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Introduction

If you are reading this chapter, you
are probably feeling like | did
exactly one year ago. | had found
this extremely infteresting looking 3D
application (which other users were
raving about), but the user interface
completely baffled me. | couldn't
find the quit function (I had to kill the
applicafion instead of exiting if), |
saw buttons that seemed fo react
differently each fime | clicked on
them and every fime something
inferesting happened, | could nof
reproduce if.

In the weeks affer that, | slowly found
out the basic principles behind the
Blender user interface. And though it
is non-standard, it became clear that
it was a very consistent system - it
would lef me use the same funcfions
in a number of completely different
sifuafions.

This chapter will save you weeks of
frustration by explaining the basics of
Blender's user interface. It will not
explain every button or even every

interface

window in detail (that is where the
Blender manual comes in), but
insfead lef you see the basic idea
behind if.

After finishing fthis chapter you are
ready fo worls with the rest of the
book. Like me, you will find out
that Blender's user inferface really
grows on you; if is one of the most
efficient and well-thought ouft
inferfaces | have worked with.

Here is what | found to be the
Golden Rule of Blender:

"Keep one hand on your keyboard
and one on your mouse."

Even while Blender's user inferface
may be a bif daunfing af first, |
hope that working with this book
will teach you that if is actually a
very infuitive one. If was wriften
entirely for working efficiently and
quickly and this means that a lot of
functions are accessible both by
using the keyboard and by using
the mouse. Working with hotlkeys
instfead of menus is harder fo
learn, buf the rewards are great.

After a while working with Blender
becomes a second nature. Often,
my girlfriend watches in
amazement af the speed with
which | can handle objects,
change views, navigate my way
around my scene in Blender.
Blender has really furned my
keyboard and mouse info a glove
which reaches info 3D space.

But it all starfs with the Golden
Rule - remember it while you are
working your way through this
bool!
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Interface

Bienders starupscreen position of the header by

‘/@ngthIlckmg on it and confirming
the requester that pops up ('Switch
header').

Pay special aftention fo the butfon
on the far left - each window has this
icon. This is also the one that
completely eluded me in the
beginning.

In Blender terms, it is called an Icon
Slider button. If you “BLefrClick on it

and drag left or right it will change,
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icons. Each icon corresponds to a
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What am | Iooking at? You can also click on the left and
right half of the Icon Slider fo change

. the window fype.
When you first start Blender, your

screen will look like fhis. The screen is
divided info three parfs; af the fop
you see the Info Window. Among
other things, you will see Blender's

version number and some stafistics The EonEas of he Ruiens Winsew
@ 2EE LT CUITER SEENE can be changed by clicking on one @
of these butftons. In fact, it is a lof like
the Icon Slider button that | discussed,
but now all the opfions are visible.
The meaning of the different butfons
is explained lafer in the paragraph
'‘the Butfons Window"

Next is the 3D Window. This window
fype is used for all the editing in your
3D world. The pink square in the
middle is the standard plane. If is
pink because if is currently selected.
The black friangle on the boftom is
the camera. The gray lines are the
grid lines of the 3D world - you can . .
use them fo align your objects. The Configuring the screen
cross hairs with the white and red your way

colored circle is the 3D cursor. You

can place it anywhere in 3D space. SRR chonging the size

q . of the window
is used to deftermine where new ﬁ
objects are placed, but if can also

=

act as a center for rofation or scaling. Blender's screen can be reconfigured
in any way that you like. To starf

The window on the boffom is called with, you can change fhe size of the
the Buttons Window. In this window, different windows by placing the
you can edit a variety of information mouse pointer over one of the lines
about your scene: matferials, lighfs, separafing the different windows.
animation settings, rendering settings The cursor changes shape fo indicate
-itis all in here. you can now change the window

size. YULeftClick and drag fo change
the window size.

the window header

Each window has a Header. For the
3D window the header is located at
the botfom. You can swiftch the
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splitting the
window up

Adding a new window is similar:
move the mouse pointer over a
window border and “BIMiddleClick. A
small requester will pop up now. You
can confirm splitffing the screen by
‘/@LefrCIicking on the text 'Split', or
by pressing l]. The window which
has the focus and has a yellow
header (in this case, the top
window) is the one that will be splif -
approaching the window border
from below will split the botfom
window.

A line indicafing the posifion of the
split is now shown. You can move it
fo the desired position and

“BLeftClick to confirm the locafion.

Cancel the acfion by moving your
mouse pointer away from the
requester, or by pressing [ .

Of course, splitting windows worlss on
vertical window borders, too. In this
example, | have created three
additional 3D Windows by splitfing
the default 3D Window three times.
Each window is now independent
from the others. This way, you can
create the traditional 4-view window
(top, front, right and camera) in
Blender. More about this in the
paragraph ‘the 3D Window'.

If you own a mouse with 2 butfons
instead of 3, hold down the key
and “YBLeftClick to mimic the

“B MiddleButton.

Removing windows is very much like
splitting them; with the mousepointer
over a window border, ‘/@RighrClick .
Confirm the requester. Like splitting,
the direction from which you
approached the border (or rather,
which window has the focus before
joining) determines which window
'survives' the joining.

|&@ The toolbox - adding a

sphere

Almost every Blender function can
be accessed by using the keyboard
or the mouse. The Toolbox confains
most of Blender's functions. You can
call up the foolbox either by clicking
its icon in the fop-right of the
Blender screen, or by pressing [ .

This is how fthe foolbox works: The
dark gray butfons on the leff are
function categories; moving your
mouse poinfer over them will
change the button list on the right.
Move your mouse poinfer fo the right
and click on a function button fo
acfivate that function. Each butfon
also shows the corresponding
keyboard shorfcut. In the shorfcut
nofafion, cl<bufton> means holding
down and pressing the listed
button. Similarly, al<butfon> uses the
key as a modifier.

Clicking some butfons will reveal a
third layer of functions. For example,
if you wish fo add a sphere fo your
scene, first select 'Add' from the
categories list in the Toolbox. Next,
“BLeftClick on the button labeled
'Mesh'.

The butfon list on the right now
changes to offer you a choice
between the different primiftives thaft
Blender knows. “OLeftClick on
'‘UVsphere' to add a sphere fo your
scene.

®

joining fwo
screens info

one

Load File As

F

Load Last

Append File shift«F1

Save Fileas
Save

Save YRML
Save DXF
Save YideoScape

3
cw

Save Image F3

clF2
shifteF2
alw

|

Quit Blender

the toolbox

[Mesh " M adding a

Curve
Surface
Text
MetaBall

Empty A

>

>

Camera

A

lka

Lamp A
A

Lattice

]

>Cube
>Circle

A

>Uy¥sphere

>lcosphere
>Cylinder

|

>Tube
>Cone

A
A
A
A
A
A

>

>Grid

A

>
>Duplicate

D

mesh.

selecting
its type
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resolution query

==

editing the values

Segments: 32 [0K]

the sphere added

this object is not in editmode

When adding objects like a sphere,
Blender wants to know which
resolution you require. A sphere with
a high resolution loolss smoofther
than a low-resolution sphere, but it
also requires more memory and is
slower fo manipulate and render.

These butfons worls like the Icon
slider you saw eatrlier: “BLefrClick on
the 'Segments' buffon and drag left
or right to increase or decrease the
value. Also, you can click on either
side of the button fo change the
value step by step.

Yet another way fo change the value
is fo hold down and “BLeftClick
the 'Segments' button. This will
change the button info a fext input.
You can now fype a value into the
field directly. Press <] when you have
entered the correct value.

Finally, click on the OK button fo seft
the value of the 'Segments' variable.

In the case of the sphere, you will
need to sef a second parameter,
‘Rings'. After doing this, a sphere will
show up af the location of your 3D
Cursor. Instead of showing up in pink
or black, the sphere is drawn with
small yellow dofs. This mode is
described in the paragraph 'Edit
Mode".

About Editmode

When you are working in 3D space,
you can basically perform two ftypes
of operations: operafions that affect
an object as a whole and operations
that affect the geometry of an
object, but do nof affect the object's
global properties. An example of
the former is moving an object fo
another location. An example of the
laffer is shaping a nose on a face.

In Blender, you have fo indicate

which of the fwo you wanf fo use.
This is where editmode comes in.

®

This is an example of an object that
is not in editmode. Operations like
franslafing ([a] ), rotating ([r] ) or
scaling ([s] ) affect the object as a
whole. For example, franslating
moves the enfire object somewhere
else.

In contrast, when you select [5] you
enfer editmode. The object is
redrawn and the separafe poinfs of
which is consists are drawn. (These
poinfs are known as vertices, by the
way). If you select a vertex by
‘/@RigthIicking on if, you can then
franslafe only fhis poinf, while
leaving the others unaffected. In this
way, you change an object's shape.

If you select more than one vertex,
you can also rofafte or scale them. In
this case, the vertices are rotated or
scaled around their median point.

Loading and saving your
work

By now you have probably creafed a
Blender scene which you might want
fo save fo disk, or you would like fo




take a look at the .blend files that
we have included on the CD-Rom
that comes with this book. Blender
has a lot of file loading and saving
opfions - even fo the poinf that you
can use Blender as a

| filemanager.

ADD Load File As

YIEW Load Last clo

EDIT Append File shift+F1 . . .

OBJECT In this parf | will briefly

e Saefles Bl Jescribe the basic file
ave chy X X

CURVE | Save Image Bl loading and saving

KEY Save YRML clFZ

RENDER

!El!! Save VideuScie alw

mechanisms. As
always, these functions

Save DXF shiftsF2

can be accessed either

T = from the Toolbox or by

using a hotkey.

Loading a blender file

10-Apr-99

01-Jan-80
anim 38 19-Sep-99
animatie 06 03-Nov-99
dolphin 25 03-Nov-93
dumps 43 18-Sep-99
scene_editing 50 30-Oct-99
welder 42 06-Nov-99

2t [0 [a¥[=| LoaoFiLe  [S] Free: 138824 M Files: (0)148 (0.000)18.938 Mb

Saving a blender file

Open the File Window by pressing

[ . This window works in the same
way as above. Addifionally, you can
now enter a new filename in the
filename box. To do this, ‘/@LeffCIick
in the flename box and enfer a new
name.

Use the keys NumPad [ and
NumpPad [ to automaticall increase
or decrease the versionnumber of a
file before loading or saving

Call up the File Window by pressing
[=. In this window, files are shown in
black and directories in white text.
The .blend files are also indicated
with a small yellow square in front of
them.

The first method fo load a file is by
‘/@LefrCIicking on a filename. This

will copy the name to the filename
box at the top of the window (the

second fextbox from the fop).

the file. Alternatively, you can also
“BMiddleClick on a file which will
cause if fo be loaded immediately.

Navigating fo the parent directory is
done by clicking on the '.." directory
in the list or by clicking on the 'P'
butfon af the fop of the window.
Sometimes you may want fo refresh
the filelist; for example when
another program has been writing or
changing files in the current directory.
In that case, click on the '." direcfory.

If you try fo save over an existing
file, Blender will show you fthis
warning. To confirm this request,
either press 2| or “BLeftClick on the
filename. To cancel if, you can press
or move the mouse away from
the requester.

Returning to a directory where you
have already been (and saved or
loaded a file), or changing the
currenf drive that you are working on
is easy; just click/hold on the '-'
button af the fop of the File window.
Select an enfry fo directly jump fo
this directory.

Saving an image

To save an image that you have
rendered, just press [5]. From now on
saving fhe file is the same as saving
a regular .blend file. The only
difference is that you can selecf the
file format in the Display Buftons
window. This window is discussed in
defail below.

Blender -> Interface :: beginner

the save file - window

|- newfile

anim
animatie
dolphin
dumps
scene_editing

Al | =| SAVEFILE

10-Apr-99
01-Jan-80
19-Sep-99
03-Nov-98
03-Nov-98
18-Sep-89
30-0ct-99
06-Nov-93

Free:126.844Mb _Files: (0) 148 (0.000) 18.938 Mh.

saving current file warning
SAYE OYER
c:Ablenderiwelder|as17.hlend

at changing
el directories
d:

el

A

gt

h!

it

it

kA

fust{peoplef

Jusiftm)

ciiblender\weldert
c:iblenderidumpsh

the display buttons

|[AVtran [V [ Frpec 5
Lrivpe ]_pec ]

0 | [ouality: 90] (Crop |
Gamina | [T nd: 150 |[ BW |[17< | RGBA |[ IRIZ
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Saving an animation

Saving an entire animation is done Now fry the same but hold down the
differently; you first need fo enter a key before you click the mouse
filename for your animation in the button. The view is now franslated
Display Buffons window and then instead of rotated.

press the 'Anim' button. From then
on, all the animation frames are

saved using the filename that you Finally, the key allows you to
just entered as a base. Read more zoom in and ouf.

about this in the Display Buffons
secfion below.

To toggle between perspective and
orthogonal view, press NumPad 5] .

In the 3D window, you can display
your scene in a number of modes.
Especially if you don't have 3D
hardware this can make a huge
The 3D Window performance difference. To foggle
between wireframe and solid view,

i ey ) . ) ress [z]. Solid view can display a
rofating the view The 3D window is where you will P play

) ; scene with some shading even
spend most of your fime in Blender. )
o though you have nof yef defined a
In this window, you can rearrange
) ) : ) lamp.
the objects in your scene, edif their
E&IX;S:;?QIrvf]ZI]::SU(geOTCoets).grcf)rhe Switch to (real) shaded view with
define animatfion, add Iithrs or{d [ If you have not defined a
cameras ' lamp yet, the scene will be
o completely black.

translating the view

if you own a mouse with ftwo
buttons instead of three , skip ahead
and read about the Info Window in
'The Blender Windows: a summary"
The first thing fo know about the 3D

view is how you can navigate
through it. | am nof ralking about
moving objects, but about moving
your viewpoinf - how can you
examine objects? How does an
object look from another side? Do
the different parts have the correct
color? Did | add a liffle defail
correctly?

wireframe view

zooming the view

solid view

perspective view orthogonal view

Blender uses a very simple yet
infuitive method for changing the
view in 3D. To gef starfed,
“BMiddleClick , hold and drag your
mouse around. Do you see what
happens? Without any modifiers,
‘/E]MiddleCIick, hold anddrag rotates
your 3D view.

shaded view
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Aside from navigafing around 3D
space fo look af your objects, you
can also use a few hotkeys to quickly
switch fo standard views. Use
NumPad 7], [, and fo switch
fo fop view, front view, side view or

Blender -> Interface

A similar function like the previous
one, you can also zoom in to the
selected object and hide all other
objects af the same fime by pressing
NumPad[7]. To unhide your objects,
press NumPad[7] again.

resroring the view of the whole scene;

HUME

camera view.

top view front view
centering the selected object and hiding others;
NumPad[/]
side view camera view centering the selected object;

NumpPad
The display buttons il

Once you are ready fo render your
image or save if fo disk, you need
the Display Buttons window. In this
window you can confrol all the
parameters that have fo do with
items as rendering quality, rendering
size, animation length and
animation filenames.

@..

the Home icon

Sometimes you may gef lost inside
3D space a bif. To restore the view,
either click on the Home icon at the
bottom of the 3D window, or press

the display buttons

N - T

s T A 5 e | e I

I e o I B e e

===
. Blender will resize the view to - Sk [TIE1 I | | 7 R

include every object in your scene.

To define the image size you can
either selecft a presef value from the
row of buftfons on the far right or seft
an image size yourself by changing
the SizeX and SizeY values. For
preview rendering, you can also
render the image af 25%, 50% or
75% of the final output size.

On some systfems you may need fo
press the numlock key fo gef the
numpad fo work.

If you want to gert a specific object
into view and nof the entire scene,
first select the object by ‘/@RigthIick
on if (the object will turn pink fo
indicate it is selected). Next, press ;
NumPad[]. e = o T |—||—|=?‘Tﬁﬁ
=5 (v | [ [ premu[ key | [Border [[- 1~ }| sta1 | endibo |[Bw [Ros JI 0] i

selecting the output image size

mm'
JI TR EETTE
[25%] L ] e
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ren

[ [venderframe |
[ —

L] I
= [x]

= DispVia
o= DispVien

L | DispWin_| [ Extensions |

dering animations and stills

Turn anti-aliasing on or off with the
OSA button. Confrol the image
quality with the oversampling
butfons 5, 8, 11 or 16. A higher
value will resulf in a betterimage
quality af the penalty of a longer
rendering fime.

]

=] [ 11 16 o 0500 75 0% | 25%]

I e I T T = e
[ [promui [ ey | (Borter [[ETTTN sta:t [ Endieo | |_||_\ RGBAY WL

selecting the output format

ml Frs/sec: 25

51 l_|l_|l_| \I_"II'_"

Starf rendering by selecting the
'Render' butfon or by pressing the
key. A separate window will pop up.
aborts rendering. [ will foggle
the rendering result window.

Press 'Anim' to render an entire
animafion. When rendering an
animation, enter the basename of
the animation frames in the 'Pics'
field. Each file will be automatically
named <basename>+framenumber.
For example: frame0001,
frame0002 efc. After rendering,
press the 'Play’ button to play back
your animation.

[ TyaRaw | s |

| == ‘ mm [ Crop |
ﬂl—u—w T e lﬁl_\l—u—\ e |

setting the start/end frame

of the animtion

51 l_|l_|l_| \l_ll_\l_\

Select a file formaf with the buftons
labeled 'Targa’, 'TgaRaw’, 'lris', ... For
animations, you can also choose 'AVI
raw' and 'AVI jpg' and define the
number of frames per second for
these files.

the Windows Mediaplayer has
problems playing back Blender's AVI-
raw and jpg files, but the Quickfime4
player plays them back correctly.

| |

nga | TaaRaw [ iis |

[Ham | Ftype ]_JPEG | T
] B ey || w0 e =T
[ [Premu][ ey | [Border [T\ sta1 [ Enc:60|[Tew [[RGB |l || miz N fuie |

To set the animation start and end
frame, change the 'Sta' and 'End'

values. Pressing and
will automatically jump to

the start and end frame.

The Blender windows:
a summary

This section gives a summary of the
most important windows in Blender.
It does nof fry fo be complete nor fo
explain each window in detail. Most
of the windows contain pointers fo
other chapters where if is discussed in
more defail.

The file window
for loading,
for saving.

[

ahsolut3

contest

cows

download

pix

textures

tutor_16

unsorted :38  18-Sep-99

YBlLeftClick to select a file and press
2] to load it, or YBIMiddleClick to
both select and load if.

To save a file, enter a name in the
filename field (the second one from
rhe fop) and press | ro confirm the

file. If you hove olreody entered a
filename earlier, pressing [, ﬂ will
save, foo.

Enfering a new directory name in the
directory box (the one on the fop)
will creafte the new direcfory for you
after asking confirmation.




The image select window

pies
dovmload

This window fype works exactly like
the file load window, but all
recognized image files are shown as
thumbnails. An example of where
this window is used is in the Texfure
Buffons window, for loading image
fexture maps.

The 3D window (] [ )

This window allows you to
manipulate the objects in your scene
directly by dragging ([g] ), rotating
([®]) or scaling them ([35]).

fop view: NumPad
front view NumPad
right view: NumPad
perspective off/fon NumPad
camera view: NumPad o]
solid mode off/on

shaded mode:

Blender -> Interface ::

You can navigate through 3D space
by dragging with the

MiddleButton; this will rotate your
view. Dragging with “BMiddleButton
buffon and holding the key will
franslafe the view, and holding down
will allow you fo zoom.

The IPO window ([ [ )

In this window you can edif the
timelines that are associafted fo
different object properties, like their
position and rotation, buf also their
color or layer. The different object
propetrties or ‘channels' that are
available are shown on the right.
You can select channels by
‘/@LeffCIicking on them - will
extend the selection.

Enter edifmode by pressing [5]. You
can now edif the individual vertices
of the curves or change their
curvature.

You can read more about the IPO
window in the chapter 14

Text edit window ([ )

The Text Edit Window is mainly used
for writfing Python scripts, buf also if
you do nof have a C key this window
can be extremely valuable. It is
offen a good idea fo keep nofes of
your animation projects. Informatfion
that | always forget (especially affer
a couple of weeks!) are the maps
that | have used, the scenes that |
have defined, imporfant frame
numbers, well, you gef the picfure.

A big advanftage of using the Text
Edit Window is that the notes are
stored inside the .blend files - this
way you can never loose your notes
again!

When creating a new Text Edit
Window, you have the choice of
creafing a new fext object, or fo
import an existing text file. In that
case, a File Window will be opened

®

IPO window

text edit window
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revealing the info window

e

the info window

&

and you can select a file as usual. Of
course, you can have more than one
text object in your Blender file.

The info window

The Info Window does not have a
hotkey. Instead, it is ‘hidden' af the
fop of your screen. To reveal if, drag
down the top window border on
your screen as indicafted in the
picture.

| | |

Aiito Temp Save | NI I_\
[DirfusrAmp/ | Load Temp | TrackBall |[mat an onj |

lamp butfons

(T spots [ESun | Howi |

Curve || Text | Lamp | Material

Dupli Mesh
| | L Swf | MBall  lpo | Texture

The Info Window shows you the
seffings of Blender. Among other
things, you can tell Blender where fo
store autosave files, when to save
them (use the 'Time' value) and how
many versions fo keep on disk.

Here, you can also activate Blender's
foolfips function. Tooltips will appear
in the right corner of the header of
the Info Window, right next fo the
Blender URL and version number.

You can make your seffings perma-
nent by pressing and
confirming the requester that pops
up. (Please note, that this entire
boolk assumes that you have nof
changed the default Blender settings
filel)

If you have purchased a C-key, your
user name will show up here.

Imporfant nofe for owners of a fwo-
buffon mouse: acfivafing the 2-
mouse option will cause Blender fo
simulate a YBMiddleClick when you
hold down and “YDLeftClick.

[ Dist: 20.00 | T | | e

10
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Lamp buttons ()

The Lamp Butfons will only show
when a lamp has been selected.
With these butfons, you can change
all the parameters of lamps, like
their color, energy, type (regular
lamp, spoflight or sun). You can also
control the quality of shadows by
manipulafing the clipping values and
shadow buffer sizes.

You can read more about lamps in
the chapter 6.

[@ Material buttons ()

Material Buttons are only shown
when an objecf has been selected.
This window allows control over
properfies as object color, shininess,
fransparency, fexfures, fexfure types,
fexture projection methods.

You can read more abouf assigning
materials in chapter 2. More
information about fexturemaps is
available in chapter 3.

Animation buttons ()

In the left part of the Animation
Buffons window you can sef
properties for things like curve
following, aufomatic object
duplicafion and object fracking.

The middle parf of the window
confains the inferface fo object
effects like patticle systems and the
wave effect. Pressing the 'New Effect’
button and selecting an effect from
the effects list on the right will affach
a new effect fo the currently selected
object and display the list of opfions
for this effect.

The standard effects are: parficle
system (read more about that in
chapter 10), wave and build.




World buttons ()

With the World Butfons window you
can set up horizon colors, ambient

lighting, fog effects and starfields. I
is used in the chapter 10.

Edit buttons ([5)

The butfons that are shown in the Edift
Buttons window depend on the kind
of object thaf you have currently
selected.

Display buttons ()

Using the Display Butfons, you can
confrol the way Blender will render
your images. Set the image size with
the SizeX and SizeY buttons and
confrol the image quality by sefting
an OSA (Over SAmpling) value.
Higher values resulf in betterimage
quality, but a longer rendering fime.

Select the 'Render' button to render
a still image, or the 'Anim' button to
render a range of images. (For
animations, the 'Sta' and 'End' values
defermine the length of the
animation).
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