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Animate Blood Cells in Blender
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Blender Screenshot

. After getting familiar with the Ul, left click near (-1.5,0,0) Shortcuts Used: explan:tlc:.n t(::h

. If your 3D cursor is not quite at (-1.5,0,0) use Shift + S, "Cursor to Grid" i O
. : : . ‘ steps taken

. If left clicking and snapping are unrealiable, press "N" to toggle the

properties window within 3D view. Find the 3D cursor options and

manually input coordinates.

Steps. The orange text is an alternative step. Keyboard Shortcuts
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1. Create a cylinder with the above settings
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1. Shift RMB select all of the top and bottom faces.
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1. Hit "E" to extrude and then hit "S" to scale.
2. Either left click to complete the scale and type in the above values or

typein .5,.5,1 while still scaling.
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1. Alt + RMB select the top edge loop and then shift + Alt + RMB the

bottom edge loop. These edges will be beveled
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1. Hit Ctrl + "B" to bevel. Use the above settings.
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1. Select the triangles on top and bottom then hit "E" to extrude and "S" to

scale them inward. Use settings above.
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1. Repeat the last step 2 more times to get the red blood cell shape. . .
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Notice that the faces still look faceted. Hit "smooth" under

Tools>Shading>Smooth.
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1. Create>Mesh>lco Sphere.
2. Note: Make sure that the 3D cursor is at the center (0,0,0). If not, use Shift
+ "S" to open the snapping menu and select "Cursor to Center" before

adding Ico Sphere
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1. Modifers>Add Modifier>Subdivision Surface
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1. Material>New Material

2. Set the "Emit" value to around .2. Emission will make the cell more visible
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1. Texture>Clouds
Settings:
Color>Contrast =2
Mapping>Coordinates = generated
play with other settings

2. Switch shading mode to "Rendered"
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1. Click checkbox for "Displace"

optional: select checkbox for emit and translucency
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1. Cloud Settings: Shortcuts Used:

Colors = uncheck "clamp"
Clouds>Noise = "hard"

Influence>Blend = check "negative"
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1. Repeat last 3 steps to create red blood cell shader Shortcuts Used:
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1. Create NURBS circle with radius 6 and rotation of y=90.
Note: be sure to select "Curve Circle" and not "Mesh Circle"

2. IMPORTANT: click object> apply> scale and rotation.
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1. Hit Tab to go into edit mode for path

2. Hit "N" to toggle on the properties tab.

3. Under Control point set the control points X position from 1-5:
0,16,32,48,64
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1. Hit TAB to toggle back into object mode of Path

2. Select BezierCircle as bevel path as shown above
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1. Hit spacebar and type convert or use Alt + C to Convert "Mesh from Curve"

2. A mesh is needed for collision to work
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1. Create Mesh>Circle with 6 radius and rotation of y=90 with a triangular
fan fill type

2. click object>apply>rotation & scale
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1. In properties editor click "New" under particle system tab - .
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1. Set emission rate to 200, lifespan to 180
2. Set gravity to 0, mass to .5, and 8 for X under force field settings

3. Press play to test. Hit "z" to toggle into wireframe viewport shading
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Shift RMB select both cells and group them (Ctrl+G) Shortcuts Used:

Ctrl + G.... ...group
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1. Select the emitter circle again and under particles options, set Render to Shortcuts Used:
"Group". Click in the field box of "Dupli Group" and select the grouped

cells
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1. Change the count to have a realistic distribution of red and white cells. Shortcuts Used:

You must check the "Use Count" box to set the ratio of red and white. )3 T1 S P— snap
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1. Make the above changes to "Rotation" under Particle system. Notice the Shortcuts Used:
change. Select the "Dynamic" checkbox and up the angular velocity to

give the cells dynamic rotation.
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1. Hit Add>Force Field>Turbulence. Set the strength to 32. Shortcuts Used:
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1. Select the gray tube and under physics tab select collision.
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1. Notice collision Shortcuts Used:
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1. Create a plane with the above settings. This will be the kill plane
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1. Select checkbox for "Wire" under display and deselect the camera so the

plane does not render
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1. Under physics tab of plane, enable collision and select checkbox for "kill

particles"
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1. Move camera to above settings and change rotation - .
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1. Move and make changes to the lamp
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1. Duplicate the gray tube, the duplicate will be rendered and the original

will serve only as a collision object
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1. Extrude the faces and set scale as shown above
2. HitTab to go back into object mode and under the physics tab turn off

collision on the new tube.
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1. Create an interesting material with a voronoi texture as the displacement

and/or color
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