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Blender

-a1aunisniviu (workflow)
-asiolutaatuulwanau (Polygon Modeling)
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Free and Open Source

Blender is a public project hosted on blender.org, licensed as GNU GPL, owned by its .

contributors.

For that reason Blender is Free and Open Source software, forever. Learn more

e)blender




e)blender

Sculpting

__ Digital sculpting tools provide the power and
MOdeIing ' f|.e}ft’lbl|l'ty reqm.red |r.1 se.veral stages of the
digital production pipeline.



Modeling, Sculpt, UV

Blender's comprehensive array of modeling tools make
creating, transforming and editing your models a breeze.

- Full N-Gon support

- Edge slide, inset, grid and bridge fill, and more

- Advanced sculpting tools and brushes

- Multi-resolution and Dynamic subdivision

- 3D painting with textured brushes and masking
- Python scripting for custom tools and add-ons







Cycles Render Engine

Cycles is Blender’s built-in powerful unbiased path-
tracer engine that offers stunning ultra-realistic rendering.

- Real-time viewport preview

- CPU & GPU rendering

- PBR shaders & HDR lighting support
- VR rendering support




&> Scene

]

#2¢ ‘W ObjectMode v View Select Add Object RPR v 17 Global v v 9D i~
L] - -
: i B U= B Options v

Render Engine = Radeon ProRender tive
i Collection | Cube.00

Render ﬁime: Base%

v Render Devices

+ Intel(R) Co...@ 2.60GHz
& CPU Threads 12

+ AMD Radeon Pro 555X...

> o Separate Viewport & Preview Devices

|

v Sampling

Min Samples 64

o';"_
gfl-?;{ & Blender Window
Max Sam p| es 128 ceo Blender Render
) view < ierBiness T)| Render resut  [GINNED @ - BN - | St | Viewlayer | Combined -
& | omest 1 Time02:17.51 | Scene: Viewtayer| Rarer Tie: 1969 s | Sampes: 36128

Noise Threshold 0.05
® Time Limit 0

Tiled rendering

34:67.81

s B
Y 512 > 1:48:15.48

5 156
5:50.08
1552.78

59:18.50
14.19
112,87

cPuLOAD Throsde:

O Processes:

@ Playback + Keying v View Marker




© Blender Preferences

Interface
Themes
Viewport
Lights
Editing

Animation
Add-ons

Input
Navigation

Keymap

System
Save & Load

File Paths

~ Cycles Render Devices

None CUDA OptiX HIP
+ NVIDIA GeForce GTX 970M (Display)

+" Intel Core i7-6700HQ CPU @ 2.60GHz

~ Operating System Settings

Make this installation your default Blender

Make Default
v+ Memory & Limits
Undo Steps 32
Undo Memory Limit < 0
+ Global Undo
Console Scrollback Lines 256
Texture Time Out 120
Garbage Collection Rate 60
VBO Time Out 120
Garbage Collection Rate 60
~ Video Sequencer
Memory Cache Limit 8192

+ Disk Cache

oneAPI

None CUDA Optix HIP oneAPI

ﬂ No compatible GPUs found for Cycles
Requires AMD GPU with Vega or RDNA architecture

and AMD Radeon Pro 21.0Q4 driver or newer

None CUDA Optix HIP aneAPl

ﬂ No compatible GPUs found for Cycles
Requires Intel GPU with Xe-HPG architecture

and Windows driver version 101.3430 or newer
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s At

VEX

From camera and object motion tracking to
masking and compositing, you can “fix it in
post”.

u



VFX

VFX professionals say: “Probably the best tracker in the
market”. Blender includes production ready camera and
object tracking. Allowing you to import raw footage, track
the footage, mask areas and see the camera movements
live in your 3D scene. Eliminating the need to switch
between programs.

- Auto and Manual tracking

- Powerful camera reconstruction

- Real-time preview of your tracked footage and 3D scene
- Support for Planar tracking and Tripod solvers
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Animation & Rigging

Thanks to the high quality rigging and animation tools,
Blender is being used for numerous short films,
advertisements, TV series and feature films now.

- Envelope, skeleton and automatic skinning
- B-spline interpolated bones

- Curve editor and dope sheets

- Custom bone shapes for fast input

- Sound synchronization



Story Art, Drawing 2D in 3D

Really! Drawing directly in a 3D viewport makes a lot of
sense. It opens unsurpassed workflow freedom for story-
boarders and 2D artists.

- Combine 2D with 3D right in the viewport

- Full Animation Support with Onion Skinning
- Layers & Colors for Stroke and Fill

- Sculpt brush strokes & Parent to 3D objects




e)blender

Video Editing
gimulation

The Video Editor offers a range of basic yet
turing industry—standards libraries like

Fea
ender offers

very efficient tools.
Bullet and MantaFlow, Bl

powerful simulation tools.



i out , rowlatlyt™ "
] layout.f& S
e Wt an moae
259 -r'-.:'-:;; prop ob f'-_":r'*t on T AL ANKL'
e)blender - o label (text

14 1 . "':Fﬂnfi'-'l- Panel-
LB . pT delta transform ObjectBution:

1 CT_PT delt bt
ASS I blﬂ?{in‘l “Delta ]II.-M'II:.FI;.IT
1?; 'DL- pa rent id , '-'II_._! l-!._.-ll;ll.l,_lII CLOSE
1;-15 pl options DEFAULT_*
1Eﬂl def drawv 5E1_f Eﬂf‘d E““[ :
l'l;l'fi Layout self.’ dy.uti alit rue s—@, even_coll
i Hﬂr:}u‘t use urnDE:r‘;f F?LJ' row major=T1rue coLumns=x
11'3 : agynut I'_'!!'IL ¥ L O s

flow = layo
111 o & 2 I y LS8
even rows=1rus align

112 —antext .object

B b context
113 0
114 ol COLLMN .,
115 col .LLU:th rdelta location

- C nroplC

Scripting

Featuring an extensive Python API, every tool

Is available for scripting and customization.

- u



Make it Your Own

Blender has a flexible Python controlled interface. Layout,
colors, size and even fonts can be adjusted. Use hundreds of
add-ons by the community or create your own using
Blender’s accessible Python API.

- Customize the interface layout and colors
- Hi-res/Retina screen support

- Create your own tools and add-ons

- Draw over the OpenGL viewport

- Connect with Blender’s Render API



The Freedom to Create

== Download Blender 3.4.1

Windows - Installer - 257MB - ()

macO0S, Linux, and other versions v

Looking for Blender LTS?




LTS Releases Currently Maintained
b . S

“% ”n."gi

3\ 3 ‘P,ﬁ:‘f :
Blender 3.3 LTS Blender 2.93 LTS
The first long-term support release of the 3.x Blender 2.93 is the second installment of the

series. Supported until September 2024. LTS program with official support until 2023.
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Ready for action.

Whether it's on a USB stick, sitting on a folder on your desktop,
or fully installed, Blender runs out of the box.

e 1 No installation needed.
o No internet connection required.

<t Truly portable, take it with you wherever you go!

3D Modeling for beginners



Runs anywhere.

Blender is cross-platform, it runs on every major operating system:

e 2@ Windows 8.1,10,and 11

o @ mac0S 10.13 Intel - 11.0 Apple Silicon
e A Linux

All efforts to make Blender work on specific configurations are

welcome, but we can only officially support those used by active
developers.

For Windows there is an installer available if you wish to add an icon on
the desktop, associate .blend file extensions, etc.

3D Modeling for beginners



W] blender-3.
D blender-3.
blender-3.
] blender-3.
] blender-3.
@ blender-3.
D blender-3.
] blender-3.
@ﬁ blender-3.
[j blender-3.
] blender-3.
] blender-3.
D blender-3.
@ blender-3.

3D Modeling for beginners

T RN T BTN e TS

.8-linux-x64.tar.xz
.@-macos-armé4.dmg
.0-macos-x64.dmg
.0-windows-x64.ms1
.B-windows-x64.msix
.®-windows-x64.zip
.0.md5

.0.s5ha256
.1-linux-x64.tar.xz
.1-macos-armé4.dmg
.1-macos-x64.dmg
.1-windows-x64.msi
.1-windows-x64.msix
.1-windows-x64.zip



Hardware Requirements

Minimum Recommended
e 64-bit quad core CPU with SSE2 support * 64-bit eight core CPU
e 8 GB RAM e 32 GB RAM
e Full HD display e 2560x1440 display

Mouse, trackpad or pen+tablet
Graphics card with 2 GB RAM, OpenGL 4.3
Less than 10 year old

Three button mouse or pen+tablet
Graphics card with 8 GB RAM

3D Modeling for beginners



-

Supported Graphics Cards

Always make sure to install the latest drivers from the graphics card manufacturer website. These requirements are for basic Blender operation, Cycles
rendering using the GPU has higher requirements.

NVIDIA

GeForce 400 and newer, Quadro Tesla GPU architecture and newer, including RTX-based cards, with NVIDIA drivers (list of all GeForce and Quadro GPUs)

AMD

GCN 1%t gen and newer. Since Blender 2.91, Terascale 2 architecture is fully deprecated, try using 2.90 (albeit not supported, it might still work) [list of all
AMD GPUs]

Intel

Haswell architecture and newer. [list of all Intel GPUs]

macO0S

Version 10.13 or newer for Intel processors on supported hardware. Version 11.0 for Arm-based processors (Apple Silicon).

3D Modeling for beginners



Previous Versions

« Since Blender 2.93 Windows 7 is no longer supported. Microsoft discontinued Windows 7 support in January 2020
¢ Blender 2.9x require macOS 10.13+

» Blender 2.8x require mac0OS 10.12+
» Blender 2.79 runs on all systems that support OpenGL 2.1 and above, with recent graphics drivers. For macOS, version 10.9 and later are supported.

» Blender 2.76 and earlier require OpenGL 1.4 graphics cards. For Windows, XP and later are supported.

3D Modeling for beginners
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Interface * Keyboard

Themes ‘ Emulate Numpad

Default to Advanced Numeric ...

Viewport
Lights ~ Mouse
Editing Emulate 3 Button Mouse
Anirnation + Continuous Grab
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