Making an Atomic Bomb with Blender 3D

The sky was made with
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! http://lwww.planetside.co.uk/terragen/



Introduction

English is not my mother tongue... there are mantakés and I'm sorry for that...=)
After many tests, | found that the particle systeas inadequate to create an atomic bomb.
So | decided to find another way to do this. fti$ie displacement mappitfy

Blender has a modifier called “displace”. It wik lvery useful for this explosion.

The tutorial is separate in 4 chapters.
The Shockwave cloud

The Cylinder

The FireBall

Fire Material

The Halo Spot

agrwnhE

The first three chapters have two “Steps”:
Step 1 is: How to model the “raw” mesh object (eTtne FireBall);
Step 2 is: How to animate the displacement textaneisthe mesh object

Raw Mesh Objects (not displaced):

Mesh Objects Displaced:

2 http://www.blender.org/development/release-logsider-232/displacement-mapping/



RenderLayers

1. The Mushroom (Shockwave cloud + Cylinder + FireBall
2. The halo spot (for the glow effect)

Fireball Halo spots
/ .|.ErnptieS
Cylinder
/ +Empties 7
——— ShockWave cloud | \

+Empties

Layers

Lightning Background
+Floor
+Camera

Textures used for the displacement mapping:

“Displ 1”

“Displ 2"

“Displ 3”



Chapter 1. « The ShockWave cloud »
Step 1

Add a Plane (the floor) and a « Torus » object.
Subdivide it 2-3 times

The mesh should be like that (approximately):



Step 2

Add IPO Key on this object (scale). A first ondla¢ frame 400 (don’t change the object’s
size), and a second at the frame 100 (where tleebdisjze is 0.0).

Then go to the IPO curve editor and edit the cuf\ey should look like that:

Press alt-A to see if the animation of te sizésstou.

Now, we will add three empties. We vill use thebgots to coordinate the movements, the
position and the size of the displaceinent textures.

Add an Empty (all Empty you will ag@d should be lretcenter of the Shockwave)
Rename itto: 1
Assign it the IPO curve used for the Shockwavedb
Make this IPO “Single User”

note:
This empty should grow slower than the Shockwaugl¢lso you have to modify
the IPO curve of the empty.

Add an Empty
Rename it to: 2

Add an Empty
Rename it to: 3



Add displace modifiers to The ShockWave Mesh (anlolShirf)

le
| )

Name of the texture used
(See page 3)

Name of the object to get
texture coordinate from
(Empty renamed to “1”
added i1 the previou: page)



Chapter 2: « The Cylinder »

(No idea about how to call that thing..."")

Step 1

Add a circle with 8 vertices. Extrude 5-6 times
Press Cntrl-N to recalculate the normals outside.
Add a subsurf modifier, set to level 2. Apply it.

Increase the size of the base with a “proportidel#dff >” (press O)

® http://wiki.blender.org/index.php/Manual/Proporta_Edit



Step 2

Add IPO Key on this object (scale). A first ondlad frame 400 (don’t change the size of the
object), and a second at the frame 100 (wherelifex size Z is 0.0).

Then go to the IPO curve editor and edit the cuf\ey should look like that:

The object grew vertically (on the Z global axt®)t also slightly in diameter
Same process as the shockwave, but give the endgffieent names:

Add an Empty
Rename itto: 1.1
Assign it the IPO curve used for the Cylinder abje
Make this IPO “Single User”
Note:
The empty object should grow vertically slowemtliae Cylinder, so you have to change the
IPO curve of the empty.



Add an Empty
Renameitto: 2.1

Add a new IPO curve
Note:
This empty should “climb” 2 times faster than tinder’s top (add a key for the location and
change the Z coord.). The size does not changesalmo

Add an Empty
Rename it to: 3.1
Use the IPO of the empty 2.1
Make “Single User”
Change the Loc Z curve: this empty must clim®-tines slower than the empty 2.1.

Empty 2.1
Empty 3.1

Frame 100 Frame 120 Frame 140 Frame 160 Frame 180



Add displace modifiers to The Cylinder Mesh (andSurf)




Chapter 3 : « The FireBall »
Step 1

Add an UVsphere. Flatten it a little bit (I use@ throportional editing). That’s all...

Step 2
Add an IPO curve
(note: the FireBall must climb at the speed ofehgpty 3.1 or at the speed of the cylinder’'s
top)
Put the object to its final position at frame 48dd a Loc and a Scale key
Go to frame 100 and set the size to 0.0, and tieed to the ground level. Then add a
new IPO key.

Add an Empty
Rename it to: 4.2
Add IPO curve
This object should go down. Its size grows slightl



Add an Empty
Rename it to: 2.2
Use the same IPO curve that the Empty 4.2
Make it single user because you have to decrbasgize a little bit (10-20%).

Add an Empty
Rename it to: 3.2
Use the IPO Curve of the empty 2.2

Empties 4.2, 2.2, 3.2 (same location, they all go
down a{ the same speed)

Frame 100 Frame 120 Frame 140 Frame 160 Frame 180



Add displace modifiers to the FireBall Mesh (+ Suldp

Okay, we have our atomic bomb...
The cylinder and the FireBall should have a malt@riach gives a fire effect:



Chapter 4: Fire material
The Material

The texture

Add a Lamp (rename to FireBallL) and parent ithe EFireBall Object.

\

The Lamp is in the center of the FireBall

The settings for the lamp are:

Assign the texture “Fire” to the material “FireBall' he texture takes its coordinates from the

lamp’s coordinates.
Activate the “Emit” %\



Chapter 5: The Halo Spots

First, put the 3d cursor on the shockwave clou@alshift-S, cursor- >se|ect|on) Now add a
spot. It must be directed towards the camera, daad

Here are the settings for the spot lamp.

The spot size has an IPO curve to modify the sizeeohalo during the explosion

* http://www.blender.org/documentation/htmll/x7484nh



Conclusion

Thank you for following this tutorial. | hope it lps you. If you make a video of your a-bomb,
please let me know.
If you have any problem or suggestions please H-mei

Check my web sitexttp://www.fweibel.com
A .Blend file is available

My Youtube channehttp://www.youtube.com/faweil




