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A______________________
Actors, physics    21-1
Add-ons    1-3
Animation, armatures    16-3
Animation, data blocks    9-7
Animation, in game    21-9
Animation, v iewing   9-3
Append    1-4; 1-5
Armature    12-4; 16-1
Array    12-1
Audio, v ideo editing    23-4
Auto Smooth    3-14

B______________________
Background Image (v iew)    3-16
Background Images (world)    5-3
Bolts    20-5
Boolean    3-18; 12-2
Build, modifier    12-2

C______________________
Camera, settings    6-1
Child-Parent Objects    14-1
Children, particles    13-3
Cloth, physics    12-6; 18-2
Collision, physics    12-6; 13-6
Constraints    15-1
Copy, constraint    16-5
Copy, duplicate    3-12
Cursor, 3D    1-1; 3-2
Curves    15-4

D______________________
Decimate, modifier    12-3
Deleting    3-15
Depth-of-Field    19-3
Diffuse    4-2
Displacement Mapping    4-12
Dope Sheet    9-3; 9-4; 17-3
Duplicate, copy    3-12
Dynamic, actor    21-3

E______________________
Edit Mode    3-1; 3-5
Emission, particles    13-2
Explode, modifier    12-6; 13-5
Export    1-6
Extrude    3-6
Extrude, curves    15-5

F_______________________
Faces, adding    3-15; 3-17
Falloff (proportional Editing)    3-9
Field Weights, physics    13-3
Fluid, physics    12-6;18-4
Fog (mist)    5-1

G_______________________
Gears, command    20-3; 20-5
GLSL Shading    22-3
Graph Editor    9-3; 9-6
Gravity    13-8; 21-2

H_______________________
Hair, particles    13-7
Halo, material     4-3
Hook, modifier    12-5

I_______________________
Images, textures    4-10
Import    1-6
Interpolation (animation)    9-5
Inverse Kinematics    16-5

J_______________________
Joining    3-15

K_______________________
Key framing    9-1
Key framing, auto    9-2
Kinematics    16-5
Knife Tool    3-8

L_______________________
Lamps (lights)    6-2
Lighting, indirect    6-4
Lights (lamps)    6-2
Locking, constraint    15-2
Logic Blocks    21-6

M_______________________
Manipulator Widgets    2-2; 3-3
Materials    4-1
Meshes, basic    3-1
Meta Shapes    11-2
Mirror, animation curve    9-6
Mirror, material    8-2
Mirror, modifier    12-3



M (cont.)________________
Mist (fog)    5-1
Modes, drawing    2-2
Modifiers    12-1
Movie, sav ing    7-3
Multiple Selection    1-2

N_______________________
Nodes    19-1
Normal Mapping    4-9; 4-14
Numeric Input (transform)    3-3
NURBS, lofting    11-1

O_______________________
Object Mode    3-1
Origin (pivot point)    2-2; 3-7; 14-2

P_______________________
Packing Data    1-5
Parent-Child Objects    14-1
Particle Mode    13-11
Particles, physics    12-6; 13-1
Paths    15-4
Physics Engine    21-1
Pivot Points (origin)    2-2; 3-7; 14-2
Pose Mode    16-2
Primitive Meshes   3-2
Proportional Editing    3-8; 17-2

R_______________________
Ray Tracing    8-1
Record Physics    21-5
Rendering    7-1
Revolve, shapes    20-4
Rigid Body, actor    21-3
Rotation, constraint    16-5

S_______________________
Saving    1-4
Scale, time    21-5
Scene, settings    7-2
Scolling    2-2
Screw, command    20-1
Screw, modifier    12-3
Select, box    3-5
Select, circle    3-5; 3-10
Separating    3-15
Sequence Editor    23-1

S (cont.)________________
Shading    2-2; 3-5
Shadows    6-3; 8-1
Shadows, GLSL    22-4
Shape Keys    17-1
Shrinkwrap, modifier    12-5
Smoke, physics    12-6; 18-6
Smooth, modifier    12-5
Snap 3-2; 14-2
Soft Body, physics    12-6; 18-1
Specular    4-2
Stars (world)    5-2
Strand, materials    13-9
Subdiv ision Surface, modifier   12-4

T_______________________
Text, 3D    10-1
Text, curves    10-2
Texture Generators    4-8
Texture Mapping    4-11
Texture Unwrapping    22-1
Textures    4-7
Time Mapping    21-5
Tool Shelf    2-2; 3-7
Track-To, constraint    3-11; 15-1
Transform Widgets    2-2; 3-3
Transparency    4-2; 4-3; 8-2

U_______________________
User Preferences    1-3
UV Texture Mapping    22-1

V_______________________
Vertex Groups    13-9; 18-1
Vertex Groups, bone    16-4
Video Editing    23-1
Viewing Style    3-5
Views, typical    2-4

W_______________________
Wave, modifier    12-5
Weight Paint    13-10
World Settings    5-1; 22-4
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