blender 2.8
Code Quest

Blender Developers

9.2K views * 2 months ago

EVERYTHING NODES & -
Blender 2.8 Code Quest

Blender Developers
23K views * 2 months ago

Blender 2.8x Demos ~ PLAY ALL

Follow the development on https://code.blender.org

CALL FOR CONTENT

STUDIO LIGHTS

+ NEW WORKSPACES!

Collection Visibility - Blender
2.8 Code Quest

Blender Developers

11K views * 2 months ago

WE WANT YOUR HDRIs!

Blender Developers
11K views * 3 weeks ago

Blender 2.8 ALPHA 2

Blender Developers
25K views + 1 month ago

Learn Grease Pencil 2D
Animation in Blender 2.8...

NEW GREASE PENCIL -
Blender 2.8 Alpha
Blender Developers
31K views + 1 month ago

Blender Developers
42K views + 1 month ago
Subtitles

Past live streams  PLAY ALL

LIVE Q&A

Blonder 28 Chde Quet

LIVE Q&A May 4th - Blender LIVE Q&A - Blender 2.8 Code
2.8 Code Quest Quest

6.3K views *

Streamed 4 months ago

Blender 2.8 Code Quest Live Eevee Q&A! - Blender
Q&A with Ton daal Devels Live Stream
13K views *

Streamed 7 months ago

5.6K views *
Streamed 4 months ago

28K views *
Streamed 1 year ago

NEW MATCAPS! - Blender 2.8
Alpha

Blender Developers

15K views + 1 month ago
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for 23t o 27t

May 208 to 6th

Moy Tthto 11th

Moy 14th to 18th

May 21t to 25th

May 28 to 15t

June ath to 817

June 11th o 15th

June 18th to 22t

June 25th to 29th

Bastien

Static Override - Collections

Proxy Backward Compatibility

Static Overrides (Multi-Proxy)

Ul State Decorators.

Fixing bugs for Spring Team - Fixing bugs for Spring Team - Fixing bugs for Spring Team - Fixing bugs for Spring Team - Fixing bugs for Spring Team - Fixing bugs for Spring Team - Fixing bugs for Spring Team - Fixing bugs for Spring Team

Asset Manager Editor

Brecht

Collection Ul / Pipeline

Top-bar - Polishing

Top-bar - Polishing

Local View

Status-bar

Cycles copy-on-write

Render Settings Unification

OpenGL Performance

Campbell

Tool bar + UL

Pophover

Commands / Tools

Few commands - Tag Options

Tool: Manipulator

Tool bar: Polishing
Face Map

Clément Dalai

Headless OpenGL Rendering

Visibility Design + Code

Collection Override

Viewlayer override

Remove OpenSubdiv from modifier

OpenSubdiv for Viewport/Render

OpenGL Performance

Jeroen Joshua

Sillhouette "Overlay"

Animation Operators

Animation Operators

Grease Pencil Merge

Bone Select "Overlay” Remaining Operators (CoW.

Pose
Object
Edit Mesh

Remaining Operators (CoW

Workbench - Scene Lighting

Animation Tools

Workbench - Presets

Bone Editing

Weight Painting

Bone Editing
Weight Painting

Sergey Sybren

Modifier Stack
Ul Keyframe

Particle Edit / Combing Armature

Particles
Mesh Deform

Subsurf
Collection Override

Remaining Operators (Cow)
Cache Workflow (Performance)
Remaining Modifiers (Cow)

- Fixing bugs for Spring Team - Fixing bugs for Spring Team - Fixing bugs for Spring Team

Cache Workflow (Performance)

Fracture Modifier

Realtime Motion Path *

Playback and Tools Performance

William

Collection Ul / Pipeline
Collection Override

Viewlayer override

Pose
Object
Edit Mesh

Status-bar

Bone Select “Overlay®

Asset Manager Editor

- Fixing bugs for Spring Team

Defaults (Workspaces,

Face Map

Workflow Polishing

Workflow Polishing
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— colleckions are datablocks
— Jrevps vz gene (ceplaed by cleckions) e Collections are datablocks
~ 80% good plyu: e Groups are gone (replaced by collections)
L >hu~ {(4 celleckion, bisk in sone cases e 80% good plan:
L sh;ri:ﬁ;::;ia::h&””) o Show flat collection list in some cases (linking, instancing)
~ 100% g ced plos : o  Show collection tree whenever possible
e 100% good plan:
o Always show collection tree (view layer, or non-parented
root-collections)
<l eckions e Scene can create or link collections
S S e View layers can only disable collections
e Name "clash" tree display: 80% (100% - bread crumbs)
o Link/append
o Property collection tab
o Collection "picker" (local view layer objects, all objects)
o  Outliner
o Viewport
e Name "clash" solution
o Ul name vs ID name
o |ID name = name + 1 + counter separator
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