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In our last lesson you got a quick intro into 
the program and were given time to play 
around with some of the tools, as well as de-
stroy some 3D models I gave you. In this les-
son you will be making your first 3D model. I 
also talk about the level system we will be us-

ing. Level 1 will be creating our school emblem 
in 3D and Level 2 will have a chance to use 
their own. Remember to check the Learning 
Intentions & Outcomes on the next page!

Watch the video lesson below. You 
will find supporting resources on the 
next pages. All of these resources 
will form your lesson for today.
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These videos offer a relaxed look at the program, I will be learning it as I go, just like you!

Movie 1.1 Video Lesson 2

Mr Garcia

Watch this video on YouTube by clicking here.

http://www.youtube.com/watch?v=wlmMaYgabNg
http://www.youtube.com/watch?v=wlmMaYgabNg


Learning Intention & Outcome
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Each lesson will have a set learning Intention and outcome.
What’s that?

Basically there will be a set thing I want you to understand from each lesson and a set outcome 
from you. This could be understanding a new technique, creating a piece of work, coming up with 

something for the next class, etc.
Unless otherwise stated by me, these need to be completed in time set for this lesson. If you do not 

meet the outcome you will need to complete these on your own time before the next class.

For this lesson it is below:

Watch my video before the class. During class time you will create your first 3D 
Model - The College emblem. I will supply you with the image to use (Level 1)

Level 2 - You can choose your own design to model.

Please watch the videos in the extra resources if you can, they will provide more 
insight into what we did today.

You will have 2 classes to complete this lesson. 

You must get the resources for Lesson 3 and watch my video in that lesson 
before we start that lesson.



Supporting Resources
The next few pages will contain extra resources that will compliment what we 
look at in class today, it is important that you look though them all. These 
resources can be detailed explanations of points raised, extra information, links, 
images and video. It will also provide resources to enhance your learning.

Level 1, Level 2?
In my video I 
talked about 
the Level Sys-
tem (sorry 
again about 
that dance 
scene, it was 
sad for all in-

volved). Modelling in 3D can be tough but I 
know some of you will want to really push 
yourselves. As Blender is also a free pro-

gram you can easily work on this at home. 
How the Level System works is I will have 
a set task for the class. This will also be 
the task I will demonstrate in the videos. 
All the steps involved will be demonstrated 
and I will supply you with all the resources 
needed. This is Level 1. With Level 2 you 
will have the chance to go a little further, 
try your own things and be more independ-
ent. If you want to work at home you can 
and bring in the .blend file to class to fin-
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The 3D Model you will be making this lesson.



ish off. I will of course still help you and offer advice to take you to Level 3! (that will 
be up to you)

Please note that everyone will be equal here, you won’t be at a disadvantage for sticking 
with Level 1, not everyone will have the time or motivation to go to the other levels and 
that is fine. It is there so I can help those of you that have a passion for this and want 
to develop your skills. I am also happy to offer extra Side Missions (lunch time classes) 
for those that want to know more.

Some of the Tools used in today’s lesson
Edit Mode:
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http://ian-albert.com/games/super_mario_bros_maps/

Remember, if you want to change any part of an object you need to be in Edit Mode. This will 
then allow you to move the vertices, add more, cut the object and everything else we need to do.

http://ian-albert.com/games/super_mario_bros_maps/
http://ian-albert.com/games/super_mario_bros_maps/


Vertex, Edges and Faces (oh my)

Knife Tool (Shortcut Key - k)
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In Edit Mode you can select from the three different parts of your object. Vertex, Edge and Face. 
Remember, Right Click to select, Left Click to move.

To make a cut, click on the edges you want to make the cut between. When the line turns Red 
press SPACE to make the cut.



Make a Reference Image to help you model your 3D object

Extrude Polygons from your object
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Make sure you are in object mode and then add a new Empty Image. Choose the image you want 
to use and turn the transparency down. Also make sure and make the object X-ray
For those using the PDF of this resource this movie can be viewed on YouTube here:
http://youtu.be/OpGS4AavCLk

Movie 1.3 This movie shows you the steps to creating an Empty Image to use as a refer-
ence image.

Extruding Faces from your object allows you to Build your object structure out of polygons. This is 
the basis of Low-Poly Modelling and the best way to start.
For those using the PDF of this resource this movie can be viewed on YouTube here: 
http://youtu.be/lr7b6HtTYOs

Movie 1.2 Extrude Polygons (shortcut key - e) from your object



Merge, Delete and Dissolve

Loop Cut and Slide

6

You can Merge (weld) Vertex or Edges to make them one. If you Delete a Vertex or Edge it will 
remove the mesh surrounding it. If you Dissolve the Vertex or Edge it will leave the mesh on 
your model.
For those using the PDF of this resource this movie can be viewed on YouTube here: 
http://youtu.be/Fk-LH2I6r00

Movie 1.5 Merge, Delete and Dissolve parts of your object

With Loop Cut and Slide it will make a loop cut around parts of your object. This is handy if you 
want to create new sections of a cube for example. 
For those using the PDF of this resource this movie can be viewed on YouTube here: 
http://youtu.be/j7v4zoqqpfc

Movie 1.4 Loop Cut and Slide



Mirror Modifier

Extra, Recommended, Viewing (Mirror Modifier)
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Modifiers in Blender allow you to add many different Modifications to your object. Modifiers are 
Non-destructive. This means they will not edit your model permanently (unless you want them to).

Here we are using the Mirror Modifier. It is one of the most used. It will make a mirror copy of 
your object on any axis. This way you only need to work on half an object. As you see it shows 
you the mirror effect in realtime. This would be perfect for any models that require symmetry 
to begin with such as a Human.

Once you are happy with it you can Apply the modifier so it is permanent, but, you can keep 
staking modifiers on top of each other without needing to do this.

For those using the PDF of this resource this movie can be viewed on YouTube here: 
http://youtu.be/JRBpPyOafR8

Movie 1.6 Applying a Mirror Modifier

Movie 1.7 Blender 2.6 Tutorial 07 - Mirror Modifier

http://www.youtube.com/watch?v=y7ArlYDNi-A


