R IZUWNREDZESD



9 Blender

@ File

2+ [® Object Mode v

(4
b

4
- >
v

*d

+
Q

O

Edit Render Window

[ N =k

User Perspective
(1) Collection | Cube

Playback v Keying v

1 10 2(

View

View

Select

Help

Marker

Add Object

iIpting UV Editing Texture Paint Shading Animation Rendering Compositing ometry Nodes Scripting
12 Global v Pv D iy s VQVX" @ - 000D -
Options v

lender ZiCE :

3.0.0

New File
< £9 Genera ‘

{'® 2D Animation

General (&%)

. Blender Website

{® Sculpting } Credits

(% vFx
{® Vvideo Editing

Open... ‘L_‘,, Release Notes

=
|
@ Recover Last Session Development Fund

° I« o4 4 P re»l 1 @ Stat 1

60 70 80 90 100 110 120 130 140 150 160 170 180 190 200 210 220 230 240 250

'6 v Scene

Tzv
=
-]

v

=

3§
Ca
=

N}
&

18 & viewLayer
@ o

Scene Collection
—

B Collection

> C£ Camera

» v Cube
> @7 Light
W, Cube
W v Cube
» Transform
Location X Om
Y om
z 0m
Rotation X 0°
Y 0°
74 0°
Mode  XYZ Euler
Scale X 1.000
Y 1.000
z 1.000

> Delta Transform

v

Relations

v

Collections

v

Instancing

v

Motion Paths

v

Visibility

v

Viewport Display

v

Line Art

o

Custom Properties

Vv &

% eQ
© @
.
Lol )]

P

FeEe g

H‘ )



® Blender

@ File Edit Render Window Help Layout  Modeling iIpting UV Editing Textur int Shading Animation Rendering Compositing ymetry Nodi Scripting  + lév Scene |'|_3, L@" ViewLayer
#2v & ObjectMode v View Select Add Object Iz Global v Pv Q) iv (s ey @000 v =y W. O
" B = B Options v B Scene Collection
v = Collection

User Perspective oD
Z » ‘=« Camera
(1) Collection | Cube
-~ o » [V cube
4
\\’n > ﬁ Light
ad
e
i3
=- o
+— 1
T iy W, Cube
‘W v Cube
e me b
P » Transform
N Location X Om
l' Y om
z 0m
Rotation X 0°
El Y 0
74 0°
) Mode  XYZ Euler
Scale X 1.000
Y 1.000
2 - 1.000
. > Delta Transform
> Relations
2> Collections
> Instancing
> Motion Paths
2> Visibility
> Viewport Display
> Line Art
» Custom Properties
@~ Playback v Keying v View Marker [ ] I« o< 4 P re >l 1 @ Start 1 End 250
1 10 20 30 40 50 60 70 80 90 100 110 120 130 140 150 160 170 18( 190 200 210 220 230 240 250

Vv &2

Zen
(o} &]
(oM @]
(o &]

P

FEe e

oo



9 Blender
D File
2

@ [

4

o

+
Q

[ (3%

-

Edit Render

M, Object Mode v
|t l =k

User Perspective
(1) Collection

Playback v Keying v

1 10 20

Window

View

View

Hg

Select

4

deling

Layout

Add = Object

V Mesh
2D Curve
& surface
& Metaball
a Text
Volume

Grease Pencil

Armature
Lattice

Light
Light Probe

B XD @Y X 0%
g

Camera

i
H

Speaker

Pt
>
=

Force Field

[

Collection Instance

Marker

Y Bezier
‘O circle
K Nurbs Curve
O, Nurbs Circle

# Path

90

Shading Aniry

A

tion Rendering Comy Scripting  +

12 Global v Pv D iy s

dd X—1 —® Curve N5 Bezier Z3E 5\

?I'_T:(i-+.# .

e
’ ' Surface
& Metaball

Text
Volume

Mesh

Grease Pencil

Armature

Lattice

L O Jab)

Empty
Image

Light
Light Probe

‘1
N9 @AY

Camera

)} Speaker

333 Force Field

L]

Collection Instance

] I« o4 4 P re»l

120 130 140 150 160

170 180 190 200

210

R R R

O
5 Bezier
k) Circle »

[C Nurbs Curve

), Murbs Circle

7 Path

Start 1

H ee90 -

‘6\/ Scene LD
v @ 0

L@ v ViewlLayer

B Scene Collection

Options v
v = Collection
& > d.)‘ Camera
O » @ Light
ad
e
i3
=- fe

1Y 'é Scene > ng] ViewLayer

v Scene
Ca
- Camera W, Camera
2]
N Background Scene 49
= Active Clip %5
&
> Units
> o Gravity
=
(] :
> Keying Sets
> Audio

> Rigid Body World

> Custom Properties

Vv &

oA
(ol @]
© Q8



9 Blender
@ File Edit Rendg [Vindow Help Layout Modeling
2+ W ObjectMode v | View Select Add Object
" e = BT Toolbar
Sidebar

User Perspective
(1) Collection | Bez

4

e

Add Bezier

[ (3%

Playback v Keying v

View

Tool Settings
Adjust Last Operation

Frame Selected
Frame All

Perspective/Orthographic

Local View >
Cameras >
Viewpoint >
Navigation >
Align View >
View Regions >

Play Animation

Viewport Render Image
Viewport Render Animation

Viewport Render Keyframes

Area »

Marker

lpting

UV Editing Texture Paint Shading

Camera

Top Numpad 7
Bottom

Front

Back

Right

Left

Animation

Rendering Compositing

12 Global v (Pv D i (e

View X Z 1 —® Viewpoint 'S5 Top Z1%E

110

I« o4 4 P re»l

120 130

1

40

Xz

Scripting +

(FF>

160 170

'6 v Scene

Ll 357::(3: POOD -

—

AN

(Options v

da 2 = ap

ol 3

Gl

18 & viewLayer
& 0

Scene Collection
= Collection

> J BezierCurve
» {33 Camera

> ﬁ Light

0

W, BezierCurve

W v BezierCurve

» Transform
Location X Om
Y om
z 0m
Rotation X 0°
Y 0°
74 0°
Mode  XYZ Euler
Scale X 1.000
Y 1.000
Z 1.000

> Delta Transform
> Relations
2> Collections
> Motion Paths
> Visibility
> Viewport Display
> Line Art

> Custom Properties

a

X
=
Vv &

oA
(ol @]
© 8
Lol &

P

FeEe g

oz



9 Blender
@ File Edit Rendg [Vindow Help Layout Modeling
2+ W ObjectMode v | View Select Add Object
Eag Toolbar
Sidebar
Top Orthographi
L hog. s Tool Settings
4 (1) Collection | Bez e
~ 10 Cantimatars jjust Last Operation

e

Add Bezier

@~ Playback v Keying v View

Frame Selected

Frame All

Numpad .
Perspective/Orthographic

Local View >
Cameras >

Viewpoint >
Navigation >

Align View >
View Regions >
Play Animation

Viewport Render Image
Viewport Render Animation

Viewport Render Keyframes

Area »

Marker

lpting

UV Editing Texture Paint

View X—1 —@ Frame Selected % 3E/5\

Animati

Rendering Compositing

12 Global v (Pv D i (e

110

I« o4 4 P re i

120 130

1

40

scripting

e-B.@.

sz +-o . | (B

160

'6 v Scene

0 ee90 -

Options v

]

B B € ©

18 & viewLayer
& 0

=
E Scene Collection
v

= Collection

> J BezierCurve
» {33 Camera

> ﬁ Light

= o
Y W, BezierCurve
]
&) W v BezierCurve
‘- » Transform
N Location X Om
& Y om
i z om
Rotation X 0°
El Y 0
74 0°
) Mode  XYZ Euler
Scale X 1.000
- Y 1.000
Z 1.000

> Delta Transform
> Relations
2> Collections
> Motion Paths
> Visibility
> Viewport Display
> Line Art

> Custom Properties

a

X
=
Vv &

oA
(ol @]
© 8
Lol &

P

FeEe g

Eglics



D File

2+ W, Object Mode ~

[ %

Edit Render JSEew Help Layout jeling lpting UV

Wiew Select Add Object

M Object Mode

(1) Collection | BeSZurve

weninses T Edit Mode (CH)DER

Playback ~ Keying ~ WView Marker

1 10 20 30 40 50 &0 70

re Paint ling  Animation lendering  Compositing  Geometry Nod ripting  + &5~ Scene G |l viewLayer 18
B Gobal P @i B ° N @ 50000 @ 0 v B
Options B Scene Collection
v B Collection @ B8
» [ 2| BezierCurve @ A
] - Camera © a8
Z 5 gs ; (Lo (3: - Light (ol & )]
o
7]
=~ pe ~
%Y [l: BezierCurve =
=] :.:v BezierCurve
i B "W~ Tansform
/// _h-__“"““—-q___q_ ] Location X 0m T o.
_hq__-'“"-h—____ Fs Y 0m T .
e e 1| - 7 0m T o
| Rotation X 0° =
= iy 0® T .
= 0° =
L Mode  XYZ Euler m
Scale X 1.000 =
b 1.000 o .
z 1.000 T o.
> Delta Transform
» Relations
» Collections
> Motion Paths
> Wisibility
» Viewport Display
> Line Art
» Custom Properties
* 4 ¢4 4 P ré»l 1 @ St 1 End 250
80 90 100 110 120 130 140 150 160 170 180 150 200 10 220 230 240 250



% Blender

@ File Edit Rendg {findow  Help Layout  Modeling

Sculpting UV Editing  Testure Paint  Shading  Animation  Rendering  Compesiting  Geometry Nod Scripting  + &3~ Scene ] (& viewLayer Lk
#2v [¥ EditMode v |Wiew  Select Add Curve Control Points Segments I Global ~ (v @i v L=l N ey - @y @ a9 - t=v &~ O Y~ B
[ tu = iCH Toolbar B Scene Collection
e m— O Sidebar M v B Collection @ B8
[s] raphnic "
ll;]BEZierCu:rE ::I S:Etmtg; . » ? I3 | » [ Bedercune ©nQ
e - _
= e jjust Last Operation

i —_— o \ - » D camera Lol 5]
bxid Frameselected VIEW X—l_d) S|debar %:&E/‘S\ 3577_(3::0) <4 = & gt © A
f_b l:'rame,fxll (.

bl Perspective/Crthographic
Lo Local View
— =

EJull . THA RJIN—F=R

Viewpoint

BH B € ©

Mavigation

.X
®
4\ AIiEjn‘JieW Sh|ft (j:j:ﬁ éj—d:(/\
h

View Regions

Play Animation

= jel w
.t I Viewport Render Image | ' BezierCurve ,@
2 L 3y A
- & Viewport Render Animation
L] - ) p
;'/ @ Viewport Render Keyframes g M~ BezierCurve
Area " “ Transform
N Location X om o .
s Y 0m =l
i, z om =l
| Rotation X 0° =
T") = Y o° o .
— z 0® =
. Mode  XYZ Euler ~
Scale X 1.000 oo
L 1.000 T .
Z 1.000 T e
> Delta Transform
» Relations
» Collections
> Motion Paths
> Wisibility
» Viewport Display
> Line Art
» Custom Properties
@ rPlayback v Keying ~ Wiew Marker L] 4 ¢4 4 P ré »| 1 @ Start 1 End 250
1 10 20 30 40 50 60 70 80 90 100 110 120 130 140 150 160 170 180 150 200 210 220 230 240 250



@ File Edit Render Window Help Layout todeling llpting

*  Orientation: » Default ~  Drag: Select Box  ~

¥ Edit Mode ~ View GSelect Add Curve Control Points Segments
Top Orthographic

. 1) BezierCurve
P 10 Centimeters

4
*)

0\4 Playback ~ Keying ~ Wiew Marker

1 10

Ol R =R

] I« ¢4 4 P re»l
110

1L

¥

?

B #® &%®

v h" v @ v
¥ Transform

Control Point:
X
Y
z
Global
Weight

Radius

Tilt

-

oo

-1 m

0m

0m
Local

0.000

1.000
e

1

Scene LD ||__E|v View Layer LD
= @ P v @
~ B Scene Collection
v B Collection &
E
g H - _) BezierCunve @
» D camera @
E - Light ®
=
2
=
= 0

Y
=8

[

= g
M, BezierCurve !

M~ BezierCurve

¥ Transform

Location X Om (i
Y Om [

Z 0m =
Rotation X o° fa)
Y 0° o .

z = [

Mode  XYZ Euler ~ .
Scale X 1.000 (]

Y 1.000 b .

= 1.000 g =

¥ Delta Transform

Relations

Collections

* Instancing

Motion Paths
Visibility

*» Viewport Display

Customn Properties

2.91.0



@ File Edit Render Window Help Layout | ling Ipting UV Editing Textur n 1ading Animation I ing my
2+ [ EditMode v View Select Add Curve Control Points Segments 17 Global v Pv D iy =
Orientation - Default v Drag Select Box v
Top Orthographic
(1) BezierCurve
I 10 Centimeters
2
.
v
//
/
/
/
//
/
/ l
/
/
/
/
/
A
V7

@~ Playback v Keying v View Marker [ ] I« o< 4 P re >l

1 10 20 10 60 80 90 100 110 120 130 140

'6\4 Scene L[; LE]V ViewLayer

wvvyHN v @ deaeewo - & o
E Scene Collection
v Transfo v [& Collection
ransform £
g I3 » | D) BezierCurve
Control Point > @ camera
O'm g » O ght
0.5m
om
w Global Local
Lo (sRuinje)
w .
e Radius 1.000
HH Tilt e
= 0
; [lj BezierCurve
(5] W v BezierCurve
" » Transform
N Location X
& Y
i Z
Rotation X
= Y
74
" Mode
Scale X
Y
Z
> Delta Transform
> Relations
> Collections
> Motion Paths
> Visibility
> Viewport Display
> Line Art
» Custom Properties
1 @ Start End 250

Om
0m

0m

XYZ Euler
1.000
1.000
1.000

G
Vv 2

oA
(ol @]
© 8
Lol &

o

g e

el gy

gy



D File

2~

O

1 10

Edit Render Window Help Layout feling ilpting 1 iting
K_; Edit Mode ~ Miew Select Add Curve Control Points Segments
Orientation: - Default w Drag:  Select Boxw

Top Orthographic

(1) BezierCurve

10 Centimeters

Playback ~ Keying ~ WView Marker

A Global ~ (v Qv (=

iting metr lod ripting +

 Transform

Vertex:
A x

Y
Z

2
w Global
32

Iy

v l =
BRI/ > R)L 73R

Mo d P rerl 1 @

1

‘@ ~| Scene

H o9

05m
1m

Oom

Local

End

Tool Item

View

18] & viewLayer
& P

B Scene Collection

)

a8

& modl R =

]

L]

B Collection
L D BezierCurve
- Camera

L Light

ol

= g
B, BezierCurve
= ;

B~ BezierCurve

“ Transform

Location X 0m
i Om
Fil 0m
Rotation X N}
i 0®
Z 1
Mode  XYZ Euler
Scale X 1.000
i 1.000
L 1.000

> Delta Transform
» Relations
» Collections
» Motion Paths
> Wisibility
» Viewport Display
> Line Art

» Custom Properties

i
VB

moeon|
(ol &)
fodl @
(ol & ]

PEE B P

P e



‘o ~ Scene LD

A File Edit Render Window Help Layout todeling dpting UV Editing  Texture Paint hading  Animation lendering  Compositing  Geometry Nod ripting  +
2+ T%EditMode ~ View Select Add Curve Control Points Segments 14, Global ~ P~ @l = vyl @y 329099 -
Orientation: - Default ~ Drag:  Select Boxw
Top Orthographic  Transform E
Ly
(1) BezierCurve
T 10 Centimeters Vertex:
o) < X 1m 3
f 0.5m
; (1, 0.5, 0) (CF&@) _
T ’ ’ Z 0m i
=
{;} l K Glabal Local
o 52
4
OV Playback ~ Keying ~ WView Marker . 4 ¢4 4 P ré »| 1 1

110

1 10

|I__E|v ViewLayer
W 0

B Scene Collection

b = Collection
L .
iy » [ 2 BezierCurve
L Camera

L Light

ol

= g
B, BezierCurve

e

-—
o=C

=] :.:v BezierCurve
" “ Transform
l Location X 0m
& i Om
z om
Rotation X N}
= ‘f v
Z 1
n Mode  XYZ Euler
Scale X 1.000
i 1.000
L 1.000

> Delta Transform
» Relations
» Collections
» Motion Paths
> Wisibility
» Viewport Display
> Line Art

» Custom Properties

i
VB

moeon|
(ol &)
fodl @
(ol & ]

FEE B FB

P



Control Points

@ File Edit Render Window Help Layout feling
;_?I_v HEditMode ~  Miew Select Add Curve
Orientation: - Default w Drag:  Select Boxw
Top Orthographic
(1) BezierCurve
,‘\I 10 Centimeters
L
d-T-b
¥
C
r
=
T.u’l
0\4 Playback ~ Keying ~ WView Marker

1 10

Segments

Global ~ (Pv G i~ (=

 Transform

Control Point:
X
Y
Z
Global
Weight

Radius

B #® &%

Tilt

I« ¢4 4 P ré »|

ADHHRZ

‘@ ~| Scene

H o9

1m
Om

Oom

Local

1.000

1.000

1%

1

0®

iR

Tool Item

View

18] & viewLayer
& P

B Scene Collection

)

a8

& modl R =

]

L]

B Collection
L D BezierCurve
- Camera

L Light

ol

= g
B, BezierCurve

= ;
B~ BezierCurve

“ Transform

Location X 0m
i Om
Fil 0m
Rotation X N}
i 0®
Z 1

Mode  XYZ Euler

Scale X 1.000
i 1.000
L 1.000

> Delta Transform
» Relations
» Collections
» Motion Paths
> Wisibility
» Viewport Display
> Line Art

» Custom Properties

i
VB

moeon|
(ol &)
fodl @
(ol & ]

PEE B P

P e



% Blender

18] & viewLayer

v @ O

B Scene Collection

)

a8

& modl R =

]

A File Edit Render Window Help Layout deling  Sculpting UV Editing  Texture Paint  Shading  Animation  Rendering  Compositing  Geometry Nod Scripting  + &3~ scene
2+~ ¥ EdtMode ~ Wiew Select Add Curve Control Points Segments 1o Global ~ (Pv @~ (= e-HJH- @0 000 -
Orientation: - Default ~ Drag:  Select Boxw
Top Orthographic  Transform E
)
(1) BezierCurve :
e 10 Certimeters Control Point:
\ ) y 2m 5
0.5m
. (2, -0.5, 0) (CF&&h _
1-;# ’ ’ om ;
=
@ \W Global Local
I'C L.UUU
£l - -] .
) - Radius 1.000
‘.\. @ Tilt 0
R
A
|
A
"/
f
il
9 4 —_ ~ » —_— i
"W W \ — 7—\
(R CTREZITDDTYABDH LN Y=0ERDKLDICT D)
@ rPlayback v Keying ~ Wiew Marker L] 4 ¢4 4 P ré »| 1 @ Start 1 End 250

1 10 20 30 40 50 &0 70 80 a0 100 110 120 130 140 150 160 170 180 150

200 210 220 230 240

= Collection
- _) BezierCurve
- Camera

L Light

ol

= g
B, BezierCurve

= ;
B~ BezierCurve

“ Transform

Location X
i
Z

Rotation X
i
il

Mode

Scale X
i
L

> Delta Transform
» Relations
» Collections
» Motion Paths
> Wisibility
» Viewport Display
> Line Art

» Custom Properties

0m
Om

0m

XYEZ Euler
1.000
1.000
1.000

i
VB

moeon|
(ol &)
fodl @
(ol & ]

PEE B P

P e



18] & viewLayer
& P

B Scene Collection

)

a8

=
-

=]
o=
al

]

D File Edit Render MW Help Layout Modeling  Sculpting UV Editing  Testure Paint  Shading  Animation  Rendering  Compositing  Geometry Nod Scripting  + &3~ scene
2+~ [¥ EdtMode & Wiew Select Add Curve Control Points Segments Ia Global ~ (Pv @l ~ (= N e-HJH- @0 000 -
[ -
M, Object Mode yefault v Drag:  Select Boxw
% Edit Mode
;;&  Transform E
. — el ]
Lomear —Ob Mode (CE)D S FHleldHE | _
' 3 10 Centimeters JeCt O e (S E Z— (S = Control Poirt: _
LS X 2m
- I 8
+ L) Y 05m
A y -] z om
=3
0 \W Global Local
Weight 1.000
7 ) .
) - Radius 1.000
@ Tilt -
A
"/
!
r
@ rPlayback v Keying ~ Wiew Marker L] 4 ¢4 4 P ré »| 1 @ Start 1 End 250
1 10 20 30 40 50 60 70 80 90 100 110 120 130 140 150 160 170 180 150 200 210 220 230 240

L]

= Collection
- _) BezierCurve
- Camera

L Light

ol

= g
B, BezierCurve

= ;
B~ BezierCurve

“ Transform

Location X 0m
i Om
Fil 0m
Rotation X A
i 0®
Z 1
Mode  XYZ Euler
Scale X 1.000
i 1.000
L 1.000

> Delta Transform
» Relations
» Collections
» Motion Paths
> Wisibility
» Viewport Display
> Line Art

» Custom Properties

PEE B P

P e




© Blender

@ File Edit Render Window Help Layout | lir Ipting ] fing \nirmation ing mpositing ymetry N ripting + '6\4 Scene LD LE]" ViewLayer
%+ (W ObjectMode v View Select Add Object 12 Global v Pv D iy e v HN Y @- deaeewo - Ty Wy §o) Yv B®2
' 1 ﬂ Options v E Scene Collection
Top Orthographi v Transfo B Collection © @
op raphic ransform £
g > BezierCurve ©
. (1) Collection | BezierCurve - = i 2 = I.[.l d“" e
o 10 Centimeters ocation: = =« Camera
o) [ X om ta é » © ight (ol &)
P S Y Om ta
s j+) z 0m o
Yoo Rotation:
O V= Bl
]
@D % 0° o
@ z 0° ta
XYZ Euler v
Scale:
X 1.000 o
Y 1.000 g
z 1.000 & = pe v
T »\\;\ Dimensions ‘Y [.j BezierCurve
. ]
‘\ X 2m
\ Y 1m CB Add Modifier 7
\ Z Om
=g
N
S N
&
\"\‘
. O = —l
=)
Modifierd JO/\T 2RI D , ©
NG ™)
. &
\\
NG
B
=~k |
@~ Playback v Keying v View Marker [ ] I« o< 4 P re >l 1 @ Start 1 End 250
1 10 10 60 70 o 110 130 140 15( 17



D File Edit
2+~ W, Object Mode ~
m0

Top Orthographic
. (1) Collection | BezierCurve
P 10 Centimeters

Render  Window

View

OV Playback ~ Keying ~ View

1 10 20

Help Layout
Select Add Object
Marker
30 40

80

100

17 Global ~ (Pv G~ (=

[ ] I« ¢4 4 P ré »|

110 120 130

140

150

160

IL

170

‘@v Scene LD ||__E|v ViewLayer LD
TR @ 0090 - w0 VB
Options B Scene Collection
v = Collection
 Transform E
A - _) BezierCurve
Location: - Camera
| X 0m B 3 - Light
Fany =
L Y 0om ‘=
o z 0m i =
=
\W Rotation:
X 0® o
- Y 0° i
= z 0° o
XYZ Euler ~
Scale:
X 1.000 ol
¥ 1.000 o
=] oo
Sy - = Add Modifier
Dimensions: %‘l' [l: BezierCurve \,R’?
: 2 y AN
¥ Im Add Modifier v

0| Mesh Cache

O] Mesh Sequence Cache

Mirror ModifierZ1E19 B

Start 1

1 ]

180 150 200 210 220 230 240

|

00 Array A Armature & Soft Body
771 Bevel () Cast
Eg Build ) Curve
A Decimate ts Hook
| Edge Split H Lattice
g_'l Geometry Modes O] Mesh Deform
£i3 Mirror B\ shrinkwrap
4 ﬂJ Remesh & Simple Deform
=) screw ¥ Smooth
T solidify “7 Warp
O| Subdivision Surface ,{fr__ Wawve
E Triangulate
Weld
End 250




© Blender

@ File Edit Render Window Help Layout | lir Ipting UV Editing Textur n fing \nimation ing mpositing metr riptir lév Scene LD
%+ W ObjectMode v View Select Add Object 12 Global v Pv D iy e e @ 3 O000 - T=v (@ 0
[ Bt = Bt Options v B Scene Collection
i v = Collection
Top Orthographic v Transform £
G 5 g > J BezierCurve
. (1) Collection | BezierCurve = =
L \ 10 Centimeters Location: = > Camera
) [ X om ta é » © ight
& Y Oom 2
4
L j+) z om o
Yoo Rotation:
¥
= X ¢ &\
® Y 0° =)
FEE i =
XYZ Euler v
Scale:
X 1.000 o
Y 1.000 g
z 1.000 & = S
+— e \’\\\\ Dimensions iy W BezierCurve
= =S X 4m S
\ ) Ca
\ Z Om
— =
‘"’ %8 Mirror
// N
N\ -
/ N Axis
':’ Bisect
’ Flip
/ Mirror Object
=
/ \ =
/ 4 . = Merge
/ ~ P
g e
i e Data
//"/ \\;
e e |
@~ Playback v Keying v View Marker [ ] I« o< 4 P re >l 1 @ Start 1 End 250

1 10 10 60 70 O 110 ( 130 14 15( 160 17(

LE] v ViewlLayer

V-8

oA
(ol @]
© 8
Lol &

X M|

s SEARIENED

‘lgju\/ X

X Y Z

X Y z

X Y 7
L

Clipping .
v 0.001 m .



® Blender

@ File Edit Render Window Help Layout na I ] liting I t 1ading Animation ndering mpositing ymetry Nod ripting  + lév Scene L[; @v ViewLayer
#2v [ ObjectMode v View Select Add Object Iz Global v Pv D) i~ (s vy-HX- @ @000 v  t=v W. O Y 2
" B = B Options v B Scene Collection
S e v B Collection (o @]
0 raphic ransform £
2 ; 4 g » | D) BezierCurve ©
(1) Collection | BezierCurve . = o
o 10 Centimeters Location: = » & Camera @ @
L l X om ‘o é » O (jght (o &]
O Y om f=!
* = >
s j+) z 0m w3
iox w Rot:tmn = .
2 @D Y 0° o
‘ @ z 0° ta
XYZ Euler v
Scale:
X 1.000 ta
Y 1.000 g

Dimensions:

Ly W, BezierCurve A> $i3 Mirror ~ 57
: 2 e y 3 AN
Y v

1m g  AddModifier

2 il = Add Modifier

[0] Mesh Cache |]|]|] Array ?'\< Armature @ Soft Body

o] Mesh Sequence Cach' 7] Bevel () Cast
& 51(C Array Modifier ZIENN T D ~ 5 e o
|[] Edge Split H Lattice

.l Geometry Nodes

1=

Mesh Deform

B\
-
3 Mirror r[ Shrinkwrap
Remesh Simple Deform
S ﬂ; -
2N S) Screw 7~ Smooth
S
/ S T Solidify “? Warp
e T Ol Subdivision Surface (77 Wave
B Triangulate
© Weld
@~ Playback v Keying v View Marker [ ] I« o< 4 P re >l 1 @ Start 1 End 250

1 10 20 30 10 50 60 70 80 90 10 110 120 130



©® Blender

E File Edit Render Window Help Layout jeling iIpting UV Editing Texture Paint Shading Animation Rendering Compositing ymetry Nod ripting  + '6\« Scene @ L@" ViewLayer
#2v W ObjectMode v View Select Add Object 1 Global v Pv 9 iv vvav-e g eoees - v @w. 0O Vv &
" B = B Options v B Scene Collection
Top Orthographi — v B/ Collection @A
0] raphic ransform E -
2 : ‘ g » | D) BezierCurve ©
. (1) Collection | BezierCurve . = p
'—\, 0 Continatar Location: ; = » &% Camera © @
\17 l X 0m & § » O ght (oM &)}
&) Y om o
§+) z 0m =
2
w Rotation
X 0° &
@ Y 0° go
e z 0° o
XYZ Euler v
Scale:
X 1.000 o)
Y 1.000 g
z 1000 & = pe v
Dimensions iy W, BezierCurve > 00 Aray g
X 8m
Y 1m £  AddModifier v
Z Oom
= Mirror Mm@ x
N Axis X Y
& Bisect X Y
Flip X Y
Mirror Object M,
=
= Clipping .
Merge & 0.00Im .
y 4

> Data

| A_’/__/ \ vl Array Tm@ - x

Fit Type  Fixed Count

Count 2

v & Relative Offset

Factor X 1.000
Y 0.000
z 0.000

> Constant Offset

> Object Offset

> Merge
> UVs
@~ Playback v Keying v View Marker [ ] I« o< 4 P re >l 1 @ Start 1 End 250 > Caps
1 10 2( 30 10 50 60 70 ) 90 100 110 120 130 140 150 160 170 18( 190 200 210 220 230 240 250



D File

2+~ W, Object Mode ~

Wm0

O

Playback ~

1

Edit

Render

Top Orthographic
(1) Collection | BezierCurve

Meters

i

Window

View

Select

Help

Layout

Add  Object

TN

Keying

View

Marker

(Ex—%&#H/NNUTEICTST)

110

Global ~ (Pv G i~ (=

I« ¢4 4 P ré »|

IL

 Transform

Location:

X
4 =
j+ z

\W Rotation:

X
4@, Y

@ Z
XYZ Euler
Scale:
x
Y

z

Dimensions:
X
o
Z

Start

‘@v Scene LD ||__E|v ViewLayer LD
H o9 - w0 VB
Options B Scene Collection
v B Collection @ B8
E
g » [ 2| BezierCurve @ A
- Camera © a8
0m & 'S [ Light ® B8
0m o
0m =] =
=
0= =
0® o
0® =
~
1.000 ol
1.000 o
1000 & = pe ~
i W, BezierCurve > 00 Array e
8m
1m =] Add Modifier ™
Om
T v 83 Mimor ffmE - x
l Axis x f
& Bisect X 1
Flip X Y
_ Mirror Object W,
=l Clipping .
Merge & 0.001 m .
o
> Data
ol Array Mm@ x
Fit Type  Fixed Count ~ .
Count % .
~ o Relative Offset
Factor X 1.000 .
Y 0.000 .
Z 0.000 .
» | Constant Offset
»  Object Offset
> Merge
> Uvs
1 End 250 > Caps



Edit Render Window
SRR o
M, Object Mode ~ Wiew
0

Top Orthographic

(1) Collection | BezierCurve
Meters

Playback ~ Keying ~ View

Global ~ (Pv G~

B #® &€%®

S i i e e e o € o B g [ B g By e B

I« ¢4 4 P ré »|

 Transform

Location:

X

Y

Z
Rotation:

X

Y

Z

XYZ Euler

Scale:

x

f

z
Dimensions:

x

i

z

@ Start

‘6\4 Scene LD ||__E|v ViewLayer
Hoees - = m. L

Options ~ W Scene Collection

— 1. 0
B Collection

Count Z1E9

E
A - D BezierCurve
- Camera
gs] .
0m |‘z| 2 - Light
0m ‘=
0m =] &
=
{? =
- o
[t} =
~
1.000 o
1.000 o
1000 & = 2
%Y :l: BezierCurve
40 m
1m [°f  Add Modifier
Om
T v 83 Mimor
] Axis
& Bisect
Flip
Mirror Object
=
=1
Merge
o
> Data
ol Array
Fit Type
Count
Z
» | Constant Offset
»  Object Offset
> Merge
> Uvs
1 End 250

> Caps

i

VB

moeon|

(ol &)
fodl @
(ol & ]

wom

> .



@ File Edit Rendg {indow

Help Layout
2+~ W, Object Mode ~ | Miew | Select Add Object
" i I'n Toolbar
Sidebar
Top Ort i
=7 hoglrap s Tool Settings
. (1) Collection | Bez e —
" _ _
-’-‘, e jjust Last Operation
LY
= Frame Selected
Frame All
Perspective/Orthographic
@ Local View
= Cameras
|
Wiewpoint
™ P
= Mavigation
Align View

View Regions
Play Animation

E_'.-' Viewport Render Image
& Viewport Render Animation
& Viewport Render Keyframes

Area

Modeling

Sculpting

UV Editing  Texture Paint Shading

Camera
Top
Bottom

Front
Back

MNumpad 1

Right
Left

Animation

Re

17 Global ~ (Pv G~ (=

View X1 —® Viewpoint N'5 Top ZiEN 5

Scripting

IL

Xzl

&

ov Playback ~ Keying ~ WView Marker

1 10 20 30 40

o

&0

70 80 a0 100

110

Heid P e

1z

o

1

o

o

140

XJc

1

]

160

170

180

150

200

‘Ov Scene LD ||__E|v ViewLayer LD
TR @ 00090 - w0 VB
Options B Scene Collection
v B Collection @ B8
 Transform E
g » [ BezierCurve /¥ @ A
Location: » B camera © a8
J X 0m el E » @ Light ® B8
) Y 0m i
o z 0m . G
£
‘” Rotation:
X 0® o
@D Y 0° i
= z 0° o
XYZ Euler ~
Scale:
X 1.000 ol
Y 1.000 o
z 1000 & =~ pe ~
'Y o q
1C 20y el %'l' [l: BezierCurve > UI]U Array =
40 m
Y 1m EB Add Modifier £
£ Om
T v 83 Mimor Mm@~ x
l Axis x
Bisect
Flip X
Mirror Object W,
=
=l Clipping .
Merge & 0.001 m .
> Data
ol Array fmE - x
Fit Type  Fixed Count ~ .
Count 10 .
~ o Relative Offset
Factor X 1.000 .
Y 0.000 .
Z 0.000 .
» | Constant Offset
> Object Offset
> Merge
> Uvs
1 @ stat 1 End 250 > Caps

210

220 230

240 250



@ File Edit Render Window Help Layout
2+~ W, ObjectMode ~ Wiew Select Add Object
[ m ]
Front Orthographic
. (1) Collection | BezierCurve
PR Meters
LY II
C
(F]
n’
0\4 Playback ~ Keying ~ WView Marker

1

i

CalriE=d -1 NUATON STtae ESXC1),

Global ~ (Pv G i~ (=

IL

110

I« ¢4 4 P ré »|

 Transform

9 Location:
X
a4 =
-+ z

\W Rotation:

X
4@, Y

@ Z
XYZ Euler
Scale:
x
Y

z

Dimensions:
X
o
Z

Start

HOe9S -

0m
0om

0m

1.000
1.000
1.000

1

‘@v Scene LD ||__E|v ViewLayer LD
@ 0 V2
Options B Scene Collection
v B Collection @ B8
E
g » [ 2| BezierCurve @ A
- Camera © a8
[} § - Light (ol ]
o
=
s
e
™
~
o
™
e = 2] v
i W, BezierCurve > 00 Array e
40 m
1m [°f  Add Modifier v
Om
T v 83 Mimor ffmE - x
l Axis x f
& Bisect X 1
Flip X ¥
_ Mirror Object W,
=l Clipping .
Merge & 0.001 m .
o
> Data
ol Array Mm@ x
Fit Type  Fixed Count ~ .

Count 10

~ o Relative Offset

Factor X 1.000
Y 0.000
Z 0.000

» | Constant Offset
»  Object Offset

> Merge

> Uvs

> Caps




2+~ W, Object Mode ~ L2 Global ~ P~ G~

(1) Collection | BezierCurve

IL

 Transform

9 Location:

X

Y

Z
Rotation:

X

Y

Z

B #® &%

XYZ Euler
Scale:
x
Y
z
Dimensions:
x
i

0| Mesh Cache

‘@ ~| Scene

O] Mesh Sequence Cach’( CI

Playback ~ Keying ~

I« ¢4 4 P ré »|

1 @ Start

170 180 150 200 210 220 230

240

HED—D Array Modifier Z1ENT D ~ 5

v = Collection
_) BezierCurve

g AddModifier

0 eees -
Options ~
E
o -
=
-
0m ":i‘zl B -
0om Yim)
0m T H
=
0F =
0 e
o> ™
~
1.000 T
1.000 o]
1.000 & =
=
i LA
40 m
1m
T
ol Array
Bevel
Build
Decimate
| Edge Split
= Geometry Nodes
i3 Mirror
(B Remesh
=) screw
T solidify
Q| Subdivision Surface
E Triangulate
Weld
1 End 250

&

B Scene Collection

BezierCurv

~

&
>

> Uvs

> Caps

‘Adg I_\/Iodifier;
E’ﬂ Array D\B\v

()]

SO DO B



® Blender

D File Edit Render Window Help Layout Modeling Sculpting UV Editing Texture Paint  Shading  Animation  Rendering mpositing metry Nodes  Scripting + &5~ Scene 18 W+ viewLayer
#2v [ ObjectMode v View Select Add Object 12 Global v v D) i~ & N X @ 92000 v =y . O Y- @
' 1 a Options v B Scene Collection
Front Orthographi " v || Collection (o3
] raphic ransiom E
S0 o
(1) Collection | BezierCurve ' 2 » 12 Beziercurve a
R 9 Location: ) = » B® Ccamera = © @
X om & 8 » O (jght (oM &)
Y om =
j+) z om Wb 3
2
‘w Rotation:
X 0° o)
@D Y 0° g
@ z 0° o)
XYZ Euler v
Scale:
X 1.000 !
Y 1.000 =)
z 1000 & = e v
Dimensions | > Data
X 40m o
0 ]
Y T - >l Array iIEmg v x
74 36 m Fit Type  Fixed Count bg
N Count 10 .
]
. v o Relative Offset
Factor X 1.000 .
Y 0.000 .
= z 0.000 .
> Constant Offset
|
> Object Offset
s ol Array.001 ITm@- x
o AY
Relative Offset (FJfEDIRVNDTF T W IZHT [ e T
Count '€ 10 3 .
v Relative Offset 4
K100 (C Constant Offset (CF T w27 AN TM(0,0,4) (CTD Count %
S < Constan set 1LY , 0, - e
= g
~ & Constant Offset
Distance X Om .
@+ Playback v Keying v View Marker (] I« o< 4 P 2o »l 1 @ Start 1 End 250 Y 0m .
1 10 20 30 40 50 60 70 80 90 100 110 120 130 14( 150 160 170 180 190 200 210 22( 230 240 250 z 4m 2

> Object Offset



D File Edit

2+~ W, Object Mode ~

[ %

Render

(m

Window

View

Front Orthographic

Meters

Playback ~ Keying ~ View

10

(1) Collection | BezierCurve

20

Help

cout

Modeling

Select  Add | Object

Marker

30

Transform
Set Origin
Mirror
Clear
Apply
Snap

Duplicate Objects
Duplicate Linked

Join

Copy Objects

5y Paste Objects

40

Asset

Parent

Collection
Relations
Constraints

Track
Link/Transfer Data

Shade Smooth
Shade Flat

Animation
Rigid Body

Quick Effects
Conwvert

Show/Hide
Clean Up

Delete
Delete Global

Sculpting

AltD

L Editing

Texture Paint

Shading

Animation
L2 Global ~ P~ G~

Rendering

Con

Geometry Nodes

Scripting

4e

Object/ X Lo — D5 Duplicate Lindd ZzE

—_—

AR

==z [+

Duplicate Object AT T N> — & EMAEIER T ZDT—
HERELTEES—HICERIRENA

AT O —FBEREHEBENDIDT

Duplicate Link

—h7ZiREIDELEDI—AHICERRE=ND

80

a0

100

110

I« ¢4 4 P ré »|

120

130

140

180

150

200

210

e B3 -

B #® &%

220

~ Transform

Location:

XYZ Euler

Scale:

X

Y

z
Dimensions:

X

Y

z

@ Start

230

#5~ Scene
0 eees -
Options ~
E
2
0m & E
0m T
0m =] 5
g
0® =
0® o
0 =
-
1.000 o
1.000 =
1.000 =
40 m
1m
36 m
1 End
240 250

=~

a B = ap
<

& |

]

1 & viewLayer 1]
@ 0 V2
Scene Collection
B Collection [oN 5]
» [ BezierCurve /¥ @ A
- ‘2 Camera 1:,. @ @
= & Light (ol & ]
jel ~
> Data
il Array =g - x
Fit Type  Fixed Count -
Count 10 .
~ o Relative Offset
Factor X 1.000 .
i 0.000 ]
Z 0.000 .
> Constant Offset
> Object Offset
>  Merge
> Uvs
> Caps
il Aray.001 DEA - x
Fit Type  Fixed Count - o
Court 10 .
~ | Relative Offset

~ | Constant Offset

>

Distance X

i
Fi

Object Offset

0om

0m

4m



@ File Edit Render Window Help Layout
2+~ W, ObjectMode ~ Wiew Select Add Object
0
Front Orthographic
. (1) Collection | BezierCurve.001
PR Meters
LY II
n’
®
4
~
+ﬂ
Duplicate Linked
+ Linked
0m
Y 0m
Z 2Zm
x
Orientation 27_‘) Global
Prc nal Editing
ov Playback ~ Keying ~ Wiew Marker
1 10 20 30 40

Sculpting UV Editing  Texture Paint Shading Animation Rendering Scripting +
Lo Global ~ (P~ G~ N
[ I« ¢4 4 P re oyl
60 70 80 90 100 110 120 130 140 50 160 170 180 190

200

210

H 8 &

220

 Transform

Location:

XYZ Euler

Scale:
x
Y
Z

Dimensions:

X
o
Z

C]

23

0

Start

Options
0m &
0m T
Zm Vil

0® =
0® o
0 =

v
1.000 o
1.000 =
1.000 =
40 m
1m
36 m

Tool

View

1 & viewLayer 1]

LS vy 2
B Scene Collection
v = Collection & @
» ) BezierCurve @ @
» [ BezierCurve.001 /& @ QA
L= 52 Camera o [
» @ Light e n
=~ pe e
i > Data
ol Array EA - x
|
- Fit Type  Fixed Count v .
Courtt 10 o
[N}

~ | Relative Offset

Factor X 1.000 .
i 0.000 ]
= Z 0.000 .
=1
> Constant Offset
> Object Offset
>  Merge
.
> Uvs
= > Caps
il Aray.001 DEA - x
Fit Type  Fixed Count - o
Court 10 .

~ | Relative Offset

~ o Constant Offset

Distance X 0om .
Y 0m .
Fi 4 m .

> Object Offset



@ File Edit Render Window Help st

#2~ W ObjectMode ~ View Select Add | Object

0
Front Orthographic
-4, (1) Collection | BezierCurve.001
PR Meters
LY II
|
|
£ A
Duplicate Linked
+ Linked
e X 0m
Y 0m
Z 2Zm
X
1, Global
Proportional Editing

ov Playback ~ Keying ~ Wiew Marker

1 10 20 30 40

Modeling  Sculpting UV Editing  Texture Paint  Shading  Animation  Rendering positing yModes  Scripting  + &3~ scene i | viewLayer ik
B Global v Pv @ wiv @ N ° - H-® 00090 - @ 0 v @
Transform Options B Scene Collection
Set Origin v || Collection (ol &
5 : . * Transform E
Mirror > Interactive Mirror ] - J BezierCurve Lol @]
Clear X Global 9 Location: = - g BezierCurve.001 /& [o} &
Apply - =] T
Apply ¥ Global X 0m & 2 - ; Camera A
Snap Z Global ki om E . » O Light © @
. z 2m
Duplicate Objects ralce] o L . 7:)\ =5 % \E — ﬁ g
= al i » E
Duplicate Linked ‘o 0] bj ect >( T 73— Mirror 'Y Global BEES\ g rostn
) - o X 0® =
o Z Local - == W D = @ 5 0° T
= C 1]
Copy Objects z e i
Paste Objects @ XYZ Euler -
Asset Scale:
Parent X 1.000 T
Collection Al 1.000 &
[ =]
Relations z 1000 b =~ pe ~
Constraints Dirnensions: iy > Data
Track X 40m y - =
Link/Transfer Data o Im & L AL ]
Shade Smoath z 36 m = Fit Type  Fixed Count v ®
Shade Flat Courtt 10 .
[N}
Animation ~ | Relative Offset
Rigid Body
- Factor X 1.000 .
Quick Effects i 0.000 .
0.000
Convert = = *
Show/Hide > Constant Offset
Clean Up > Object Offset
Delete > [ Merge
Delete Global > Uvs
> Caps
il Array.001 =g - x
Fit Type  Fixed Count - o
Court 10 .
~ | Relative Offset
\r i -\1
. L
~
~ o Constant Offset
Distance X 0om .
L] 4 ¢4 4 P el 1 @ Stat 1 End 250 ¥ 0m .
50 60 70 80 90 100 110 120 130 140 150 160 170 180 190 200 210 220 230 240 250 z 4m *
? Object Offset



9 Blender =

R File Edit Render Window Help Layout  Modeling ulpting UV Editing ture Paint Shading  Animation  Rendering  Compositing eometry Nodes Scripting -+ &5~ Scene 18 W+ viewLayer
#2v [ ObjectMode v View Select Add Object 12 Global v Pv D iv = - 000 v T=v @ 0 Y @2
" B = B Options v B Scene Collection
W S v B Collection (o @]
User Perspective ~ Transform £
; ” ] - BezierCurve : ©
24 (1) Collection | BezierCurve.001 e £ D BezierCurve 22
2 / Location: » [ Dl BezierCurve.001 £ ©
/ : =
o) O X Om ‘o § » @ Camera o (o} &
Y om g » O |ight © A
3 § ) z 2m G
=
LJ,_\ ‘w Rotation:
\ X 0° =
&,_,—f—\ o ~
g 2 Y 0 B
4 Z 0% o)
S o= ::}
\_’,—\ \ \\_/_\ XYZ Euler v
k_’,\ o5 Scale
L_/—\ ~ X 1.000 =
Y; -1.000 o]
z 1000 ‘& = b v

Dimensions: > Data

X 40 m
vl Array ITm@ - x

\f\ 5 T L
z 36 m Fit Type  Fixed Count bg
- Court 10 .
L_/_\ \_/\ \ \ﬁ v ¥ Relative Offset

d R =

ol S

N————
\f Factor X 1.000 .
Y 0.000 .
= z 0.000 .
(]
> Constant Offset
u
> Object Offset
~
> Merge
®
> UVs
C > Caps
v ol Array.001 T=E@ - x
Fit Type  Fixed Count voe
Count: 10 .
Mirror Vv Relative Offset
Orientation 'L; Global v
Constraint Axi !
Y
< ~ & Constant Offset
Distance X 0m .
@+ Playback v Keying v View Marker [ ] I« o< 4 P re | 1 @ Start 1 End 250 Y Om .
1 10 20 30 40 50 60 7 80 90 100 110 120 0 140 150 160 180 190 200 210 220 230 240 250 z 4m s

> Object Offset



@ File Edit Render Window Help st

2.

D i
M, Object Mode ~

[t u il

Modeling

View Select Add | Object

Front Orthographic
(1} Collection | BezierCurve.001

Meters

Mirror

Playback ~ Keying
1 10

n 27_‘) Global

Constraint Axis

~ WMiew  Marker

20 30 40

Transform
Set Origin
Mirror
Clear
Apply
Snap

Duplicate Objects
Duplicate Linked

Join

Copy Objects
Paste Objects

Asset

Parent

Collection
Relations
Constraints

Track
Link/Transfer Data
Shade Smooth
Shade Flat

Animation
Rigid Body

Quick Effects
Conwvert

Show/Hide
Clean Up

Delete
Delete Global

Sculpting

L Editing

Alt D

Texture Paint

Shading

Animation

Lo Global ~ (P~ G~

Rendering

Compositing

Scripting

o

~ Object X_ 1 — 15 Duplicate Lined =%
(RRICEHLUICEDZEDEEET D)

—_—t

A

==z [+ B

80

S0

100

110

I« ¢4 4 P re»l

140

160

170

180

190

200

210

B # &%

220

 Transform

Location:

X

Y

Z
Rotation:

X

Y

Z

XYZ Euler

Scale:

x

Y

Z
Dimensions:

x

Y

Z

@ Start

230

‘6\/ Scene
0 eees -
Options ~
E
2
0m & E
0m T
Zm =] 5
g
0® =
0® o
0 =
-
1.000 o
-1.000 =
1.000 =
40 m
1m
36 m
1 End
240 250

=~

e

& md R =

]

~ | Relative Offset

~ o Constant Offset

Distance X
Y
Zz

> Object Offset

0om

0m

4m

L.D ||__E|V ViewlLayer L.D
|t~ /o 7 i 'I::?
Scene Collection
= Collection ® 0
» ) BezierCurve ® [
» [ BezierCurve.001 /¥ ® @
L= c‘q Camera ® 0
= O gt on
o -
> Data
ol Array PEE - x
Fit Type  Fixed Count v
Courtt 10 .
~ o Relative Offset
Factor X 1.000 .
Y 0.000 .
i 0.000 .
»  Constant Offset
> Object Offset
> Merge
> Uvs
> Caps
il Array.001 fEA - x
Fit Type  Fixed Count m -
Count 10 .



® Blender

R File Edit Render Window Help Layout  Modeling
2 W ObjectMode v View Select Add Object
[t ) = bt
Front Orthographic
(1) Collection | BezierCurve.002
VA Meters
o)
-
+—
=
y “
Duplicate Linked
¥ Linked
Mo 0om
Om
y4 34 m
AxisOrtho = X v
Orientation | 17, Global v
Proportional Editing
ov Playback v Keying v View Marker
1 10 20 30 40 50

Sculpting

o

JV Editing

Texture Paint

ling

100

Animation

Ir, Global v Pv D i v

110

Rendering

H o< 4 P rel

120

130

140

150

Scripting

160

+

180

180

210

' E

v Transform

Location:

X

Y

z
Rotation:

X

Y’

z

XYZ Euler

Scale:

X

Y

Z
Dimensions:

X

Y

Z

'5*/ Scene [_,D @v ViewlLayer
0 oeed - =y W. O Vv 2
Options v B Scene Collection
v B Collection ©
5 » ) BezierCurve {03
» ) BezierCurve.001 (o} @]
om & B8 » [ D) BezierCurve.002 |
om ol » B camera 55 (o3
Soil W § > O yight ©
s
0° &
90° i)
0° ol
v
1.000 =
-1.000 gl
1.000 = e 0 T
i Y > Data
40 m -
~ ol Array E@ - x
im &
36m FitType Fixed Count v e
VH’i
Count 10 .
&
v o Relative Offset
8
Factor X 1.000 .
Y 0.000 .
= z 0.000 .
(]
> Constant Offset
o
> Object Offset
~
> Merge
L
> Uvs
© > Caps
v ol Array.001 Mm@ x
Fit Type  Fixed Count v .
Count 10 .
Vv Relative Offset
or
~ & Constant Offset
Distance X Om .
1 End 250 : 0Om .
25 z 4m .

> Object Offset



9 Blender =

R File Edit Render Window Help yout  Modeling ulpting UV Editing  Texture Paint  Shading  Animation  Rendering  Compositing eometry Nodes  Scripting  + &5~ Scene 18 W+ viewLayer
#2v [ ObjectMode v View Select Add | Object 12 Global v Pv D iv = -8 90008 v =v W. O TR
' 1 ﬂ : Transform > Options v a Scene Collection
et Set Origin > o v ||/ Collection (o} &)
o raphic ) ransform E
2 Mirror > 7] > BezierCurve 4 to3
(1) Collection | BezierCurve.002 = D Besiercurve
2 Meters Clear > 0 Location: » ) BezierCurve.001 y © Q8
/ _ =
o) Apply > X om sor U] » [ D) BezierCurve.002 & LoW G|
% Snap > Y 0m o » B camern 5 (o} @]
' P =
. z 36m ta ] - T ®
A Duplicate Objects p g » © Light ©
fon Duplicate Linked  AlED - Botton:
< = X 0° o
Join »
- ad o >
m o Object: . — \ ~ . . \E —_— e Y 90 ta
A Object X =1 — H5 Duplicate Lined Z3&/3 —
e ject X_1 uplicate Line JEZ AN i b
R, Pas s
> - XYZ Euler v
| (RBCERULZEDZEDEERTD)
SE (—, "
P ] Parent > X 1000 &
h_ Collection > I I ! | iY: -1.000 fo!
D Relations > gs 77_ ( j: I z 1000 ‘& = b v
fT Constraints > — Dimensions i > Data
£ Track > | | | X 40 m 1 -
Link/Transfer Data > Y, im & v 0 Sy L =@ v X
Shade Smooth Z 36m = FitType Fixed Count v e
N
Shade Flat Count 10 .
= ]
Animation > il v & Relative Offset
Rigid Body > l:.
- Factor X 1.000 .
Quick Effects > Y 0.000 .
Chert = = z 0.000 .
Show/Hide > = > Constant Offset
Clean Up > > Object Offset
& :
Delete > Merge
Delete Global = > UVs
© > Caps
v ol Array.001 ITm@- x
Fit Type  Fixed Count v .
Duplicate Linked
Count: 10 .
~ Linked
! om Vv Relative Offset
Om
Z 34 m il {
- arth X v l-l‘"
Orientation 12, Global v
~ & Constant Offset
Proportional Editing
Distance X 0m .
@+ Playback v Keying v View Marker [ ] I« o< 4 P re | 1 @ Start 1 End 250 Y Om .
1 10 20 30 40 50 60 7 80 90 100 110 120 130 140 150 160 180 190 200 210 220 230 240 250 z 4m e

> Object Offset



® Blender

R File Edit

Render Window Help Layout Modeling Sculpting UV Editing
2 W ObjectMode v View Select Add Object
| N} =
Front Orthographic
(1) Collection | BezierCurve.003
VA Meters
\ )
s
Duplicate Linked
¥ Linked
§ 2m
Om
y4 Om
Axis Ortho | X v S0
Orientation 'L:, Global v
Proportional Editing
°v Playback v Keying v View Marker
1 10 20 30 40 50 60 70 80

Texture P,

int

ling

100

tion

110

Rendering Compositing

1o, Global v (Pv D iy =

I« o< 4 P re |
120 130

150

Scripting

160

180

190

200

210

e Bl

H 8 &

@ .

v Transform

Location:

X

Y

z
Rotation:

X

Y:

z

XYZ Euler

Scale:

X

Y:

74
Dimensions:

X

Y

z

'6\/ Scene
0 oo -
Options v
E
8
" =]
2m ‘t! ke
0m ta
36m T &
s
0° o
90° g
0° &
1.000 o
-1.000 fo!
1.000 &
40 m
im
36m
1

=
[~ ]
v

B = ap

& =\ d

C0

©'

18} &+ viewLayer

= @ P V-8
Scene Collection
B Collection ©
» ) BezierCurve ©
» ) BezierCurve.001 (o} @]
» ) BezierCurve.002 3 @ @
» | D) BezierCurve.003 X foN @]
» © Ccamera e @
» O ight ©
L0 v
> Data
~ ol Array n B v X
Fit Type  Fixed Count v e
Count 10 .
v o Relative Offset
Factor X 1.000 .
Y 0.000 .
z 0.000 .
> Constant Offset
> Object Offset
> Merge
> Uvs
> Caps
v ol Array.001 Mm@ x
Fit Type  Fixed Count v .
Count 10 .
Vv Relative Offset
~ & Constant Offset
Distance X Om .
: Oom .
z 4 m .

> Object Offset



2+~ W, Object Mode ~

(1} Collection | BezierCurve.003

Playback ~ Keying

oout

Add T Object
Transform
Set Origin
Mirror
4 Clear
Apply
Snap

Duplicate Objects
Duplicate Linked

Join

Al Copy Objects
5y Paste Objects

Asset

Parent

Collection
Relations
Constraints

Track
Link/Transfer Data

Shade Smooth
Shade Flat

Animation
Rigid Body

Quick Effects
Conwvert

Show/Hide
Clean Up

Delete
Delete Global

Zm
0rm

0om

Proportional Editing

Marker

40 50 &0

Sculpting

Texture Paint

Interactive Mirror

X Global
¥ Global
Z Global

X Local
Y Local
Z Local

80

Lo Global ~ (P~ G~

=i
Eikat,

D Mir
EBJ

B # &%

I« ¢4 4 P re i
20 130

‘0 ~| Scene

o @O0 -

Options ~
 Transform E
=
Location:
X 2m = B
Y 0m o
z 36 m =T
=3
Rotation:
X 0® Tt
Y 90° o
z 0° o
*¥Z Euler -
Scale:
X 1.000 o
Y -1.000 o
z 1.000 Tt
Dimensions:
X 40 m
Y 1m
Z 36 m

@ Start 1 End 250

230 240 250

18] & viewLayer

@ 0

B Scene Collection

L = Collection
L BezierCurve
BezierCurve,001

BezierCurve.002

3

BezierCurve.003
Camera

Light

QBEULL

ol

e

> Data

=
-

v |]|]|] Array

Count

=]
&=
]

~ | Relative Offset

Factor X
i
Fid

]

> Constant Offset
> Object Offset
>  Merge

> Uvs

> Caps

il Array.001

Court

~ | Relative Offset

~ o Constant Offset

Distance X
Y
FA

> Object Offset

=EA - x

Fit Type  Fixed Count

i
VB

moeon|

Lol &)
fodl @
(ol & ]
Lol &)
fodl @
(ol & ]

EA - x

Fit Type  Fixed Count



9 Blender
R File Edit Render Window Help Layout  Modeling ulpting UV Editing
2+ (W ObjectMode v View Select Add Object
S0
r;'; User Perspective
LZ0 (1) Collection | BezierCurve.003
)
Py
-
v
Mirror
Orientation | 17, Global v
Constraint Axi
<Y
°v Playback v Keying v View Marker
1 10 20 0 50 60 7
[ [

nation

110

Rendering Compositing 2ometry No

12 Global v (Pv D i e

jes Scripting

e B @3-

v Transform

/ i Location:
O X
Y
z
Rotation:
X
Y:
74

B % &€bo

XYZ Euler

H Scale:
X
Y’
} E
) / Dimensions:
{ X

) ;

2 el T e I e S R e N T s A
\J—\

4o« 4 P ol 1

120 130 140 150 160 170 190 200 210 220 230

1 End 250

'6\/ Scene
0 oo -
Options v
E
£
e °
2m _b K.
0m ‘o
36m T £
S
0° o
90° =]
0° &
v
1.000 o
1.000 fo!
1.000 &
40 m
im
36m

Tav

[~ ]
v

d B %

ol S

C0

X

18 &+ viewLayer 18
e P v @
Scene Collection
B Collection (o @]
» ) BezierCurve @@
» ) BezierCurve.001 © @
» ) BezierCurve.002 @ @
» [ BezierCurve.003 ©
» @ Camera ©
> @ Light © Q@
L0 v
> Data
v il Array ITm@ - x
Fit Type  Fixed Count v e
Count 10 .
v & Relative Offset
Factor X 1.000 .
Y 0.000 .
Z 0.000 .
> Constant Offset
> Object Offset
> Merge
> UVs
> Caps
v ol Array.001 T=E@ - x
Fit Type  Fixed Count v e
Count: 10 .

Vv Relative Offset

~ & Constant Offset

Distance X 0m
Y 0m
z 4 m

> Object Offset



R File Edit Render Window Help

2+ W ObjectMode v View Select Add Object

bl B Be RCE
1 User Perspective
. (1) Collection | BezierCurve

-~
3
/B

Py
PR (R Y
v "

)

-«

g e

@+ Playback v Keying v View Marker

) 10 20 30

Layout  Modeling

40

Sculpting

60

70

80

UV Editing Texture Paint

90

Shading

100

Animation

L]
110

H o< 4 P rel
120

130

140

Rendering Compositing Geometry Nodes
1o Global v (Pv D i e

150

Scripting _ +

160

170

(E(XED BezierCu

180

190

200

LuLaluin

Rotation:
X
Y:
74

XYZ Euler

BB &0

Scale:
X
Y
74

Dimensions:

X
X
z

0m
0m
0Om

0°
0°
0°

1.000
1.000
1.000

'6 v Scene

=)D BezierCurve ZEWN & *
rve THLLY)

Fee

ool

PEe

40 m
2m
37 m

C

L:

View | Tool

v
-

G @& mdR =

b S|

s &

EN

v

Geometry ZRIULN T

1 @ start

210

1

End 250

L 2 BezierCurve & :_!

» D BezierCurve.001 /2 =
> J BezierCurve.002 o :
» D BezierCurve003 /% .0

1] W&+ ViewLayer >

ene Collection

| Collection

@ % <

» ® comera 5
» @ ight B
W, BezierCurve > ) BezierCurve
oD BezierCurve 4
“ Shape
2D B ED
Resolution Previe... 12
Render U 0
Twist Method ~ Minimum v e
Smooth 0.00
Fill Mode  Full v e

Curve Deform & Radius

Stretch
Bounds Clamp
> Texture Space
v Geometry
Om
Extrude Om
Taper Object [, od
Taper Radius  Override v .
Map Taper
v Bevel
| Round | Object Profile

Depth € > .
Resolution 4 .

Bevel D Depth ZiHEIT D ™



® Blender

@ File Edit Render Window Help Layout  Modeling  Sculpting UV Editing  Texture Paint Shading Animation Rendering Compositing  Geometry Nodes  Scripting + 'C;" Scene LD L@" ViewLayer L.D
+®. W ObjectMode v View Select Add Object 1 Global v Pv B av BN e @ g0 t=v @W. O Vv B
@] Fs ] il Options v B Scene Collection

— ¢
o v @ Collection
ransform .
> 2] BezierCurve /%

?/ > Location: » D BezierCurve.001 /2 .

| User Perspective
. (1) Collection | BezierCurve

Item

(1-',' O [ X X 0om o E » ) BezierCurve.002
- Y om ! » O BezierCurve003 /> .0
s j ) z om T 3 » B camern [
s = =
v/:o/A w Rot:tlonA . " > Q Light
= = o
o B
v/ XYZ Euler v .
= e Bevel D Profile ©&
e X 1.000 o -
5 S/l —7x %

Y; 1.000 o O 5
b & 5 1E C

z 1.000 ol -
b [ ] Dimensions: i v Bevel
&l J// @ ki o W

iy ...'MFHICaps

“ | “ 3. < "Suag, o . Round Object | Profile |

/ Sag, Depth 05m .

[l D\ \ / 74 .B,M....'W."l- lemon é

Iy 4 N /// :
< y

jZAP‘;Q

/)‘,
\“ ‘ i \ BIA S 7S x 075458 Y 028205 X

\\“ % Sample Straight Edges

\“ \‘A \ Sample Even Lengths

/ { Q L > Start & End Mapping

> & Path Animation
- > Active Spline
@+ Playback v Keying v View Marker ° 1« o< 4 prel 45 @ Stat 1 End 250
— v Shape Keys
1 10 20 30 40 50 60 70 80 90 100 110 120 130 140 150 160 170 180 190 200 210 220 230 240 250

[ +



