
Your First Blender Project – Part 1: Basic Mesh Modeling
VREP (Virtual Reality Educational Pathfinders)

Blender 2.57b

My goal as your VREP Guide isn't to tell you how or what to do.  My goal today is to simply 
guide you though the first few steps your school will take as you bring aboard the new Virtual Reality 
class.  Feel free to ask questions, move around, and collaborate with your classmates. When you start a 
VR class, because it is student led, not everything is going to be given to you. There will be times when 
you are going to have to discover other ways to find the information that you need.

In this part of the tutorial you will walk through the first steps in modeling your gingerbread 
man. In order to complete this tutorial, you should already have learned the basics of navigation and 
handling the interface in Blender 2.57. Please remember to save frequently as you move through the 
creation of your project.

• The first thing you should see when opening Blender is the default screen. It should have a 
Cube, Lamp, and Camera. Your cube should already be selected. (It is outlined by orange lines.)
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• An easy way to organize your work area is by using “Layers.”  You can hide objects in separate 
layers so you don't clutter your workspace. There are 
twenty different layers to choose from. To select which 
layer you want to use, move your mouse over the layer 
you want and select it by pressing (LMB). You can also 
select multiple layers by holding (SHIFT) and then 
selecting them with (LMB). The active layer (the layer 
in which all objects that are created will be stored) is 
the last layer turned on.

• Now, go ahead and select the Camera (The square 
pyramid in the upper left hand corner of the 3D 
window), and  the Lamp (the circle with the dashes around it) using (SHIFT) + (RMB).  Once 
you have them both selected , press (M). This will bring up a new window that allows you to 
choose the layer that you want to put the selected items in. Go ahead and move them to the 10th 

layer (this is the one on the top to the far right) then hit OK.

• Now make sure that only the 1st layer is visible 
by clicking the left-most box on your layer 
buttons.

• The next thing to do is select the cube in the 
center of the screen. We can do this by pressing 
(A) (this is the select/deselect all button). Then 
press (X) and select “Delete”.

• Now we can start to mesh model your gingerbread man. The first thing you need to do is save 
your project. It is recommended that you save your projects frequently, so you have something 
to go back to when you make a mistake that you can't fix.

• Change your view to the front. You can do this by pressing (NUM-1), or going to your view 
menu and selecting front view. Once you are in the front view you are going to want to turn you 
viewing perspective to “Orthographic.” To do this you can either hit (NUM-5), or you can go to 
view and select “View Persp/Ortho.” The last thing to do in this step is turning your view into 
wireframe. This will allow you to see and select vertices all the way through the object. You do 
this by pressing (Z).

• Now, center your cursor and add a cube. To center the cursor, press (SHIFT) + (C).  Then click 
v to add your cube. Once the cube appears in your 3D view go ahead and press (TAB). This will 
take you into “Edit Mode”. Your screen should now look like the picture below:
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• Your next step is to subdivide the cube. To do this, find the 
button that says “Subdivide” under  “Mesh Tools.” (This is 
the tools bar to the left of your 3D window.) There will be a 
section called “Add.” Under this section you will find a 
button that says “Subdivide” Click the button that says 
“Subdivide” with your (LMB), as seen in the figure to the 
right.

• You should now see a cube where each face is made up of 
four squares. Your next step is to deselect all of the vertices 
(A). Once you have deselected all of your vertices, select 
the row of vertices farthest to the left. You can do this by 
pressing (B) once and holding your (LMB) while dragging 
your mouse over vertices you wish to select. This selection 
type is like left clicking on a Windows desktop and 
dragging your mouse to select what you want.
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• Now you want to delete the selected vertices. As before when you deleted the cube, press (X) 
and select “Vertices”.

• To make his arms, select the two top right-most vertices. To do this press (B). . To select the 
vertices, press and hold (LMB) while dragging your curser.
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• Next press (E) to “Extrude” the edge of the cube. You want to extrude the edge of the cube 1.5 
on the x-axis. To do this, press (E), then Type in 1.5 and press ENTER. This extrudes the sides 
of the cube 1.5 Blender Units on the x-axis). Repeat the process, only this time extrude it .5 
Blender Units. Your project should look like the image below.
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• Using the same process you will make some legs for your gingerbread man. First you need to 
deselect everything by pressing (A). Then select the bottom-most vertices by pressing B and 
dragging the box over the vertices you wish to select. Extrude the region by pressing (E), and 
move it 2.5 Blender Units down by typing (2.5) and pressing (ENTER). Now grab those same 
vertices by pressing (G) and move them on the x-axis by pressing (X) and move it .5 Blender 
Units to the right by typing in (.5) and pressing (ENTER). Then extrude it down.5 Blender 
Units once more. Your results should look like half of a gingerbread man.

• Now let's go ahead and use a Modifier to mirror the other half of our gingerbread man. Find the 
“Modifiers” tab under the “Properties” panel. This is the panel to your right. The modifers 
section should have a button that looks like a wrench. Click the “Add Modifier” button and 
select Mirror. In order to apply your modifier you need to be in “Object Mode,” so press (TAB) 
to return to “Object Mode.” Then click Apply, and press (TAB) to enter “Edit Mode” once 
again. Your project should now start to look like a rather boxy version of a gingerbread man.
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• The last main part to add would be his head. To do the we are going to deselect everything by 
pressing (A). Center your 3D cursor by pressing (SHIFT)+(C) Then add a cube using (SPACE) 
(-Then you need to type “Add Cube” in the search box). Grab this cube and move it on the z-
axis 1.6 Blender Units. Remember, to do this, press G and Z then type in 1.6 and hit ENTER.

• Our next step is to thin him down some. Change your viewpoint to the side by pressing (NUM-
3), or by going to view and selecting side view. You'll need to have all of your vertices selected, 
so press (A) twice, or until the whole thing is tinted oragne. Then press (S) to scale, and press 
(Y) to choose only the y-axis. Then scale him down to .2 Blender Units by typing in .2 and 
pressing ENTER. You should end up with a gingerbread man that looks like the one in the 
figure on the following page.
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• Now you have made a very boxy version of a gingerbread man. Let's try adding another 
modifier to smooth out the rough edges. Find the “Modifiers” tab in the “Properties” panel. You 
should see a button the says “Add Modifier”. Click that for a drop down menu, then select 
“Subdivision Surfaces.” Set the View Level to 3, and the Render Level to 3. You should end up 
with a rounder looking gingerbread man, like what you see in the figure below.
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You have two different choices for these next steps. You can follow the directions, or you can 
build your gingerbread man however you want. Use the tools that we taught you above and 
move, add, and modify different objects to get the gingerbread man to look like you want. 

• Now is probably a good time to save your project. Before we begin the next step, center your 
3D Cursor (SHIFT) + (C). You need to select your gingerbread man and move him to a different 
layer. Select him by clicking him with (RMB). Once he is selected, he should be outlined by a 
pink line. Then, press (M) and select the 2nd layer. You should be in the front view while you do 
this. To check if you are, click view and make sure that front view is selected in the menu.

• Let's start by making his smile. You will need to add a 
sphere (SPACE) (-Then you need to type “Add UV 
Sphere” in the search box). You should have a menu 
pop up; everything should be standard so just go ahead 
and press OK.

• Now scale the sphere down .06 Blender Units. You can 
do this by press (S) and typing in .06.

• For the next step you need to enter “Edit Mode” by 
selecting the sphere (RMB) and pressing (TAB). Now, 
grab the sphere and move it to the left .3 Blender Units 
(press G and type in -.3 and then press ENTER). We 
will use one of our “Mesh Tools” to make the rest of 
the smile in one step. Find the “Mesh Tool” tab to the 
left of your 3D window. Once you find the panel, Press 
the “Spin” button. Set the degrees to -180, and the 
steps to 5, as shown in the figure to the right.. You 
should end up with a smile made of spheres.

• Now press (TAB) to exit “Edit Mode”. Then grab the 
smile and move it up on the z-axis 1.4 Blender Units 
and forward on the y-axis -.15 Blender Units by 
pressing G then Z and type in 1.4, and then pressing 
ENTER. Repeat the same process to move it forward, 
press G then Y and type in -.15, and then press 
ENTER. With the 1st and 2nd layer selected you should 
have something that looks like the figure below:
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• Remember to save! It's now time to give him some eyes, so go ahead and center your 3D Cursor 
(SHIFT + C) and add a sphere (SPACE) (-Then you need to type “Add UV Sphere” in the 
search box). Like before, scale it down to .15 (Press S and type in .15, then press ENTER). 
You'll need to enter “Edit Mode” to add in the other eye (TAB). Select all the vertices, then grab 
the sphere and move it on the x-axis .3 Blender Units (Press G then X and type in .3, and then 
press ENTER). Now go ahead and use a “Modifier” to mirror the other eye. Find the 
“Modifiers” tab in the panel to the right of your 3D window. Click the “Add Modifier” button 
and select Mirror. In order to apply your modifier you need to be in “Object Mode,” so press 
(TAB) to return to “Object Mode.” Then go ahead and click Apply. You're almost there! Now go 
ahead and grab your eyes by pressing (G). Select the z-axis and move it up 1.8 Blender Units, 
then press (ENTER). Now, bring them out so they aren't inside the head of your gingerbread 
man. Grab them once again (G) and move them on the y-axis -.1 Blender Units. Your 
Gingerbread man now has a face! If everything went well you should have something that looks 
like the project below.
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• There is only one more step for you to do. Before you start, save again. For this part you should 
add 3 buttons on your gingerbread man's belly. You can use the information that you have been 
taught in this tutorial, and you can ask questions between your group. Feel free to move around 
and discuss this with other students to figure it out.

• Congratulations!! You now have a gingerbread man that is completely mesh modeled. In the 
next steps you will learn how to texture and render your final project.
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