
Page 1 | © Edgenuity Inc. 

 

3D Art I – Modeling 
Course Overview and Syllabus 
Course Number: EL5717    Grade level: 6-10 

Prerequisite Courses: None    Credits: 0.5 

Course Description 

The 3D Art I – Modeling design course focuses on the fundamental concepts of 3D modeling and 
explores the basic concepts and skills of 3D animation. Students learn Blender® software to create 
3D models such as a house, a creature, an animation of the creature walking, and a landscape 
terrain.  Activities include using points on a grid to create mountains and a color gradient to create a 
sun and a moon. Students learn 3D space and 3D objects; creating,  scaling, and rotating objects; 
materials and textures;  poses and key frames; extruding and mirroring 3D objects; rendering 
animations; and appending materials, textures, objects, armatures, and animations. 

Course Objectives 

Throughout the course, you will meet the following goals: 

• Navigate in 3D Space 
• Create new 3D objects 
• Combine 3D objects 
• Move, scale, and rotate 3D objects 
• Use materials and textures 
• Change the lighting 
• Create parent/child relationship 
• Extrude objects 
• Mirror 3D objects 
• Assign names to vertex groups and bones 
• Create an armature 
• Create an animation with poses on different keyframes 
• Append materials, objects, armatures, and animations 
• Stretch a grid 
• Change an animated object’s speed 
• Position the camera 
• Render an animation 
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• Blender interface 
• 3D space and 3D objects 
• Creating and adjusting objects 
• Materials and textures 
• Lamps and lighting 
• Armatures, poses, and keyframes 
• Extruding and mirroring 3D objects 
• Animating objects, positioning cameras, and rendering animations 
• Appending materials, textures, objects, armatures, and animations 

Student Expectations 

This course requires the same level of commitment from you as a traditional classroom course 
would. Throughout the course, you are expected to spend approximately 5–7 hours per week online 
on the following activities:  

• Interactive lessons that include a mixture of instructional segments and tasks  
• Assignments in which you apply and extend learning in each lesson 
• Assessments including quizzes, tests, and cumulative exams 

Communication 

Your teacher will communicate with you regularly through discussions, email, chat, and system 
announcements. You will also communicate with classmates, either via online tools or face to face, 
as you collaborate on projects, ask and answer questions in your peer group, and develop your 
speaking and listening skills. 

Grading Policy 

You will be graded on the work you do online and the work you submit electronically to your teacher. 
The weighting for each category of graded activity is listed below.  
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Grading Category Weight 

Assignments   0% 

Essays   0% 

Labs   0% 

Lesson Quizzes 20% 

Unit Tests 10% 

Cumulative Exams   0% 

Projects 70% 

Scope and Sequence 

When you log into Edgenuity, you can view the entire course map—an interactive scope and 
sequence of all topics you will study. The units of study are summarized below: 

Project 1: Make a Hat: Use the three-dimensional shapes included with Blender to create a model 
of a monkey wearing a hat. This project covers the basics of navigating in Blender’s interface. 

Project 2: Build a House: Build a house by combining cubes and planes and add detail to the house 
using photos and patterns. Use the Blender camera to create a fly-by animation of the house. 

Project 3: Make a Creature: Using cubes, create the basic shape of a creature and use auto-
smoothing options to give it a smooth, rounded shape. Add parts to create eyes, teeth, and 
eyebrows and add pattern and texture to make it colorful. 

Project 4: Animate the Creature: Add leg and arm bones to the creature and use them to create an 
animation of the creature walking. 

Project 5: Create Terrain: Use points on a grid to create hills and mountains, and add texture. 
Create a sun and moon using a lamp and color gradient. 

Project 6: Build a Car: Using a photo guide, drag points on a 2D grid to match one side of a car’s 
shape. Stretch the grid into a 3D car shape. Create a 2D circle and drag it into a 3D tire shape, and 
then add a texture. Join the car and tires together and create an animated movie of the car driving. 

Project 7: Make a Scene: Use the house and walking creature to create a movie of the create 
walking through the house’s opening door. 
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