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Blender was born in 1995 from a rewrite of
the set of tools for 3D animation of NeoGeo,
one of the most important European
graphic studios, based in The Netherlands,
at the hands of the same co founder Ton
Roosendaal.




Initially Blender, it is developed under a
company called Not a Number (NaN), a
company that was seen as a spin-off of
NeoGeo, In order o receive more funding,
and creafe a team.




NaN's ambiti
maich the
market realr

ons and opportunities did nof
company's capabilities and
les of the time. This excessive

extension led to the restart of NaN with the

financing o

- new investors and a smaller

company in April 2001.




Since it was not possible to restart a
company with a large enough developer
team, Ton Roosendaal founded the non-
porofit organization, Blender Foundation, in

March 2002.

Blender becomes Open Source
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Evolution of the interface
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Evolution of the Blender logo




sections

At the top of the interface are the main
tabs on which you can go to use specific
sets of tools, based on the type of work you
have in mind.




views of the

At the top right, you can find
a selector with which to
choose the graphical display
method of our subject.




in scene

At the top right, it Is possible
to use the options with the
mouse cursor to e able to
move freely within the 3D
space.




modification of the created

Using these tools it is possible to
quickly change the scale,
orientation and inclination.




This is the tfimeline. Through this bar located af
the botftom, it Is possible to manage the
frames of a possible moving scene.




Rendering

In this section, you can choose
e The rendering engine 1o use,
N §  and any graphic effects that

> Subsurface Scattering

g we want to apply to the

> Motion Blur
: * Volumetrics = S C e ﬂ e
© » performance s *
* Hair e

» Shadows

* |ndirect Lighting

*> Film

L2 Simplify




Now let's move on to the
practice.
We will try to create projects,
analyzing in detail some
functions that we have seen.




