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With this book you'll be able to explore and master al that the Cycles rendering
engineis capable of. From the basics right through to refining, thisis a must-read
if you're serious about the realism of your materials and textures.

Overview

- Create naturalistic materials and textures - such as rock, snow, ice and fire -
using Cycles

- Learn Cycle' s node-based materia system

- Get to grips with the powerful Cycles rendering engine

In Detail

Cyclesis Blender’s new, powerful rendering engine. Using practical examples,
this book will show you how to create avast array of realistic and stunning
materials and texture effects using the Cycles rendering engine.

Blender 2.6 Cycles: Materials and Textures Cookbook is a practical journey into
the new and exciting Cycles rendering engine for Blender. In this book you will
learn how to create avast array of materials and textures in Cycles, including
glass, ice, snow, rock, metal and water. If you want to take your 3D models to the
next level, but don’'t know how, then this cookbook is for you!

In this practical cookbook, you will learn how to create stunning materials and
texturesto really bring your 3D modelsto life! Diving deep into Cycles you will
learn Cycl€e s node-based material system, how to set-up a 3D scene for
rendering, how to create a natural and man-made materials as well as the correct
organization and re-use of Cycles materials to save you time and effort.

To ensure that your creations look stunning you will learn how illumination
works in Cycles, improve the quality of the final render and to avoid the presence
of noise and fireflies. Each chapter of Blender 2.6 Cycles: Materials and Textures
Cookbook builds on the complexity of the last so that by the end of this book you
will know how to create an impressive library of realistic-looking materials and
textures.
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What you will learn from this book

- Create a basic Cycles material mixing the closure components

- Connect nodes of different kinds to build more advanced materials

- Add node-based textures to the shaders

- Create simple and complex materials such as glass, stone, fire and ice

- Switch shader components without affecting a possibly complex network of
links

- Parent and rename the nodes to better organize the “Node Editor” window

- Build material interfaces for general usein complex materials by grouping the
shaders inside groups

- Set-up light-sources and the “World” Global Illumination

Approach

Written in afriendly, practical style this Cookbook deep-divesinto awide-array
of technigques used to create realistic materials and textures.

Who thisbook iswritten for

This book is perfect for you if you have used Blender before but are new to the
impressive Cycles renderer. Y ou should have some knowledge of the Blender
interface, though thisis not a strict requirement. If you want to create realistic,
stunning materials and textures using Cycles, then this book is for you!
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With this book you'll be able to explore and master all that the Cycles rendering engine is capable of. From
the basics right through to refining, thisis amust-read if you're serious about the realism of your materials
and textures.
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- Create naturalistic materials and textures - such asrock, snow, ice and fire - using Cycles
- Learn Cycl€' s node-based material system
- Get to grips with the powerful Cycles rendering engine

In Detalil

Cyclesis Blender’'s new, powerful rendering engine. Using practical examples, this book will show you how
to create avast array of realistic and stunning materials and texture effects using the Cycles rendering
engine.

Blender 2.6 Cycles: Materials and Textures Cookbook is a practical journey into the new and exciting Cycles
rendering engine for Blender. In this book you will learn how to create avast array of materials and textures
in Cycles, including glass, ice, snow, rock, metal and water. If you want to take your 3D models to the next
level, but don’t know how, then this cookbook is for you!

In this practical cookbook, you will learn how to create stunning materials and textures to really bring your
3D modelsto life! Diving deep into Cycles you will learn Cycl€e' s node-based material system, how to set-up
a 3D scene for rendering, how to create a natural and man-made materials as well as the correct organization
and re-use of Cycles materialsto save you time and effort.

To ensure that your creations look stunning you will learn how illumination worksin Cycles, improve the
quality of the final render and to avoid the presence of noise and fireflies. Each chapter of Blender 2.6
Cycles: Materials and Textures Cookbook builds on the complexity of the last so that by the end of this book
you will know how to create an impressive library of realistic-looking materials and textures.

What you will learn from this book

- Create a basic Cycles material mixing the closure components

- Connect nodes of different kinds to build more advanced materials

- Add node-based textures to the shaders

- Create simple and complex materials such as glass, stone, fireand ice

- Switch shader components without affecting a possibly complex network of links

- Parent and rename the nodes to better organize the “Node Editor” window

- Build material interfaces for general usein complex materials by grouping the shaders inside groups
- Set-up light-sources and the “World” Global 1llumination

Approach



Written in afriendly, practical style this Cookbook deep-divesinto awide-array of techniques used to create
realistic materials and textures.

Who thisbook iswritten for

This book is perfect for you if you have used Blender before but are new to the impressive Cycles renderer.
Y ou should have some knowledge of the Blender interface, though thisis not a strict requirement. If you
want to create realistic, stunning materials and textures using Cycles, then this book is for youl!
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Editorial Review
About the Author
Enrico Valenza

Enrico Valenza, also known on the Web as"EnV", isan Italian freelance illustrator, mainly collaborating
with publishers, such as Mondadori Ragazzi and Giunti, as a cover artist for sci-fi and fantasy books.

He graduated at Liceo Artistico Statale in Verona (Italy) and later was a student of illustrator and painter
Giorgio Scarato.

When he started to work, computers weren't that popular among the masses, and he spent the first 15 years of
his career doing illustrations with traditional media, usually on cardboards. Particularly, he specialized in the
use of the air-graph, atechnique particularly esteemed for advertising work.

But this was only until the moment Jurassic Park came to the theaters: he then decided to buy a computer and
try his hand at this"computer graphic" thing everyone was talking about. Totally self-taught in the many
aspects of CG, it was his encounter with the open source philosophy that actually opened a brand new world
of possibilities—in particular, Blender.

In 2005, he won the Suzanne Awards for "Best animation, original idea, and story" with the animation New
Penguoen 2.38.

In 2006, he joined the Orange Team for the last two weeks of production in Amsterdam, to help in finalizing
the shots of the first open source CG-animated short movie produced by the Blender Foundation, named
Elephants Dream.

From 2007 to 2008, he was a Lead Artist in the Peach Project Team for the production of Big Buck Bunny,
the Blender Foundation's second open movie.

From 2010 to 2011, he was an Art Director at CINECA (Bologna, Italy) for the Museo della Citta di Bologna
project, that is, the production of a stereoscopic CG-animated documentary made in Blender and explaining
Bologna's history.

Being also a Blender Certified Trainer, he collaborates as a CG artist with Italian production studios that
have decided to switch their pipeline to the open source.

He uses Blender ailmost on a daily basis for hisillustration jobs, rarely to have the illustration rendered
straight by the 3D package, more often as a starting point for painting over with other open source
applications such as The Gimp or, more recently, MyPaint.

He has presented several presentations and workshops about Blender and its use in productions.

Users Review

From reader reviews:



Drew Poland:

Here thing why this particular Blender 2.6 Cycles:Materials and Textures Cookbook are different and
reliable to be yours. First of all studying abook is good but it depends in the content of the usb portswhichis
the content is as yummy as food or not. Blender 2.6 Cycles:Materials and Textures Cookbook giving you
information deeper since different ways, you can find any reserve out there but there is no e-book that similar
with Blender 2.6 Cycles:Materials and Textures Cookbook. It gives you thrill reading journey, its open up
your own personal eyes about the thing this happened in the world which is possibly can be happened around
you. You can bring everywhere like in playground, café, or even in your approach home by train. If you are
having difficulties in bringing the paper book maybe the form of Blender 2.6 Cycles:Materials and Textures
Cookbook in e-book can be your substitute.

Katherin Buerger:

Within this erawhich is the greater person or who has ability to do something more are more special than
other. Do you want to become one among it? It isjust simple solution to have that. What you should do is
just spending your time not much but quite enough to experience alook at some books. Among the booksin
the top listing in your reading list is usually Blender 2.6 Cycles:Materials and Textures Cookbook. This book
that is certainly qualified as The Hungry Mountains can get you closer in growing to be precious person. By
looking up and review this e-book you can get many advantages.

Louise Villanueva:

You will get this Blender 2.6 Cycles:Materials and Textures Cookbook by look at the bookstore or Mall. Just
simply viewing or reviewing it could to be your solve problem if you get difficulties for your knowledge.
Kinds of this e-book are various. Not only by simply written or printed but additionally can you enjoy this
book by simply e-book. In the modern eralike now, you just looking by your mobile phone and searching
what your problem. Right now, choose your current ways to get more information about your book. It is
most important to arrange you to ultimately make your knowledge are still change. Let's try to choose right
ways for you.

Roxie Jenkins:

A lot of people said that they feel uninterested when they reading a e-book. They are directly felt thiswhen
they get a half portions of the book. Y ou can choose often the book Blender 2.6 Cycles:Materials and
Textures Cookbook to make your own personal reading isinteresting. Y our own personal skill of reading
proficiency is developing when you similar to reading. Try to choose very simple book to make you enjoy to
read it and mingle the feeling about book and reading especially. It isto beinitia opinion for you to liketo
available abook and learn it. Beside that the e-book Blender 2.6 Cycles:Materials and Textures Cookbook
can to be anewly purchased friend when you're experience alone and confuse in what must you're doing of
thetime.
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