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Introduction 
 
Some Trainz enthusiasts who have tried to model with Blender have been overwhelmed 
with the program and have labeled it the “Mind Blender”. Blender is one of the most 
complete collections of tools for creating 3D graphics. It includes tools for modeling, 
texturing, animating, composing scenes and videoing the final result. It can, and is, used 
by animation studios for creating animated films and 3D games. 
 
A series of Blender films and games have been produced to both showcase Blender and 
assist in its development. Check them out to see how powerful a 3D graphics program it 
is:  
 Films 
 • Elephant Dream (2005) 
 • Big Buck Bunny (2008) 
 • Sintel (2010) 
 • Caminandes (2013) 
 • Cosmos Laundromat (2014) 
 
 Games 
 • Yo, Frankie! (2010) 
 • Tears of Steel (2012) 
 
When	  using	  Blender	  to	  make	  Trainz	  assets,	  Blender	  can	  be	  divided	  into	  three	  parts:	  
	  

1. What	  you	  need	  to	  know.	  
	  

2. What	  would	  be	  helpful	  to	  know.	  
	  

3. What	  you	  will	  never	  need	  to	  know.	  
 
Thankfully, much of what Blender has to offer is not needed to make Trainz assets. The 
trick is to figure out what one needs to know and what you can ignore. 
 
In the section entitled “Getting Started” under “Set-Up” I’ll provide you with only the 
information you need to get started so that you can dive right in. You will, of course, 
need to download and install Blender, understand what you are looking at when you first 
open the program (the interface), and learn how to navigate within it. And, when you 
have finished your model, you will need to have installed two additional programs one to 
export your model from Blender and one to import it into Trainz. 
 
Eventually, you will also need to choose and become familiar with some software 
program(s) for creating and modifying textures. 
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In the “Getting Started” section under  “3 Steps to Creating a Trainz Asset” I will show 
you the three basic steps to creating a model for Trainz as I walk you through creating 
your first Trainz asset, a stone wall. 
 
Once I’ve got you on your way to becoming a creator of Trainz assets, I’ll introduce 
more tools and techniques by having you build more models in subsequent tutorials. 
 
When you are ready, I’ve provided “In Depth” discussions of the aspects of Blender 
needed to model more complex Trainz assets. 
 
Finally, in the “Tools” section I’ve described only the Blender tools that facilitate using 
Blender to make Trainz assets. You can refer to these at any time. (Their descriptions can 
be open in a separate window so you don’t loose your place in the tutorial you are 
following.) 
 
	  


