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Acknowledgement
of country

We acknowledge Aboriginal and Torres Strait
Islander peoples and their continuing connection
to land and as custodians of stories for millennia.

We respectfully acknowledge the land on which
we all meet today, and pay our respects to elders
past, present and emerging.
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What do you want to
use Blender for?

Blender can do me many things; this session will just give an
overview of the program and simple 3D modeling and capture.



Blender is the free and open-source 3D creation
suite, which supports the entirety of the 3D pipeline.

simulation

video
editing



. Blender cheat sheet for beginners
. blender Common shortcuts, actions and some fast annotations for novices

For Blender 4 1.5 - 13 mar 2024 by nachazo  github.com/nachazo/blender-cheat-sheet
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Shortcuts and actions
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Blender Workspace

* Openthe Blender app
on your computer

e Choose'General'as a
new file

* The defaultfile has a
cube, camera and a
light in the scene

* We'll spend some time
going over the different
workspaces and modes
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Making a vase

1. Fixviewtothe Y axis and add a cube if you
don't have one in your scene
(Add>Mesh>Cube)

2. Gointo edit mode andright click, choose
'merge vertices', at centre

3. Click E then Xto extrude your first point along
the X axis

4. Using E and click your left mouse button,
extrude points until you create a basic vase
shape
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THANKS FOR ATTENDING

Please complete our survey that will be sent out via
Eventbrite.

Tag us on socials @statelibrarygld

Contact us on appliedcreativity@slqg.qgld.gov.au
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