Bridging We'll start with a subdivided Next, we'll delete the selected faces. This allows us to see the
involves Cube and selected the same set backfaces within the Cube, which is usually bad modelling.
creating faces of faces on opposite sides of the

to produces Cube.
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Now, we select all the edges arround the borders of both holes. The final step is to select Edge>Bridge Edge Loops from the 3D
Viewport’s main menu.
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This creates new faces between the selected edges giving us a In fact there is no need to delete the original faces since Blender
tunnelling effect through the Cube. will delete them automatically when we use the Bridge Edge Loops
option.
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https://youtu.be/idCBS4aqRdM

Bridging can operate between two meshes as long as they have

It also works over multiple meshes within a single object.
been joined to form a single object.
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The two parts being joined can each have any number of
vertices, but the neatest geometry will be achieved when they
have an equal number of vertices or one selection has an exact
multiple number of the other.

Initial Selection Edge |—

Bridge Edge Loops

Merge Factc 0.500
i M wis 0

Bridge Edge Loops has an extensive Last Op panel.

0
Blend Path
1.000
0.000
J\. Smooth

Connect Loops is only relevant in certain situatlons. Below we can see how this parameter’s options affect the bridging operation when
using it on an object containing four circles.
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Merge, when checked, causes the existing faces to bridge
together without any new faces being created.

Merge Factor determines how much each of the original faces
are extended when using Merge. A value of zero extends the faces
of only one of the original meshes; 1.0 extends only the opposite
mesh and 0.5 extends both equally.
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Twist creates a twist in the way the vertices in each loop are
joined, with the join moving over by the number of vertices
specified here.

Number of Cuts adds the specified number of edge loops to the
newly formed faces.
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Interpolation adjusts placing of the new edge loops (created by
Number of Cuts). There are three possible values: Linear, Blend Path
and Blend Surface. Linear spaces the loops equally, the other options
interact with the profile settings.

Smoothness, when no changes have been made to the later
profile parameters, only serves to adjust the position of the loop
cuts (when Interpolation is not set to Linear). But...
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...this depends on the gap being bridged. In the example below
where two different-sized circles are being bridged, the
Smoothness setting has a greater effect when Interpolation is

set to Blend Path.

Profile Factor contracts (negative values) or expands (positive
values) the profile of the new faces.
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Profile Shape sets the general outline of the profile. In all the examples below, Interpolation is set to Blend Path, Smoothness to 1.0 and
Profile Factor to 0.75.

V Bridge Edge Loops |

vV Bridge Edge Loops |

V Bridge Edge Loops |

V Bridge Edge Loops |

V _Bridge Edge Loops |

V Bridge Edge Loops |

Profile Shape Smooth

v |

Profile Shape Sphere

¥ |

Profile Shape Root

VI

Profile Shape Inverse Square v |

Profile Shape Sharp

VI

Profile Shape Linear

¥ I

Sometimes, when the edges to be bridged lie on the same plane,

Blender struggles to create the wanted connections.

We can easily solve this by moving one set of edges before
creating the new faces and then returning them to their original

position.
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