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Setup

You will need Blender version 2.4x or higher to complete this tutorial. You can
get the Blender 3D Modeling software for FREE from:

http://www.blender.org/

It’s time to create ourselves a pumpkin, experienced users of blender can skip this
section. Let’s start a new project with File / New. At the popup click “Erase All.”

= HElE Add  Timeline  Game  Render  F

With your mouse cursor over the 3D View window, press the “X” key to delete the
default Cube that exists. When the popup question appears click on “Erase
selected Objects”.

Dpen... F1
Open Recent 2

Starting New Project

ed Object(s)

Deleting Default Cube
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Add Primitive

Let’s add a new Cylinder object by clicking Add / Mesh / Cylinder on the menu
bar, or pressing the Spacebar with your mouse cursor over the 3D View window.

Edit Curve Cuhe
Select Surface Circle

Transform keta Uvsphere
Ohject Text lcosphere

Wi Empty Cylinder

Render Group

Camera
Larmp

armature
Lattice

Add Objects Menu

Let’s change some settings for our new Cylinder. Click the left-arrow on the
Vertices bar until it reaches 24. Leave the other settings at the defaults. Click the
OK button.

Cap Ends

Settings for Cylinder New Cylinder

4 of 14
www.WINTERBROSE.com




Basic Shape

Once you have the Cylinder, we need to prepare for editing by clicking the Mode
box along the bottom edge of the 3D View window and selecting Edit Mode or
just by pressing the Tab key.

Mode:
A Weight Paint
% Texture Paint
F vertex Paint
& Sculpt Mode
.". Edit Mode

2 Object Mode

£
Mode Menu

You can zoom in on your Cylinder by rolling the Middle Mouse button with your
mouse cursor over the 3D View window.

Zoomed View of Cylinder Unselect All

For new objects, the default is for the complete object to be selected. After
entering edit mode, you will need to deselect all by pressing the “A” key with your
mouse cursor over the 3D View window.
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We will use Box Select by pressing the “B” key with your mouse cursor over the
3D View window to ensure we select vertices on both the bottom and top of the
cylinder while editing the cylinder from the Top View. Start with the top-most
vertex. The pattern we will use is to select one vertex and then going either
direction skipping two then select one, as shown using the Top View (Numpad 7).
Using Box Select, go around the top of the cylinder selected every third vertex.

\ /
Box Select Box Top View

We need to ensure that the bottom vertices are also selected. You can go to Front
View by pressing “1” on the Numeric Keypad (Numpad-1) or selecting
View/Front from the 3D Viewing Window control bar. When finished, return to
Top View by pressing Numpad-7 or using the menu again with View/Top.

I

Ferspective MUmb a5
Cameras *
Side MumPad 3
Front MumPad 1

v Taop MumPad 7
Camera MumPad 0
ser

O Grease Pencil...

O Background Image...

O Wiews Properties. .

O Render Preview... Shift P
O Transform Orientations...

Side View VIEW Popup Menu
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Once the vertices are selected, we then scale them down a little bit by pressing the
“S” key with your mouse cursor over the 3D View window. You can use the
mouse to adjust it to look something like this.

Scaled Down Vertices

Top View Front View

You can find these coordinates at the bottom left of the 3D View window.

scale ¥: 09059 %: 09059 Z:0.9059

= : v paneis [ Ealt El@

Scaling Factors

For you perfectionists, I actually scaled it down to about 0.9 X, 0.9 Y, 0.9 Z. If
you would rather get more precise scaling than using the mouse cursor, then with
your mouse cursor over the 3D View window press the “S” key followed by the
direction you want to scale and type the exact scaling number (with decimal point)
followed by the Enter/Return key.

ForX:  hit “S”, hit “X”, type “0.9”, hit “ENTER”
For Y. hit “S”, hit “Y”, type “0.9”, hit “ENTER”
ForZ: hit “S”, hit “Z”, type “0.9”, hit “ENTER”
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So far so good, but we need to cut the pumpkin to give it some shape. Go to the
Front View (Numpad 1 or View/Front) so we can further refine our object’s shape.
We will be using “Ctrl-R” to insert some horizontal divisions in our object. We
do not want to make them vertical.

Horizontal Divider Vertical Divider

Hit “Ctrl-R” with your mouse cursor over the 3D View window, move your cursor
over the object until you get the horizontal divider line then click once on the
object. Click again to move the line up to make the top marked divider shown
below. Repeat this again to create the bottom divider. Press “A” to deselect all.

-ﬂu

Y
1 I

4 -
s T
——

You can configure the marks any way you want because pumpkins aren’t always
the same, which makes this very flexible. If you have what I have or something
near it, you are doing very well.
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Rounding Object

Box Select the top portion of the object and Scale it down, then repeat for the
second and bottom portions. Don’t forget to Deselect All in between. You can
Scale any of the marks the way you like it to get something like this or any way
you like, it doesn’t have to be perfect. I made the top part a little smaller scaled
than the bottom, but it really doesn’t matter.

=

Top Portion Second Portion Bottom Portion

For more precision use the following for the top and bottom portions:

TOP PORTION
Use “0.5” for X, Y and Z
SECOND PORTION
Use “0.9” for X, Y and Z
BOTTOM PORTION
Use “0.7” for X, Y and Z

Scaled at Top and Bottom
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One more step until we get a really good looking pumpkin. A pumpkin isn’t flat
on top and bottom so let’s fix that. Go to Top View and Box Select the vertex in
the middle of the pumpkin. We want to use Box Select so that the vertex in the
Bottom Center is also selected.

Middle Vertices Selected

Go to front view and scale it to something a little deep as it will alter when we
smooth it out.

Final Shape

Before we go any further, make sure you have something similar to this.
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Fine Tuning

Go to Object mode and make sure you are in the Editing button window.

Mode:

4 Weight Paint
% Texture Paint
H Vertex Paint

B v Face Select
& Sculpt Mode
4 Edit Mode

ecEo@al [

| ME:CWinder.ant | FILEEEMJE

Make sure the cylinder is selected and click the Add Multires button in the
Multires section, then click the Add Level button three times.

ils G‘%JKEE 1

odifiers
| =[mECinder001 | F|OE:CHlinder | [ _Auto smooth | [Texmesh: | | Add Multires | | &dd madifier | To: Culinder
Verter Groups s Dear 30 | cficpw
Uerter Color | Mew |
hew Dielete blen, Delete — T
=
Panels (@ |=|Q E‘_mﬁ 1
odifiers
| 2] mE:cHinderoot | F[oB:Cuinder | [ Auto smooth | [Texmesh: | | Apply Hulfites | [ #dd mModifier | To: clinder
DS [ Dearsn o] spicky Tiake add Level  [Catmull-Clark =
o Mato - L Terture Dl Lower - Dl Higher
a4 3 L3
[Few [ Golfe | [ New [ Defe vetoecolor [ New | 7 Edes | D
Select | Dieselect Center] Cenfer b Rendering
: -
AS5iI9N [« Fin: 1 |
m [x Render: 4 0|
[ e O —

J

| Apply hulfives |
add Level  [catmull-Clark =
Del Lower | Del Higher
L Lewel: 4 ¥
4 Edges: 1 ¥
Rendering
[+ Pin: 1 ¥|
[+ Render: + x| s
Last Step Final Shape
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Color Shading

To complete it, it needs to be obviously orange. Let’s go to the Shading button
window click Add New in the Links and Pipeline section..

panets (@ [S[@[e[0[@] xlE[*[e] [« 1 ]

el (Fe) Link to Object
(=L_addnen

[ECdinderoni (o6 TEC 0 Wafo +|

@

Let’s change its color. You can choose whatever color you like. Just click the first
shading box in the Material tab, click the horizontal color bar for an orange shade,
and then click on how light or dark you want it in the upper box.

]
[vial Ligh| ucol Pain] TexFace | Shadeless|
| Mo nist | Erwe [ Shad & 1000+

R 0.E00 —

Spe|[GOE00  se—

| i || BoE0n  se—

IRGE R R i —|

B =T = R I

Hex: DCES32

B 0.&00 [_______rol
[0 E——

| B0.800 T |

D Hoooo * fin
5 0000 T

E W Jos00 —— |
H ROE0 — Rrender
Spe Ha

G (0.300
|[_ e |

E 0.500 — Full 0
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Hacriad | Ramps
[+ T¥]

[Val Ligh| wcol Fain| TexFace | Shadeless|
| Mo Hist Ene [+ Shad A 1000+

R 0.&63 —
Spe |[G0.555 s
[ mir |[Boaar s

I Asuovn|[a 1000 s—T

—
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Smoothing

Abra Kadabra! You’ve got yourself a pumpkin.

Final Color

You may see that it’s a little jagged and say to yourself maybe I should add more
Multires to smooth it out. That would not be a good idea for a couple reasons, but
let me break it down. Adding the least amount of multires is best because the more
multires you have, the more vertices and faces you are making which in turn makes
it slower to render and even slower edit, sometimes impossible.

All Vertices Shown
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All you have to do is go to the Editing button window, make sure the object is
selected and click Set Smooth in the Link and Materials section.

Panels |@ = | TCEEI 1

| =] ME:xCHlinderoot | F[OECinder | | Auto Smooth | [Texmesh:

Uerfes: Groups Miterial 00 1 [ Dear30 . siicky C
1 1wat1 * U Temture |:
_// Verfert Calor |:

[ rew | Delete e Dielete
Salect Dese wft Center| Center Me
| Copwiroup |
COBY Drowp . Center Cursor
HSEI}H/
=

St 5mu:u:uf| Set Solid Mo L.Watmal Flip

You are done, well sort of. All you need to do is add the little touches like a stem
at the top and if you are feeling in the mood maybe a leaf to go along with it, but
here is the finished product:

Final Pumpkin

Rendered Pumpkin
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