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Assemble Room

’ The Assemble room is used to create your
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4 i 2. The Model room is where you create your own objects; it
provides different modelers for the different types of objects.

Spline Modeler Convert Point Tool *  + Draw Rectangle Tool Metaball Modeler pan + Metaball
Pen Tooi + + Draw Text Tool 200m# Primitives

+ Click to Change o a, @, a @ 0 Q, 0,

Continuous Mesh Preview ©
Particles Preview =

Primitive Preview =

Set Selection Tool =
Selective Primitive Tool =
Display Negative Primitives »

Renders: Wireframe-Shader =

« Ghost
Menu
Marque Tool * ¢ Magnet Tool
Vertex Modeler T”g(',\l'“"e ! 1 Delete Tool Text Modeler
[ & i E
Q009D « Grease Tool
—Bevel — I —
* Add Tool DFfrontFace  Depth: |0.131n
O Back Face  Height |0.131n
= l::;:m Bevel =y o~ = Extrusion
Controls Options Depth
Font
Options » Alignment
Style e
Options = L=
Word Spacing: . Text_
Letter Spacng: éﬂ".hl“e
Text ettings
Entry =

Carrara




Storyboard Room Texture Room

The Storyboard room is used to / The Texture room is where you create, edit,
Storyboard create animation storyboards. 2 Texture o apply shaders to all or part of an object.
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Rendering Room

The Render room is where you specify render
settings to render an image or an animation.
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