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B Blender 2.48a Installer

Welcome to the Blender 2.48a
Setup Wizard

This wizard will guide you through the installation of Blender.,

Itis recommended that you dose all other applications
before starting Setup.

Note to Win2k/XP users: You may require administrator
privieges to install Blender successfully,

Mext =

EE—

B Blender 2.48a Installer

License Agreement
Please review the license terms before installing Blender 2.48a.

blender

Press Page Down to see the rest of the agreement.

This version of Blender has been originally released at www.blender.org. =
It is subject to the GPL license, which is part of this download.

For more information please review the Blender source code distribution,

which should be available at the same location as where you obtained

this version.

IMPORTANT: PLEASE READ CAREFULLY BEFORE USING THE BLEMDER SOFTWARE

This License Agreement for the Blender software ("License
Agreement”) is an agreement between Stichting Blender Foundation, v

If you accept the terms of the agreement, dick I Agree to continue. You must accept the
agreement to install Blender 2.48a,

hittps v, blender .org

< Back ][ I Agree ] [ Cancel

2. Aanilu Next iivaringmsiinaaldsunsa

= [ = ]

1B Blender 2.48a Installer

Choose Components
Choose which features of Blender 2,483 you want to install,

3. Aanilu | Accept iianausuiaulavas Tdsunsu

= [ 5 [t

@ Blender 2.48a Installer

Choose Install Location
Choose the folder in which to install Blender 2.48a.

blender

This will install Blender 2.48a on your computer.

Select components to install:

Blender-2. 48a (required)

Add Start Menu shortcuts

Add Desktop Blender-2.48a shortcut
Open .blend files with Blender-2. 48a

Description
Space required: 33.3MB Position your mouse over a component ko see its
description,

hittp: Y. blender . org

[ < Back “ Mext > ][ Cancel

Use the field below to specify the folder where you want Blender to be copied to. To specify
a different folder, type a new name or use the Browse button to select an existing folder.

Destination Folder

C: \Program Files\Blender Foundation'Blender

| l Browse...

Space required: 33.3MB
Space available: 2.9GB

hiktps e, blender, org

[ < Back “ Next = ][ Cancel
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dusudnglisunsuadresaadiinannadl

wazMARLISHle uaaaanilu Next
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S

B Blender 2.48a Installer

Choose Install Location
Choose the folder in which to install Blender 2.48a.

blender

= | 5 ]

[E Blender 2.48a Installer

Installing
Please wait while Blender 2.48a is being installed.

blender

Please specify where you wish to install Blender's user data files.

(@) Use the Application Data directory (Requires Windows 2000 or better)
(D) Use the installation directory (e, location chosen to install blendsr.exs).

() 1 have defined a %HOME% variable, please install fles here,

hiktp: [ fwoww.blender . org

[ < Back “ Nent}]l Cancel

Extract: collada_export.py

Show details

hiktp: vy blender. org

6. AANLu Next ivaRnndllsunsn ——

7. sadnaginalildsunsuinnisinma
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Completing the Blender 2.48a Setup
Wizard

Blender 2.48a has been installed on your computer.

Click Finish to dose this wizard.

Run Blender 2.48a
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