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Wat is Blender?
Wie gebruikt Blender?
Hoe is Blender georganiseerd?

GNU GPL licenties




Blender is the
community driven
open source

(3D) content creation suite




Omvat A tot Z om een
productie te maken.

Van concept art to finale
encoding.

Via een volledig geintegreerd
data model.
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Blender Foundation

Blender Institute
Blender Studio




GNU GPLv2+

Beschermt gebruikers
en project
Verplicht developers
en Iintegrators
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jenience Imports: from mathutils

jenience Yariables: C = bpy.context,

C.space data.|

import *; from math import *

D = bpy.data

bpy.context.scene.frame current = 6090

bpy.context.space data.params
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stop playback
bpy.ops.screen.animation_cancel(restore_frame=False

PresentSceneOperator(bpy. types.Operator):

“““Run a presentation inside Bledner"""
bl_idname = “scene.present"
bl label = "Present Scene"

current_slide: bpy.props.IntProperty

Text: Internal

modal (self, context, event):

event. type o — "
bpy.app.handlers. frame_change_pre.remove(frame_changed handler
self.report({'INFO'}, "Presentation stopped"

bpy.ops.screen.screen_full _area
bpy.ops.wm.window fullscreen_toggle
'CANCELLED'

event.value 'PRESS'
"RUNNING MODAL'

event. type '"RIGHT_ARROW', 'D'
in_transit
in_transit
self.go_to_slide(context, self.current_slide

self.transit to next slide(context
event. type "LEFT_ARROW', 'A'
self.go_to previous_ slide(context

"RUNNING_MODAL'

invoke(self, context, event):
context.area.spaces|[0].shading. type
bpy .ops.wm.window_fullscreen_toggle
bpy.ops.screen.screen_full area(use_hide panels=True
self.init presentation(context
bpy.app.handlers. frame_change pre.append(frame_changed handler
context.window manager.modal handler add(self

"RUNNING MODAL'

init presentation(self, context):
self.report({'INFO'}, "Initialize presentation"
context.space_data.shading.type = 'RENDERED'
self.go_to_slide(context, 1);

transit to next slide(self, context):
in_transit
stop at frame
self.report({'INFO'}, "Transit to next slide"
self.current slide = self.current slide + 1
self.activate slide(context, self.current slide
stop at frame = self.find slide frame(context, self.current slide
stop at frame None:
stop_at_frame context.scene. frame current + 1:
self.go_to_slide(context, self.current_slide

in transit True
start_playback

stop slide transition(self, context
in_transit
in transit:
in transit = False;
stop_playback

go_to_next slide(self, context):
self.report({'DEBUG'}, "Go to next slide"
next slide = self.current slide + 1
self.go _to slide(context, next slide

go_to previous_slide(self, context):
self.report({'DEBUG'}, "Go to previous slide"
previous slide = self.current slide - 1
previous slide < 1:
previous slide = 1
self.go to slide(context, previous slide

go_to_slide(self, context, slide):
self.report({'INFO'}, f"Go to slide #{slide}"
self.stop slide transition(context
self.activate slide(context, slide
frame = self.find slide frame(context, slide
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