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Using Blender 2.7 for Animation - Part 7 - Importing Objects from Other Programs

There are many programs other than Blender for making 3D meshes (objects) and animations. Many programs have their own formats, or use standard formats. Blender can import many types of files, however, it is not setup for double-clicking on them. You must find out what kind of file it is, then click File, Import, and choose that type, then go to where that file is.

· Before you open Blender, open File Explorer, Computer (or This PC), Resources (R:)
· Open the “Meshes” folder
· Find a file you want, but instead of double-clicking,
look at what type of file it is in the Type column
(such as “OBJ file” or “3DS file”). You need to know this before you can see it in Blender.
· Open Blender
· File, Import, then choose the type (that you found earlier) that matches the file you want.
	TIP:
· If the file is a blend file, click File, Append (though this may not always work perfectly):
· Click the blend file you want, then you’ll see all the parts of the blend file.
· Click the Object folder inside the blend file
· Select all of the objects (listed by name) in orange (draw a box around them)
· Ctrl Click to remove items from the selection that you don’t need, such as the camera and any lamps you don’t want.



· File, Save As, 3da7-yourname

Requirements
· Must import from at least two files.
· At least one file must not be a blend file.
· Animate at least one of the files with at least 3 keyframes
· Position the camera and lights well so that the scene is shown when you click “Render” in the  Render button tab
· After you have positioned everything, make a video file: Under Output click the yellow folder browse button then choose your home drive (such as H:, or T:\username), type a name in the second box, enter to confirm, then click Accept or press enter again.
· Also under Output, choose H.264 from the drop-down list, and then click [image: ] 
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