3D Modeling with Blender:

02. Blender Friend
Overview
This lesson introduces more tools for generating 3D models in Blender, with the goal of
producing a “Blender Friend,” a generally humanoid figure produced from the default cube.

Concepts Covered
●
●
●
●
●

“Edit Mode” vs “Object Mode”
Vertex, edge, and face
Subdividing a model
“Extrude” and “Loop Cut” tools
Introduction to modifiers

Preparation
●

Run Blender. You do not need to load any special .blend file (so start with the default
cube).

Part One: Edit Mode
In the previous lesson, we worked with a few kinds of basic meshes: cubes, spheres, cylinders,
cones, and so forth. We can make some fun and interesting creations by simply combining
these basic shapes, but if we want to make anything especially complex, we need to take
control of the parts that make up these meshes. That’s where Edit Mode comes in.

What is Edit Mode?
So far, we have always been in Object Mode. While in this mode, you can select and transform
entire objects all at once. In Edit Mode, you are focusing on one particular object, and you’re
able to select and transform the vertices, edges, and faces that make up the object. By being
able to edit these parts, you can create brand new shapes.
With the cube selected, press Tab on your keyboard to
go into Edit Mode. (You can also use the dropdown menu
at the bottomleft of the 3D View.) You’ll notice that the look
of the cube changes a bit.
All mesh objects are made of vertices, points in 3D space.
These vertices are connected to make edges and faces.
The cube, for example, has 8 vertices (the eight corners of
the cube), 12 edges, and 6 faces.

Try rightclicking on one of the corners. You can see that you’re able to select an individual
vertex. You can grab and move this vertex the same way you would move an object, by clicking
and dragging on the X/Y/Z arrows. Try moving the vertex and seeing how the mesh changes
shape.
Before continuing, undo your movement actions so that the cube returns to its original
shape.

Selecting
Presently, you can only select vertices. If you wanted to select an edge or face, you could do so
in two ways:
1. You could select all the vertices that make up the edge or face.
2. You can switch your selection mode to “Edge Select” or “Face Select”.
To switch your selection mode, look for the set of three buttons at the bottom of the
3D View (shown right). Each button has a grey box with some orange part.
Presently, you are in “Vertex Select” mode, the left button. The middle one with the
orange line is “Edge Select,” and the right one with the orange face is “Face Select.”
Try switching to “Edge Select” and “Face Select”. Practice selecting edges and faces.
Also, practice selecting multiple vertices, edges, and faces at once (by holding Shift
when you rightclick).

Part Two: Basic Blender Friend
For the rest of the lesson, we’ll be working on making what
we call “The Blender Friend”. Starting with the cube, we’ll
bring out and reshape the mesh to end up with a claylike
humanoid figure, as seen to the right.
Begin with the basic cube in Edit Mode. If you made a lot
of edits to the cube’s mesh when practicing the selection
modes, you can simply create a new file in Blender by going
to File > New and clicking “Reload Startup File.”

1. Select the entire cube by pressing “a” on your keyboard. Then, click on the
“Subdivide” button on the left panel.

2. Change the “Number of Cuts” to 2.

3. Make sure you are in face selection mode.

4. Press Control + R and move your mouse until the purple line appears as shown, down the
middle (vertically) of the cube.

5. Leftclick and then immediately rightclick (by rightclicking immediately, it splits the cube
exactly down the middle).

6. Rotate the view until you are looking at the cube edgeon as shown. Press “z” to turn on
wireframe view.

7. Switch to vertex selection mode and press “a” to deselect everything.

8. Press “b” to bring up box selection and drag a box over the left side of the box, as shown.

9. Press “Del” (NOT “Backspace”) or “x” and click on “Vertices.”

10. Press “z” again and rotate around to take a look. The left half of the cube should be missing.

11. Switch to face selection mode and select just the face in the middle of the side of the cube.

12. Press “e” to extrude the face out a little ways. Leftclick to confirm when the arm is long
enough.

13. Click on the wrench on the right bottom panel. Click “Add Modifier” and click on “Mirror.”

14. Match The Axes
Check the box titled “X” or “Y” to match the axis you are working on. Remember: the
X axis is Red & Y axis is Green. When you chose to cut the cube in half, you might
have chosen either one to cut along. Look at which axis is running from arm to arm
and check that box. Examples for both (X and Y) are shown below. Then check the box titled
“Clipping.”

15. Click on “Add Modifier” and select “Subdivision Surface.”

16. Change the number of subdivisions to “View: 3.”

17. Select the shown face on the bottom of the cube and extrude out a leg.

18. Select the center face on the top side of the block and extrude slightly to begin the neck.

Keep The Clipping Box Checked and Only One Axis Checked
Unchecking the box titled “clipping” during this process may lead to extruding
a neck split into two parts. If you are experiencing odd extrusion activity, experiment
with checking only one axis box; whether that be just the xaxis, yaxis, or the zaxis.

Troubleshooting the Blender Friend
If for some reason your neck seems to be extruding as two necks or your Blender
Friend is not complete and you have checked the ‘Clipping’ box and experimented
with each axis checked, your Blender Friend may have shifted on the axis during the
editing process. To fix this problem, you really just need to start over again with a
perfectly centered box. Go to File > New and click “Reload Startup File.” When starting the new
boxman, make sure to avoid moving the box in any direction.
19. While the same face is still selected, extrude again, this time just a tiny little bit.

20. Scale (S) this upper face to create the bottom part of the head.

21. Extrude once more to create the complete head.

Part Three: Fine‐Tuning the Blender Friend
At this point, all of the basic structures and features of the Blender Friend are complete; it has a
head, two arms, and two legs.
However, it still has a generally boxy shape. From here, you have complete freedom to develop
the model as you like.
Here are the tools we’ve covered so far:
●

Enter “Vertex Select” mode, and move vertices around onebyone.

●

Use Loop Cut (Ctrl+R) to add extra lines and vertices to your model, and then move
them around to provide extra detail.

●

Use Extrude (E) to add more features that “pop” out of your model, eg; wings.

If you need some inspiration on where to go next, consider these examples made by
MakersFactory instructors:

It might seem like the possibilities for the box are
limited, but keep experimenting and you will find
interesting features. Don’t try too hard to make your
Blender Friend “realistic;” professionallevel 3D models
are usually made from reference anyway, instead of “freehand” like we’re doing now. (Even
characters from Pixar movies are sometimes sculpted in clay first and then digitized!)

