Ble nde r Lesso n Step 1 is the most important. Remember to look back step 1 if any other steps don't work
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If the tool is not working, then make
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Step 2. Add a new object

1. put the mode as "Object Mode"

2. select the last block

3. move the mouse cursor to an empty
spot

3.1. click on the left button and hold
down

3.2. while holding down the left button of
the mouse, move the mouse right and
lift up the left button of the mouse when
you are satisfied.

3.3. then, move the mouse in the
vertical direction

3.4. finally, click the left button of the
mouse and you have added a cube into
the workspace

Step 3. Copy & Paste




Step 4. Resize an object - extend the EIEECCBGCICIE

ENT'RE Object 9+ | 7% Edit Mode v | ¥ () @ Select Add Mesh Vertex Edge Face UV
0 on: 1, Default v Drag: Select Box v

1. use the red, green, and blue square =t

to resize the object =) e
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Step 5. Select & Rotate +9. W Object Mode v V Select Add 12, Global v D+

entation: 3, Default v Drag: Select Box v
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+9. [ ,* SculptMode | View Sculpt

Step 6. Trim A Section Of An Object -
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Step 7. Elastice Tool 9| ,* SculptMode v| View Sculpt Mask . OF © @ -, 000

« Elastic G v Radius 50px & Strength 0.500 @ Brush v exture Stroke v  Falloff v Cursor v 3 X z Dyntopo v Rem
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This will extend ONE CORNER of an ©) Cube
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1. using the "Extrue" tool to make at
least 3 skyscrapers

2. insert a new object into the workplane
by using step 2. Add a new object

2.1. use the "Trim" to modify a cube to
make the shape to the right side




