S ) -
L Y *} Modellmg)
i Rendering )
h Animation )
“Blender is quickly being
transformed from an m‘ Postproduction >
impressive 3D creativity A2

tool to a full-blown games
and new media design

application.”
Garrick Webster
editor, Computer Arts

Game creation >

blender 2.1

Presume nothing



blender 2.1

Presume nothing

“Blender is revolutionizing the way we do 3D at my design and animation studio.
| have found Blender easy to use, intuitive and especially quick to implement.”

Blender 2.1, features a versatile animation
system, contemporary modelling principles, advan-
ced rendering tools, deformation tools, inverse kine-
matics and an editor for postproduction. Its 1.5Mb
file size makes for quick and easy downloading,
while its compatibility with OpenGL™ eliminates the
need for costly high-end graphics machines.
Blender is freely available over the Internet.

Designed around a solid body dynamic simula-
tion, all forces such as gravity, impacts from wea-
pons, character interactions and collision detection
are handled automatically by the software.
Optimised for Internet-download speed and trans-
portability, Blender allows users to create compact
3D worlds and realtime interactive 3D animations
that can be customized, developed and shared with
other users over the Internet.

Michael Thoenes
CreationAnimation Huntsville USA

Blender can be used to create commercials and
other broadcast quality content, as well as multi-
media and 3D game content for PCs and game con-
soles. Courses in using Blender are currently being
taught in art-colleges and universities throughout the
world.

"Blender continues Not a Number's (NaN) full
commitment to OpenGL™. We see this as a guaran-
tee that we can empower all users to create state-of-
the-art 3D animations without the need for high-end
machines," explains Ton Roosendaal, CTO and foun-
der of NaN. "Blender 2.1 takes Blender one step fur-
ther in allowing users to create and share via the
web the sort of game experiences that until now
they have only been able to purchase."
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www.blender.nl/support
Over 30 online NaN tutorials
Over 200 online community tutorials
Blender Learning Path
Email support
250.000 registered community members

www.blender.nl/shop
The Official Blender 2.0 manual
Users will find a full reference section plus tips,
tricks and tutorials, covering modelling, rendering,
animation and postproduction of Blender 2.0
enabling them to bring their creative ideas to
completion.

The Tutorial Guide 1

22 modelling and animation tutorials including
tips and tricks for beginners and intermediate
users.

The Tutorial Guide 2
20 modelling and animation tutorials including
tips and tricks for advanced users.

The Tutorial Guide 3
Coming in May 2001
Game creation with Blender 2.1

Supported platforms
Windows 95, 98, 2000, ME, NT (i386)
Linux (i386, Alpha, PowerPC) glibc 2.1.2
FreeBSD (i386) 3.4
BeOS 5.0 (i386)

SGI
Sun Solaris 2.6 (sparc)
A Mac version will be available Q3 2001

Not a Number

Ton Roosendaal, CTO, founded NaN in June of
1998 to further develop and exploit Blender
software and its underlying technologies.
Roosendaal was part owner of NeoGeo, one of
the largest 3D animation studios in the
Netherlands, where Blender has its roots.

lan Ginn, NaN's CEO and co-founder, spent the
five years before joining NaN as strategic
consultant and innovator in the emerging
European digital market and has been active

in NaN since March 1999. Headquartered in
Amsterdam, with offices in Eindhoven, Tokyo,
and shortly in the US, NaN currently employs
44 people.

For more information
visit the Blender website:

www.blender.nl

or contact:

Not a Number bv.

van Eeghenstraat 84,

1071 GK Amsterdam

Tel: +31 (0) 20 305 8250
Fax: +31 (0) 20 305 8251
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Blender and Not a Number are registered trademarks of

Not a Number by, the Netherlands.
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