Hiding Modifiers

We want to hide the solidify modifier we added to the icing, so that it doesn't cover up our
mesh while we're in edit mode (otherwise, it's quite hard to edit the mesh since we can't

select it).

With solidify turned on in the viewport, edit mode for our icing looks like this:
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With solidify turned off in the viewport, we see this (much better!):



L N donut_04.blend

LA AAYE B RS

7/ 7T
|| .

1] ]

Rl

Snapping Our Icing To The Face Of The Donut

We now want to give our icing some "dribbly bits" that droop down the donut (like real
icing tends to do as it cools). From edit mode, if we grab a vertex on the icing mesh and
simply drag it down (with proportional editing turned on), the rest of the mesh will tend to
end up "inside" the donut, like this:
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You can fix this using the "Snap" tool at the top of the viewport. Make sure you select
"Snap to Face" and "Project Individual Elements", as shown he

donut_04.blend

Edit Rende &5+ Scene

* Edit Mode § View Select Add Mesh Vertex Edge Face UV 1 Giobal « [ SIS @ A - wve-X-- @08
] Julelil k3 xi¥iz
Front Orthographic
(1) icing 1% Vertex
Centimeters. = Edge e
W face
&7 Volume

=" Edge Center

Options +

3 Increment

= Edge Perpendicular

Closest| Center Median Active
=.
W icing > (J Solidify
% Project onto Self i 9 &
LA A B

... s Add Modifier
.”' . ¥ Project Individual Elements
N o =

Move Rotate: Scale Mode  Simple B
Thickness 0.003m
Offset 1.0000
Even Thickne.
& Fill
Only Rim

Normals
Materials
&l
“%%. *%* Dope She : r WEIl T~ Nearest Frame
1

Edge Data
Thickness Clamp

Output Vertex Groups

O su. TEINE- <

Dragging the mesh now keeps the icing snapped to the surface of the donut:
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Note: The option "Project Individual Elements" in the snap tool is actually
what causes all of our selection to snap to the surface of the donut, rather
than just the single vertex we selected.

Adding A Reference Image

It's always a good idea to "work from reference", so go find a donut that you like.

In my case, | am using a freely available image from the Wikimedia Commons. Here's a link
to that image. | reproduce it here as well:


https://commons.wikimedia.org/wiki/File:Dunkin-Donuts-Chocolate-Sprinkled.jpg

We can pull this image into Blender for use as a reference. We can do this by "splitting"
the viewport.

First, place your cursor on the border between two windows in the viewport:
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Then choose "Vertical Split":



L N donut_04.blend

Vertical Split
F I Split

1.000
1.000

Delta Transform

Now, we switch the new window to "Image Editor", and pull in our donut:
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Note: Images pulled into blender in this way do not become part of your
.blend file, so if you move the image, you'll have to re-import it!

Shape The lcing

Now we can start shaping the icing to match our reference image. Before we do this, we
want to apply our "Subsurface" modifier to the icing to increase the level of detail in the
grid. Do this by moving "Subsurface" to the top of the modifiers list and hitting "Control +
A" (or "Command + A" on a Mac) to apply it. In edit mode, the icing mesh should now
appear to have more faces than before:
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Tip: From time to time you might want to hide stuff. You can do this by
selecting an object and hitting "H". "Control + H" will un-hide.



We can now shape the icing by grabbing and dragging. We can also make small "drippy"
bits by selecting one two or more vertices and hitting "E" to extrude:
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You can rotate and scale the extruded sections with the usual "R" and "S".

Here, | do my best to get my donut to match the reference image a bit better (I actually
deleted my icing and started over with a "smaller" icing, created by selecting a smaller
section at the top of my donut, to better match my reference):
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| now have a nice "bumpy" donut that is a rough match to my reference image. Some
parts of the icing don't seem to be properly "shaped" to the surface of the donut, though.
We'll fix that in the next step.

Changing The Shape Of The Donut

You'll notice that a lot of donuts have a section near their middle that is "less cooked"
than the rest of the donut. This part has a lighter color, and usually forms a sort of
“indent" around the center of the donut.

Hitting "1" to go into front view, turning on X-ray mode, and then selecting the middle
portion of the donut mesh and hitting "S" will let you scale the mesh in to create this
effect.

Note: Screenshots below were taken without this modification, so if the donut still
appears "fat around the middle", that's why!

The "Shrink Wrap" Modifier

Once you shrink the center of your donut, you'll notice that the icing no longer hugs the
surface of the donut. We can force the icing to adhere to the donut using the
"Shrinkwrap" modifier.

With the icing selected, go to the modifiers pane and add a "Shrinkwrap" modifier:
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You'll need to click on the little "eye dropper" and select the donut (the object we want to
"shrink wrap" on to):
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Next, change the order of the icing modifiers so "Shrinkwrap" comes first, which will get
rid of this weird "patterning" that appears:
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Tip: Weird display artifacts are usually a sign that you need to change the
order of your modifiers!



