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| created the explainer video entirely using Blender 3D. |
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','-" e video such as this are not demanding. Basic modeling =

» e techniques and animation skill is all it takes. By following .
A G0 this tutorial, and additional resources, you will be able to O .

create your own explainer video with ease!
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For further resources and information check out these previous tutorials@'\ - Q;

Creating a Laptop:

For more complicated effects and an overvievwsbapekeysthe
Professional TeanimationTutorialis for you:



https://www.youtube.com/watch?v=W6fYChaKdCM
https://www.youtube.com/watch?v=uu9ar5kJTlE
https://www.youtube.com/watch?v=tyWmOFj6wi8
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Select the image to import. Finally, click Import Images
as Planes.

Select Emission & Transparent.
We will be primarily using

Emitting materials for the
objects.




