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Introduction to 3D modelling with Blender’s
software

https://www.blender.org
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Setting up your Blender:

e No “Auto-perspective”
e /Zoom to Mouse Position
e Spacebar for Search

Middle Mouse Action

Alt Middle Mouse Dirag Action

To make our experience more D
C O m fo rta b le , .i S S t rO n g ly re C O m m e n d e d e e B Oroit Around :l;ll;:til:ll'l
to change these preferences

e Y e
Smiooth View

Rotation Angle

Zoom Method  Dolly

oom Axis  Vertical
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Navigating through your workspace

e Camera controls with mouse
o Panning
o Rotating
e Camera controls with numpad
o Perspective/Orthographic views
o Front/Side/Top views

Top
View

Rotate
Up

View

Rotate
Left

Persp/
Ortho

Rotate
Right

Zoom
In

Front
View

Rotate
Down

Side
View

Camera View
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Frame
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Transform an object’s location, ENTER
rotation or scale in “object mode”.

e OBJECT TRANSFORMATIONS:
S i o Move (shortcut: G)

S e ¥ B
User Perspective
(1) Collection | Cube

o Rotate (shortcut: R)

, o Scale (shortcut: S)
& o LOCKING AXIS

o Using keyboard shortcuts (X, vy, z)
/ o MiddleMouse Button
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[ Object Mode \

B Object Mode

Y Edit Mode

\ ,i," Sculpt Mode
°F Vertex Paint
izt Weight Paint '

W% Texture Paint L

Learn how to edit your object’s shape by
modifying it’s vertices, edges and faces
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Y Edit Mode

VERTICES EDGES FACES

Single dot of Line  connecting Polygon

coordinates two different dots connecting
group of edges
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MOVING

“G”

ROTATING

€ R”

SCALING

“S”










MODIFIERS

2 Mirror
00 Aray TEEE - x

Axis

Fit Type  Fixed Count Bisect

Count Flip
« Relative Offset Mirror Object

Factor X Merge
.
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Clipping

0.001 m

=/] Boolean
Intersect
Operand Type
Object

Solver

Solver Cptions

l@@vx

Union

Object

Cylinder

Fas

Difference
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