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3D Modeling For Beginners aims to help you become the best 3D modeler you can be. This
book will help you get started with modeling in 3D and you will learn some important concepts
about 3D modeling as well as some of the popular techniques which you can utilize to create
any 3D model. You will learn about creating hard-surfaced objects like vases, tables and chairs.
You will get a thorough overview of the steps needed to approach modeling detailed human
characters. You will also learn about how to approach the creation of epic 3D environments. This
book shares tips and tricks throughout, that will help you become a better 3D modeler and ways
to speed up your workflow.Practicing is one of the best ways to become better at any skill.
Towards the second half of the book, there are a number of exercises covering the creation of a
variety of different 3D objects, of which you are highly encouraged to follow along, to get practice
and ultimately gain confidence in being able to tackle any 3D project with ease.Although this
book is designed for beginners, it is aimed to be a solid teaching resource since it will cover
almost everything about 3D modeling. There are 12 chapters and over 200 pages of helpful
advice, lessons and exercises that are solely aimed at making you a better 3D modeler. This
book avoids any jargon and will explain concepts in an easy-to-understand manner.
Furthermore, this book is written in a personable manner where I share my own experiences as
a 3D modeler.Blender, the open-source 3D software, is utilized for the exercises in this course.
While Blender users may gain a slight advantage from using this book, any person with any 3D
software should be able to follow this book. The tools and techniques described in this book can
be transferred to other 3D software. Thus, the one prerequisite of this book is that you, at the
very least, know the bare basics of navigating your way around your preferred 3D software.By
the end of this book, you will understand the main concepts and techniques of 3D modeling. You
will also gain confidence in being able to tackle your own 3D modeling projects on your
own.More specifically, in this book, you will learn about:- Ways to become a better 3D modeler-
The Essentials of the 3D Viewport- Modeling Tools- Modifiers- 3D Modeling Methods- Hard-
surfaced Modeling- Organic Modeling- Environment Modeling- More Exercises- High-Poly vs.
Low-Poly- Texturing your 3D Model- Showcasing and selling your 3D ModelsSubscribe to the
email list at ThilakanathanStudios.com to receive regular 3D Modeling tutorials for FREE!

"For anyone who works in e-learning, I strongly recommend Letting Go of the Words. It will
transform how you communicate online. After reading it, the bad practices will leap off the page."
--e.learning age, Nov 2014ReviewThe good news is you can write well; the great news is Ginny
Redish can show you how to translate that to the web!About the AuthorJanice (Ginny) Redish
has been helping clients and colleagues communicate clearly for more than 20 years. For the
past ten years, her focus has been helping people create usable and useful web sites.A linguist



by training, Ginny is passionate about understanding how people think, how people read, how
people use web sites - and helping clients write web content that meets web users' needs in the
ways in which they work.Ginny loves to teach and mentor - and to practice what she preaches.
She turns research into practical guidelines that her clients and students can apply immediately
to their web sites.Ginny's earlier books received rave reviews for being easy to read and easy to
use, as well as comprehensive and full of great advice. She is co-author of two classic books on
usability:* A Practical Guide to Usability Testing (with Joseph Dumas)* User and Task Analysis
for Interface Design (with JoAnn Hackos)She is also the author of the section on writing on
www.usability.gov.Ginny's work and leadership in the usability and plain language communities
have earned her numerous awards, including the Rigo Award from the ACM Special Interest
Group on the Design of Communication and the Alfred N. Goldsmith Award from the IEEE
Professional Communication Society.Ginny is a Fellow of the Society for Technical
Communication and a past member of the Board of Directors of both the Society for Technical
Communication and the Usability Professionals' Association.Read more
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3D Modeling For BeginnersLearn everything you need to know about 3D Modeling!Danan
ThilakanathanCopyright © 2016 by Thilakanathan Studios. All Rights Reserved.No part of this
publication may be reproduced, distributed, or transmitted in any form or by any means,
including photocopying, recording, or other electronic or mechanical methods, or by any
information storage and retrieval system without the prior written permission of the publisher,
except in the case of very brief quotations embodied in critical reviews and certain other
noncommercial uses permitted by copyright law.Subscribe to the email list at:Why I Wrote This
BookI wrote this book because I know the pain of learning 3D modeling when starting out and I
wanted to share with you ways to make the process of learning 3D modeling easier. I know there
are a number of great books out there that are helpful, but this may be a bit too expensive for
those who just want to learn the basics and get a deeper understand of what 3D modeling
involves. I wanted to create an educational resource that would be both affordable and helpful
for 3D modelers who are just starting out and give them confidence to be able to tackle any 3D
modeling project given to them.Why You Should Read This BookThis book will help you get
started with modeling in 3D. You will learn some important concepts about 3D modeling as well
as some of the popular techniques used to generate any 3D model. I will share some of the
“secrets” that have helped me become a better 3D modeler and ways to speed up your workflow.
I have written this book in a way that minimizes jargon and is easy-to-understand even if you
have never heard of 3D modeling. I have also written this book in a personable way and share
some of my own experiences. Practicing is one of the best ways to become better at any skill.
Towards the second half of the book, I provide a number of exercises covering the creation of a
variety of different 3D objects, which you can follow-along, to get practice and ultimately gain
confidence in being able to tackle any 3D project with ease.Although this book is designed for
beginners, it is aimed to be a solid teaching resource. I’ll cover almost everything about 3D
modeling. There are 12 chapters and over 200 pages of helpful advice, lessons and exercises
that is solely aimed at making you a better 3D modeler.Table of ContentsWhy I Wrote This
BookWhy You Should Read This BookTable of ContentsChapter 1. IntroductionChapter 2.
Become A Better 3D ModelerChapter 3. The EssentialsChapter 4. Modeling MethodsChapter 5.
Hard Surface ModelingChapter 6. Organic ModelingChapter 7. Environment ModelingChapter 8.
More ExercisesChapter 9. High-Poly vs Low-PolyChapter 10. Texturing Your 3D ModelChapter
11. Showcasing Your 3D ModelsChapter 12. ConclusionAbout The AuthorOther Books By
Danan ThilakanathanChapter 1. IntroductionSo you want to become a 3D modeler? Great
choice! 3D modeling can be really fun and on top of that, there are a bunch of great perks of
being a 3D modeler. But I’ll cover that a little later in the book. Even if you do not wish to be a 3D
modeler, you can make full use of learning 3D modeling skills as a stepping stone leap onto
bigger and perhaps, more ambitious projects like film and game development.This book aims to
teach you the necessary fundamentals to 3D modeling as well as some popular industry



techniques that are used to create nearly every type of 3D model. In other words, we will learn
the techniques to modeling furniture, trees and terrains, mountains, high-detailed characters and
low-poly models to name a few. By learning to create nearly every type of 3D model, you will
gain confidence in tackling any given 3D modeling task with ease. I know the pain of learning 3D
modeling. Especially when starting out. Creating even the simplest of 3D objects can seem like
solving the Rubik’s cube. Unless you’re already good at solving the Rubik’s cube, that is. I truly
hope this book helps you in your path to becoming a successful 3D modeler.Throughout this
book, I will assume you know little to nothing about 3D modeling. Technical jargon will be
reduced to a minimum. And whenever I use them, I aim to provide the simplest explanations
possible. If you are more experienced with 3D modeling, please refrain from throwing this book
away. There are more advanced contents covered in the book which may be of use to you. Since
I’ve assumed you know nothing about 3D modeling, let’s start right from the beginning and learn
what exactly 3D modeling is.What is 3D ModelingJust doing a few Google searches and
checking up on some books, 3D modeling is generally defined as the process of developing a
representation of a real or inanimate object in the three-dimensional world with the aid of 3D
software. The resulting 3D object is defined via location, rotation and scale. A 3D modeler can
manipulate the location, rotation and scale of the 3D object as part of the process of 3D
modeling.To explain it simply, 3D modeling is the process of creating a real-world object (like a
car) or an imaginary object (like a UFO) in a 3D virtual world. The resulting 3D object that you
create looks like, or at the very least, can be visualized, as the real or imaginary object. When I
say visualized, I mean that people will be able to relate your 3D model to the thing that you’re
trying to create even if it doesn’t really 100% like the real thing.For example, if you envision to
create a 3D model with human-esque qualities, you could, in its simplest form, create a box with
eyes and a mouth and be done. That’s just a simple example. You could create a tree with a
cylinder as the trunk and spheres as bunches of leaves. Of course, a real world tree would not
look like this, but we as humans, would be able to relate to it as a tree. We humans are just
intelligent like that.So that being said, there are 2 main types of 3D models: Stylistic and
Photorealistic.Stylistic vs. Photorealistic ModelingStylized modeling is what we just talked about
in the last few paragraphs. A box with eyes or our cylinder-sphere tree. This is when 3D
modelers purposely go out of their way to make 3D objects a lot different to the real world in
order to fulfill some purpose. The purpose may be to appeal in an artistic way, to create a sense
of style, or create some form of emotion. They play on the human’s ability to recognize real-world
objects from abstract images. Just then, I spoke of humans as if they were a different species.
Anyways, here is a render containing examples of stylized 3D models:Figure 1. Stylized
characters from the Blender Foundation short film "Big Buck Bunny"Photorealistic modeling
aims to simulate eye-for-eye a 3D object that looks exactly like the real-world object. This can
serve many purposes. If you want to do 3D modeling for the medical or dental field, or perhaps
even architecture, accurate and photorealistic modeling skills are very much essential. A
hospital wanting you to simulate the human face for some anatomy purpose, would not be too



happy if you threw them a box eyes. If you actually did that, I would refrain from asking them to
be a referee for your next job. Photorealistic modeling is also becoming very popular in
filmmaking and game development. There is just something cool about making video that
appears to be from a video camera but you later have your mind blown when you realize it’s all
CGI. It’s as if the real-world is a boring and mundane place that we have to simulate the exact
same thing using computers and our own skill. Nevertheless, it is undeniably exciting though.
Films like Terminator Genisys, illustrated awesome looking photorealism when they recreated a
younger version of Arnold Schwarzenegger. You’ll have to see the scene for yourself. It looks
exactly like the younger Arnold Schwarzenegger and you would think that is video footage, not
CGI. They even bring back actors who have passed away. There is an advertisement where they
recreate actress Audrey Hepburn and I didn’t believe this was CGI when I saw this. I was so
convinced it was real. My mind was blown when I saw this. This is something you really need to
see for yourself. Of course, lighting and rendering played a major part in those, but showing you
have the ability and skills as well as what it takes to create photorealistic 3D models can become
very handy indeed.Here is an example of a render containing photorealistic 3D models:Figure 2.
Photorealistic render made by myself using BlenderIt’s important that whichever type of 3D
modeling you choose (Stylized or Photo-real), that you stick with that throughout your project. It
is usually quite odd to mix the two styles but don’t take my word for it. Pixar’s The Good Dinosaur
has pulled it off with ease. But there’s still a part of me that can’t help but feel a bit odd when
seeing cartoony dinosaurs set in the backdrop of some stunning, photorealistic landscape
imagery. I also can’t help but feel like it would probably have been awesome to see photorealistic
dinosaurs than the cartoony ones. But that’s just my own opinion anyway.Why Do 3D
ModelingThere has never been a better time to be a 3D modeler in my opinion. With the
advancements in technology and accessibility of advanced 3D modeling software and tools, it
really is a great time to be a 3D modeler. While the process of learning 3D modeling may seem
quite daunting at first, it starts to become really fun once you get the hang of it. So fun, that it
nearly becomes addictive. There were times where I spent days or even late nights just
modeling. I think I even skipped a few weekends and consequently skipped on living life in the
real world. While this is by no means a reason to do 3D modeling, and of course I highly
encourage you to live and enjoy your life without too much compromise, I just wanted to
demonstrate how fun 3D modeling could be. Sometimes, you just don’t notice the time passing
by. Thankfully, I’ve now learned to balance my life a lot more. Comes with experience and age I
guess.Once you gain experience and become a pro, you will have an abundant of opportunities
available to you. You can work in nearly every type of industry. Nearly all industries need 3D
modelers in some form or another. Here is a short list of industries where 3D modelers may
come in handy:Architectural VisualizationFilm Production/VFXGame DevelopmentVirtual Reality/
Augmented RealityTVAdvertising AgenciesHospitalsDentistsReal EstateSchools/
CollegesMathematicsFBI and Crime UnitsEvent OrganizationsGovernmentYouTubersGoods/
Product SuppliersScience and ResearchFreelancersThat list is basically endless. I’m sure there



are far more industries that aren’t even mentioned in this list. Note that I also mentioned Goods/
Product Suppliers. That was not a mistake. I wouldn’t have even mentioned that until I
remembered that time I went to a job interview with one of them. I was applying for a Software
Engineering role at the time. That was because I had formal education in Software Engineering
and absolutely no formal education in 3D modeling. I had a lot of experience with 3D modeling
though and even had some samples ready to show. At the interview, I mentioned I do 3D
modeling as a hobby. To my surprise, they were quite impressed. They even took a look at some
of my 3D work. I didn’t really impress them with my Software Engineering skills and I’m sure the
other candidates would have performed better. I also didn’t appear that confident either and had
those nasty voice shakes. Those voice shakes seem to always be there whenever I feel judged.
But to this day, I believe the reason I was selected for that job, was because I had something
extra to offer that company. They may have sensed my passion when I talked about my 3D
modeling skills. Attaining 3D modeling skills can be a useful perk and you may not even realize
how much more valuable you will become because of it. Especially if you love doing 3D
modeling. There is never a better feeling than spending the rest of your life doing the things you
love.Have you head of that quote “You need to love yourself before you can expect anyone else
to love you”? Well, that applies to 3D modeling as well. You have to really love 3D modeling
before you decide whether you want others to hire you based on your skills. You’ll need to really
put in the time to learn 3D modeling. Get yourself to a point that you’re really good and let your
passion and creativity shine. People can tell by looking at ones 3D models, how much love and
passion they have for 3D modeling. It can always help to have a visual and imaginative mind!
What To ExpectAs I may have mentioned before, I’ll assume you are a complete beginner to the
world of 3D modeling. Any terminology that may not be familiar to you will be explained in an
easy-to-understand manner and you can also refer to the back of this book for definitions.By the
end of this book, you will have gained sufficient knowledge regarding the process of 3D
modeling. You will gain an understanding of the techniques of modeling almost any kind of 3D
model. You will also gain confidence in tackling 3D modeling projects on your own. This book is
aimed at being a comprehensive guide to learning 3D modeling. I won’t claim you’ll become an
expert 3D modeler. That is completely dependent on you and how much you’re willing to learn
and how much you’re willing to put in the time to practice 3D modeling. In fact, I think it would be
silly of me (or anyone) to claim that you’ll be an expert pro 3D modeler just by reading a book.
That’s like saying “Here kids, read this book and you’ll be a bike riding pro by the time you’re
done”. Reading a book like that might help them understand the process and techniques of
riding a bike, or playing a piano, or even how to swim. But without actually applying that
knowledge and putting it into use, they cannot be called experts. Reading about it is one thing,
actually applying it is another. Time and time again, it is proven that the best way of learning is
through practicing and practicing. Yikes, it sounds like I’m un-promoting my own book. This book
can guide you and give you direction to become a good 3D modeler and show you how 3D
modeling is done. But this book is pretty useless if you’re expecting to be a Pixar level 3D



modeler by the time you reach the end of this book.This book can provide a good start for you to
enter the world of 3D modeling and make learning a smoother experience for you. This isn’t a full
on theory book. There are follow-along exercises throughout which can start to give you that
much needed hands-on experience. The exercises are like training wheels on a bike. Once
you’re confident enough to take off the training wheels and throw this book away, you’ll be able
to tackle 3D model projects on your own and continue your journey to become an expert from
there. We will use Blender throughout this book. If you plan to use Blender as your main 3D
modeling software, you will be at a slight advantage. However, anyone using any 3D software will
be able to incorporate the techniques in this book to their own preferred 3D software.What We
Will CoverI will now provide a brief overview of what we will over in each Chapter, so that you
have an idea or a big picture of what’s to come.In Chapter 2, we will discuss ways to become a
better 3D modeler and find motivation and inspiration.In Chapter 3, we will discuss the main
essentials of 3D modeling and you will be introduced to some concepts and terminologies.In
Chapter 4, we will discuss the popular methods to approach 3D modeling. You will learn the
process of applying these methods in your own works.In Chapter 5, 6 and 7, we will learn the
techniques of approaching hard-surfaced modeling, organic modeling and environment
modeling respectively. You will gain a better understanding of how to model these types of
objects on your own.In Chapter 8, we will go through some more exercises to give you that much
needed practice which in turn will help you become a better 3D modeler.In Chapter 9, we
discuss the difference between low-poly and high-poly models and when to use them.In Chapter
10, we look at putting the finishing touches to our 3D model by briefly looking at texturing and
shading.In Chapter 11, we learn ways to showcase our models and get people to notice your
work. We also look at ways that you can earn some nice side income using your newfound 3D
modeling experience.SummaryIn this chapter, we were given a brief introduction to 3D
modeling. We learnt the definition of 3D modeling, the benefits of 3D modeling and what to
expect from the rest of this book. We were also provided an outline of what is to come
throughout the remainder of this book. In the next chapter, we start to look for ways to get
inspired to make 3D models and how to gain confidence in the approach to building 3D
models.Chapter 2. Become A Better 3D ModelerIn this chapter, you will learn about becoming a
better 3D modeler. First, we will discuss ways to get inspired. Then, we’ll move onto the many
tools that you can use at your disposal to help you become a better 3D modeler.IntroductionAs I
mentioned in the last chapter, the only way to becoming a better 3D modeler is by practicing.
Practice long, practice hard. We will however, look at ways to make learning easier, smoother
and hopefully fun experience so that you fully make use of your practicing time. First, let’s take a
look at ways to get inspired.Ways To Get InspiredThere are many ways to get inspired to do 3D
modeling. You could watch a good 3D animated film and wonder how they would have created
that, or feel a sense of motivating energy like “I want to create something like that one day!” You
could watch behind-the-scenes footage or see other 3D artists at work on YouTube. Some of my
biggest inspirations have come from seeing other 3D artists at work on YouTube who aren’t



really famous or earn a lot but I can feel their passion and am always in awe of the work they
produce. Another way that I get inspired is just by being imaginative. My own imagination is a
form of inspiration for me as somewhat conceited as it sounds. When I was young, I always
pictured my own made-up city. Maybe I was a little weird, as I didn’t know too many kids at the
time who had imaginations like me. But I always pictured this vast, beautiful green city and even
created names for some of the buildings. I know, I was a weird little kid. Little did I know that that
would inspire me to take up and learn 3D modeling. I remember feeling that “Aha” moment when
I realized the possibility of showcasing to everyone my imaginary world in CGI. It would be the
perfect way to visualize my dreams instead of letting it stay stuck within the boundaries of my
mind. If you tend to be a visual person and can “see” your imaginations in 3D, then you will
naturally be motivated to do 3D modeling and even have a stronger eye for detail.One of the
best ways to get inspired is through learning. I don’t know if that sounds a bit cliché. The more
you learn and discover new techniques of 3D modeling, the more you will be inspired to keep
making 3D models. Sometimes I may look out the window and see a tree. I tell myself “I can
model that”. But then I may look at the Ferrari parked next to it and wonder “Hmm, I don’t really
know how to model that thing yet, I’m gonna go home later and try to figure it out.” It’s that desire
to learn that can help us become better 3D modelers. You will likely experience it too, once you
start to the hang of 3D modeling.Let’s now have a look at some of the ways that help assist you
to become a better 3D modeler and make the process of learning and actually creating your 3D
models a smoother experience.ReferencesReal life references can help make the modeling
process a LOT easier. The idea is that you take a real-world object you want to model, and either
use a photograph of that object or have it physically right there in front of you as you model.
Using references is not cheating. You won’t be classified as a better 3D modeler if you can
model anything without having references of them. Actually, come to think of it, you would
actually be a pretty talented 3D modeler if you could do that. But the reality is that 3D modelers,
even the best ones, use references all the time. The only time I can think of where I modeler
doesn’t use references is when they may have created the same object (like a cup for example)
over a hundred times or so as they pretty much know what they’re doing from the get go. They
still would have initially started out using references though.References can also be a source of
inspiration. Instead of sitting in the same place in front of a computer all day, once in a while, go
to your nearest local park. Sit on one of the benches and just observe everything around you. Try
and find something that would be interesting to recreate in 3D. Maybe it’s that beautiful oak tree,
or one of the slides in the children’s playground. Perhaps it’s something as simple as a bike or
something as complex as humans. A word of advice, do not observe any one human for too
long. They consider this behavior to be quite creepy. Never engage eye contact with other
humans for an extended period of time. Again, I have no idea why I treat humans as if they were
a separate species. Anyways, just spend time observing things around wherever you are. Maybe
you’re on the train or bus, waiting in line in a café, or just walking the streets. Just observe the
things around you and try to understand the object’s shape and form. For example, I could look



at a leaf and think “Wow, most leaves on this tree are symmetrical. They have pointy ends and
they bend towards each other on the symmetrical axis. The leaves also have a bit of thickness.”
See how this can help? You should probably carry a notepad around with you to help jot down
your memory. Without making these observations, I would have probably modeled the same
leaves as just a bunch of squashed ovals with no thickness. I would have thrown that at people’s
faces and tell them to tell me how much they love my work. While these squashed-oval leaves
might actually be a good idea for stylized models, you may get better looking stylized models by
observation. In this instance, you may exaggerate some of the distinct features of the leaves that
I’ve described, which in turn will help get that nicer, more relatable looking stylized leaves.And
that’s only the observation bit. You could use references during your modeling as well.
References while modeling can assist in making the process a whole lot easier. If you don’t know
how to accurately model a chair for example, you could take a front and side photo of the chair
and load that into your 3D software. By placing the front and side photos in the front and side
views of your 3D software, you have a basis upon which you can build an accurate 3D model of
your chair keeping the proportions intact. The reference images within your 3D software can help
you evaluate much better how you’re going. We will be covering doing exactly this in a later
chapter. You probably still aren’t convinced and think this whole process is just cheating.
Well, it really isn’t. Take for example, something as complex such as humans. 3D modelers for
big feature films and games always rely on reference images for complex objects. Whether it be
Woody from Toy Story, Nemo from Finding Nemo, Shrek from..well..Shrek, or all those Na’avi
characters from Avatar and pretty much all the characters from every big animated film ever.
These characters were all modeled based on reference images. Someone came up with the
idea for the look of the character, and then drew a bunch of pictures of how they would look like.
This is known as concept drawings or concept art. 3D modelers use these drawings as a
reference to craft and build those 3D characters that we’ve come to love today.If you’ve seen a
lot of those photorealistic models, I can nearly guarantee those models were created with the
help of reference images. The detailed pores on the character’s face, the various engines of a
car, and the intricate details of a Hindu temple would all benefit from reference photographs of
the real scene.I hope this has convinced you to use references and drop that mindset that it’s all
cheating. In all honesty, a great 3D modeler is someone who can create models with good, clean
topology using the least amount of vertices as required to get the job done. That probably made
absolutely no sense to you. It may have sounded like total gibberish. Don’t worry, it will all make
sense after you’re done reading the next chapter. For now, the best thing to do is to just go out
there and observe stuff. Try to understand their shape and form and any other interesting little
details you can find. Try to develop a good eye for little details as those little details can help
make your final 3D models stand out and pop.ExerciseHere is your first exercise! That mouse
you are using to navigate your computer screen. Try to describe in list form everything you can
about its physical shape and form as well as any little details you can find. Let me start you
off.The mouse is flat at the bottom.The mouse is rounded at the top.…Don’t stress too much



over this. Keep it dumb and simple. If you can’t think of too many, that’s ok. It might just be a
simple object. Developing an eye for detail is something that will just take time.By the way, if
you’re reading this with a phone or a Kindle, then you might not have a mouse to observe. Just
observe the device you’re using instead.Once you’re done with that, spend some time going out
and observing stuff. Eventually, you may find something you really want to model in 3D. Go to
Google Images or favorite image search engine, and try to find images of that thing you want to
model. Save a bunch of these images as a collection in a folder in your computer. Find images
that have different angles, lighting, close-ups, and full shots and so on. Close-ups in particular
can help you find the little details better.Now study those images and try to find similar features
about all the images. Take your time and list out everything you can about the common physical
form of that thing you want to model as well as any minute details you find. That’s good enough
for now. A word of caution though, don’t ever distribute this collection to anyone else. Not that
people will steal your idea, more the fact that you would probably break a hundred copyright
laws by doing that.BooksBooks are great to learn 3D modeling. There are many quality books on
Ebook Library teaching you various aspects of 3D modeling. For example, how to create
detailed 3D characters. Your library may also have books teaching you the art of 3D
modeling.Sometimes reading a good book can be an eye-opener and teach you many things
you didn’t know before. I’m hoping this book can also be a good source of learning for newer 3D
modelers. Taking the time to read a good book and trying out the exercises can help greatly.
Books allow you to work at a pace most comfortable to you and in turn this will allow you to retain
information much better in the long run. It sort of reminds me of my University days, where I used
to cram all my learning in the last week before my exams purely for the purpose of passing my
exams. Months after that, I forgot most of the things I learned.With books, I find that I was able to
learn better. I purchased 2 books on Ebook Library related to 3D character development. That
helped me so much and I really love the fact that if I ever start to forget something, I can always
refer back to the book to refresh my mind. The contents pages of a book are a lifesaver (as well
as the index pages). Sometimes if an author speaks in the first person, like I’m doing now, it may
help to provide an even more engaging learning experience. Books like this are a lot more fun to
read on the train than a “formal” book, but then again, that’s my own opinion. I mean, imagine if
this book was formal. It may not garner as much interest and you would have probably already
thrown it away overwhelmed at the number of words on this screen. It seems like it’s so hard to
read a book that goes like “3D modeling is the process of…., and was invented by Sir… in 1979.
Its art form is thee appreciated worldwide. You shall thou develop an appreciation or else.” Again,
I’m probably being a little biased and getting a little sidetracked from the focus of this book.The
point is, read a few good and engaging books on 3D modeling and you may develop a deeper
understanding of how 3D modeling works and also enjoy doing so.You don’t even have to
religiously follow a book. Feel free to form your own opinions and ideas. A book is simply there to
guide you, not tell you exactly what to do. I, myself, have never exactly followed word for word the
advice of books. My own 3D character development process was shaped by a combination of a



few books and tutorials. I pick out the best and easiest process steps possible from everything
I’ve read and make it my own.Online TutorialsThis is one of the most powerful ways of learning
3D modeling and one that I highly recommend. You can accelerate your learning by seeing how
others create their models and replicate it yourself under their guidance. There are two types of
tutorials; text-based tutorials and video tutorials.Text-based tutorials are sites that show you step-
by-step how to create something. This is not only limited to websites and blogs. It could also be
paper-based or PDFs. A book can also be a kind of tutorial. A mega-tutorial if I may. Text-based
tutorials are best utilized by having the tutorial partially available on your screen (or desk if using
paper-based), with the 3D software you regular use covering the remaining part of your screen.
This way, you can refer to the tutorial while attempt to create the 3D model. Windows 8 users can
use the split screen feature of Windows to partially open different screens at the same time. If
you have a dual-monitor setup, you can use one screen for the tutorial and the other to work on
your 3D model. Text-based tutorials that utilize screenshots tend to be far more popular since a
screenshot is generally the equivalent of a thousand words.Video-based tutorials are those
where the instructor shows you step-by-step how to create a 3D model. This gives you
confidence that you will also be able to do the same thing if you copy what the instructor did. You
can’t split the screen here (unless you have a dual-monitor setup or another tablet beside you).
You’ll just have to keep switching back and forth with your 3D software and also keep pressing
the pause button a lot. The main advantage compared to text-based tutorials, is that you get to
see first-hand the 3D model being created. A text-based tutorial can tell you to press button A,
but it won’t really help if you can’t find where button A is. With video tutorials, you see the
instructor navigating to and pressing button A, so that you can easily identify where button A is.
Now you may be thinking, this is clearly first-world problems. But it really does get annoying after
a while. There has been many times I’ve followed a text-based tutorial and I’ve been left
frustrated not knowing where to click and what will happen if I click it. Honestly, it’s like a feeling
that if I accidentally press the wrong button, I will somehow set off Windows 10 and make my
computer burn on fire. Video tutorials makes life a whole lot easier in this regards as you get to
see first-hand the instructor doing it, so you can be left confident that you won’t set off some
secret Windows 10 fire command.3D Modeling For BeginnersLearn everything you need to
know about 3D Modeling!Danan ThilakanathanCopyright © 2016 by Thilakanathan Studios. All
Rights Reserved.No part of this publication may be reproduced, distributed, or transmitted in
any form or by any means, including photocopying, recording, or other electronic or mechanical
methods, or by any information storage and retrieval system without the prior written permission
of the publisher, except in the case of very brief quotations embodied in critical reviews and
certain other noncommercial uses permitted by copyright law.Subscribe to the email list at:3D
Modeling For BeginnersLearn everything you need to know about 3D Modeling!Danan
ThilakanathanCopyright © 2016 by Thilakanathan Studios. All Rights Reserved.No part of this
publication may be reproduced, distributed, or transmitted in any form or by any means,
including photocopying, recording, or other electronic or mechanical methods, or by any



information storage and retrieval system without the prior written permission of the publisher,
except in the case of very brief quotations embodied in critical reviews and certain other
noncommercial uses permitted by copyright law.Subscribe to the email list at:Why I Wrote This
BookI wrote this book because I know the pain of learning 3D modeling when starting out and I
wanted to share with you ways to make the process of learning 3D modeling easier. I know there
are a number of great books out there that are helpful, but this may be a bit too expensive for
those who just want to learn the basics and get a deeper understand of what 3D modeling
involves. I wanted to create an educational resource that would be both affordable and helpful
for 3D modelers who are just starting out and give them confidence to be able to tackle any 3D
modeling project given to them.Why I Wrote This BookI wrote this book because I know the pain
of learning 3D modeling when starting out and I wanted to share with you ways to make the
process of learning 3D modeling easier. I know there are a number of great books out there that
are helpful, but this may be a bit too expensive for those who just want to learn the basics and
get a deeper understand of what 3D modeling involves. I wanted to create an educational
resource that would be both affordable and helpful for 3D modelers who are just starting out and
give them confidence to be able to tackle any 3D modeling project given to them.Why You
Should Read This BookThis book will help you get started with modeling in 3D. You will learn
some important concepts about 3D modeling as well as some of the popular techniques used to
generate any 3D model. I will share some of the “secrets” that have helped me become a better
3D modeler and ways to speed up your workflow. I have written this book in a way that minimizes
jargon and is easy-to-understand even if you have never heard of 3D modeling. I have also
written this book in a personable way and share some of my own experiences. Practicing is one
of the best ways to become better at any skill. Towards the second half of the book, I provide a
number of exercises covering the creation of a variety of different 3D objects, which you can
follow-along, to get practice and ultimately gain confidence in being able to tackle any 3D project
with ease.Although this book is designed for beginners, it is aimed to be a solid teaching
resource. I’ll cover almost everything about 3D modeling. There are 12 chapters and over 200
pages of helpful advice, lessons and exercises that is solely aimed at making you a better 3D
modeler.Why You Should Read This BookThis book will help you get started with modeling in
3D. You will learn some important concepts about 3D modeling as well as some of the popular
techniques used to generate any 3D model. I will share some of the “secrets” that have helped
me become a better 3D modeler and ways to speed up your workflow. I have written this book in
a way that minimizes jargon and is easy-to-understand even if you have never heard of 3D
modeling. I have also written this book in a personable way and share some of my own
experiences. Practicing is one of the best ways to become better at any skill. Towards the
second half of the book, I provide a number of exercises covering the creation of a variety of
different 3D objects, which you can follow-along, to get practice and ultimately gain confidence
in being able to tackle any 3D project with ease.Although this book is designed for beginners, it
is aimed to be a solid teaching resource. I’ll cover almost everything about 3D modeling. There



are 12 chapters and over 200 pages of helpful advice, lessons and exercises that is solely
aimed at making you a better 3D modeler.Table of ContentsWhy I Wrote This BookWhy You
Should Read This BookTable of ContentsChapter 1. IntroductionChapter 2. Become A Better 3D
ModelerChapter 3. The EssentialsChapter 4. Modeling MethodsChapter 5. Hard Surface
ModelingChapter 6. Organic ModelingChapter 7. Environment ModelingChapter 8. More
ExercisesChapter 9. High-Poly vs Low-PolyChapter 10. Texturing Your 3D ModelChapter 11.
Showcasing Your 3D ModelsChapter 12. ConclusionAbout The AuthorOther Books By Danan
ThilakanathanTable of ContentsWhy I Wrote This BookWhy You Should Read This BookTable of
ContentsChapter 1. IntroductionChapter 2. Become A Better 3D ModelerChapter 3. The
EssentialsChapter 4. Modeling MethodsChapter 5. Hard Surface ModelingChapter 6. Organic
ModelingChapter 7. Environment ModelingChapter 8. More ExercisesChapter 9. High-Poly vs
Low-PolyChapter 10. Texturing Your 3D ModelChapter 11. Showcasing Your 3D ModelsChapter
12. ConclusionAbout The AuthorOther Books By Danan ThilakanathanChapter 1. IntroductionSo
you want to become a 3D modeler? Great choice! 3D modeling can be really fun and on top of
that, there are a bunch of great perks of being a 3D modeler. But I’ll cover that a little later in the
book. Even if you do not wish to be a 3D modeler, you can make full use of learning 3D modeling
skills as a stepping stone leap onto bigger and perhaps, more ambitious projects like film and
game development.This book aims to teach you the necessary fundamentals to 3D modeling as
well as some popular industry techniques that are used to create nearly every type of 3D model.
In other words, we will learn the techniques to modeling furniture, trees and terrains, mountains,
high-detailed characters and low-poly models to name a few. By learning to create nearly every
type of 3D model, you will gain confidence in tackling any given 3D modeling task with ease. I
know the pain of learning 3D modeling. Especially when starting out. Creating even the simplest
of 3D objects can seem like solving the Rubik’s cube. Unless you’re already good at solving the
Rubik’s cube, that is. I truly hope this book helps you in your path to becoming a successful 3D
modeler.Throughout this book, I will assume you know little to nothing about 3D modeling.
Technical jargon will be reduced to a minimum. And whenever I use them, I aim to provide the
simplest explanations possible. If you are more experienced with 3D modeling, please refrain
from throwing this book away. There are more advanced contents covered in the book which
may be of use to you. Since I’ve assumed you know nothing about 3D modeling, let’s start right
from the beginning and learn what exactly 3D modeling is.What is 3D ModelingJust doing a few
Google searches and checking up on some books, 3D modeling is generally defined as the
process of developing a representation of a real or inanimate object in the three-dimensional
world with the aid of 3D software. The resulting 3D object is defined via location, rotation and
scale. A 3D modeler can manipulate the location, rotation and scale of the 3D object as part of
the process of 3D modeling.To explain it simply, 3D modeling is the process of creating a real-
world object (like a car) or an imaginary object (like a UFO) in a 3D virtual world. The resulting
3D object that you create looks like, or at the very least, can be visualized, as the real or
imaginary object. When I say visualized, I mean that people will be able to relate your 3D model



to the thing that you’re trying to create even if it doesn’t really 100% like the real thing.For
example, if you envision to create a 3D model with human-esque qualities, you could, in its
simplest form, create a box with eyes and a mouth and be done. That’s just a simple example.
You could create a tree with a cylinder as the trunk and spheres as bunches of leaves. Of
course, a real world tree would not look like this, but we as humans, would be able to relate to it
as a tree. We humans are just intelligent like that.So that being said, there are 2 main types of
3D models: Stylistic and Photorealistic.Stylistic vs. Photorealistic ModelingStylized modeling is
what we just talked about in the last few paragraphs. A box with eyes or our cylinder-sphere tree.
This is when 3D modelers purposely go out of their way to make 3D objects a lot different to the
real world in order to fulfill some purpose. The purpose may be to appeal in an artistic way, to
create a sense of style, or create some form of emotion. They play on the human’s ability to
recognize real-world objects from abstract images. Just then, I spoke of humans as if they were
a different species. Anyways, here is a render containing examples of stylized 3D models:Figure
1. Stylized characters from the Blender Foundation short film "Big Buck Bunny"Photorealistic
modeling aims to simulate eye-for-eye a 3D object that looks exactly like the real-world object.
This can serve many purposes. If you want to do 3D modeling for the medical or dental field, or
perhaps even architecture, accurate and photorealistic modeling skills are very much essential.
A hospital wanting you to simulate the human face for some anatomy purpose, would not be too
happy if you threw them a box eyes. If you actually did that, I would refrain from asking them to
be a referee for your next job. Photorealistic modeling is also becoming very popular in
filmmaking and game development. There is just something cool about making video that
appears to be from a video camera but you later have your mind blown when you realize it’s all
CGI. It’s as if the real-world is a boring and mundane place that we have to simulate the exact
same thing using computers and our own skill. Nevertheless, it is undeniably exciting though.
Films like Terminator Genisys, illustrated awesome looking photorealism when they recreated a
younger version of Arnold Schwarzenegger. You’ll have to see the scene for yourself. It looks
exactly like the younger Arnold Schwarzenegger and you would think that is video footage, not
CGI. They even bring back actors who have passed away. There is an advertisement where they
recreate actress Audrey Hepburn and I didn’t believe this was CGI when I saw this. I was so
convinced it was real. My mind was blown when I saw this. This is something you really need to
see for yourself. Of course, lighting and rendering played a major part in those, but showing you
have the ability and skills as well as what it takes to create photorealistic 3D models can become
very handy indeed.Here is an example of a render containing photorealistic 3D models:Figure 2.
Photorealistic render made by myself using BlenderIt’s important that whichever type of 3D
modeling you choose (Stylized or Photo-real), that you stick with that throughout your project. It
is usually quite odd to mix the two styles but don’t take my word for it. Pixar’s The Good Dinosaur
has pulled it off with ease. But there’s still a part of me that can’t help but feel a bit odd when
seeing cartoony dinosaurs set in the backdrop of some stunning, photorealistic landscape
imagery. I also can’t help but feel like it would probably have been awesome to see photorealistic



dinosaurs than the cartoony ones. But that’s just my own opinion anyway.Why Do 3D
ModelingThere has never been a better time to be a 3D modeler in my opinion. With the
advancements in technology and accessibility of advanced 3D modeling software and tools, it
really is a great time to be a 3D modeler. While the process of learning 3D modeling may seem
quite daunting at first, it starts to become really fun once you get the hang of it. So fun, that it
nearly becomes addictive. There were times where I spent days or even late nights just
modeling. I think I even skipped a few weekends and consequently skipped on living life in the
real world. While this is by no means a reason to do 3D modeling, and of course I highly
encourage you to live and enjoy your life without too much compromise, I just wanted to
demonstrate how fun 3D modeling could be. Sometimes, you just don’t notice the time passing
by. Thankfully, I’ve now learned to balance my life a lot more. Comes with experience and age I
guess.Once you gain experience and become a pro, you will have an abundant of opportunities
available to you. You can work in nearly every type of industry. Nearly all industries need 3D
modelers in some form or another. Here is a short list of industries where 3D modelers may
come in handy:Architectural VisualizationFilm Production/VFXGame DevelopmentVirtual Reality/
Augmented RealityTVAdvertising AgenciesHospitalsDentistsReal EstateSchools/
CollegesMathematicsFBI and Crime UnitsEvent OrganizationsGovernmentYouTubersGoods/
Product SuppliersScience and ResearchFreelancersThat list is basically endless. I’m sure there
are far more industries that aren’t even mentioned in this list. Note that I also mentioned Goods/
Product Suppliers. That was not a mistake. I wouldn’t have even mentioned that until I
remembered that time I went to a job interview with one of them. I was applying for a Software
Engineering role at the time. That was because I had formal education in Software Engineering
and absolutely no formal education in 3D modeling. I had a lot of experience with 3D modeling
though and even had some samples ready to show. At the interview, I mentioned I do 3D
modeling as a hobby. To my surprise, they were quite impressed. They even took a look at some
of my 3D work. I didn’t really impress them with my Software Engineering skills and I’m sure the
other candidates would have performed better. I also didn’t appear that confident either and had
those nasty voice shakes. Those voice shakes seem to always be there whenever I feel judged.
But to this day, I believe the reason I was selected for that job, was because I had something
extra to offer that company. They may have sensed my passion when I talked about my 3D
modeling skills. Attaining 3D modeling skills can be a useful perk and you may not even realize
how much more valuable you will become because of it. Especially if you love doing 3D
modeling. There is never a better feeling than spending the rest of your life doing the things you
love.Have you head of that quote “You need to love yourself before you can expect anyone else
to love you”? Well, that applies to 3D modeling as well. You have to really love 3D modeling
before you decide whether you want others to hire you based on your skills. You’ll need to really
put in the time to learn 3D modeling. Get yourself to a point that you’re really good and let your
passion and creativity shine. People can tell by looking at ones 3D models, how much love and
passion they have for 3D modeling. It can always help to have a visual and imaginative mind!



What To ExpectAs I may have mentioned before, I’ll assume you are a complete beginner to the
world of 3D modeling. Any terminology that may not be familiar to you will be explained in an
easy-to-understand manner and you can also refer to the back of this book for definitions.By the
end of this book, you will have gained sufficient knowledge regarding the process of 3D
modeling. You will gain an understanding of the techniques of modeling almost any kind of 3D
model. You will also gain confidence in tackling 3D modeling projects on your own. This book is
aimed at being a comprehensive guide to learning 3D modeling. I won’t claim you’ll become an
expert 3D modeler. That is completely dependent on you and how much you’re willing to learn
and how much you’re willing to put in the time to practice 3D modeling. In fact, I think it would be
silly of me (or anyone) to claim that you’ll be an expert pro 3D modeler just by reading a book.
That’s like saying “Here kids, read this book and you’ll be a bike riding pro by the time you’re
done”. Reading a book like that might help them understand the process and techniques of
riding a bike, or playing a piano, or even how to swim. But without actually applying that
knowledge and putting it into use, they cannot be called experts. Reading about it is one thing,
actually applying it is another. Time and time again, it is proven that the best way of learning is
through practicing and practicing. Yikes, it sounds like I’m un-promoting my own book. This book
can guide you and give you direction to become a good 3D modeler and show you how 3D
modeling is done. But this book is pretty useless if you’re expecting to be a Pixar level 3D
modeler by the time you reach the end of this book.This book can provide a good start for you to
enter the world of 3D modeling and make learning a smoother experience for you. This isn’t a full
on theory book. There are follow-along exercises throughout which can start to give you that
much needed hands-on experience. The exercises are like training wheels on a bike. Once
you’re confident enough to take off the training wheels and throw this book away, you’ll be able
to tackle 3D model projects on your own and continue your journey to become an expert from
there. We will use Blender throughout this book. If you plan to use Blender as your main 3D
modeling software, you will be at a slight advantage. However, anyone using any 3D software will
be able to incorporate the techniques in this book to their own preferred 3D software.What We
Will CoverI will now provide a brief overview of what we will over in each Chapter, so that you
have an idea or a big picture of what’s to come.In Chapter 2, we will discuss ways to become a
better 3D modeler and find motivation and inspiration.In Chapter 3, we will discuss the main
essentials of 3D modeling and you will be introduced to some concepts and terminologies.In
Chapter 4, we will discuss the popular methods to approach 3D modeling. You will learn the
process of applying these methods in your own works.In Chapter 5, 6 and 7, we will learn the
techniques of approaching hard-surfaced modeling, organic modeling and environment
modeling respectively. You will gain a better understanding of how to model these types of
objects on your own.In Chapter 8, we will go through some more exercises to give you that much
needed practice which in turn will help you become a better 3D modeler.In Chapter 9, we
discuss the difference between low-poly and high-poly models and when to use them.In Chapter
10, we look at putting the finishing touches to our 3D model by briefly looking at texturing and



shading.In Chapter 11, we learn ways to showcase our models and get people to notice your
work. We also look at ways that you can earn some nice side income using your newfound 3D
modeling experience.SummaryIn this chapter, we were given a brief introduction to 3D
modeling. We learnt the definition of 3D modeling, the benefits of 3D modeling and what to
expect from the rest of this book. We were also provided an outline of what is to come
throughout the remainder of this book. In the next chapter, we start to look for ways to get
inspired to make 3D models and how to gain confidence in the approach to building 3D
models.Chapter 1. IntroductionSo you want to become a 3D modeler? Great choice! 3D
modeling can be really fun and on top of that, there are a bunch of great perks of being a 3D
modeler. But I’ll cover that a little later in the book. Even if you do not wish to be a 3D modeler,
you can make full use of learning 3D modeling skills as a stepping stone leap onto bigger and
perhaps, more ambitious projects like film and game development.This book aims to teach you
the necessary fundamentals to 3D modeling as well as some popular industry techniques that
are used to create nearly every type of 3D model. In other words, we will learn the techniques to
modeling furniture, trees and terrains, mountains, high-detailed characters and low-poly models
to name a few. By learning to create nearly every type of 3D model, you will gain confidence in
tackling any given 3D modeling task with ease. I know the pain of learning 3D modeling.
Especially when starting out. Creating even the simplest of 3D objects can seem like solving the
Rubik’s cube. Unless you’re already good at solving the Rubik’s cube, that is. I truly hope this
book helps you in your path to becoming a successful 3D modeler.Throughout this book, I will
assume you know little to nothing about 3D modeling. Technical jargon will be reduced to a
minimum. And whenever I use them, I aim to provide the simplest explanations possible. If you
are more experienced with 3D modeling, please refrain from throwing this book away. There are
more advanced contents covered in the book which may be of use to you. Since I’ve assumed
you know nothing about 3D modeling, let’s start right from the beginning and learn what exactly
3D modeling is.What is 3D ModelingJust doing a few Google searches and checking up on
some books, 3D modeling is generally defined as the process of developing a representation of
a real or inanimate object in the three-dimensional world with the aid of 3D software. The
resulting 3D object is defined via location, rotation and scale. A 3D modeler can manipulate the
location, rotation and scale of the 3D object as part of the process of 3D modeling.To explain it
simply, 3D modeling is the process of creating a real-world object (like a car) or an imaginary
object (like a UFO) in a 3D virtual world. The resulting 3D object that you create looks like, or at
the very least, can be visualized, as the real or imaginary object. When I say visualized, I mean
that people will be able to relate your 3D model to the thing that you’re trying to create even if it
doesn’t really 100% like the real thing.For example, if you envision to create a 3D model with
human-esque qualities, you could, in its simplest form, create a box with eyes and a mouth and
be done. That’s just a simple example. You could create a tree with a cylinder as the trunk and
spheres as bunches of leaves. Of course, a real world tree would not look like this, but we as
humans, would be able to relate to it as a tree. We humans are just intelligent like that.So that



being said, there are 2 main types of 3D models: Stylistic and Photorealistic.Stylistic vs.
Photorealistic ModelingStylized modeling is what we just talked about in the last few paragraphs.
A box with eyes or our cylinder-sphere tree. This is when 3D modelers purposely go out of their
way to make 3D objects a lot different to the real world in order to fulfill some purpose. The
purpose may be to appeal in an artistic way, to create a sense of style, or create some form of
emotion. They play on the human’s ability to recognize real-world objects from abstract images.
Just then, I spoke of humans as if they were a different species. Anyways, here is a render
containing examples of stylized 3D models:Figure 1. Stylized characters from the Blender
Foundation short film "Big Buck Bunny"Photorealistic modeling aims to simulate eye-for-eye a
3D object that looks exactly like the real-world object. This can serve many purposes. If you want
to do 3D modeling for the medical or dental field, or perhaps even architecture, accurate and
photorealistic modeling skills are very much essential. A hospital wanting you to simulate the
human face for some anatomy purpose, would not be too happy if you threw them a box eyes. If
you actually did that, I would refrain from asking them to be a referee for your next job.
Photorealistic modeling is also becoming very popular in filmmaking and game development.
There is just something cool about making video that appears to be from a video camera but you
later have your mind blown when you realize it’s all CGI. It’s as if the real-world is a boring and
mundane place that we have to simulate the exact same thing using computers and our own
skill. Nevertheless, it is undeniably exciting though. Films like Terminator Genisys, illustrated
awesome looking photorealism when they recreated a younger version of Arnold
Schwarzenegger. You’ll have to see the scene for yourself. It looks exactly like the younger
Arnold Schwarzenegger and you would think that is video footage, not CGI. They even bring
back actors who have passed away. There is an advertisement where they recreate actress
Audrey Hepburn and I didn’t believe this was CGI when I saw this. I was so convinced it was real.
My mind was blown when I saw this. This is something you really need to see for yourself. Of
course, lighting and rendering played a major part in those, but showing you have the ability and
skills as well as what it takes to create photorealistic 3D models can become very handy
indeed.Here is an example of a render containing photorealistic 3D models:Figure 2.
Photorealistic render made by myself using BlenderIt’s important that whichever type of 3D
modeling you choose (Stylized or Photo-real), that you stick with that throughout your project. It
is usually quite odd to mix the two styles but don’t take my word for it. Pixar’s The Good Dinosaur
has pulled it off with ease. But there’s still a part of me that can’t help but feel a bit odd when
seeing cartoony dinosaurs set in the backdrop of some stunning, photorealistic landscape
imagery. I also can’t help but feel like it would probably have been awesome to see photorealistic
dinosaurs than the cartoony ones. But that’s just my own opinion anyway.Why Do 3D
ModelingThere has never been a better time to be a 3D modeler in my opinion. With the
advancements in technology and accessibility of advanced 3D modeling software and tools, it
really is a great time to be a 3D modeler. While the process of learning 3D modeling may seem
quite daunting at first, it starts to become really fun once you get the hang of it. So fun, that it



nearly becomes addictive. There were times where I spent days or even late nights just
modeling. I think I even skipped a few weekends and consequently skipped on living life in the
real world. While this is by no means a reason to do 3D modeling, and of course I highly
encourage you to live and enjoy your life without too much compromise, I just wanted to
demonstrate how fun 3D modeling could be. Sometimes, you just don’t notice the time passing
by. Thankfully, I’ve now learned to balance my life a lot more. Comes with experience and age I
guess.Once you gain experience and become a pro, you will have an abundant of opportunities
available to you. You can work in nearly every type of industry. Nearly all industries need 3D
modelers in some form or another. Here is a short list of industries where 3D modelers may
come in handy:Architectural VisualizationFilm Production/VFXGame DevelopmentVirtual Reality/
Augmented RealityTVAdvertising AgenciesHospitalsDentistsReal EstateSchools/
CollegesMathematicsFBI and Crime UnitsEvent OrganizationsGovernmentYouTubersGoods/
Product SuppliersScience and ResearchFreelancersArchitectural VisualizationFilm Production/
VFXGame DevelopmentVirtual Reality/Augmented RealityTVAdvertising
AgenciesHospitalsDentistsReal EstateSchools/CollegesMathematicsFBI and Crime UnitsEvent
OrganizationsGovernmentYouTubersGoods/Product SuppliersScience and
ResearchFreelancersThat list is basically endless. I’m sure there are far more industries that
aren’t even mentioned in this list. Note that I also mentioned Goods/Product Suppliers. That was
not a mistake. I wouldn’t have even mentioned that until I remembered that time I went to a job
interview with one of them. I was applying for a Software Engineering role at the time. That was
because I had formal education in Software Engineering and absolutely no formal education in
3D modeling. I had a lot of experience with 3D modeling though and even had some samples
ready to show. At the interview, I mentioned I do 3D modeling as a hobby. To my surprise, they
were quite impressed. They even took a look at some of my 3D work. I didn’t really impress them
with my Software Engineering skills and I’m sure the other candidates would have performed
better. I also didn’t appear that confident either and had those nasty voice shakes. Those voice
shakes seem to always be there whenever I feel judged. But to this day, I believe the reason I
was selected for that job, was because I had something extra to offer that company. They may
have sensed my passion when I talked about my 3D modeling skills. Attaining 3D modeling skills
can be a useful perk and you may not even realize how much more valuable you will become
because of it. Especially if you love doing 3D modeling. There is never a better feeling than
spending the rest of your life doing the things you love.Have you head of that quote “You need to
love yourself before you can expect anyone else to love you”? Well, that applies to 3D modeling
as well. You have to really love 3D modeling before you decide whether you want others to hire
you based on your skills. You’ll need to really put in the time to learn 3D modeling. Get yourself to
a point that you’re really good and let your passion and creativity shine. People can tell by
looking at ones 3D models, how much love and passion they have for 3D modeling. It can
always help to have a visual and imaginative mind!What To ExpectAs I may have mentioned
before, I’ll assume you are a complete beginner to the world of 3D modeling. Any terminology



that may not be familiar to you will be explained in an easy-to-understand manner and you can
also refer to the back of this book for definitions.By the end of this book, you will have gained
sufficient knowledge regarding the process of 3D modeling. You will gain an understanding of
the techniques of modeling almost any kind of 3D model. You will also gain confidence in
tackling 3D modeling projects on your own. This book is aimed at being a comprehensive guide
to learning 3D modeling. I won’t claim you’ll become an expert 3D modeler. That is completely
dependent on you and how much you’re willing to learn and how much you’re willing to put in the
time to practice 3D modeling. In fact, I think it would be silly of me (or anyone) to claim that you’ll
be an expert pro 3D modeler just by reading a book. That’s like saying “Here kids, read this book
and you’ll be a bike riding pro by the time you’re done”. Reading a book like that might help them
understand the process and techniques of riding a bike, or playing a piano, or even how to swim.
But without actually applying that knowledge and putting it into use, they cannot be called
experts. Reading about it is one thing, actually applying it is another. Time and time again, it is
proven that the best way of learning is through practicing and practicing. Yikes, it sounds like I’m
un-promoting my own book. This book can guide you and give you direction to become a good
3D modeler and show you how 3D modeling is done. But this book is pretty useless if you’re
expecting to be a Pixar level 3D modeler by the time you reach the end of this book.This book
can provide a good start for you to enter the world of 3D modeling and make learning a
smoother experience for you. This isn’t a full on theory book. There are follow-along exercises
throughout which can start to give you that much needed hands-on experience. The exercises
are like training wheels on a bike. Once you’re confident enough to take off the training wheels
and throw this book away, you’ll be able to tackle 3D model projects on your own and continue
your journey to become an expert from there. We will use Blender throughout this book. If you
plan to use Blender as your main 3D modeling software, you will be at a slight advantage.
However, anyone using any 3D software will be able to incorporate the techniques in this book to
their own preferred 3D software.What We Will CoverI will now provide a brief overview of what
we will over in each Chapter, so that you have an idea or a big picture of what’s to come.In
Chapter 2, we will discuss ways to become a better 3D modeler and find motivation and
inspiration.In Chapter 3, we will discuss the main essentials of 3D modeling and you will be
introduced to some concepts and terminologies.In Chapter 4, we will discuss the popular
methods to approach 3D modeling. You will learn the process of applying these methods in your
own works.In Chapter 5, 6 and 7, we will learn the techniques of approaching hard-surfaced
modeling, organic modeling and environment modeling respectively. You will gain a better
understanding of how to model these types of objects on your own.In Chapter 8, we will go
through some more exercises to give you that much needed practice which in turn will help you
become a better 3D modeler.In Chapter 9, we discuss the difference between low-poly and high-
poly models and when to use them.In Chapter 10, we look at putting the finishing touches to our
3D model by briefly looking at texturing and shading.In Chapter 11, we learn ways to showcase
our models and get people to notice your work. We also look at ways that you can earn some



nice side income using your newfound 3D modeling experience.SummaryIn this chapter, we
were given a brief introduction to 3D modeling. We learnt the definition of 3D modeling, the
benefits of 3D modeling and what to expect from the rest of this book. We were also provided an
outline of what is to come throughout the remainder of this book. In the next chapter, we start to
look for ways to get inspired to make 3D models and how to gain confidence in the approach to
building 3D models.Chapter 2. Become A Better 3D ModelerIn this chapter, you will learn about
becoming a better 3D modeler. First, we will discuss ways to get inspired. Then, we’ll move onto
the many tools that you can use at your disposal to help you become a better 3D
modeler.IntroductionAs I mentioned in the last chapter, the only way to becoming a better 3D
modeler is by practicing. Practice long, practice hard. We will however, look at ways to make
learning easier, smoother and hopefully fun experience so that you fully make use of your
practicing time. First, let’s take a look at ways to get inspired.Ways To Get InspiredThere are
many ways to get inspired to do 3D modeling. You could watch a good 3D animated film and
wonder how they would have created that, or feel a sense of motivating energy like “I want to
create something like that one day!” You could watch behind-the-scenes footage or see other 3D
artists at work on YouTube. Some of my biggest inspirations have come from seeing other 3D
artists at work on YouTube who aren’t really famous or earn a lot but I can feel their passion and
am always in awe of the work they produce. Another way that I get inspired is just by being
imaginative. My own imagination is a form of inspiration for me as somewhat conceited as it
sounds. When I was young, I always pictured my own made-up city. Maybe I was a little weird, as
I didn’t know too many kids at the time who had imaginations like me. But I always pictured this
vast, beautiful green city and even created names for some of the buildings. I know, I was a
weird little kid. Little did I know that that would inspire me to take up and learn 3D modeling. I
remember feeling that “Aha” moment when I realized the possibility of showcasing to everyone
my imaginary world in CGI. It would be the perfect way to visualize my dreams instead of letting
it stay stuck within the boundaries of my mind. If you tend to be a visual person and can “see”
your imaginations in 3D, then you will naturally be motivated to do 3D modeling and even have a
stronger eye for detail.One of the best ways to get inspired is through learning. I don’t know if
that sounds a bit cliché. The more you learn and discover new techniques of 3D modeling, the
more you will be inspired to keep making 3D models. Sometimes I may look out the window and
see a tree. I tell myself “I can model that”. But then I may look at the Ferrari parked next to it and
wonder “Hmm, I don’t really know how to model that thing yet, I’m gonna go home later and try to
figure it out.” It’s that desire to learn that can help us become better 3D modelers. You will likely
experience it too, once you start to the hang of 3D modeling.Let’s now have a look at some of
the ways that help assist you to become a better 3D modeler and make the process of learning
and actually creating your 3D models a smoother experience.ReferencesReal life references
can help make the modeling process a LOT easier. The idea is that you take a real-world object
you want to model, and either use a photograph of that object or have it physically right there in
front of you as you model. Using references is not cheating. You won’t be classified as a better



3D modeler if you can model anything without having references of them. Actually, come to think
of it, you would actually be a pretty talented 3D modeler if you could do that. But the reality is that
3D modelers, even the best ones, use references all the time. The only time I can think of where I
modeler doesn’t use references is when they may have created the same object (like a cup for
example) over a hundred times or so as they pretty much know what they’re doing from the get
go. They still would have initially started out using references though.References can also be a
source of inspiration. Instead of sitting in the same place in front of a computer all day, once in a
while, go to your nearest local park. Sit on one of the benches and just observe everything
around you. Try and find something that would be interesting to recreate in 3D. Maybe it’s that
beautiful oak tree, or one of the slides in the children’s playground. Perhaps it’s something as
simple as a bike or something as complex as humans. A word of advice, do not observe any one
human for too long. They consider this behavior to be quite creepy. Never engage eye contact
with other humans for an extended period of time. Again, I have no idea why I treat humans as if
they were a separate species. Anyways, just spend time observing things around wherever you
are. Maybe you’re on the train or bus, waiting in line in a café, or just walking the streets. Just
observe the things around you and try to understand the object’s shape and form. For example, I
could look at a leaf and think “Wow, most leaves on this tree are symmetrical. They have pointy
ends and they bend towards each other on the symmetrical axis. The leaves also have a bit of
thickness.” See how this can help? You should probably carry a notepad around with you to help
jot down your memory. Without making these observations, I would have probably modeled the
same leaves as just a bunch of squashed ovals with no thickness. I would have thrown that at
people’s faces and tell them to tell me how much they love my work. While these squashed-oval
leaves might actually be a good idea for stylized models, you may get better looking stylized
models by observation. In this instance, you may exaggerate some of the distinct features of the
leaves that I’ve described, which in turn will help get that nicer, more relatable looking stylized
leaves.And that’s only the observation bit. You could use references during your modeling as
well. References while modeling can assist in making the process a whole lot easier. If you don’t
know how to accurately model a chair for example, you could take a front and side photo of the
chair and load that into your 3D software. By placing the front and side photos in the front and
side views of your 3D software, you have a basis upon which you can build an accurate 3D
model of your chair keeping the proportions intact. The reference images within your 3D
software can help you evaluate much better how you’re going. We will be covering doing exactly
this in a later chapter. You probably still aren’t convinced and think this whole process is
just cheating. Well, it really isn’t. Take for example, something as complex such as humans. 3D
modelers for big feature films and games always rely on reference images for complex objects.
Whether it be Woody from Toy Story, Nemo from Finding Nemo, Shrek from..well..Shrek, or all
those Na’avi characters from Avatar and pretty much all the characters from every big animated
film ever. These characters were all modeled based on reference images. Someone came up
with the idea for the look of the character, and then drew a bunch of pictures of how they would



look like. This is known as concept drawings or concept art. 3D modelers use these drawings as
a reference to craft and build those 3D characters that we’ve come to love today.If you’ve seen a
lot of those photorealistic models, I can nearly guarantee those models were created with the
help of reference images. The detailed pores on the character’s face, the various engines of a
car, and the intricate details of a Hindu temple would all benefit from reference photographs of
the real scene.I hope this has convinced you to use references and drop that mindset that it’s all
cheating. In all honesty, a great 3D modeler is someone who can create models with good, clean
topology using the least amount of vertices as required to get the job done. That probably made
absolutely no sense to you. It may have sounded like total gibberish. Don’t worry, it will all make
sense after you’re done reading the next chapter. For now, the best thing to do is to just go out
there and observe stuff. Try to understand their shape and form and any other interesting little
details you can find. Try to develop a good eye for little details as those little details can help
make your final 3D models stand out and pop.ExerciseHere is your first exercise! That mouse
you are using to navigate your computer screen. Try to describe in list form everything you can
about its physical shape and form as well as any little details you can find. Let me start you
off.The mouse is flat at the bottom.The mouse is rounded at the top.…Don’t stress too much
over this. Keep it dumb and simple. If you can’t think of too many, that’s ok. It might just be a
simple object. Developing an eye for detail is something that will just take time.By the way, if
you’re reading this with a phone or a Kindle, then you might not have a mouse to observe. Just
observe the device you’re using instead.Once you’re done with that, spend some time going out
and observing stuff. Eventually, you may find something you really want to model in 3D. Go to
Google Images or favorite image search engine, and try to find images of that thing you want to
model. Save a bunch of these images as a collection in a folder in your computer. Find images
that have different angles, lighting, close-ups, and full shots and so on. Close-ups in particular
can help you find the little details better.Now study those images and try to find similar features
about all the images. Take your time and list out everything you can about the common physical
form of that thing you want to model as well as any minute details you find. That’s good enough
for now. A word of caution though, don’t ever distribute this collection to anyone else. Not that
people will steal your idea, more the fact that you would probably break a hundred copyright
laws by doing that.BooksBooks are great to learn 3D modeling. There are many quality books on
Ebook Library teaching you various aspects of 3D modeling. For example, how to create
detailed 3D characters. Your library may also have books teaching you the art of 3D
modeling.Sometimes reading a good book can be an eye-opener and teach you many things
you didn’t know before. I’m hoping this book can also be a good source of learning for newer 3D
modelers. Taking the time to read a good book and trying out the exercises can help greatly.
Books allow you to work at a pace most comfortable to you and in turn this will allow you to retain
information much better in the long run. It sort of reminds me of my University days, where I used
to cram all my learning in the last week before my exams purely for the purpose of passing my
exams. Months after that, I forgot most of the things I learned.With books, I find that I was able to



learn better. I purchased 2 books on Ebook Library related to 3D character development. That
helped me so much and I really love the fact that if I ever start to forget something, I can always
refer back to the book to refresh my mind. The contents pages of a book are a lifesaver (as well
as the index pages). Sometimes if an author speaks in the first person, like I’m doing now, it may
help to provide an even more engaging learning experience. Books like this are a lot more fun to
read on the train than a “formal” book, but then again, that’s my own opinion. I mean, imagine if
this book was formal. It may not garner as much interest and you would have probably already
thrown it away overwhelmed at the number of words on this screen. It seems like it’s so hard to
read a book that goes like “3D modeling is the process of…., and was invented by Sir… in 1979.
Its art form is thee appreciated worldwide. You shall thou develop an appreciation or else.” Again,
I’m probably being a little biased and getting a little sidetracked from the focus of this book.The
point is, read a few good and engaging books on 3D modeling and you may develop a deeper
understanding of how 3D modeling works and also enjoy doing so.You don’t even have to
religiously follow a book. Feel free to form your own opinions and ideas. A book is simply there to
guide you, not tell you exactly what to do. I, myself, have never exactly followed word for word the
advice of books. My own 3D character development process was shaped by a combination of a
few books and tutorials. I pick out the best and easiest process steps possible from everything
I’ve read and make it my own.Online TutorialsThis is one of the most powerful ways of learning
3D modeling and one that I highly recommend. You can accelerate your learning by seeing how
others create their models and replicate it yourself under their guidance. There are two types of
tutorials; text-based tutorials and video tutorials.Text-based tutorials are sites that show you step-
by-step how to create something. This is not only limited to websites and blogs. It could also be
paper-based or PDFs. A book can also be a kind of tutorial. A mega-tutorial if I may. Text-based
tutorials are best utilized by having the tutorial partially available on your screen (or desk if using
paper-based), with the 3D software you regular use covering the remaining part of your screen.
This way, you can refer to the tutorial while attempt to create the 3D model. Windows 8 users can
use the split screen feature of Windows to partially open different screens at the same time. If
you have a dual-monitor setup, you can use one screen for the tutorial and the other to work on
your 3D model. Text-based tutorials that utilize screenshots tend to be far more popular since a
screenshot is generally the equivalent of a thousand words.Video-based tutorials are those
where the instructor shows you step-by-step how to create a 3D model. This gives you
confidence that you will also be able to do the same thing if you copy what the instructor did. You
can’t split the screen here (unless you have a dual-monitor setup or another tablet beside you).
You’ll just have to keep switching back and forth with your 3D software and also keep pressing
the pause button a lot. The main advantage compared to text-based tutorials, is that you get to
see first-hand the 3D model being created. A text-based tutorial can tell you to press button A,
but it won’t really help if you can’t find where button A is. With video tutorials, you see the
instructor navigating to and pressing button A, so that you can easily identify where button A is.
Now you may be thinking, this is clearly first-world problems. But it really does get annoying after



a while. There has been many times I’ve followed a text-based tutorial and I’ve been left
frustrated not knowing where to click and what will happen if I click it. Honestly, it’s like a feeling
that if I accidentally press the wrong button, I will somehow set off Windows 10 and make my
computer burn on fire. Video tutorials makes life a whole lot easier in this regards as you get to
see first-hand the instructor doing it, so you can be left confident that you won’t set off some
secret Windows 10 fire command.Chapter 2. Become A Better 3D ModelerIn this chapter, you
will learn about becoming a better 3D modeler. First, we will discuss ways to get inspired. Then,
we’ll move onto the many tools that you can use at your disposal to help you become a better 3D
modeler.IntroductionAs I mentioned in the last chapter, the only way to becoming a better 3D
modeler is by practicing. Practice long, practice hard. We will however, look at ways to make
learning easier, smoother and hopefully fun experience so that you fully make use of your
practicing time. First, let’s take a look at ways to get inspired.Ways To Get InspiredThere are
many ways to get inspired to do 3D modeling. You could watch a good 3D animated film and
wonder how they would have created that, or feel a sense of motivating energy like “I want to
create something like that one day!” You could watch behind-the-scenes footage or see other 3D
artists at work on YouTube. Some of my biggest inspirations have come from seeing other 3D
artists at work on YouTube who aren’t really famous or earn a lot but I can feel their passion and
am always in awe of the work they produce. Another way that I get inspired is just by being
imaginative. My own imagination is a form of inspiration for me as somewhat conceited as it
sounds. When I was young, I always pictured my own made-up city. Maybe I was a little weird, as
I didn’t know too many kids at the time who had imaginations like me. But I always pictured this
vast, beautiful green city and even created names for some of the buildings. I know, I was a
weird little kid. Little did I know that that would inspire me to take up and learn 3D modeling. I
remember feeling that “Aha” moment when I realized the possibility of showcasing to everyone
my imaginary world in CGI. It would be the perfect way to visualize my dreams instead of letting
it stay stuck within the boundaries of my mind. If you tend to be a visual person and can “see”
your imaginations in 3D, then you will naturally be motivated to do 3D modeling and even have a
stronger eye for detail.One of the best ways to get inspired is through learning. I don’t know if
that sounds a bit cliché. The more you learn and discover new techniques of 3D modeling, the
more you will be inspired to keep making 3D models. Sometimes I may look out the window and
see a tree. I tell myself “I can model that”. But then I may look at the Ferrari parked next to it and
wonder “Hmm, I don’t really know how to model that thing yet, I’m gonna go home later and try to
figure it out.” It’s that desire to learn that can help us become better 3D modelers. You will likely
experience it too, once you start to the hang of 3D modeling.Let’s now have a look at some of
the ways that help assist you to become a better 3D modeler and make the process of learning
and actually creating your 3D models a smoother experience.ReferencesReal life references
can help make the modeling process a LOT easier. The idea is that you take a real-world object
you want to model, and either use a photograph of that object or have it physically right there in
front of you as you model. Using references is not cheating. You won’t be classified as a better



3D modeler if you can model anything without having references of them. Actually, come to think
of it, you would actually be a pretty talented 3D modeler if you could do that. But the reality is that
3D modelers, even the best ones, use references all the time. The only time I can think of where I
modeler doesn’t use references is when they may have created the same object (like a cup for
example) over a hundred times or so as they pretty much know what they’re doing from the get
go. They still would have initially started out using references though.References can also be a
source of inspiration. Instead of sitting in the same place in front of a computer all day, once in a
while, go to your nearest local park. Sit on one of the benches and just observe everything
around you. Try and find something that would be interesting to recreate in 3D. Maybe it’s that
beautiful oak tree, or one of the slides in the children’s playground. Perhaps it’s something as
simple as a bike or something as complex as humans. A word of advice, do not observe any one
human for too long. They consider this behavior to be quite creepy. Never engage eye contact
with other humans for an extended period of time. Again, I have no idea why I treat humans as if
they were a separate species. Anyways, just spend time observing things around wherever you
are. Maybe you’re on the train or bus, waiting in line in a café, or just walking the streets. Just
observe the things around you and try to understand the object’s shape and form. For example, I
could look at a leaf and think “Wow, most leaves on this tree are symmetrical. They have pointy
ends and they bend towards each other on the symmetrical axis. The leaves also have a bit of
thickness.” See how this can help? You should probably carry a notepad around with you to help
jot down your memory. Without making these observations, I would have probably modeled the
same leaves as just a bunch of squashed ovals with no thickness. I would have thrown that at
people’s faces and tell them to tell me how much they love my work. While these squashed-oval
leaves might actually be a good idea for stylized models, you may get better looking stylized
models by observation. In this instance, you may exaggerate some of the distinct features of the
leaves that I’ve described, which in turn will help get that nicer, more relatable looking stylized
leaves.And that’s only the observation bit. You could use references during your modeling as
well. References while modeling can assist in making the process a whole lot easier. If you don’t
know how to accurately model a chair for example, you could take a front and side photo of the
chair and load that into your 3D software. By placing the front and side photos in the front and
side views of your 3D software, you have a basis upon which you can build an accurate 3D
model of your chair keeping the proportions intact. The reference images within your 3D
software can help you evaluate much better how you’re going. We will be covering doing exactly
this in a later chapter. You probably still aren’t convinced and think this whole process is
just cheating. Well, it really isn’t. Take for example, something as complex such as humans. 3D
modelers for big feature films and games always rely on reference images for complex objects.
Whether it be Woody from Toy Story, Nemo from Finding Nemo, Shrek from..well..Shrek, or all
those Na’avi characters from Avatar and pretty much all the characters from every big animated
film ever. These characters were all modeled based on reference images. Someone came up
with the idea for the look of the character, and then drew a bunch of pictures of how they would



look like. This is known as concept drawings or concept art. 3D modelers use these drawings as
a reference to craft and build those 3D characters that we’ve come to love today.If you’ve seen a
lot of those photorealistic models, I can nearly guarantee those models were created with the
help of reference images. The detailed pores on the character’s face, the various engines of a
car, and the intricate details of a Hindu temple would all benefit from reference photographs of
the real scene.I hope this has convinced you to use references and drop that mindset that it’s all
cheating. In all honesty, a great 3D modeler is someone who can create models with good, clean
topology using the least amount of vertices as required to get the job done. That probably made
absolutely no sense to you. It may have sounded like total gibberish. Don’t worry, it will all make
sense after you’re done reading the next chapter. For now, the best thing to do is to just go out
there and observe stuff. Try to understand their shape and form and any other interesting little
details you can find. Try to develop a good eye for little details as those little details can help
make your final 3D models stand out and pop.ExerciseHere is your first exercise! That mouse
you are using to navigate your computer screen. Try to describe in list form everything you can
about its physical shape and form as well as any little details you can find. Let me start you
off.The mouse is flat at the bottom.The mouse is rounded at the top.…The mouse is flat at the
bottom.The mouse is rounded at the top.…Don’t stress too much over this. Keep it dumb and
simple. If you can’t think of too many, that’s ok. It might just be a simple object. Developing an
eye for detail is something that will just take time.By the way, if you’re reading this with a phone
or a Kindle, then you might not have a mouse to observe. Just observe the device you’re using
instead.Once you’re done with that, spend some time going out and observing stuff. Eventually,
you may find something you really want to model in 3D. Go to Google Images or favorite image
search engine, and try to find images of that thing you want to model. Save a bunch of these
images as a collection in a folder in your computer. Find images that have different angles,
lighting, close-ups, and full shots and so on. Close-ups in particular can help you find the little
details better.Now study those images and try to find similar features about all the images. Take
your time and list out everything you can about the common physical form of that thing you want
to model as well as any minute details you find. That’s good enough for now. A word of caution
though, don’t ever distribute this collection to anyone else. Not that people will steal your idea,
more the fact that you would probably break a hundred copyright laws by doing that.BooksBooks
are great to learn 3D modeling. There are many quality books on Ebook Library teaching you
various aspects of 3D modeling. For example, how to create detailed 3D characters. Your library
may also have books teaching you the art of 3D modeling.Sometimes reading a good book can
be an eye-opener and teach you many things you didn’t know before. I’m hoping this book can
also be a good source of learning for newer 3D modelers. Taking the time to read a good book
and trying out the exercises can help greatly. Books allow you to work at a pace most
comfortable to you and in turn this will allow you to retain information much better in the long run.
It sort of reminds me of my University days, where I used to cram all my learning in the last week
before my exams purely for the purpose of passing my exams. Months after that, I forgot most of



the things I learned.With books, I find that I was able to learn better. I purchased 2 books on
Ebook Library related to 3D character development. That helped me so much and I really love
the fact that if I ever start to forget something, I can always refer back to the book to refresh my
mind. The contents pages of a book are a lifesaver (as well as the index pages). Sometimes if an
author speaks in the first person, like I’m doing now, it may help to provide an even more
engaging learning experience. Books like this are a lot more fun to read on the train than a
“formal” book, but then again, that’s my own opinion. I mean, imagine if this book was formal. It
may not garner as much interest and you would have probably already thrown it away
overwhelmed at the number of words on this screen. It seems like it’s so hard to read a book that
goes like “3D modeling is the process of…., and was invented by Sir… in 1979. Its art form is
thee appreciated worldwide. You shall thou develop an appreciation or else.” Again, I’m probably
being a little biased and getting a little sidetracked from the focus of this book.The point is, read
a few good and engaging books on 3D modeling and you may develop a deeper understanding
of how 3D modeling works and also enjoy doing so.You don’t even have to religiously follow a
book. Feel free to form your own opinions and ideas. A book is simply there to guide you, not tell
you exactly what to do. I, myself, have never exactly followed word for word the advice of books.
My own 3D character development process was shaped by a combination of a few books and
tutorials. I pick out the best and easiest process steps possible from everything I’ve read and
make it my own.Online TutorialsThis is one of the most powerful ways of learning 3D modeling
and one that I highly recommend. You can accelerate your learning by seeing how others create
their models and replicate it yourself under their guidance. There are two types of tutorials; text-
based tutorials and video tutorials.Text-based tutorials are sites that show you step-by-step how
to create something. This is not only limited to websites and blogs. It could also be paper-based
or PDFs. A book can also be a kind of tutorial. A mega-tutorial if I may. Text-based tutorials are
best utilized by having the tutorial partially available on your screen (or desk if using paper-
based), with the 3D software you regular use covering the remaining part of your screen. This
way, you can refer to the tutorial while attempt to create the 3D model. Windows 8 users can use
the split screen feature of Windows to partially open different screens at the same time. If you
have a dual-monitor setup, you can use one screen for the tutorial and the other to work on your
3D model. Text-based tutorials that utilize screenshots tend to be far more popular since a
screenshot is generally the equivalent of a thousand words.Video-based tutorials are those
where the instructor shows you step-by-step how to create a 3D model. This gives you
confidence that you will also be able to do the same thing if you copy what the instructor did. You
can’t split the screen here (unless you have a dual-monitor setup or another tablet beside you).
You’ll just have to keep switching back and forth with your 3D software and also keep pressing
the pause button a lot. The main advantage compared to text-based tutorials, is that you get to
see first-hand the 3D model being created. A text-based tutorial can tell you to press button A,
but it won’t really help if you can’t find where button A is. With video tutorials, you see the
instructor navigating to and pressing button A, so that you can easily identify where button A is.



Now you may be thinking, this is clearly first-world problems. But it really does get annoying after
a while. There has been many times I’ve followed a text-based tutorial and I’ve been left
frustrated not knowing where to click and what will happen if I click it. Honestly, it’s like a feeling
that if I accidentally press the wrong button, I will somehow set off Windows 10 and make my
computer burn on fire. Video tutorials makes life a whole lot easier in this regards as you get to
see first-hand the instructor doing it, so you can be left confident that you won’t set off some
secret Windows 10 fire command.

Blender 3D For Beginners: The Complete Guide: The Complete Beginner's Guide to Getting
Started with Navigating, Modeling, Animating, Texturing, Lighting, Compositing and Rendering
within Blender. The Blender 3D Cookbook, Volume 1

http://dl.neutronbyte.com/pdf-file/18oYWaTP/e/GlmP/KqPw/DlEkP/3D-Modeling-For-Beginners-Learn-everything-you-need-to-know-about-3D-Modeling


Damjan, “Good for absolute beginners. This book is good for beginners with no knowledge
about the subject.Offers basic information about 3d modeling and 3d industry.If you already
have foundations in that subject, and trying to extend your knowledge, you might find this book
interesting but not so helpful.Good value for money.”

Ebook Library Reader, “Very good instruction. I enjoyed this book very much for it helped me in
learning tips and tricks to learning Blender. A must have book. Glad it is part of my Kindle library.
I can go to it to help me with a possible problem I'm having in my modeling or such.”

Ebook Library Reader, “Five Stars. Very Good”

Lauryn, “Very interesting. I liked the approach of this book. The author begins by explaining the
process of a good designer and 3D detailing everything you need to achieve your aims. Then, by
dint of Blender, you can start 3D with simple projects like designing a table, for example. The
explanations are clear, easy to understand, and the result encouraged to continue its efforts.
This is certainly the aim of the author, who has other books to his credit and hopes to push his
readers in the right direction. As he says, 3D requires a lot of practice, there is no mystery there!”

Joseph A Simpson, “Awesome book by a great teacher. I learned a ton from this book. It really
helped me learn about low poly art for the games I'm working on.”

Leon & Catrina, “Great!. This book is great for intermediate users of Blender, or any other 3D
artists. Lots of the techniques in this, would be in my opinion to hard for beginners, and basically
impossible for absolute beginners. Nevertheless, this would be great for intermediate 3d artists
or Master artists who could use this book as a reference guide.”

Lauryn, “Interesting. I liked the approach of this book. The author begins by explaining the
process of a good designer and 3D detailing everything you need to achieve your aims. Then, by
dint of Blender, you can start 3D with simple projects like designing a table, for example. The
explanations are clear, easy to understand, and the result encouraged to continue its efforts.
This is certainly the aim of the author, who has other books to his credit and hopes to push his
readers in the right direction. As he says, 3D requires a lot of practice, there is no mystery there!”

The book by Wilpen L. Gorr has a rating of  5 out of 4.0. 17 people have provided feedback.
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