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EYXAPIZTIEZ

Oa BéAape va euxapioTriooupe Bepud Tov emMPBAETTOVTIA €10NYNTH KOBNyNT MOG KUPIO
Alapavtdpa KwvoTavTivo Kupiwg yia TV €UTTIOTOOUVN TTOU HOG €0€IEE, Kal TNV ACTEIPEUTN
UTTOMOVN TTOU éKave Kata Tn SIdpKeIa UAOTTOINONG TNG TITUXIOKNG epyaoiag. Omrwg eTmiong kai
yla TNV TTOAUTIUN BorBcia kal kaBodriynon Tou, yia Tnv £TriAucn did@opwy BePdTWY.

Oa BEAaE €TTIONG EUXAPIOTAOOUKE TOUG YOVEIG PAG, Ol OTTOI0I OTAPIEAV TIG OTTOUSEG UAG ME
dIGPOoPOUG TPOTTOUG, YPOVTICOVTAG YIa TNV KAAUTEPN duVATH HOPPWON POG.
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NMPOAOIOZ

H tmruxiok epyoaoia “AHMIOYPTIA KAl EMNE=ZEPTAZIA TPIZAIAXTATON TPADIKQN
MEZQ THX ANOIXTHZ 2OYITAXZ BLENDER” trpaypartotroiifnke péoa oOTO TTAQICIO TWV
oTToUdWV pag oTo TuNua MNMAnpogopikng Tou TEI Ocooalovikng pe uTTEUBUVO Kal ETTIBAETTOVTO
KaBnyntA Tov KUpio KwvoTtavTivo Aiapgavtapa.

KataBAABnke TTpooTrdBeia yia Tnv 600 T0 duvaTtd TTANPECTEPN KAAUWN TWV AEITOUPYIWV KAl
TNG TEKUNPIWONG TNG AvOoIXTAG oouitag ypagikwyv “Blender”, pye Tn BorBeia Tng avaAoyng
BiBAIoypagiag.

270 2° kepaAaro TTapoucidadovTal Ta TTPORBAANATA TTOU QVTIUETWTTICAPE Kata Tn dIdpKela
EKTTOVNONG TNG TITUXIOKAG epyaciag. MNMapouaidlovral avaAuTIKA Ta Bripara yia Tnv dnuioupyia
Twv 3D Bivreo TTOU KATOOKEUAOANE OTA TTAQICIO TNG TITUXIAKAG £pyacdiag.

210 3° KedAaio TrepIypa@ovTal EVOAANOKTIKA TTAKETA 3D yPO@PIKWY KAl CUYKPIVOVTal JE TO
Blender, pe 1o o1T0i0 KOI £EPYAlOUAOTE.

2T0 4° Keg@dAAaio TIEPIYPAPETAI N oOouita TpIodIdoTaTwy ypa@ikwy Blender kai
TTapouciddovtal ol BaoikéG  Asitoupyieg TnG. [lepiypdgovtal KATToOI TTOAU  ONUAvTIKA
XOPAKTNPIOTIKA TOU TIPOYPAPUATOG ME OKOTTO TNV KATAVONON TWV ATTAITACEWV aTTO TOV
xpnotn. Emiong Ttepiypdgovtal opiopéva pépn Tou eyxelpidiou Tou Blender Tou éxel
META@POOTEI OTa EAANVIKA Kal avapTtnBei oTov etmionuo 10TéTOTTO TOoU I6pUuaTtog Blender.

2710 5° kgpdAaio TTEpIyPAPOVTAl TA CUUTTEPACUATA, TA TTPORANUATA KOl Ol EUTTEIPIEG TTOU
armmokthenkav petd amd Tnv TToAUunvn evaoxoAnon ue 10 Blender. MapatiBevral emmiong
OpIoPEVEG OUUBOUAEG KOAAG Xpong.

270 6° kepdAaio TTapaTiBevTal avaAuTIKd o1 EIKOVEG OANG TNG TITUXIOKAG EPYATiag.

210 7° kepaAaio Bpioketal n PiBAIOypaia TTOU XPNOIUOTTOINONKE yIa TNV eKTTOVNON TNG
TITUXIOKAG EPYATiag.

270 8° KE@AAQIO BpiokovTal Ta TTAPAPTANATA, OTA OTToia divovTal avaAuTIKEG odnyieg yia

TNV €10aywyr €ANVIKWV XOPAKTAPWY OTO TIPOYPOUUA, KABWG KAl OCUVTOPEUOEIS TOU
TTANKTPOAOYiou yia ypnyopoTepn Kal atrodoTIkOTEPN XPrion Tou Blender.
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Anuioupyia kai eeCepyaaia TPICBIACTATWY YPAPIKWY WECW TNG avoIXTAG couitag Blender

1.EIZArQrH

To mpdypaupa Blender cival pia avoixt oouita dnuioupyiag Kal emmeEepyaaiog
TPIOOIACTATWY YPAPIKWY HME OCKOTTO Tn dnuioupyia TaIVIWY, OTITIKWV £@E, dladpacTikwyv 3D
epapuoywyv A Bivreotraixvidiwy. H Tpéxouca €kdoar] Tou gival n 2.61 n otroia gival d1aBEaiun
ammo TG 14 AgkepPBpiou 2011. XpnoigoTrolgital ouvRBwWS aTTd ETTAYYEAUATIEG TwV PECWV Kal
KOANITEXVEG TTpOoOPEPOVTag Auoelg Omwg Tpiodidotatn Movrtedotroinon, Yo@ég & YAIKA,
TTPOCONOIWOCN UYPWV KAl KATTVOU, TTPOCOUOIWGCT CWHATIdIWY, KIVOUPEVN €IKOVA, ETTECEPYQTia
Kal ouvBeon BivTeo.

To Blender dgv fqTav mdvrote “avoixtd” pe 6An Tn onuacia NG AéEng. Apxika 1o Blender
OnuIoUPYNBNKE WG ECWTEPIKO £pyaAEio TTapaywyng atod pia BpaBeupévn oAAavVOIKA TaIpia OTO
animation, Tnv NeoGeo. 21a 1éAn Tng OgkaeTiag Tou '90 n eTaIpia AuUTr EEKiVNOE VA TTAPEXEI
avtiypa@a Tou Blender 1Tpog xprion péoa atrd TNV I0TooeAida TG 0TO dIAdIKTUO WE ATTOTEAECUA
apyd aAAG otaBepd va augavetal n ¢Atnon. To 1998 10pubnke véa eTtaipia pe To dvoua “Not a
Number” (NaN), n omoia TpooTrdOnoe va diaxeipioTei euTTOpIKG TN ocouita Blender wg
Aoyiopiko. H NaN diéveipe pia dwpedv €kdoon Tou Blender aAAG SIEveIPe €TTIONG KAl WIA TTIO
e€eNlyuévn €kdoan TToU BIEBETE TTEPICOOTEPA XAPOAKTNPIOTIKA EvavTl €VOG UIKPOU avTITiou. AuTh
N oTPATNYIKI aTTodeiXxBnNKe apxik& emTuXnMEVN Kal PEXP! TO TEAOG Tou €Toug 2000 utrhpxav
Tavw atrd 250.000 xprioTeg Tou Blender Traykoopiwg.

MapoAo 1Tou n dnuotikdéTNTa TOoUu Blender aufavotav, Ta KEPON TNG €TaIpiag dev NTAV TA
OVOUEVWUEVA OUPQWVA HPE TOUG ETTEVOUTEG O€ MIO €TTOXN OTTOU UTTAPXE N “@poucka” Tou
Aeyouevou .com (dot-bomb). E¢aitiog autwv Twv yeyovotwy, oTIG apxés Tou 2002 n NaN
OTaUATNOE TNV TTEPAITEPW avATITUEN Tou Blender. ApydTtepa opwg 16puBnke 10 16pupa Blender
(Blender Foundation) pia pn KEp®OOKOTTIKY £TAIpI TTOU POE O€ CUUPWVIO PE TOUG ETTEVOUTEG
va eAeubepwoouv  Tov  KWOIKA Tou  TTpoypdpuatog. H  koivdtnta  Twv  XpNoTwv
QAVOOUYKPOTABNKE, ouyKevTpwonkav xpruata kai €1l 7o Blender mAéov diavéuetal K&Ttw atrd
170 GNU (General Public License).

MeTagu Tou 2008 kai Tou 2010 10 Blender ypd@tnke amd tnv apxn yia Tnv BeATiwon Twv
AEITOUPYIWYV TOU, TNG PONG EPYOTIAg TOU Kal TOU TTEPIBANNOVTOG epyaaciag Tou. Ta atroTeAéouOTA
auTnG TNG OoUA&Idg TTapriyayav Tnv €kdoon Tou AoyiouIkoU yvwoTh Kal wg Blender 2.5 (o€
alpha testing Tpog 10 TTAPOV).

Méow TNG aVOIKTAG TOU QpXITEKTOVIKNAG TO Blender TTapéxel AeitoupyikdTnTa TTOAAQTTAAG
TTAATQOPMAG, ETTEKTACIUOTNTA, €va ECAIPETIKA MIKPO HEYEBOC €KTEAECIUOU QpPXEIOU Kal pia
evowpatwpévn pon epyaciag. Etiong utrootnpidetal amrd mToAAG AsitoupyikG cuoTApaTa (T1.X
Windows 98/NT/2000/XP, Linux, OS X, FreeBSD, Irix, Sun K.T.A).

TéNog 1O Blender eival pia amo TIG ONPOPIAECTEPEG €QAPUOYES 3D yYPAQPIKWY AVOIKTOU
KWOIKA OTOV KOO0 UTTOOTNPICOMEVO ATTO HIa JEYAAN KOIVOTATA XPNOTWV.
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2. MEPITPA®H ENAAAAKTIKQN NMAKETQN 3D

Eite ciote €vag ekoANaTITOUEVOG eTTayyeAuatiag ota ypa@ika H/Y, eite ammAd €évag
evBouoiwdng XpnoTtng, Ba TIPETTEl va OTTOQPACICETE TTOIO AKPIBWGS oouita TPIodIAoTATWY
YPOAPIKWV Ba TTpETTel va uloBeTrioeTe. To AoylopIKO avatTu¢ng 3D povTéAwv gival akpifo kal
TTOAU SUOKOAO 0TV Katavonon kal paénon. Taipidlovrtag 1o KATGAANAO TTAKETO AOYIOUIKOU HE
TIG avAyKeES Kal TIG puBuioelg oag €ival €va amd Ta TTO0 CNUAVTIKA Bripata TTou TTPETTEl va
OKOAOUBNOETE £TOI LUOTE VA ETTITUXETE TNV EPTTEIPIA TTAPAYWYAS TPICOIACTATWY YPAPIKWV.

MapoAo 1Tou TO onuEPIVO AoyiouikG eival TTOAU dUOKOAO va TagivounOei oe dlakpIToug
TOMEIG, UTTAPYXOUV TPEIG KUPIOI TUTTOI EQAPUOYWY Ol OTTOIOI XPNOIKOTTOIOUVTAl VIO TTapaywyn
YPAPIKWY NAEKTPOVIKOU UTTOAOYIOTH:

1) MAApeig 3D oouiteg
2) HAEKTPOVIKEG EQAPUOYES YAUTITIKAG
3) Mnxavég avaTTuéng Traixvidiwyv

MpdobeTa, uttdpxel pia eupeia yKAPa eCEIBIKEUPEVOU AOYIOUIKOU TO OTTOIO XPNOIUOTIOIEITAI
YO ATTOKAEIOTIKEG EPYOTIEG OTTOU ATTAITEITAI HEYOAUTEPOG XEIPIOUOG Kal €EENIEN o€ avTiBeon pe
QUTO TTOU TTAPEXOUV Ol YEVIKEG EQAPPOYEG TTOU KUKAOPOPOUV.

AvaAuTikOTEPA, o1 TTAQpelg 3D oouiteg TTpoopifovial yia povadikr) XPAon MIAG Kal
TTpoo@épouv  TTANBwpa epyaleiwv  yia KABe TITUX) TNG €pyaciag Trou  TIPETTEl  va
TTpaydaToTToINBEi. 2€ auTég oupTTepIAapBavovTal n govreAotroinon o€ 3D, n TOTTOB£TNON UPWYV,
0 QWTIOUOG, N Kivnon Kal Ta OTITIKA €@€. To TTAEOVEKTNUA TwV OAOKANpwuévwy 3D coultwv
gival TTwG 0 KAANITEXVNG €xEl ANiyEG aVAYKEG WOTE va TIPAYUATOTTOINCEI YIa EVOAAQYH O€ KATTOIN
AGAAn eapuoyn. Ettiong Tou divetal n duvaTtdtnTa va dnUIOUPYEI TTOIOTIKEG EPYQTIES ATTO ThV
apx wg 10 TEAOG PE €va POVO epyaAegio avaTITugng. To PEIOVEKTNUA CUVAVTATAI OTO YEYOVOG
TTWG TTAPOAO TTOU OI TTEPICCOTEPES 3D OOUITEG PEPVOUV OE TTEPAG TIG TTEPICOOTEPES EVTOAEG TTOU
Ba Toug 60BoUv, eCaitiag TNG a@Boviag TnNG KATAoTaong MEPIKES AUCEIC AoyiopIKoU Egival
oTTaviwg “ol KaAUTEPES” yIa KATTola epyacia OTTwg dla@nuifetal. AKOPa Kal €101, O TTAAPEIG
OOUITEC TPIOBIACTATWY YPAPIKWYV Eival TUTTIKA O1 TTPWTEC EQAPHOYES TTOU Ba TTPETTEI va ABEl O
XPRoTng. Mapd TIG BUOKOAIEG OTNV eKPABNON, ol 3D OouITEG TTPOCPEPOUV [HIa gUpEia YKAUA
EPYOAAEiWV Kal €MTPETTOUV OTOV XPNOTN va TTEIPAMOTICETAI JE KABE TITUXA TWV YPOAPIKWV
NAEKTPOVIKOU UTTOAOYIOTH).

AT TNV AAAN, Ol NAEKTPOVIKEG £QPAPUOYES YAUTITIKNAG dla@épouv atmd TIG TTAPAdOCIOKES

oouiTeg TPIOBIACTOTWY PovTéAwV. Evw n povrehotroinon ota trpoypdupata 1.X Maya kar 3DS
Max TrepiAauBdvel petakivnon kai SIEAACN OKPWY, KOPUPWY KAl TTOAUYWvVWY, n TpIodidoTaTn
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YAUTITIK €ival oav va opiAevoupe “nAektpovikd 1NAG”. Ta Pixologic Zbrush kai Autodesk
Mudbox e€ival dUo TTOAU oNPAVTIKEG ETTIAOYEG OOWV APOPA TNV NAEKTPOVIKI) YAUTITIKN HE MIA
eupeia ykaua emmAoywv. 2uvdéovTal €TTiONG PE AANEG eQapuoyEéG TNG eTaipiag Autodesk, pe
QPKETA XOPAKTNPIOTIKA WOTE VA TIG KPATA AVTAYWVIOTIKEG.

ZXETIKA ME TIG NXAVES TTAIXVIDIWY, OXEDOV KABE KUPIO OTOUVTIO BIaBETEl TR OIKA TOU unxavi
€€ENENG AANG €UTUXWG UTTAPYXOUV UHEPIKEG OTABEPEG €mAOYEG. O pnxavég Traixvidiwv
XPNOoIJoTTolouvTal o€ dlooTaUpWon ME AOYIOMIKO TpiTwy (TT.X. Zouita 3D Studio Max) yia Tn
dnuioupyia d1adpacTiKwy 3D TTePIBAAOVTWY. MePIKEG YyWWOTEG uNXaveS gival autr) TG Unreal,
TNG Unity ka1 TNG TTOAAG uttooxouevng CryTek.

YTrapxel hia eKTeVAG AioTa pe Ta diabéoipa TTakéTa 3D AoyiouiKou Ta oTroia €I0IKEUOVTAI OTN
Xpron ouvaptinoewv O600 TO Ouvatov  TTEPIOOOTEPO. ATO  eEeAiyyéva  ouoTAUOTA
avatrapdoTaocng PMOAANIWY Kal youvag héEXp! d1adIkaoTIKG TpIodiaoTato QUAAwua. Mia 1600
e€e1dIkeupévn oouita gival n e-on Vue, n otroia nyeital otn dnuioupyia 3D trepIBAAAOVTOG.

2xed0V KABe oouita TTou avo@EPETal £dW OIABETEl Kal EKTTAIOEUTIKEG EKDOOEIG TIG OTTOIEG
MTTOPEITE VA XpnolpoTtToinoeTe dwpedv. Q¢ CUPPBOUAR KPATAOTE TO YEYOVOS OTI Ba ATaV KaAS va
dokipydoete TOUNAXIOTOV OUO 1 TPEIG COUITEG, £€TOI WOTE VA OEITE TTOIQ TAIPIACEl OTNV AVAYKEG
0ag. To 1Mo onNUAvTIKO TTOU £XEl VA KAVEI 0 KAAAITEXVNG €ival va avaKOAUWE! Ta KATAAANAOTEPQ
yla autov epyaAeia yia Tnv gpyacia Tou. Me 6Aeg TIC €tIAOYEG TToU Ba OeiTe TTAPAKATW, OEV
UTTApXEl AOYyoG va “eyKAWRIOTEITE” 0€ PIa JOVO oouita AOyIOUIKOU TV oTToia &V atToAauBAVETE
Va XEIPICEOTE.

EkTé¢ amd 1n couita Tou “Blender” utrdpyxouv kai GAAa TTpoypduuata dnuioupyiag Kai
emegepyaoiag TpiodldoTaTtwy Pivieo. YTTApYXouv AUCEIC TIOU OTTAITEITAI TTANPWHMN  aAAd
TTPOCQEPETAI MIA TTEPIODOG dwpPEedV XPAONG, OTTWG ETTIONG KAl OOUITEG EAEUBEPES TTPOG XPAON,
oTTwg 10 “Blender”. Mapakdtw TTeEPIyPA@OVTAIl JEPIKES ATTO AUTEG TIG AUCEIG.

ZEKIVWVTAG aTtro Ta TTakETa 3D Animation TTou atrauTeital TTAnpwwn yia Tn Xpron utrdpyxouv
TA TTAPAKATW:
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3D Studio Max 2012

To “3D Studio
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2.1 3D Studio Max

Max 2012” atroteAei pia TTARPN oouita TPIodIAOTATWY YPAPIKWY TTOU
avaTrTuxonke ammd tnv etaipeia Autodesk Media & Entertainment. Eival 1o 1o diadedopévo
TIPOYPAUMA yia Tn dnuioupyia 3D ypa@IKwV Kal XPNOIUOTTOIEITAl EUPEWG ATTO TTPOYPOUMOTIOTEG
Bivreottaixvidiwy. ETTiong XpnoIYOTIOIEITAI YIA TTPOEPYATIa TTAPAYWYNS TAIVIWY, EIBIKWY £QE KAl

APXITEKTOVIKWY TTAPOUCIACEWY, KUPiwg oTnv EupwTrn.

Maya

EE R
Sasal
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Anpuioupyia kal eTTeEepyaaia TPICBIACTATWY YPAPIKWY HETW TNG AVOIXTAG gouitag Blender

To TTakéTo “Maya”, TnG idlag eTAIPEIAG, ATTOTEAEI TNV ETTITOUA TWV TPICOIACTATWY YPAPIKWV
Kal TG TPIODIAOTATNG MOVTEAOTTOINONG. XPNOIYOTIOIEITAI OTTO TNV KIVNUATOYPA@IKN KAl
TAAEOTITIKA Biopnxavia, Kabwg Kai yia TNV avdatrTugn pivreommaixvidiwy. YTTapxouv dUO €KOOOEIG
NG oouitag, N MNMAAPNS kai n lMeplopiopévn ge peyaAn diagopd otnv TIWR. To KOOTOG yia TV
TTPWTN avépxetal o€ TTepiTTou 3.500 doAdpia.

Houdini

2.3 Houdini

To TTakéTo autd TTPOTINATAI O OUYKPION PE TO TTaKETO Maya, €€aiTiag Twv TTPonNyMEVWYV
AUOEwWV TTOU TTPOCPEPEI O€ BEPATA OTITIKWYV £QE. Mpoo@Epel TTANBWPA ETTIAOYWYV YIa TTAPAYWYH
TAIVIWV.

2€ avTiBeon pe Ta TTOKETA UWPNAOU XPNMUOTIKOU KOGTOUG TTapabéTovTal Kal AUCEIG EAeUBEpPOU
AoyiouIkoU OTTwg akpIBwg kal To “Blender”. Mepikég atmd auTtég givai:
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Cyberdelia
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2.4 Cyberdelia

YTtrootnpi¢el dnuioupyia 3D animation Pe UTTOOTAPIEN VIO €EQYWYR TWV EPYACIWV TOU
xpHotn o Macromedia Shockwave.

Gmax

2.5 Gmax

‘Eva €AelBepo TTPOYPAUUO TTOU ETITPETTEI OTOV XPNOTN VO HETATIOINCEl  TPIodidoTaTa
MOVTEAQ TO oTToia TTPOCTIBeVTal O€ NON £TOINO TTAIXVIOIA YIO TO OUYKEKPIYEVO TTpdypauua. H

@IAocogia Tou Baacifetal oto 3D Studio Max.
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Anpuioupyia kal eTTeEepyaaia TPICBIACTATWY YPAPIKWY HETW TNG AVOIXTAG gouitag Blender

TrueSpace

2.6 TrueSpace

Mia TTAApNG €@apuoyr yia dnuioupyia Kal €Teéepyacia TPICOIACTATWY YPAPIKWY. AV Kal
TTOPEXETAl EVTEAWG Owpedv, Ba TIPETTEl WOTOOO VA TTPAYMATOTIOINCETE €yypa®r OTnv
I0TOOEAI®A TNG ETAIPIAG VIO VA ATTOKTACETE £vav KwOIKO TTpooBacns. H couita ival cuppBath pe
TTOAAG GAAQ TTPOYPAPUATA YPOPIKWV.

Mapatnpwvtag TIG duvaTOTNTEG TWV EVAAAOKTIKWY AUCEWV TIOU €XOUME TTaPaBETEl
TTapatmdavw, SIATTIOTWVOUNE TTWG £va aTTO Ta TTPOYPANUATA TTOU JTTOPEI VA QVTITIOPATEDEN PE TN
oouita Blender eivar guoikd 1o 3D Studio Max, 10 oTtroio €ival €va TTavioxupo €pyaAcio
onuioupyiag TPIoBIACTOTWY ypa@IKWwy. YTTdpxel TANBwpa 10T00eAidwy kKal forums oTo
OIadIKTUO VIO TO CUYKEKPIYEVO TTPOYPAUMA OTToU 01 XPHOTEG "aveRACouV" OUUPBOUAEG, TEXVIKEG,
akoua kal étoipa €pya. MpoTiydral TTEPIcoOTEPO ATTO £TTAYYEAUATIEG BIOTI TO KOOTOG TOU Eival
peydAo. To idlo 1oxUel Kal yia To GAAo TTpdypaupa TG eTaipiag AutoDesk, Tn couita ypag@ikwyv
Maya. To mpdéypappa Houdini d1aB€tel Kal autd PeyAAn KoIvOTNTA XPNOTWYV N OTToia €ival TTOAU
KaAG opyavwuevn. MNa mTapddelypa eKTOC ATTO TNV ETTIONUN 1I0TOOEAIdA TOU TTPOYPAUMATOG
OTToU  UTTAPXEl MEYAAN "KIvnTIKOTNTA" OTTO TOUG atTavraxou XPHOTEG TNG OouIiTag, E€XEI
opyavwoBei kavaAl oto YouTube kaBwg kal €vrovn TTapoudia oTa HECA KOIVWVIKAS BIKTUWONG
(Facebook, Twitter kTA). MNa 10 Houdini umtdpyxel kai opyavwuévn €AANVIKA KovOTATA OTO
Facebook.

21ov avrimoda, Ta Cyberdelia, Gmax kai Truespace AOyw TngG e&e1dikeuong TToU
TTPpoo@épouy, Oev €Xouv TOOO HEYAAO apIBUO XPnOoTwv OCO Ol COUITEG TTOU TTEPIYPAYANE
mapamdvw. O Adyog TTapaTtnpeital oTo YEYOovOoG TTWG TA CUYKEKPIUEVA TTPOYPAPMATA Eival
TTEPICCOTEPO PoNONTIKA, WOTE va oxedidlovTal HOVTEAQ Kal yPa@IKG TTou Ba evowpaTtwBouv o€
Katrola GAAn 3D oouita. Autd BEBaia de onuaivel TTwg dev uttdpyxouv forum yia avraAlayn
ATTOYPEWY OTOV 10TO, aTTAG JIATTIOTWVOUNE OTI €ival TTOAU MPIKPOTEPA Kal TTIO €EEIBIKEUNEVQ.
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YTTapxel TAvTwg PHEYAAOG apIBPOS aTTd eyxelpidia Xprong yia oXeddv otrolodnTToTe TTPORANUa
QVTILETWTTIOTEI ATTO TOV XPNOTN.

Omwg avagEpaue Kal TTapatTavw n Xpnon TETolog KAAong TPIodIACTATWY OOUITWV
ETTECEPYATIAG YPOAPIKWY QTTAITOUV PEYAAN UTTOAOYIOTIKN 10XU Kal éva oUyxXpovo upnxdavnua.
KUplo kal Bacikd AGyo Traifel n PvAPN TOUu UTTOAOYIOTH yia TNV €AAXIOTOTTOINCN TOU XPOVOU
€TTELEPYATiag, TNV UTTOOTAPIEN TOU ypa®IKoU TTEPIBAAAOVTOG Kal TNV Aueon OIEvépyela TNG
amodoong uiag epyaciag. Emiong 1o oUoTNPA POg Ba TTPETTEN va €XEl OTTWOONTTIOTE PEYAAN
XWPNTIKOTATA iOKOU £TCI WOTE va ATTOONKEUEI OPICHEVA ETTITTAEOV apXEia TTou dnuioupyouvTal
oTav KANBei 0 XpPrioTNG va TTPOCOMOIWCEI KATTVO, VEPO, QWTIA KTA. [Mapddeiyua o1 EAAXIOTEG
ammaTioelg Tou Blender o€ emegepyacTikr 10XU gival To 1GHz pg povo TTupriva, n TPoTEIVOUEVN
diaragn yia évav atmmAd xpnotn eival 2GHz e dITAG TTUPAVA, VW YIA ETTAYYEAUATIKEG EPYOATIES
TO oUOTNPO TIPETTEI va OIABETEl €TTEEEPYAOTH XpoviopEvo TouAdxioTov ota 2GHz kai 64bit.
Ooov agopd TN pvAun autr Ba tpétrel va Eetrepvd omrwodnmoTe Ta 2 GB. MoAU onuavTiko
PpOAO TTaiel Kal N KAPTA YPAPIKWY WOTE va uttoaTnpilel To TrepIBdAAov OpenGL 1Tou "Tpéxel”
O€ TETOIOU €idOUG OOUITEG.

H xprijon Tou Blender trpomiuBnke oe oxéon pe auty tou 3D Studio Max yia évav kai
Baoikd Adyo. H couita Tou Blender cival €AeUBepn yia OTTOIOVOATIOTE XPAOTN ME TTOAAEG
duvartoTtnTes. AvtiBeTa, To KOOTOG Xpriong Tou 3D Studio Max yia Tov apxdpio XprioTn KpiveTal
ATTAYOPEUTIKO.

3.H ANOIXTH ZOYITA TPIZAIAZTATQN r'PA®IKQN “BLENDER”

To Tpdypauua Blender aviikel oTnv KATnyopia Twv TTPOYPANPATWY EAEUBEPOU AOYICUIKOU.
MoAAoi eival ekeivol TTou cuoxeTiCouv TO €AEUBEPO AOYIOMIKO HME OpouC OTTWG “KAKO” 1 “ME
TTeplopIopéveg duvatdtnTes”. To Blender eival TTARPWG AEITOUPYIKO PECA ATTO HIO KOIVOTNTA
TTPOYPANMATIOTWY VA TOV KOOUO Kal auTo €ival TTou To KaBioTd emtuxnuévo. To Blender givai
éva TTpoOypaupa yia armrodoon/animation/Bivreotraixvidia, cuvrnpeital amd 1o 1dpuua Blender
KaIl JTTOPEI va XpnoluoTroinBei dixwg KOOoTOoG.

Q¢ mpoéypaupa 3D ypa@ikwy eivalr @aivopevikd OUOKOAO OTn Xprion OAAd PE QPKETA
TTPOKTIKI €€aoknon epdouddwyv Ba uTTopeite va dnuioupyeital BacikEG oknveéC animation.
YTapxel yia KoivotnTa XIAIGdwV XpnoTwV ToU TTPOYPAUMATOS OTTou péow forum ptropeite va
Bpeite dueca AUon 11 GUPPBOUAEC yia oTToladATTOTE TTPORANUA TTPOKUWEI KATA TNV £pyadia oag.
BéBaia uttdpxel Kai 0 €TTIONPOG I0TOTOTTOC TOU TTPOYPANUaTog, To http://www.blender.org/
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Anuioupyia kai eeCepyaaia TPICBIACTATWY YPAPIKWY WECW TNG avoIXTAG couitag Blender

3.1 NEPIrPA®H

To Blender dgv poiddel pe kavéva AAAo TTpdypapua TPICOIA0TATWY YPAPIKWY KAl iCWS 0ag
@avei duokoho oTo Xelplopd. O1 ekdooelg 2.5/2.6 €xouv onuAvTiKEG aAlayég o€ BEuarta
dleTTaPng. Avoiyovtag 1o TTpOypapua, n 08ovn ekkivnong mmou BAETTouue ival N akdAoubn:

21NV Kopu@n Tou, BAEétoupe Tnv €kdoon Tou Blender. 210 aploTEPO PEPOG PAETTOUME
MEPIKOUG XPrOIUOUG OUVOEOHOUG Kal OTO Oegi uEPOg TTapaTiBevTal Ta TeAeuTaia £E1I apyeia TTou
blender (.blend) TTou éxoupe atrobnkeUoEl.

A Blender 2.5

tom’ef?

Preset
Link K 2Nt
& Donations E tittle3.blend
B Release Log E tittle3.blend
5 Manual ﬁ text in water3.blend
® Blender Website % titlel.blend
i B User Community E title.blend

D/EY00BE Ratecar ca ‘@ Recover Last Session

3.1.1 O06vn exxivhong

KdavovTtag KAIK JE TO TTOVTIKI O€ OTTOIAONTIOTE TTEPIOX TOU TTPOYPAUMATOS EKTOG QTTO TNV
006vn ekkivnong, BAETToupE TNV TTapakdaTw oBovn.
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© Blender

o EEEENCEEPY v PR P senderRender $

Iser Persp

[« x1020 +W« sar1 :]
« w1080 + [ « ens250 - |
e M- Sen1 )
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5 Mitchedl Netr §

v Textures
v Shadows
v Subsurface Sc
v Envirorment
(1) Cube

@ Object Mode s
g ———— )
4 pnG + Y File Extersion
BW “IRGBA | ¥ Overwrite

3.1.2 Iepifétiov Blender

Mapatnpeite Yo oknvh TTOU aTToTeAEiTal atmd évav KUBo, o AAPTTa Kal uia kauepa. O
KUBOG €ival TO KUPIO QVTIKEIMEVO TOU TTAEYUOTOG £TO1 WWOTE VA EXETE WIA ATTOWN TOU XWPEOU, N
AauTra BpiokeTal ekei yia va @wrTidel TN oknv evw n KAPepa yia va tnv gugavifel. O 3D
KEPOOPAG OTO MECO TOU KUPBOU XPNOIYOTTOIEITaI yia va evTomifel TO onueio Otmou BOa
TOTTOBETNBOUV TUXOV VEQ avTikeiyeva. O KUBOG PTTOpEl va PeTakIvNBE TpiyUpw OTn oKNvh €av
KAVOUPE KAIK OTO apIioTEPO TTANKTPO TOU TTOVTIKIOU, WOTE VA TOV ETTIAECOUME Kal €iTE TOV
METOKIVOUME PE TA XPWHOTIOTA BEAGKIO TTOU gP@avifovTal ETTAVW TOu, EiTE YE APIOTEPDO KAIK TOU
TTOVTIKIOU.
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Anuioupyia kai eeCepyaaia TPICBIACTATWY YPAPIKWY WECW TNG avoIXTAG couitag Blender

3.1.1 Totrol rapadipwv

Editor type
=] Python Console
& File Browser
@ Info
o User Preferences
= Outliner
= Properties
Logic Editor
) Node Editor
ot Editor
Viovie Clip Editor
equence Editor

= UV/rmage Editor

= NLA Editor
*f* DopeSheet
2 Graph Editor
@ Timeline

0 3D View

Ds =

3.1.1.1 Toror wapobopwv

To Blender €xel TTANBwpa d1a@OPETIKWY TUTTWV TTapabupwyv Kal KABe TTapdbupo uTTopEi va
1€0ci o€ KGOe TUTTO. MO TTOPAdEIYUQ, N APXIK cag 08dovn éxel Tévie TTapdbupa, autd oTnv
Kopu®n Pe TNV PTTdpa epyalciwy, 1o 3D TTapdBupo kal TEAOS TO TTapaGBupo TNG XPOVOYPAUMNS
TTOU PpiokeTal OTO KATW MEPOG TNG 0B6vnG. ZTa Oe€id €xere Ta Tapdbupa Outliner kai
PuBuicewv. To Blender trapéxel emmiong Kai TTOAEG £TOINEG 0OOVEG TTPOG £TTIAOYNA £TOI WWOTE va
KAveTe BEATIOTN xpAon Twv Topabupwyv TIOU avagépape Trapatrdvw. Mtropouv  va
XPNOoIhoTToIiNBoUuv KAvovTag KAIK OTNV TTEPIOXH TOU AVATITUCOOPEVOU PEVOU OTO TTAVW MEPOG
NG 086vng. EkT6g atmd tTnv emidoyn “Default” ptmopeite va emmAELeTE otTOIAdNTTOTE AAAN £0€IC
EMOUUEITE avAdAoya PE TNV EpyaTia TTOU TTPETTEI VO EKTEAEDTEI.

3.1.2 Zrpwpara (Layers)

To Blender Acitoupyei pe oTpwpata akpIBwg OTTWGS Kal GAA yVWoTA TTpoypAauuaTa OTTou Ta
QVTIKEIYEVA UTTOPOUV Va TOTTOBETNOOUV o€ DIOPOPETIKA OTPWHATA KOl VA EUPAVICTOUV avaloya
ME TN XPNOIWOTNTA Toug. KaBwg o1 oknvég oag Ba yivovTal oAoéva Kal JEYAAUTEPES, N XPNon
TWV OTPWHATWY KpiveTal RERANUEVN. EVEPYOTTOIWVTAG 1] OTTEVEPYOTTOIWVTAS T OTPWHATA
Ba BonBnBeite oTnV TAXUTNTA TNG EPYATIAC GAG MIOG KAl Ba PTTOPEITE va BAETTETE TTIO KABAPA Ta
QVTIKEINEVA 0ag 0€ £va TTOAUTTAOKO oXAMa. Ma va aAAGgeTe Eva avTIKEIYEVO PETAEU OTPWHATWY
TMECTE TO APICTEPO KAIK TOU TTOVTIKIOU Kal Tautdxpova 1o TTARKTpo “M” yia kivnon. lMNa va
KAVETE 0paTd £va OTPWHA, ATTAA KAVETE KAIK OTO KOUMTTi autoU Tou oTpwuatog. Me Tov idlo
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TPOTTO YyIO VA €vEPYOTTOINOOUV TTOAAG OTPWHATA TAUTOXPOVA, KPATHOTE TTATNMEVO TO TTANKTPO
“Shift” kai eTTIAECTE TA €TMIOUPNTA OTPpWUATA.

ENER IEEER

~_uNEEE SNENE

(1) Cube.004

@objectMode 5 || @ +| % +/ & L A @A clobal

3.1.2.1 Zrpauaza

3.2 PQTIZMOZ

Anpioupywvtag pia oknvrp oto Blender ¢ekivate pe pePIKA BACIKA OTOIXEIO OTA OTTOIQ
TTEPIEXETAI N KAUEPA AAAG iowg OXI 0 QWTIOPOG. OuunBeite TTwg N Kauepa “BAETTEl” autd TO
OTT0i0 Ba ATTOdWOETE (EIKOVA A Talvia) avaloya Pe TIG €TTIAOYEG TToU Ba B€0eTE OTO TTPOYPANUA
wg £€€0do0. MNa va 1apete pia atmmAn amédoon tatiote 1o TTAAKTPo “F12”. Edv n eikdva civai
EVTEAWG paupn TOTE dev ExeTE BECEI QWTIONO ) Ol PUBUICEIC TOU QWTIOUOU gival AavOaoUEVEG.
MNa autd 1o Adyo n TTapoucia WTICPOU OTN OKNVA 0OG KPIVETAI ATTapaiTnTh.

2TIG TTEPICTOTEPEG TTEPITITWOEIG N XPNON AQUTIAG €ival atrapaitnTn €101 WOTE VA QWTIOTEI
KataAANAwG n oknvh. OI TTEPICCOTEPEG OKNVEG ATTAITOUV OUVABWG TPEIG ) TEOOEPIG AAUTTES. OI
Ol0QOPETIKOI TUTTOI QWTICUOU oTo Blender €ivai ol TTapakdTw:

. Camera

M % Point

A Force Fleld , 8 Sun

X spot

A. Group Instance
:‘I Hermni

f‘? Area

3.2.1 Pwtiouog

Znueiou (Point) — Baoikn etmiAoyr) Tou Blender, owrTiCel TTpog OAEG TIG KATEUBUVOEIG.

‘HAio¢ (Sun)- TMapéxel opoiduop®n ywvia QwTIoPoU aveEdptnTa atrd Tnv TOTToBETNON TWV
QVTIKEINEVWV.

Tomik6 (Spot)- Pwrilel e ammeubeiag ywvia wTog.

Hemi — ®wg pe peyaAuTepo eUpog

lNepioxnc (Area) — lMapéxel PeYAAO €UPOG QWTIOPOU (TT.X. Yia €va OdwudaTio). Mrropei va
KAIMOKWOEI.
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Anuioupyia kai eeCepyaaia TPICBIACTATWY YPAPIKWY WECW TNG avoIXTAG couitag Blender

3.2.1 QwrTiopOoi onuEiou

O1 pwTtiopoi onueiou gival yovadikoi 0TV TTPocopoiwon BoAwv oknvwyv padi pe okiég. O
EVTOTTIOMOG QKTIVWV UTTOPEI VA TTAPAYEl OKIAOEIG yiIa OAOUG TOUG TUTTOUG TWV AQUTITHPWY,
emeIdr) OJWG eival oUVBETOG GO0V aPOPA TOUG UTTOAOYIOUOUG, N atrodoon KabuoTepei o€
onNuavTiko Badus. O1 BaoikéG Toug pubuicelg givai:

Shadow Type: H emmiAoyr Buffer gival n TaAaidtepn aAAd kal ypnyopoTepn.

Shadow Color: PuBpilel To Xpwua TNG OKIAG.

Buffer Type: Tutrog puBuioTm).

Filter and Sample: XpnaoiuyotroloUvTal yia va BEATIWOETE TO ATTOTEAECUA OAG.

Clip _Start & End: Aivouv €va €0pog yia TOV UTTOAOYIONO TwV OKIAoEwV. AloTnPEIoTE TN ypaPuni
O€ XauNAO €TTITTEDO yIa va dWOETE KAAUTEPN TTOIOTNTA OTIG OKIEG.

Spot Shape: PuBuicel To péyeBog TNG ywviag Kal atraAUVvel TIG “KOPTEPES” AKPES TOU OXIUATOG.

3.2.2 AuTOéQWTa aVTIKEIJEVA

Mia véa emAoyn oTig ekddoelg 2.5/2.6 Tou Blender cival n kavotnTa va KAVETE €va
QVTIKEIMEVO VA EKTTEUTTEI TO OIKO TOU QWG. To EUUECO QWG Eival EKEIVO TO OTTOIO AVAKAATAI O€
GAAO QvTIKEIiMEVA OTTWG OTNV TTPAYMATIKOTATA. YTTApxel n €mmAoyr) Emit oto UNKG n oTroia
EMTPETTEI OTO QAVTIKEIMEVO VA EKTTEPTTEI WG AKOUA Kal éTav dev QWTICeTal aTTd KAMia AAUTTQ.
MAEov pTTOPEl VO QWTICEl KAl avTIKEIJEVA TTOU BpiokovTal o€ KovTIvh attdoTaon. O pévog Adyog
TTOU TO QVTIKEIPEVO QwTilel kaTtd TNV atrdédoaon eival ¢aiTiag Twv pubuicewy TNS mmAoyNS Emit.
MNa va emiteuxBei 0 EuuEcOg WTIONOS Ba TTpéTTel va TTpocBéoouue évav “World” atn oknvr.
O¢Toupe Ta xpwpata Horizon & Zenith og paupo yia 1o e@€. ZTi¢ pubpioeig Tou “World”, waéTte
yla évav Trivaka pe 10 évoua Gather kal evepyotroifjote otnv €TmAoyr] Approximate. ‘Etreita
avoig¢te ToV TTivaka pe To 6voua Indirect Light puBuidovrag tTnv pmmdpa kuAiong Factor kai
Bounces ol otroieg eAéyxouv TO TTO0OO HETATTAdNONG TOUu QWTOG. H oknvr] TTou Ba atmodobei
deixvel TNV aviavakAaon evog daTTédOU Kal YIOG o@aipag oTEKOUPEVNG BIiTTAa atTd évav KUPBo
TToU QWTiCel. MapaTtnpeite TTWS N OPaipa XWPEIC Tov EUPECO QWTIOUO evepyoTToinuévo o€ Ba
@aivéTav KaboAou.
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Ll atenal | F | <33 NS EES

Wire Volume Halo

Emit Slider

3.2.2.1 Avtépwra ovtikeiyeva

3.3 BAZIKEZ APXEZ 2XEAIAZHZ

Eg@ooov €xoupe TOTTOBETAOEI TOV QWTIOUO OTN OKNVI YAG WOTE TA QVTIKEIMEVA va gival
opatrd kard Tnv o1rdédoon, MTTOPOUME VA OUVEXIOOUUE ONUIOUPYWVTAG PBACIKA OXAuaTa.
Y1dpxouv d1d@opol TUTTOI QVTIKEINEVWYV TTOU UTTOpoUUE va oxedidoouue oTo Blender.

3.3.1 ToroBeTWVTAG AVTIKEIMEVA OTN OKNVIH

O 3D képoopag XPNOIMOTIOIEITAI yIa TNV TOTTOBETNON VEWV QAVTIKEINEVWY OTn OKNVA.
XPNOIYOTTIOINOTE TO APIOTEPO KAIK TOU TTOVTIKIOU YIO VO TOV METOKIVAOETE OTO Xwpo. Otav
EMAECETE TNV TTEPIOXA TTOU E€TTIBUMEITE va €I0AYETE TO avTiKEiyevo, TTathoTe Shift + A yia va
“‘avoiteTe” 10 pevou Add kai £tTeita va €mAECETE TO oxnua. MNa Tnv €l0aywyr o@aipag yia
TTapddelyua, otnv epyaieiobnikn Ba cag {nTnBei va KabopioeTe Ta TUANATA KAl TOUG OAKTUAIOUG.
Autouata n o@aipa 8a aAAAEEl £T01 WOTE va IKAVOTTOIET TIG pUBUICEIS TTOU JOAIG BETaTE.

18 omd 115



Anuioupyia kai eeCepyaaia TPICBIACTATWY YPAPIKWY WECW TNG avoIXTAG couitag Blender

H_ I Default
_
e M Flare

2 Curve rl Cube

& Surface @ circle

¢ Metaball @ UV Sphere
F Text ﬁ lcosphere
F Armature ¥ Cylinder
H Lattice & cone

A Empty e

".'"l‘l:l Speaker '? Monkey
 Torus

al
o Camera

® Lam p

m A Force Field

A Group Instance

3.3.1.1 TorobGétnon ovrikeyévav

OT1av TOTTOBETEITE €va QVTIKEIYEVO OTN OKNvr, autod €icdyetal otnv kataotaon Object.
Baoikd utmrdpxouv dUo Kupieg kataoTtdoelg oto Blender. H Edit ko n Object. H mpwtn
EIQIKEVETAI OTNV ETTECEPYATIA TOU QAVTIKEIUEVOU ETTIAEYOVTAG KOPUPES TOU. AVTIOETA N KATAOTAO
Object ernpeddel To avTikeipevo oNIkA. To TTAAKTpo Tab evaAAdooel auTég TIG BUO KATAOTACEIG.
O¢€Ael ueydAn TTpooox Katd Tnv icaywyn evog avtikeiyévou. Na @povtifeTal va BpiokeTal o€
katdotaon Object, aAiwG TO €TOPEVO QVTIKEIEVO TTOU Ba €l0AyeTe Ba evwBei Pe autd TO
TTAéyda. Mia etmiong onuavTikp ouuPouln gival va atmoBnkeUeTe TNV €pyacia oag yiati 1O
Blender &gv £xel autopaTtn atmobrnkeuon OTTwG €TTiong dev oag TTPoeIdOTIoIEl OTI Ba XAoETE TO
onuIoUpyNua oag eav kAcioete TeAeiwg TO TTapABupo Tou TrpoypdupaTtog. Puaikd dev eivai
MOVO N o@aipa | 0 KUBOG T JOVA QVTIKEIJEVA TTOU UTTOPEITE VA EI0AYETE OTN OKNVH. YTTApXOuV
Kal ol emAoyég: Emedveia, Kukhog, UV Zeaipa (o@aipa pe TUAuaTa Kal OOAKTUAIOUG),
KUAivopog, Kwvog, MAéyua, AakTuAiog, MNMpdowTro (1merkou), Adcio MNMAEyua.

3.3.2 Xe1pI1opOG aVTIKEIHEVWV

Mpiv doupe TTWGS akpIPwS aANdloupe oxnUa OTa AVTIKEIMEVA PaG gival TTOAU XPAOIUO va
MaBoupe Ta Bacikd TTARKTPA XEIPIOKOU, TTEPIOTPOPNG Kal aAAayig ueyéBoug oto Blender. Edw
Ba TTPETTEI VO ONUEIWOOUPE TTWGS N ETTIAEYPEVN YAWOOA OTO TTANKTPOAOYIO TTPETTEI va Eival n)
AYYAIK) €101 WOTE va AEITOUPYOUV O OUVTOMEUOEIG TTAAKTPWY. ZUVOTITIKA, Ta TTAAKTPA
ouvtépeuong gival Ta akéAouba:

MAAKTPO “G” - METAKIVEI EVa AVTIKEIPMEVO.

MARKTpO “S” - aAAayn peyé0oug | KAipakag avTikeIpévou.
MARKTPO “R” - TTEPIOTPOPI TOU AVTIKEIPEVOU.
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Edav 1madAI BéAete o1 TTapattdvw aAAayEéG oag va gival akpIBeEic TOTE HEOW TNG KAPTEAQG
Transform, ptropeite va puBuiceTe akpIPwg TTOOES HoipeS i TTOOES Yovadeg Blender BéAeTe va
TTEPIOTPOPEI/ANNGEEl pEyeBOG/peTAKIVNOET TO avTIKEIPEVO 0ag. Mia €TTioNg XProiun TEXVIKA €ivai
Kal N XpAon Twv agdévwyv Tou Xwpou. MNMatiote 1o KatdAANAO €IKOVIOIO TwV agOvwV OTO KATW
MEPOG TOU TTapaBupou Kal Ba eugavioTouv ol agoveg X,Y,Z TTAVW OTO OXAMO TTOU EXETE
eMAECEl. KpaTwvTtag TO APIOTEPO KOUUTTI TOU TIOVTIKIOU HETAKIVEITE TO QVTIKEIUEVO OTOV
EMAEYMEVO Agova.

3.3.3 Karaotaon Edit- ETre§epyaocia AvTiIKEIEVOU

Epboov éxeTe DNUIOUPYACEI TO AVTIKEIUEVO, TTATAOTE TO TTANKTPO Tab yia va petaBeite otnv
katdotaon Etreg¢epyaoiag (Edit) yia va aAAGETE TO OXAUA TOU. 2TNV KATACTOON QUTH PTTOPEITE
va €TTECEPYACEOTE TIG KOPUPEG TOU OTOIXEIOU OOG QVELAPTNTA WOTE VA ONPIOUPYAOETE TO
€MOUUNTO OXNAMQ.

3.3.3.1 Object Mode 3.3.3.2 Edit Mode

3.3.4 EIAéyovTag KOPUPEG

Evw BpiokeoTte otnv kKatdotaon EmeEepyaaiag, utropeite va €mMAECETE PIO KOPUPH HUE TO
0e€i KANIK Tou TrovTiKIOU. Edv BéAete va emIAECETE TTEPIOOOTEPEG ATTO MIa TOTE KPOATAOTE
TTaTnUévo To TTANKTPO Shift evw KAveTe KAIK pe TO €€ KOUMTTi TOU TTOVTIKIOU. MTTOPEITE €TTIONG
va eTTIAECETE Ui OAOKANPN Treploxy oépvovtag éva TapdBupo yia emmAoyr. TéEAoG yia Tnv
emAoyr 6Awv TTatAoTE To TTANRKTPO “A”. Tia va deite akdPa O avAAUTIKA Ta QVTIKEINEVA 0ag
emMAECTE TIG €mmIAOYEG Solid kai Wireframe. evik@ PTTOpEiTE va ETTIAEYETE KOPUQEG, €TTIONG
MTTOPEITE va ETTIAEYETE Kal AKPEG 1] TTAEUPES. MTTOpEITE EUKOAD va BPEITE QUTEG TIG ETTIAOYEC OTO
KAatw uépog Tou 3D TmapaBupou 600 PBpickeoTe oTnv KatdoTtaon EmeEepyaciag. AQou Exete
EMAEEEI TIC KOPUQPEG MPTTOPEITE va aAANGEete oxnua pe ta TMAAKTpa G,S,R 1ou avagépaue
TTOPATTAVW.
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3.3.5 EmAoyég ESopdAuvong

KaBwg¢ TTpooBETETE QVTIKEIPUEVA, TTAPATNPWVTAG TA UE ETTITTEDN OKIA Ba BEiTE OTI T KUKAIKG
avTikeipeva dev TTPoRAaAAovTal opaAd. 2Tnv epyaAeloBrnkn Ba Ppeite dUO KOUMPTTIA HE TIG
ovopaoieg Smooth kai Flat. Ta duo autd KoupTid dev emdpoUuv udvo OTo TTwG Ba gaivovTtal Ta
oxAMaTa oTnv 086vn aAAd Kal oTo TTWG Ba armmodoBouv oTnv TeAIKN eikéva. H emmiAoyr; Auto
Smooth xpnoiyotroigital yia va €EOUAAUVEI AVTIKEIMEVA TWV OTTOIWV O ETTIPAVEIEG CUVAVTWVTAI
O€ OUYKEKPIPEVO BaBUO pETALU TOUG eV PEYAAESG Ywvieg diatnpouvTal aiXxpnEES. AuTh gival pia
XpPnoiun mAoyn étav n avriotoixn Smooth d¢ Asitoupyei OTTwg Ba BEAaue atrd pévn TNG. 21NV
emAoyr) Auto Smooth puBpioTe T0 BaBuo ywviag oto emBuUPNTS eTmiTredo. MNa va TTPORAANAETE
Mia atrodoopévn €ikova tratioTe 1o TTARKTPo F12. O1 emAoyég e¢oudAuvong Smooth kai Auto
Smooth gival eTTiong XproIYES yia eTTITTEdA AVTIKEIMEVA BonBWVTAS OTNV ATTOd00T TOUG.

User Persp User Persp

3.3.5.1 Flat Sphere 3.3.5.2 Smooth Sphere

3.3.6 Avaloyikn Etmregepyaoia

H avaloyikn emmeéepyaoia XpnoIPOTIOIEITAl yIa va dNUIOUPYACE! Pia PO} OTO OXHMO KaBWG
emeEepyalOUaOTE TIG KOPUPEG TOU. INa va EVEPYOTTOINCETE TNV AVAAOYIKN ETTECEPYATIa TTIECTE TO
TANKTPO “O” evw BpiokeoTe oTnV KATACTAON £TTECEPYATiag 1 €TMAEYOVTAG TO MIKPO KUKAIKO
KOUMTTi 0TO KATW HEPOG TOu TTapaBUpou Tou TTPOoYyPAuPaTOG. 'Exovrag evepyotroinuévn Tnv
EMAOYN, Ta QVTIKEIYEVA YyUpw aTtd TNV e€TAeyuévn TTEPIoX Ba KivnBouv avaloyikd Pe auTh.
Y1rapyouv d1d@opeg dIaBETIPES ETTIAOYVEG VIO TNV £TTEEEPYATia auTou Tou €idoug. O1 KUPIOTEPES
gival n Sharp kai n Smooth. MNeipauaTtioTeiTe e OAEG TIG ETTIAOYEG TTOU 0AG divovTal.
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3.4 AMIOAOZH (RENDERING)

3.4.1 I'pRyopo Render
MeTd a1t QPKETEG OOKIPEG WOTE VA TTETUXOUME TO €MOUNNTO ATTOTEAECUA KATOANEANE OTO
OupuTTépacpa 0TI 0 CwoTOC TPOTTOG YIa va kavouue Render gival o €€AG:

1) Mavta kavoupe Render Animation o€ Output PNG 3 JPEG (av €ival dokiun). Me autd
TOV TPOTTO MTTOPOUME va oTagatiooupe 1o Rendering otote BéAoupe kal va
ouvexiooupe apyotepa, ammod €kei TTou oTapaTAcape. AuTo yivetal aAAalovtag Tnv
emAoyn “End:” kai Badovrag Tov apiBud Tng €IKOvag TTou oTapaThoaue To Render, €101
WOTE VA OUVEXIOOUE ATTO €KEI.

O1rwg BAETTETE KOl OTNV €IKOVA TTAPAKATW aTTd TNV KapTéAa Render aAAdloupe Tov TUTTO

TOU apxeiou TTou Ba eEAyoupE Kal TO KAVOUUE png WOTE VA £EAYOUNE EIKOVEG, TTOU apyoTepa Ba
TIG METATPEWOUUE OTO TEAIKO BivTeo.

All Scenes

<
<
<>

E BMP @ Cineon m AVI Codec
2 ppPx A awvi JPEG
5 mMultiLayer A Avi Raw
@ OpenEXR ﬁ;’: Frame Server
B4 jPEG ¥ Rradiance HDR M H.264
2 jPEG 2000 5 niFF
@ Targa Oagg Theora
@ Targa Raw
~ File Extensions
v overwrite

3.4.1.1 Emidoyn Png yio. Render
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21nv idla kapTéAa Render €TTIAEYOUUE KOl TOV XWPO OTOV OKANPO Yag dioko, oTov OTToio Ba
a1robnkKeuTOUV 01 WTOoypaPieg TTou Ba e¢dyoupe atmmd 1o Render. MaTwvTag 1O €IKOVIBIO TTOU
Ocixvel TO KATW PBEAOG OTnV €IkOva TTOU OKOAOUBEi BAETTOUPE OTV 0B0VN  Pag TRV €IKOVA
«3.AtToBrikeuon png eikovwv(Render)» TTou akoAOUBEi.

Image Editor

Render Presets

-

v V' File Extensions

RGBA | ¥ Overwrite

3.4.1.2 Avoryua wapabipov yio omobikevan
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EmAéyoupe Tov okAnpd dioko TToU €TTIBUPOUUE, BNUIOUPYOUHE Eva KAIVOUPIO QPAKEAO KAl
Xwpig va dwooupe kavéva ovoua ,ratdue Accept(Atrodoxr). H ovouaacia Twv eikdvwy Ba yivel
auTtéupata Pe apiBunon amd 1o 1 péxpl Tov apIiBPo Tou Ba eTMAEEOUUE €UEIC OTA ETTOPEVO
BriMaTa TTOU aKOAoUBOoUV.

3.4.1.3 Amobnkevon png eixovwv(Render)
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Top Ortho

(0) Lamp

Front Ortho

(0) Lamp

@ Object Mode

3.4.1.4 Emidoyn Frames

EmAéyoupe péxpr o6 frame Ba kdvoupe Render Omwg deixvel 10 BEAOG TTapATTAVW,
ypagovTtag otnv £vdeign “End:...... ” Tov apiBud tmou emBupoupe. Ooog cival 0 apiBudg, T60eg
Ba eival kal o1 elkdveg Png 1Tou Ba e€dyoue.

A6 Tnv kaptéha Render tratdpe 10 KOUWTTi Animation OTTWG @AIVETAI OTNV TTAPOAKATW
eikova. lepiuévoupe 600 Xpodvo xpelaoTei (ouvRBwg apkeTd avaloya pe Ta frames TTou €xoupe
dwoel), waoTe va yivel To Render yia png €IKOVEG.
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3.4.1.5 Eexivuo Render Png

2) Orav 1a frames yivouv 6ca autd tou eTIAEEapE (aploTEPO BEAOG) TOTE €XEl TEAEIWOEI TO
render.
Av Béloupe va otapatiooupe 10 Render 161e TTaTAUE TNV €vOeIEn “X” TTOU OEixvel TO
0e€1a BENOG(mapakdTw eikova)

T

TP BlenderRender %

Fra:9 Ve:8 Fa:6 La:1 Mem:4.87M (12.12M, peak 20.21M) Time:00:01.14 | Scene, Part 32-64

3.4.1.6 Rendering

la va ouveyioouue 1o Render ammd ekei mou 10 orauarijoaue Balouue otnv évoeién “Start:
..... 7 1oV apiBud 1tnNg eikovag tou orauarnoaue (6nAadn tov apiBué tou frame oro orroio
orauarijoaue 1o Render) kar éavarraraue 1o kouutri Animation O0mw¢ oTnv  €IKOva «5.Zekivnua

Render Png»
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v+ Rende

3.4.1.7 AAayn Start Frame

MOAIg TeAciwoel TO Render. ATTO To €TTAvw aploTEPA PEvOU aAAdloupe To Screen lay-out
ammé Default o€ Video Editing.

Blender Render ¥ o)

Animation
Compositing
Default
Game Logic
Scripting
UV Editing

(115) Lamp

Front Ortho

3.4.1.8 AAdayn Screen Lay-out

3) 210 KATW apioTePd pevou TraTdpe TO0 KouuTtri Add—> Image Kai €TTIAEYOUUE TIG EIKOVEG
TToU €€ayape atrd 10 Render pag, TatwvTtag 1o TTANKTPO A WOTE va TIG ETTIAEEOUNE OAEG
Kal éreita Trataue Add Image Strip.
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PP BlenderRender 4 o)

F-Curve Editor

Effect Strip..

Sound

Movie

Scene..
W SIC W Rofrach Cocioncer |

O T
Za==] |

3.4.1.9 Ilpocbnkn etxovav yio oquiovpyio. fivieo
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Mnyaivoupe oTov @AKEAO TTOU PpicKovTal Ol €IKOVEG png TTou BEAoupe va €1I0AYOUE,
TTATAUE TO TTANKTPO A WOTE va TIG €MAECOUNE OAEG Kal TTATAUE TO KOUuuTri «Add Image Strip»
OTTWG PAiVETAlI OTNV TTAPAKATW EIKOVA.

Blender Render

SR AE NI

(#00a1png 16MB ¥ 0082.png
(2/0001.png (Z004zpng 16MB | (f2]0083.pna
{20002.prg (70043,png 1.6 MB (%] 0084.png
(20003 png (Zoo4apng 16MB | [{#0085.png
{Z]0004.pra (#ooaspng 16MB | 0086.png
(20005 pna (ZF0046png 16MB | [{#0087.pno
{2]0006.prg (70047.png 1.6 MB (2 0088.png
(20007 pna (F0048png 16MB | [ {#0083.png
{%/0008.png [Fjo0asipng TEMB | | (%0090.png
(7]la003.png (#0os0png 16MB | (20091 png
{7]l0010.png (70051png 1.6MB | [ {%0092.png
(2/0011.pna (Zooszpng 16MB | (20093 pna
(3 0012.prg (70053.png 16MB | ¥ 0094.png
(20013 pna (Zoosapng 16MB | (f2]0095.pna
(Z0014.prg (#0055.png 1.6 MB (%] 0096.png
(7]l0015.png (Zo0s6png 16MB | (f2]0097.pna
{2 0016.prg (#)0057.png 16MB | {¥0098.png
(%/0017.pna (ZoosBpng 16MB | (f2]0099.pna
{Z0018.prg (#0053.png 1.6 MB (%]0100.png
(20019.pna (70060.png 1.6 MB
(2] 0020.pra (7 0061.png 1.6 MB
(20021.pna (Z0062.png 1.6 MB

3.4.1.10 Ewooywyn eixovewv png
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Av £mBupoUuE va €lodyoupe Kal X0 OTO TEAIKO Bivieo TOTE emAEyoupe kai Add—> Sound
OTTWG KAVAME KAl YIA TIG EIKOVEG.

100 | G 9 6\0001.png

Effect Strip..

4| [P PR No sync

3.4.1.11 Eicoywyn fyov

Kal T1myaivouhe OTov @QAKEAO TTOU £XOUME QTTOBNKEUPEVO TOV AXO TTou B€Aoupe va
glodyoupe kal Tratdue “Add Sound Strip”
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nts\clothe4\clothe44blerm r

Blender Render ¥ )

| e [ 3 Y

v Replace Selection

3.4.1.12 Emidoyn nyov axo to dicko
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4) ZUpoupe TNV PTTdpa TTou gp@avietal oto Timeline (pe de€i KAIK) WOTE va EeKIvAagl atrd To
frame 1 ka1 yia va TNV TOTTOBETACOUPE OTO ETTIBUPNTSO onuEio TTATAUE APIOTEPO KAIK.

Blender Render ¥ )

F-Curve Editor

100 | GAlaptop new\1111\Documents\ba

No Sync

3.4.1.13 Meroxivyon Timeline eikovawv
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Replace

202 | G:\laptop new\sounds\sound cloth.wav

D € 0 <4 << I PAPRIPR] | No sync

00

3.4.1.14 Meroxivnon timeline 7yov

To id10 KAvoupe Kal he To strip Tou AXou (TTpdcivn PTTAPA) Kal TOV JETAKIVOUKE OE EKEIVO TO
frame o010 oTT0I0 BEAOUNE Va EEKIVAEI O RXOG HAG.

5) AAdlouue 10 Screen lay-out amé Video Editing o¢ Default. Omw¢ ornv eikéva
«4.AAMayn Screen Lay-out»
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6) ATO 10 Acti pevou oTtnv KapTéAa Render eTTIAEyoupEe TOV TUTTO TOU TEAIKOU BivTeo TTou Ba
e€dyoupe. OTTWG QaiveTal TTAPAKATW.

All Scenes

@@ (1)

i

D)

Mitchell-Netra ¥
& pmp ™ cineon

& pps ® ppx AVI JPEG

@ 1ris & MultiLayer ) Avi Raw

@ PNG @ OpenEXR & Frame Server
@ jpeG & Radiance HDR % H.264

= jPEG 2000 & nFF

Targa

@ Targa Raw

RGBA = ¥ Overwrite

3.4.1.15 Emiloyn tomov apyeiov tedikod fivieo
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2Tn TIEPITITWON TTOU €TMIOUPOUMPE va €I0AYOUME Kal AXO OTO TEAIKO pag Bivieo, atTo Tnv
KapTéAa Render,otnv €mmAoyry Encoding, €MAEYOUNE TOV TUTTO TOU QPXEIOU rfXou TTou BEAoupue
VA EI0AYOUUE OTTWG PAiVETAI OTNV TTAPAKATW EIKOVA.

11 16 | Mitchell-Netra ¥

=
1=
v File Extensions

BW RGBA | v Overwrite

Presets '«

3.4.1.16 PvBuioeis nyov
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2Tn ouvéxela OTTWG oTNV €IKOva «2.Avolyua TTapaBupou yia atroBrikeuon» €TIAEYOUUE TO
XWPO OTO OIOKO TOU NAEKTPOVIKOU POG UTTOAOYIOTH, OTOV OTToio Ba atroBnKeUoouuEe TO TEAIKO
BivTteo.

Blender Render %

v Relative Path

3.4.1.17 Amobnrevon kou ovouaoio. fivreo

Ta BAPata 10U 0koAouBoupe eival idla 6mmwg oTnv eikdéva «3.ATToBrikeuon png
eikdvwv(Render)» pe mn dlagopd o011 €dw divoupe dvoua oTo apxeio pag(teNIkd Bivreo).Kai
TTaTape Accept.
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7) ZT10 TeAeuTaio BANA WOTE va TTAPOUPE TO TEAIKO Bivreo atrd Tnv KapTEAa Render mratdue
TO KOUMTTi Animation kai £€ToIuo TO BivTeO.

3.4.1.18 Eloywyn tedikov Pivreo

3.5 EZEAIrQrH KAl ANAMNAPAIQIr'H BINTEO

O1 dnuioupyieg pag oTto Blender omwg eival @uoikd TTpoopifovTal yia XprHon o€
TIPOYPAUMOTA EKTOG TNG OoUITaG. EVOEXETAI va BEAETE va €xeTE Y1 ATTAR €IKOVA £vOG TOTTIOU YId
EM@Avion, €va Bivieo Pe pia PTTdAa va avatrndd o€ OATTEDO €iTe va EAYETE TNV YEWMETPIA Kal
TIC UQPEC evOg TpIodliaoTaTou povTéAou yia Xprion o€ Pivreottaixvidl. MNa OAeC autég TIG
TTEPITITWOEIC Ba XpelaoTei va eEAyeTe BiviEo Kal va TTpayuaTotroioeTe amodoorn. O KaAUuTepPOg
TPOTTOG va gexwpileTe auTég TIG dUO epyaoieg eival TTwg n e§aywyn, AauBdver 6Aa 1a 3D
dedopéva atrd 1o Blender kai Ta avadoyei €101 woTe AAAA TTpoypaupaTa avatrapaywyng 3D
Bivreo va Ta mrpootreAauvouv. H atrdédoon atrd tnv GAAn, opietal wg n diadikaoia Katé Tnv
otroia Ta 3D dedouéva auléyovTal Kal dnpioupyouv pia 2D gikéva oUPPWVa PE TNV TTPOOTITIKNA
NG KAuepag. Auth n d1IodIACTATN EIKOVA UTTOPEI va TTPOCTTEAQOTEI YE dId@opa TTPOYPAUMOTA
eikévag oOmmwg 10 GIMP kai 10 Photoshop 1 va yivel avamapaywyry TTOAUPECWY  aTTO
TpoypdauuaTa TutTou QuickTime kai VLC.
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3.5.1 E§dyovTag o€ EEWTEPIKEG HOPPES

YTrapyxouv OUO KUplol AOYOl WOTE va €CAYETE TNV €pyaciag cag ot éva dIaQopeTIKO 3D
apxeio ammd ekeivo Tou Blender. O Mo ouxvog eival yiati PTTOPEITE TTOAU €UKOAD va
TTPOXWPNOETE OE TTEPAITEPW ETTECEPYATia 0€ KATTOI0O GAAO TTPpOYypapua. MNa TTapdadsiypa eav
OOUAEUETE TTAVW O€ TPIOOIAOTATA PMOVTEAD VOGS PEYAAOU £pyOu ICWG O £pyodOTNG OAG va PNV
xpnoigotrolei To Blender, dpa Ba mTpéTTel va atroBnKeUOETE Ta APXEiQd 0ag ot DIAPOPETIKA
Mop®nR atrd autr] TTou €xete ouvnBioel. O AAAog AGyog eival yia eaywyr o€ BivreoTraiyvidia.
MoAAoi TiTAOI BIVTEOTTAIXVIBIWY €XOUV KOIVEG TTPOdIAYPAPEG YIa TOV TUTTO ApXEiwv TTou
XPNOIMOTToIoUV YIa TIG TPIOBIACTATEG TTANPOPOpicg Tous. To Blender utropei va e€ayel o€ TTOANEG
ATTO AUTEG TIG HOPYEG, ETTITPETTOVTAG 0AG VA dNUIOUPYEITE OUVABEIG XOPAKTAPES KAl OKNVIKA YId
TA TTAIXVIOIA TTOU TIG UTTOOTNPICOUV.

OAa autd Ta eCaywyiua apxeia sival ypapuéva oe yAwooa mrpoypapuatiopyou Python. Autd
ONUAivel TTwG €AV EXETE TN YVWON, MTTOPEITE VA TTPOCAPPOCETE TTOAU ypryopa évav egaywyEa
avaAoya e TIG AVAYKEG 0AG. ZNUAIVEl ETTIONG TTWG AV UTTAPXEl MIa Jop@r) oTo Blender 1Tou dev
MTTOPEl Vva €€axBei ekeivn Tn oTIyur, €ival TTOAU €UKOAO va ypagei KWOIKAG yia va TTPO0BECE! TN

HOP®I auTA TIPOG ECaYWYN.

Ma va e¢ayete o€ dIAPOPETIKN Pop®r, eTMAEETE File>Export kal ETTEITa ETTIAECTE TN HOPPN
TToU Ba BéAaTe va xpnolgotroioeTe. Mepikoi attd Toug €€aywyEiG eppavifovtal e eTTITTAEOV
ETMAOYEG TTOU OXETICOVTAI PE TOV OUYKEKPIUEVO eCaywyéa. AQOU ETTINECETE TIG €MOUPNTEG
puBbuiceIg, HETAPEPEDTE OTO TTAPABUPO EVTOTTIOPOU apXEiWV, OTTOU ETTIAEYETE T dIAdPOMN OTTOU
Ba atmmobnkeutei TO véo apyxeio. H  TTapakdtw €ikova cag TTapouciddel To yevou Export e Tn
AioTa Twv d1aB€0IpwY TUTTWV apXEiwv.

Chrl U

Ctrl Al O
Shift F1

COLLADA (.dae)
External Data

L Quit

3.5.1.1 Eoywyn apyeiov
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3.6 WIKI

270 TTAQICI0 TNG TITUXIOKNG €£PYOOIiAg TTPAYUATOTIOINBNKE N PETAPPAON OTa €AANVIKA Tou
emionuou eyxelpidiou TNG oouitag Blender 10 otroio BpiokeTal 0Tn NAEKTPOVIKA Ol1EUBUVON
http://wiki.blender.org/index.php/Doc:EL/2.6/Manual

Doc:EL/2_6/Manual Log in / create account
Blender 26 v Greek v Docpage  Discussion  Viewsource  History  Page ¥
Doc:EL/2.6/Manual - ‘ ElO'O(YUJYYl] ‘ Eroocywyn
EvaepEn

&)~ 3D interaction

(- Animation AN eTribpoon oe 3D

4 Blender 2.5 Changes ‘ B ‘
i+ Introduction pgn
{+}- Materials

ZTOLXELX TUOTAHOTOC KOL SPXELX
MovreAomoinan

TPOTIOTIOLNTES KoL
6pd s and

4} Textures

‘ AAANAeTTidpoiom o€ 3D ‘ Deformation)

YAwd(Materials)
Yéec(Textures)

‘ Emdpioerg koouou(World Effects)
Rigging

‘ STOIXELX OLOTIHNTOC KOL KPXELX

T i aints}
‘ MOVTG)\OTIOiI]OT] ‘ Kuvospevn EwovedAnimation)
®uowi Mpooouotwon(Physical
Simulation)
Améboon(Rendering)
‘ ZivBeon pe xéuPouc(Compositing with
nodes)
EmeEepyaoio AkohouBuiv(Editing

‘ DWTLOUOC ‘ Sequences)

Heme Tou Blender

‘ TpoToToumTeC Kot TTpaiopbwarn(Modifiers and Deformation)

Game Engine

‘ YAtka(Materials) ‘

‘ Ydeéc(Textures) ‘

‘ Emdpaoelc koauov(World Effects) ‘

‘ Rigging ‘

‘ TeplopLonoi(Constraints) ‘

‘ Kwvoopevn Etkova(Animation) ‘

‘ duoikn TMpooopoiwon(Physical Simulation) ‘

‘ Amodoam(Rendering) ‘

‘ Y0vBeom pe koppovc(Compositing with nodes) ’

‘ Emregepyaxoiot AkoAovBLwv(Editing Sequences) ‘

‘ H eméktoion Tou Blender ‘

‘ Game Engine ’

3.6.1 Kevtpixo uevod wiki

To KGO KEPAAQIO TTEPIEXEI KAI UTTOKEPAAQIQ TO OTTOIA EPPAVICOVTAlI KAVOVTAG KAIK ETTAVW O€
KAOe £va atrd Ta KEQAAAIQ TTOU QaivovTal OTAV TTAPATTAvw €IKOVa.
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270 emmionuo eyxelpidio Tou Blender avaAuovral OIECOBIKA O TTEPICOOTEPEG PAOIKES
AEITOUPYiEG TOU TTPOYPAMUMATOG ME OKOTTO VA €I0AYOUV KOl VO €EKTTAIOEUOOUV TOV apXAplo
XPRoTn 1000 OTn dnuioupyia OCO KAl TNV ETTECEPYQTia TPIOOIAOTATWY PBIiVIED. =EKIVWVTAG
YEVIKA aTTO TO TTPWIYA KOUMATIO Kal TIG OIadIKACieg TTOU TTPETTEI va EKTEAEOTOUV, OTIWG O
PwTIoPAG, Ta YAIKA, o1 YPEG Kal n aAANAETTIOpaon YETAEU TWV QVTIKEIMEVWY, HEXPI TA TTIO EI0IKA
TToU €ival ol Meplopiopoi, N ATTOdO0N KAl O XEIPIOMOG TwV apXeiwv. To Kevipikd TTAaicIo O0TO
OTTOIO KIVEITAI N TTApOUCa TITUXIOKA £Epyacia apopd Ta KeQAAaia:

3.6.1 AAAnAeTTidpaon o€ 3D

fn s e mn e e = tfg e e ptaty Sf1m fAptt faip —timaA] S s o n S e o o et e [ A+ g g gy et
poBoAf ouxva palveTol TTapdEevn oTnv apxn, ETTELSN To ovTLIKE(PEVY TTapocpévouv oTo (Blo péyeBog aveEdpTnTH oimd TNV amtéoToot Toug. Elvoa
ooy Voo BAETTOUUE T oknVA oTTd éva pakpLvd onpelo oto &melpo. Mapa TadTA, N opBoypopikh TTpofoln Eivai TTOAD XPAOLUN YLKTL TIOPEXEL ML TTLO
«TEXVLKA» EVOpOON TNG OKNVAG. ‘ETOL HTIOPOUME TILO EDKOAG VO OXNUOTITOUME K&TL KOL VX KPIVOUUE TLG aivohoylec.

Em\oyég
Mo vie ol AAGEETE TRV TrpoBoAn amrd pux 3D &mroyn, emAéETe View >> Orthographic i To View >> Perspective arrd To pevos. To TAAkTpo 5 Tou
NumPad evad\éooel auTég Tig BOo emhoyEg.

H oy View » Camera Bétel Tnv 3D &mron oTnv KaTAOTAON KAUEPXHC.
H oxnviA mipoPdiieral omwg B ammodobel opyoTepa. H oirrodoopévn elkdve
Bo TEpLEXEL Tor TTOVTO EVTOC TOU OPIOL TNC KOKKLVNG OLOKEKOMUEVNC
ypappng. H peyéBuvon A n oulkpuvon elval duvarn ot awt Ty &moyn,
oMG oy BENETE vou GAAGIEETE TN Ywviol OEoiong TIPETTEL VO LETOKIVATETE 1
VOl TIEPLOTPEYETE THY KAMEPO.

MeproTpépovTag TV YWwVict TTpoBoAng
Mode: All modes

Hotkey: mmg ("I / 2 NumPad| / 4 NumPad| / 6 NumPad| / 8 NumPad| /

Ctrl | Alt | Wheel ]

Menu: View —+ Navigation

Meprypocepny

To mpdypoppa Blender Trapéxel TEOTEPLG oipXLkég koTevBOvoElg BExong:
MA&yiwx (Side), MmpooTivAg (Front), Ké&towng (Top) kol Tng Képepocg
(Camera). To Blender xpnowototel Tn &eElé ywvio Tou kopTeolavold — Aslypa Tng &moyng Tng KGHEpAS.

eMITTEDOL ME TOv Z KEOVX OTPOUMEVO TIpog Tol Travwd. To elMAdylos

avTioTolxel oTtnv Béoon oamd Tov X &Eova, oty avtifern pepld o

«MtipooTas avrioTowEl oTov Y aEova ko n «Karowns otov Z Eova. H Béa Tng k&pepog akohouBel Tnv ekdoToTe Béon k&Be popd.

Emoyécg

MrropeiTe vex eTTINEEETE vor TroipakoAowBEeiTe BlopopeTikic kaTELBOVOELC PEoX OO TO HEVDD
View A morwvTeg To: 3 Numpad yie v «MMAdyle» 1 Numpad yio «MmpooTé» 7 Numpad ylo
«K(iTOl]ms

MeTatkivnon kot Zovp

is page has been accessed 363 times.

3.6.1.1 Ainieriopoon oe 3D
To TTapdv KEQAAAIO €I0AYEl TOV XPNOTN OTIC BACIKEG APXEG ME TIG OTTOIEG AEITOUPYED N
TAorjynon oto Blender. AvaAuel Tig TpiodidoTateg TTPOROAEG, TN B€on TNG KAPEPAG OTNV TaIvia
Kabwg kal Ta didpopa OTPWHATA TIOU TOTTOBETEl O XPAOTNG VyIa va aTrAoucTeloel TO
OnUIoUPYNHA TOU £XOVTAG TOV TTANPN EAEYXO TWV KIVAOEWV.
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3.6.2 PwTIoNOG

SUVNOELC ETTIAOYEC PWTLOUOU

Ymépyxouv TEVTE TOTTOL ommd Adpmeg oTo Blender. MolpdTovral Oheg 1) HEpLKEC mTTO TIC
eTTLAOYEC TNC TTopokéETW AloTac:

Asdopévar AVTLKELPEVOUL

Browse Light Object Data
KérvTe khik yio vor DeITeE OAo Tol UITO 0TV TPEXOLTO TKNVI.
Name
To dvopa TOU TPEXOVTOC QUTLOHOU TOU GvTLKELUEVOU. MTTopelTE vor TO ol AAAEETE.
Number of Users
0 oiplBUAE TWV BVTLKELPEVIIV (PWITOC TIOU QWTILOUV TO OVTLKEIHEVD.
F
Anprovpyel Evov WEOTLKO XPAOTN YL BUTO TO OIVTLKELHEVOD.

MposmiokdTTION

Mua ypriyopn TpoemiokdTTon Twv puBuicewy @uwTiopol.

AGpTTo

Spot Hemi
Distance i ‘

To medio Dist vrtodewkviel Tov aplOpd Twv povidwv Blender Twv omrolwv n évraon _
NG TPEXOUOOG TINYNG YWTOG Ba EXEL TN PLOT) EvToioT. AVTLKE(HEVIX MLKPOTEPD OTTO (< Energy: 1.000

™ povbo BU poakpud arrd Tn AduTro Bo Exouv TIEPLOTOTEPO UIC, EVID GVTLKELUEVOL
pakpOTEp Bo AopBdvouv AMydTepo pug. Oplouéveg puBuioelg eTTnppedTouv To
g SLepunvedeTal To Teblo Distance, onuaivovTog mwe 5 Ba ovTIBpd To (BLo. Irverse Square

Energy
H évroon Twv Tiywy @wTtdg (errd 0.0 éwg 10.0).
Color
To XpwHo QWTLOPOD TWY TINYWY EwToc. Avolyel éve Belyuo e Xpuwpoma.

Nivekeg Lamp Properties &
Negative
Piyn opvnTikol @wTHE.

This Layer Only
H AdpTre owTiCeL ovTIKEIPEVE TTou BplokovTol otnv Blo oTpuwon pe Tnv (Buo.

This page has been accessed 52 times.

3.6.2.1 Pwtiouos

270 KEQAAQIO TOU OWTIOPOU TTEPIYPAPOVTAl O IB1I0TNTEG TOU PWTOG TTOU €ival TO KUPIOTEPO
XOPAKTNPIOTIKO PIag Taiviag oto Blender. Xdpn 010 @w¢ TTOU avakAATAl TTAVW OTA QVTIKEIYEVA
TOU XWPOU, UTTOPEi TO avBpwTTIvo PATI A N KAPEPO va Ol TI UTTAPXEI OTO TTPOCKIVIO. XWPIG Pwg
TO amoTéAeopa Katd Tnv ammodoon Oa nTav 10 ammdAUTO OKOTAdI akOua Kal O XPnoTng E€ixe
TOTTOBETAOEI KAvoVvIKG OAa Ta avTiKeEigeva OTn oknvh. YTTApouv TTOAAOI TUTTOI QWTOG TTOU
Xwpidovtal o€ QUOIKO Kal TEXVNTO @we. Puoikd TTapdywyo Tou QwToC €ival n OKIESG, Ol OTTOIES
eTTiong TTEPIYpAPovTal O€ AUTO TO KEPAAQIO.
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3.6.3 YAIka kai Yopég

Anpiovpyior vOg vEou LALKOU

Ké&Be op& Trou SnuioupyeiTol Evol VEO avTLKELEVO Bev €XEL kavévol LALKO TIOL Vi

ouvdEeTol pE auTO. KavovTog kALk OTo Elkovidlo n UETOUPEPECTE OTO TIEPLEXOUEVO
Ikikoewv (Shading) ke To Trop&Bupo pe Tex YALkd eppaviCetol. To mapdBupo Ba Tpémel
va elva oxebov abelo o auTd TO onpeio.

Data

Mevod YALKwv.

H mrpéofeon evog uALkol yiveTol HE To TTAAKTPO Tow pevol Add new material... Ou TapokdTw emAoyég yivovTal dLabBEoLpEg:

Add New
MNpooBéoTe éver vEo LALKO koL CUVBEDTE TO pE TO EVEPYO GiVvTIKELPEVO A Tol Sedopéver
ToUL. ‘OTMWg KaL ool LTTOAOLTTOL PTTAOK Bedopévwv To Blender auTopoTo Box BéoEL
wg ovopa To Material.001 k.0.k. Elvo i keeh) &€ var BlveTe ovopoTe oTol DALKE
O0C ETOL WOTE VO UTTOPELTE VO T EVTOTTLLETE OTr) CUVEXELD, ELOLKA v Elvoil
oUVDESEPEVO LIE TTEPLOTOTEPO OXTTO EVO OIVTLKELHEVOL.

e ]

MNpooBéTovTog Eva vEo UALKG.

Mivakog YPNG

‘Otov évor LALKO ExeL ovaTeDel o éva avTIKeE(PEVD, Pl LR PTIopPEL va TTpooTeBEL etriong. Me
ETTLAEYUEVO TO UALKO, ETTIAEETE KOIL TNV KOPTEAO TNG LYAG ylo vo BE(TE KoL vo aovaBECETE
UEC YL'OUTO TO UALKO.

ANULOLPYWVTRG YPEC

Marterial, World, Brush
AUTE& TO TP KOUUTTL TNV KOPUPN TOU TIIVOKO LQPAG ETILOMUOIVOLY TOV TTIVOKX
"context”. Anhadn Tolo ldog LG ETTEEEPYRTETOL EKELVN TN OTLYUR. ZE GUTA TN
TEABO TIEPLYPAPOVTOL HOVO LPEC LALKWV.

Texture Stack
H mrapokéton AloTo delyvel T dekaoxTd koupTILg Texture Slots Tov elven SlaBéoipa
YLot TO UALKS. AUTO poig ETTITPETTEL VX SNULOLPYAOOLE Pl ZToifor oo LEEC.
ETTINEETE Evar (iBELO UTTAOK BeDopéviv KoL ETTELTOL KAVTE KALK OTO KOUUTTL New yLo vix
XPXLOETE VOt SNULOUPYELTE Lol LYPR.
ETTIMEETE 1 OCTTOETTLAEETE MLOC PR YL VO THV EVEPYOTTOLNOETE | TTEVEPYOTIOLOETE.
To Tpiot kKOLPTTLG OTN SEELG TTAEUPG TIPOOWEPOLV TN SUVETOTNTO V& KLVELTE
oVEENPTNTH TLG LPEG TTaVWD A KETW oTN oTolBo KABUWG KAL VO BIVTLYPHEPETE KoL Vol
ETTLKOANGTE TLG puBpiceLg evog LALKOD OTLG BRKEG.

Texture Tivakog &

3.6.3.1 Yiixa xou Ypéc

2TO OUYKEKPIMEVO KEPAAQIO €EETACOVTAI OI ETTIAOYEG TTOU €XEI O XPNOTNG OXETIKA ME TNV
ETTIOTPWON UPWV Kal UAIKWYV TTAVw O€ avTIKEIJEVA TTOU €xel dnuioupynoel. AUuTEG oI puBuioeIg
aTmoTEAOUV TA TTIO ONPAvVTIKA onueia Tou Blender, piag kair otnpidovial oTnv PEQAIOTIKN
arreikdvion TNG YavTaoiag Tou XpRoTn.
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3.6.4 Kivoupuevn Eikéva

Nop&Bupo Xpovoypappiic.

Epepévion SeuTepoléTrTwy. &3

To mapdBupo elvar Xwpic dxoTdoelg - avamaploTh pévo Tov Xpdvo OTn OKNVA OBG, koTd pAkog evdg opllévriou &Eova. Te kopé eiva
BepehLbdng Tipn Tou Blender omdTe n xpovoypopun epgovilel E'apxic Toug aplBuolc Twy kopé oTo KATW pépog TNC.

To elpog TN KWOOHEVNG ELKOVEG UAOTTOLELTEIL PLot pLet &TTaAr YKL okl oo Trap&Bupo Timeline ard 1 éwg 200 kopé.

To TropéiBupo CUPTTEPLPEPETAL Cav OTTOLGHTIOTE TrEpLloxf oTo Blender: Mmopeite v petokivnBeite pe MMB (Y]] KAk ko perakivnon, peyéBuvon -
auikpuvon pe cul|mMme 1] wheel 1], k.T.A.

Mevou View

To pevol owTd eAéyxel To T BAETTETE Kol TTOG To PAETTETE:

Meyieromoinan MNapaBipou ( Crrl | Arrowup |}
AuTA n evToAr peyloTotroLel To ropdBupo. ‘Otav peyloTotmronBel, cAA&TeL ot Tile Window yLo vot 6 TTOKOTXOTHOEL TO TIPONYOUHEVO TOL

uéyeBocg ( Crrl | Arrowdown |).

3.6.4.1 Kivobuevy sikova

AkoOua éva TTOAU onuavTiké oToixeio Tou Blender gival n avatrapaywyn TG Taiviag TTou €xEl
onuioupynBei. Z1o KePAAaio Animation TTepypd@ovTal ol TPOTTOI XEIPIOKUOU TNG XPOVOYPANMKAS
TTAVW OTNV OTTOoI ATTOTUTTWVOVTAI T KapE TNG Taiviag. O xpnoTtng PTTopei va opicel didgopa
onueia KAEIBIG o€ OTTOIOONTIOTE XPOVIKO CNEIO TO ETTIOUEI.
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3.6.5 TpoTtrotroinTég Kal Trapapudéppwon

Subsurf Modifier(TpommoTrotnTNRC)

Meprypadn

H YTrodwxipeon EMbRVELXRC ElVAL UL HEBODOC WOTE VXX UTTOBLXLPELTHL I OPI EVOC TIAEYHKTOC YLX VX HRIVETKL TIEPLOCOTEPO OUXATL,
HE OKOTIO VX EVEPYOTIOLNBEL 1 HOVTEAOTIOLNOTN MLHC TTOAUTTAOKING OMGANG ETMIGHVELRC HE KTTAX TIAEYHXTH. AUTO ETLTPETTEL
TIAEYHXTX DPNANC GVEAUOTC YLK HOVTEAOTIOLNOT XWPLE V& XPELRTETHRL VX KRTTOBNKEVETE KKL VX SLXTNPELTE HEYKXAO OYKO SESOHEVIWLIV
KL OKG DIVEL ML OMGAT] "OPYXVLIKI" OWYN XVTLKELHEVOU. ME OTTOLODINTIOTE KOO TIAEYHX WG ONUELO EvapEng, To Blender pumopel va

UTTOAOYITEL MLX OMXAI UTTODLXIPEOT) KXTEUBEIXV, €VUY LOVTEAOTIOLEL I €V XTTODBIdEL, XPNOLHMOTIOWWVTRG HLX UTTODLXLPEHEVN
eTipRveLR (Subsuri.

EmmiAoyécg

To Subsurf XTOTEAEL €vexv TPOTOTIONTH. M VX TO TIPOCBECETE OTO TIAEYHUX TIXTNOTE
Add Modlifier KxL 0TI CUVEXELX ETTIAEETE XTTO TN ALOTX TNV €MAOYN Subdivision Surface.

Catmull-Clark| Simple
ETIIAEETE €V XTTO T VO YLX VXX DLXAEEETE TOV XAYOPLBUO LTTLdLXipEOTIC:

o Simple - ATIAK UTTOBLXLPEL TNV ETTLHRVELX XWPLC OpXAOTTOLNOT). Elvait OTTRVIO VX
XpnotpoTronBei.
o Catmull-Clark - TIDOETTIAOY1], UTTODLKLPEL KXL OUKXAOTIOLEL TNV ETTLHRVELX.

O TTivaKag Tou &3
TPOTIOTIOLNTH
Subdivisions o Sl

OpiTeL TNV XVEALOT) 0TV 3D View KoL KXTK TN SLXPKELX TG XTTOdOOTC.

Array Modifier

Mode: Object mode

Panel: Properties Window -> Context Button Modiﬁers-

Teprypadn

O TpoToTOWNTNG Array dnNULOUPYEL EvaV TIIVOKX QVTLYp&PwV &TTO TO BaOLKO
KVTLKELUEVO, HE KXBE avTiypxdo v SlxxdEpeEL XTTO TO TIPONYOUHEVO HE TTOAAOUC
TPOTTIOUC. Ol KOPUPEC TIXPHRKELHEVWV RVTLYPRGWY UTTOPOUV VX OLYXWVELBOLV
ETTLTPETTOVTRC EEOURALVOT) HEPLKWV YPXRPLKWYV TTOL B dnuioupynBouv.

AUTOC O TPOTTOTTOLNTIC UTTOPEL VX HXVEL XPrIOLHOC EXV OUVOLXOTEL HE TIAEYUX T TTOU
EMAVOAXUBRVOVTHL HE OKOTIO TN dnUOUPYLX HEYRAWYV OKNVIKWV (TT.X. YPXOidy,
oupaRVOC  K.T.A). ETONG XPNOWUOTIOLEITOL  YlX Tn  dnuoupyiex  pEYGAWV
ETTXVOAXUBRVOUEVWV OXNUKTWV.

TTOAXTTIAOL TPOTTOTIOWNTEC TILWVRKWY HUTTOPOUV VX ELVXL €VEPYOL OTO idlo Xpoviko
dxoTnUX.

EmriAoyécg

Fit Type pevou.
EAEYXEL TO TG KXBOPILTETHL TO HIKOC TOU TTILVXKX. YTIRPXOUV TPELC ETTLAOYEC,
EVEPYOTIOLIIVTHC KXT'®XKOAOUBLX TNV EUGEVLOT TWV ETTIAOYWV Curve, Lengthn
Count.

TIOAUBLAOTOTOC TILVOKXG HE KLVOT). &3

® Fit Curve - TIKPRYEL RPKETH XVTLYPRPX WOTE VX XWPECOLV HECK
OTO UIKOG TNG KXUTTUANG TOU XVTLKELMEVOU TTOU OPITETXL OTNV
€TTA\OYT Curve.

e Fit Length - TIXPRYEL XRPKETK XVTLYPXPK WOTE VX XWPETOLV
HEOX OTO UIKOG TTOUL dLVETKL OTNV ETA\OYT Lengih.

e Fixed Count- TTXxPpAYEL XPKETX RVTLYPa X TTOL OPiCOoOVTXL OTNV

YA CAanrar

Add Modifier

L

3.6.5.1 Tpomomointés Kou Topopoppwon
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‘Eva 1ToAU Baoiko gpyaAeio Tou Blender gival o1 TpotroTroIinTéG. YTTAPXOUV dIa@Opwy €10WV
TPOTIOTTOINTEG TTOU PTTOPOUME VA XPNOIYOTIOIOOUNE WE To TTpdypapua Blender. Zta rAaiola
QUTAG TNG TITUXIOKNG £PYOOIiag aoXOANBAKAPE ME KATTOIOUG OTTG aUTOUG OTTWG Eival O
TpoTToTTOINTAG OoTEpeoTToinong(Solidify), Tivakag(Array), Subsurf.

3.6.6 MovTeAoTroinon

MovTtelotmroinon oto Blender

'OTTwg €xeTe det oT1o Quick Start KeEGEAXLO, N dnULOLPYLX HIXG 3D OKNVAC XPELXKTETKL TOUAKXLOTOV TPIio BROLKK TTPXYMOTO:
MOVTEAX, UALKK Kol dWTK. ZE ®UTO TO HEPOC B €PeELVIICOLUE BRBUTEPX TO TPWTO KTO KRUTK T BEUXTH: HOVTEAOTIOLNOM.
MOVTEAOTIOLNOT) ELVEL 1) TEXVI KXKL 1) ETILOTIUN TN dNULOVPYLXC MLKC ETILHRVELRC TIOU MLUELTKL TO OXHX EVOC TIPRYHXTLKOU KOGHOU
KVTLKELYEVO 1] TN RVTROLX OKC TTOU TRLPLXTEL HE RPN PIHEVE KVTLKELHEV.

Tot RVTLKELPHEVR EPXOVTHL O€ TIOAAEC HOPDEC , KXL HEYEDN, €TOL TO Blender €xeL TTOAE dLXOPETIKR EPYRAELX DIXBECIUX YLK VX OQC
BonBrjoeL vt KKVETE TO HOVTENO TG YPIYOPX KXL XTTOTEAEOUXTLKE:

Objects
EpY®Oitt HE RVTIKELUEVX OTO GUVOAO
Meshes
Epyooiot HE TO TIAEYUX TTOU KXBOPITEL TO OXIUX EVOC KVTLKELHEVOU
Curves
XPNOHOTIOLWVTHG KXUTTUAEC(CUrves) YL TNV HOVTEAOTIOLNOT] KXL TOV EAEYXO TWV KVTLKELHEVWIV.
Surfaces
MOVTEAOTTOLNOT) UG eTTid&RVELXC NURBS
Text
KELPEVIK® EPYXAELX YLK TNV TOTTOBETNOT AeEewv o€ 3D XWwpo

3.6.6.1 Movtelomoinon

3.6.7 ®uoikn Npooopoiwon (Physical Simulation)

3.6.7.1 NMpooopoiwon Yypwv

IMpooouoiwon Yypwv

Meprypodn

KB HOVTEANOTIOLELTE pLot OKNvi PE To Blender, 0pLOpéva OVTLKELPEVY UTTOPOUV VXX OTUELWBOUV ETOL WOTE VO CUPHETEXOUV OTNV TIPOTOUOLWAOT
TWV LYPWY, T.X. WE UYPO 1] WG ERTTOdLO0. TO KOUTL TTOU OPLOBETEL Evor ANO OIVTLKELPEVO, Bot XprioLuoTTOtNBEL Lot Vol OPLOEL PL TTEPLOXT] O€ OXHUN
KOUTLOU €TOL WOTE VO TIPOTOHOLWOEL EVO LYPO PETO TOU. OL TIPRUETPOL TN TTpogopoilwang (BopuTnT) PTTOPOUV v TEBOUY amd XUTH] KPLBIC
TNV TEpLOXN.

XpNOWHOTIOWUVTG TO KOUUTIL BAKE, n YeEwpETpiot Kot oL puBpicelg eToywvTol OTOV TIPOOOHOLWTH KoL 1N TIpogopoiwon Tou uypou
TIPOYUXTOTIOLELTOL, YEVVIOVTOG ML ETTLHAVELD TTAEYUOTOG HOTL PE PLX TIPOETTILOKOTILOT] VLo KXBE KOpE TNC TRVLXG, ATTOBNKEVOVTRE Tt OTOV OKANPO
diloko. ETELTH 1 KXTGAANAN LY 1] ETTLPAVELX TOU TPEXOVTOC KopE Box popTwBel ormd To dioko €TOL WOTE v epdovioTel 1] v acTrodoBel.

Pon Epyxoiog

TEVIKX, (KOAOUBELTE OIUTA Tox BripoTo:
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ESW MITOPELTE VO TIPOCHETETE CWHNTLOLX OTNV TIPOCOHOLWOT), WOTE VO EUTTAOUTLOETE TO
OTITLKO O{TTOTEAETUN.

Tracer Farticles
O apLBpog Twv owpaTdiwy TTou B eLoaxBolV OTO LYPO KXTK TNV EVRPEN TNG
Tipocopoilwanc. Mo Vot Tot EHPRVITETE BNULOVPYNOTE EVOL ANO XVTLKELHEVO PE TOV
TUTIO LYPOU Partic/e TIOU ETTEENYELTAL TIXPXKATW. XPNOLUOTIOLEL TOV 1810 KXTEAOYO 0O mivekag Twv Zwperidiwy Meploxic 53
apxXeLwV OTTwG Ko 1 TTepLox.

Generate FParticles
EAEYXEL TO TTOOO TWV TWHATLSLWY TTou Bot dnutovpynoet (0=Koveva, 1=KOVOVIKE, >1=TTepLoToTepn). Mo Vot TO XpNOLHOTIOLNTETE Bt TIpETTEL
VO EXETE PLO ETTLPAVELD DLOLPENEVN HE TLUN TOUARXLOTOV 2.

Evee TTepdSeLy ot Tou €€ TWV CWUNTLOLWVY-N EIKOVE OTX XPLOTEPX TTpocopouwBnKe Xwpic owpaTidte, &)
EVW XUTH OToX DEEL HE CWHXTIOLX KL UTTOdLXIPEDT ETTLDAVELNG.

Baking

KouuTri Bake

ATodideL TV Tpocgopoiwon Tou uvypou. To Blender 8o ouvexioeL vo BOUAEUEL KOVOVLKG
TIPOAO TTOU Bot UTIRPXEL PLOL PTTRPX KOTAOTHOTC OTNV Kopudr Tou TTapaBipou. MRTWVTHG
E, N TO KOUPTIL "X" BUMAX OTTO TNV PTTRPO KATROTOONG, B0 KUPWOEL TN dLadikXoiot. =Tn
OUVEXELX dUO “.bobj.gz” (Evax yiar TNV TEALKN TOLOTNTX KoL €V YLX Tnv TrowoTnTo
TIPOEOKOTONG), OUV évx “.bvel.gz” (yix TNV TeAwn TowdTnTe) B Bplokovrow oTov

Domain

3.6.7.1 .1 Ilpooouoiwon Yypwv

Méoa oTa TAQicld TNG TITUXIOKNG €PYOOiag TTPOCOUOIWOOUE VEPO. 2TO  KEPAAQIO
MovTeAOTTOINON UYPWV avOAUOVTAl OAEG Ol OXETIKEG TTOPAMETPOI Kal 1I010TNTEG KABWGS Kal N
onuagcia Toug, WAOTE VA TTPOCOMOIWOEI e TOV KAAUTEPO duvaTd TPOTTO £va Uypo.
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3.6.7.2 Zwparidia (Particles)

JWHXTLOLX

Tol CWHOTLOLN ELVAL TTOAAG OIVTLKELUEVO TO! OTTOLO! EKTTEPTIOVTOL XTTO OXVTLKELUEVO TIAEYHOTO, KXTH XIALADEC. KXBE TwpoTidlo PTTopel vt elvat eva
onueio GWTOC 1) EVOC TIAEYHNTOG KOL VX EVIUVOVTOL SUVOULKE. MTTOpEL Vo avTLBpoUV T€ BLOPETIKES ETILPPOES KL DUVRHELG, KXL VX EXOUV EVX
€0pog TwNc. T SUVOPLKK TWHATLOLO HTTOPOUV VO VXTIRPLOTOUV PLuTLX, KXTTIVO, OHLXAN KoL GAAD OTTWG TKOVI KOL Pay LK.

Tol CWPATIdL TUTTOU MOAALY ELVOIL UTTOBLALPEDT) TWV KOVOVIKWY CWHOTLOLWY. T CUCTAHATO MOAALWY PTTOPOUV VO IVOTTXPLOTOUV HOAALE, YOOV,
ypooidL 1) Tpixec.
BAETIETE TOX CWHOTLOLN WG EVOV TPOTIOTIOWTH Partic/e, XAAK OXEG OL pUBULOELG YiVOVTOL OTO UTTOPEVOU Partic/e Tou pevoy Object.

Tol CWHOTLOLO YEVIKX GLWPOUVTHL KTO TO TIAEYHO OTO KEVO. H Kivnon Toug HTTOpel vox
ETINPPERCTEL KTTO TTOAAOUC TIXPRYOVTEC OTTWE:

® APXIKN TOXXOTNTO OTTO TO TIAEYUOL

e Kivnon Tou opTrou.

* Kivnon ocOudwva pe TNV BapluTnTo I} TNV RVTLOTOOT] TOU XEPX.

* ETTLPPON] KTTO EVEPYELXKK TIEDLX OTTIWC O MEPOIC, DLVEC, KIVIOT KOTX KOG HLOG

KOUTTOANG.

AMANAETILO PO HE BAAAN XIVTLKELHEVOL OTTWE TUYKPOUTELS.

* MeEPLKWG OTTO EGUTIVO! HEAT EVOC KOTTXOLOU TTOU OAANAETTLEPOUV HE GAAD HEAN TOU
KOTTOdLOU TTPOOTIBWVTOG VX GTROTOUV TOV OTOX0 XTTOPEVYOVTRG Toug BnpeuTec.

® OpOAN KLVNOoT HE GUOLKN EVOC HOAOKOU TWUKTOC (HOVO YLX CUCTHHOTH CWHTLOLWY
MotAALoD).

® AKOHO! KOIL YLOU XELPOKIVITES HETOHOPDWOELS XPNOLHOTIOLIVTOG TIAEYHOTOL.

Tot CWHNTLOLO PTTOPOUV VX RTTOBLBOVTL WE:

e dwTooTedave (YLx AOYEC, KOTIVO, TUVVEDL).
o TTAEYHOTO! TTOU UTTOPOUV VO XTTOKTHOOULV Kivnom (TT.X. YapLo, HEALOTEG K.T.A). Z€ QUTEG

3.6.7.2 .1 Zwuarioio

270 KEQAAQIO auTd yiveTal €TTeCAYNON yia TO TI AKPIBWGS €ival Ta cwuaTidia KAl TTwg
MTTOPOUNE Va Ta XpnolhoTToifooupe. AvaAuovTal eTTiong oI CUVABEIG ETTIAOYEG TTOU €XOUUE OTN
01GBe0N POG WOTE VA OTTEIKOVICOUUE Ta CWUATIOIA, 600 TO duvATOV TTI0 PEANIOTIKA.
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3.6.7.3 MoAaké Zwpa (Soft Body)

MoAcko Zwuox

Ewove 1a: Yhooux pohakol CWUXTOC TToU KXADTITEL Eve Keipevo. Animation - Blend file &3

EVO HOAOIKO TWHO YEVLKG ELVOIL PLOC TIPOTOHOLWOT] EVOC KTTOAOD KOIL EUTTANCOTOU OIVTLKELHEVOU. £T0 Blender otuTO TO CUCTNUO ELVOIL TO KXAUTEPO YLO
OTTAG UPXOUO KOIL KAELOTO TTAEYHOTOL YTTRPXEL KoL ELBIKOC Topéxg TTpooopoiwong YPRoUXTOG HE GUOLIKOUC VOUOUC TILO KOVTR OE OQUTEG TOU
vbRoPATOC.

AuTi] n TTpocopoiwaTn YiveTol ehopuolovToG DUVRHELS OTLG KOPUDES 1] Tl ONUELX EAEYXOU TOU OIVTLKELHEVOU. YTTGPXOUV ECWTEPLKES DUVAHELS
OTMwWG PopUTNTH 1] ECWTEPLIKEG DUVRUELS TTIOU OUYKPOTOUV TLG KOPUPEC pall. ME otUTOV TOV TPOTIO UTTOPELTE VX TIPOCOHOLWOTETE T OXNHOTH T
OTTOLot PTTOPEL VOt AGBEL EVOt BVTLKELUEVO OTNV TIPOYUOTIKOTNTO EXV ELXE OYKO, TV YEUXKTO HE KXTL KL TUUTIEPLPEPOTOV HE BANBLVEC BUVARUELC.

3.6.7.3.1 Maloxo XZoua

270 KEQPAAAIO AUTO TTEPIYPAPETAI AVOAUTIKA N TTPOCOMPOIWON €VOG EUTTAQCTOU KAl JOAAKOU
avTIKEIMEVOU. AvagEpeTal n dnuioupyia €vog POAAKOU OCWHOTOG Kal N evepyotroinon Tng
TTPOCOUOIWONG.
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3.6.8 Emidpdocig k6opou (World Effects)

dbovrto Koopou(World Background)

TMepuypadn
Tot koupTmid world oog ETTPETTOUV VX PUBULOETE Tr OKLOON TNG OKIVI] O0C OE YEVIKEC YPOUHEC. MTTOpEL vor TTpOTPEPEL TO XPWHN TOU
TTEPLBAAAOVTOC, KoL ELOLKG EDE, OTTWC N OPLXAN, OAAG ULX TTOAD KOLVI] XpRom Tou Wor/d elvoil n oKLloiom Tou Xpwuoarog ¢ovTou.

Ewxove povrov oro Render

TLor vor XprOLHOTTIOUOETE L EWKOVA WG povTo , deiTe BackBuf images specified in the
Output Panel

Ewxova povrov oe 3D

Lot Vor XprOLHOTIOLOETE ULX ELKOVOL WG KOV povTou o€ 3D TTpofoAn , yLo
TTXPABELY U, WE otvXPOopd, OTOV KAVETE EVOt HOVTEAO, DELTE using a Background Image

EmmiAoY€EC

Horizon Color

To RGB xpwuot Tou opifovTo.
Zenith Color

To xpwuox RGB oTo Tevib (yevikd)

TTwe EPUNVEVOVTOL QUTA TO XPWHONTH ECHPTATOL XTTO TO €Ld0C TOUu oupovou-Sky TTou Bot
ETTLAEYEL.

World Trécvel &3

3.6.8.1 Emdpaoeis kOouov

Mepiypd@etal yia ocipd atrd TTOAU evOIOPEPOUCES PUBMIcEIC yia va OAoKANpwBEi TO
ammotéAeoua cag (render), TTPOOBETOVTOG €va WPAIO QOVTIO Kal PEPIKA EvOIAPEPOVTA OE
«BaBog» arroTeAéoparTa.

3.6.9 Amédoon (Rendering)

Atmrodoon (Rendering)

H omodoom elvoil To TEAEUTHO OTASLO Tou CG KoL O€ ouTH TN GXOT N SLOBLAOTOTN ELKOVOL TTOU OIVTLOTOLXEL OE PLXX TPLOBDLAOTOTN OKNVI] TEALKK
dnulovpyeitot. H omodoon elvat puot évrovn diodikaoior oty CPU. MTIOPELTE VO OTTODOCETE UL ELKOVX OTOV UTIOAOYLOTH] OOG, N Vo
XPNOWOTIOMOETE P "dopua” ammodoong n omoln elvot évor dikTuo H/Y kot 0 KoBévog XelpileTon évor dLpOPETIKO TOHEX TNG ELKOVOG O€
BLNPOPETIKG KXPE. AUTOG O TOPENG TIXPEXEL TTANPN ETTIEENYNOT OXETIKA HE TN dLadikoTiot TTpaywynG €LKOVAG 1} animation oo Blender.

APOTOU EXETE BETEL TO UAIKX, TLG UPEC, TOV DWTLOUO KoL TV KXUEPO, UTTOPELTE VXX TEKLVIOETE TNV ATTOS00T]. MTTOPEL Vor unv EXETE Tar emBuUNTX
OTTOTEAETUNTO HE TNV TIPWTN TTPOOTIAOELN, YU'XUTO ETOLUNOTELTE VOl KRVETE TTOAAEG BOKLUEC TTOBOOTC. AUTOC O TOHENG TTEPLYPREL TLC ETTILAOYEG
yLot T dLodikagio arodoon S TTou Bot EXEL KTTOTEAECUN OTNV TIOLOTNTX TNG ELKOVOC.

To Blender €xeL pLot ECWTEPLKI UNXovi] Trodoonc. ELVOL ypriyopn Kol HTTOPEL VXX TIXPAYEL WPXLX KTTOTEAETUNTO EOV PUBULOTEL TTOLOTLKEL. YTTRPYXOUV
TTOAAOL EEWTEPLKOL PNXOVLOHOL Yiot oTTOS00T TToU UTTopouv var "$popTwBolv"” aTo TTPOYpOUPX, TTPOTHEPOVTRG ECELOLKEVHEVN EPYOAELN BTTOBOOTC.

MvwpiToupe WG OTOV KOOHO oL H/Y éxouv diadopeTikeg duvaToTNTEG 0 KotBevag. H armodoon eivat awTh n dwxdikooior oTo CG TTOU PTTOPEL vax
"KXTOTTLEL" XWPO TTO paA Sicvn ol vahvans
: : 5 Doc:EL/2.6/Manual/Render/Introduction to Rendering
AUTI 1] CEALDO XVOXAUEL T r.
3.6.9.1 Amodoon

2€ aUTO TO KEPAAQIO TTEPIYPAPETAI TO TEAEUTAIO OTADIO TNG dnpioupyiag Tou 3D Kivouugvou
oxediou.
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EmmiA\oyéc EE6d0oL
To MpwTO Pripot KOTe T dLdpKELo ATTODOOTC Elvoil vor KXBOPLOETE Kot vor BETETE TLG ETMAOYEC €EO0DOU. AUTO EUTTIEPLEXEL TO HEYEBOC TNC xTTodoaTc,

TOV xXpLBUO TWV KXPE, TNV BVOAOY L0 TTAEUPWIV ELKOVOOTOLXELWYV, KL TN B€om €€050U KaBWE KoL TOV TUTTO aipXEiou.

ALXOTXOELC

Resolution
O Topéng Twv AlxoToewv (Dimensions) €xeL TLC puBULTELS YLX TO HéyeBOC TOV NTTOSOTHEVIIV ELKOVILV.

EE oipXNG OL DLOTROELG SizeX KoL SizeY elvort 19201080 kit pTropouv var odAoxBouv puBuiTovrag Tor Trediot X Kot Y. AUTH ToL KOUPTTLE

EANEYXOULV TO OALKO pHEYEBOC TNE ELKOVOIC.

3.6.9.2Emihoyés e£odov

AvoAuovTal o1 €TTIAOYEG €¢0d0oU, o1 dlacTaoelg, To Wholyo(Bake) TNG oknvAg, Kabwg Kal
AAAEG AcIToupyieg TOU TTPOYPANUATOG, TTOU BpioKovTal o€ auTo TO OTAdIO.
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4.NMEPITPA®H TOY MPOBAHMATOZ

O1wg ava@épaue Kal TTapatrdvw n avoixTh oouita TpIodIdoTaTwy ypagikwy “Blender”
emTPETTEl TN dnIoupyia 3D Bivieo Ta OTToid PTTOPOUV va ETTECEPYAOTOUV KAl va CUPPAPOUV
WOTE va dNUIOUPYNOOUV pIa OAOKANpwHEVN Talvia ypa@ikwy. H dierapr €xel aAAdgel o pia
TTPOoOTIAOEI0 va BeATIWOEI N POl TWvV EPYOOIWV KAl va Yivel TTIO CUYKpPIoIun ME GAAa
TTpoypduuaTa.

2TIG TTAPOKATW Trapaypd@oug avaAuovral OIe¢odIKA Ta BAPOTA TTOU TIPETTEl va
aKoAouBNBoUV WOoTE va TTETUXOUUE TO TEAIKO €TTIOUNNTO ATTOTEAECHA.

4.1 Ekpalnon tou Blender

2TOX0G Mag ATav n ekuddnon g dieragng Blender yia tn dnuioupyia 3D Bivreo kai Tn
dnuioupyia TPICOIAOTATWY TAIVIWY. APXIKA N ekuddnon tng Olemagng Blender Atav kdT 10
TTePITTAOKO. IMepIExel TTOAUAPIOPA PEVOU Kal UTTOPEVOU Kal TTOANEG CUVTOUEUCEIG TTANKTPOAOYIOU
Kal N eKuddnon Toug nTav xpovoPopa. Aev UTIpxE KAtroia Bondeia otnv eAANVIKA yAWooo
WOTE avaTPEEOUNE O€ QUTA Kal yI auTd OTTOQOCICOUE VO PETAQPPACOUNE OTa €AANVIKA TO
manual Tou Blender, TTou BpiokeTal oTnv akdAoubn oeAida
http://wiki.blender.org/index.php/Doc:EL/2.6/Manual

MNa apxy BeAoaue va PEAETACOUUE TN CUUTTEPIPOPA TWV UYpwV (VEPO) Kal Thv
OAANAETTIOpPaON TOUG HPE Ta OTEPEA QVTIKEIMEVA (UE ] XWPIGC TTAPAUOPPWOT)). ZTrn CUVEXEIX
MeEAeTAOONE kal Tn Onuioupyia u@dopatog (METAg 1 PBaupBakepd UQaoua) Kal TNV
aAAnAeTTidpacor Tou pe oTePed avTikeiyeva. AKOua gidaue Tn dnuioupyia KatTvou Kal £EKpnéng.

Emiong emeidf n €ékdoon 2.5 Tou blender dev umooTtnpilel cicaywyry Unicode
XOPOAKTAPWY XPNOIUOTIOINCAUE TN YAWOOQ TrpoypauuaTtioyou Python, 1ou utrooTtnpilel 1o
TTpoypauua Blender, yia v €iocaywyrn €AANVIKWV XAPOKTAPWY OTn oOkKnvhl pag. (BA.
mapdpTnua).

4.2 MpoBAQMATA TTOU AVTIHETWTTICAUE

Ta TpoBAfuaTa TTou avTINETWTTIoaUE ATav TToAudpIBua. To Bacikétepo TTPORANUaA TToU
QVTIMETWTTICQUE ATAV Ol ATTAITACEIS TOU TTpoypdupaTog Blender yia augnuéveg emoOoEI TOU
NAEKTPOVIKOU uttoAoyIioTA pag. To Blender yia va ptmopéoel va AsIToupyhoel owoTd (Xwpig
o@AaAuata) xpelddeTal HEYAAn UTTOAOYIOTIKA PVAUN Kal 1I0XUpO eTTeEEpyaoTr. EIdikd o€ epyaoieg
TTOU ATTAITOUV UYNAr avAAuar, WOTE va ATTEIKOVICOVTAI TTIO PEANIOTIKEG O OKNVEG.
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Kupiwg eixape TpoBAnpa pe TNV aAANAeTTiOpacn evog avTIKEINEVOU PE Ta uypd (VEPO).
MNa mmapdderypa BEAQUE va pioupe pia PTTAAQ JEoa O vEPO Kal va AAANAETTIOpAcouV OTTWG
OTOV TTPAYMATIKO KOOPo. ‘ETol dnuioupyouoape Tn oknvr Yag Kal puluidaue TIG TTOPAPETPOUG
€101 WOTE VA AAANAETTIOPOUV PETALU TOUG, OAAG Oev eixape Ta €mMOUPNTA OTTOTEAECUOTA.
Katroleg @opéc BAETTAPE aTTOTEAEOUA KOl OTAV KAvVAPE KATTOIO aAAayrfy OTIG TTAPANETPOUG
TTnyaivape Akl otnv apxn. Maparnphoaue Aoimrév o011 70 TTPoOypaupa Blender eixe kamola
OQAAPATA TTOU OEV PTTOPECAME VA KATAAABOUE.

‘Eva akoua pelovékTnua Tou Blender eivar 611 dev pag pwtdel av BéAoupe va
ATTOBNKEUOOUUE TNV £PYOCia Pag Kata To KAgioiud tou. ‘ETol Ba TTpéTTel va €Xxoupe @PovTioel va
ATTOBNKEUOOUUE TNV €pyacia pPag TIPIV KAgiooupe TO TIpoypaupa. KaAd Ba  eivar va
a1ToBNKEUOUUE TN OOUAEIA Yag cuxvda yiaTi TO TTPOYPAPUA TEPUATICETAI OTTO JOVO TOU OPKETEG
QOpPEG (crash) Aoyw Twv augnuévwy TTOPWYV TTou XpPEIadeTal wWoTe va Kavel render 1y bake.

2Tnv apxn yia va kédvouue Render pia KIvOUUEVN €IKOVA ETTIAEYOUE VA TO ATTOTEAECUQ
MOG va atrobnkeuTel wg PBivreo pe .avi raw 1 .xvid. Oupwg o€ TTeEPITITWON TTOU TO TTPOYPAUMNA
TTapouadiale KATTOIO OQAAUA 1] O TTOPOI TOU NAEKTPOVIKOU UTTOAOYIOTH Pag Ogv TTAPKOUCQV N
av yIivoTav pia dIakoTr peupatog TOTE Ba xavaue 1o TEAIKO Bivreo Kal Ba ETTPeTTE va KAVOUUE
Render 1A attéd Tnv apxn. 'ETol n Auon gival n €§AG: atmoBnKeUOUPE TTPWTA TNV EPYATia Jag
o€ png €IkOveG Katd Tn diadikacia Tou Render kai émmeita péow Tou Video Editing eiocdyoupe
QUTEG TIG €IKOVEG (KAl X0 av €TTIBUPOUUE) ,ETTIAEYOUNE TOV TUTTO TOU Bivreo TTou BEAoUpE (.avi
Raw, .xvid) kai kdvoupe 10 TEAIKO pag Render.(BA. Mapdaypago 4.4.1 ['pryyopo Render)

OeAnoape va QTIGEoUNE Eva TITAO | pia AEEN va TTEQTEI pEoa o€ vePO 1 va AAANAETIOPG
ME éva UQACHPA TTOU TTEQPTEI TTAVW TOU KOI TTAPATAPNOAMPE OTI TA AVTIKEIYEVA TUTTOU text dev
aAAnAemdpouoav pe kavéva AANo avTikeipevo. MpooTmabriioape va OKEQPTOUHPE EVAAAAKTIKOUG
TPOTTOUG YIa va dNUIOUPYNOOUNE TO ETTIOUNNTO OTTOTEAECHA, OTTWG VO dNUIOUPYOOUNE adpaTa
avTiKeiyeva TTou Ba aAANAeIOPOUV PE TO VEPO TNV WPA TTOU OKOUUTTAEI TO AVTIKEIMEVO TUTTOU
text og autd. Eixaue 10 atmmotéAeopa TTou €mMBUPOUCaPE, aAAd oTnv TTopEia avakaAuyaue OTl
UTTAPXEl TEAIKA TPOTTOG VA OAANAETTIOPACEl €va avTIKEIUEVA TUTTOU text he To vepd. AuTo yivetal
ME TOV €ENGC TPOTTO: ETTIAEYOUNE TO QVTIKEIUEVO POG (text) pe OeCi KAIK, €TO1 WOTE va gival TO
ETMAEYMEVO QVTIKEINEVO (TTOPTOKOAI Xpwpa) kal TTatdue Alt + C  atrd 1o TTANKTPOASYIO KOl OTO
Mevou TTou Ba gp@avioTei Kavoupe KAIK otnv emmiAoyr “Mesh from Curve/Meta/Surf/Text* €101
WOTE VA VYiVEl TO QVTIKEIMEVO PAG €va TTAEyua Kal va PTTOpEl va aAANAeTTIOpdoel he GAAO
avTikeigeva ( uypo, UQaoua, KTA)
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ert selected objects to another type

4.2.1 Ano Text avrikeiuevo ae mAéyuo.
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4.3 Anuioupyia TpicdidocTaTwy Bivreo

Katd 1n didpkeia NG TITUXIOKAG £pyaoiag pag, Kataokeudoaue apketd 3D Bivieo ye tnv
oouita Blender. AGyw Tou TTEPIOPICHEVOU XPOVOU TTAPOUCIaCNS TNG OUWG, OTO KEVTPIKO Bivieo
UTTApYOoUV KATToIa a1t auTd. Ta uTTOAOITTa BpiokovTal 0To TTPOCOETO UAIKO TTOU UTTAPXEl Jéoa
oTo cd 1Tou TTEPIEXETAI OTO BIBAIO TNG TITUXIOKAG €PYOTIAG.

AVOAUTIKEG 0Bnyieg dnuioupyiag yia KaTTola atmd autd Ta Bivreo TTeplypagovTal d1EodIkKd oTa
TTOPAKATW UTTOKEPAAQIQ.

4.3.1 Avatridnon piraAag

Mapakdtw TepIypd@ovTtal avaAuTIKA Ta BriuaTa yia Tn dnuioupyia Tou KEVTPIKOU Bivieo PuTTaAa
o€ VEPO.

ApPXIKG dNPIOUPYOUUE TNV Kivnon TNG NTTAAAG OTO XWPO.
H teAIkn diadpour) Tou Ba akoAoubroel N YTTdAa @aivetal oTnV TTAPAKATW EIKOVA.

Front Ortho

4.3.1.1Tedikn draopoun umeiog

2T0 OUYKEKPIPEVO Bivieo atropacicaue va douAéwoupe pe timeline(Xpovoypapun).Oa
XPNOIMOTTOINOOUKE TNV apX TOU XPOVOU yia va dnUIoUPYACOUME TNV Kivnon Tng MTTAAQG.
AnAadf Ba opifoupe Keyframes (kA€idid oe kGBe frame) avdloya pe 10 TTOU B€AouuE va
BpiokeTal N PTTAAQ OTO CUYKEKPIPEVO frame.
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Anpuioupyia kai eTTEEEPYATia TPIODIACTATWY YPAPIKWY HETW TNG AVOIXTHAS couitag Blender

1) Anuioupyoupe TNV PTTaAQ.
A6 TO pJevou TTAvw aploTepd Tnyaivoupe “Add->Mesh—->UV Sphere”

¥ 7. Plane

2 Curve f’ Cube

@ Surface @ circle

& Metaball ®

F Text ? lcosk
4

Constr
& Armature Cylir
B]‘ Lattice & Cone
A Empty i Grid
‘?' Monkey
€ Torus

f: Camera
(;’ Lamp
A Force Field

A Group Instance

4.3.1.2 Eioaywyn opaipog

EmAEyoupe TN UTTAAQ pE g KAIK WOTE va €ival ETTIAEYUEVN(TTOPTOKAAI TTEPIYPAUUA) Kal
atmo 1o aploTePO Pevou, atrd Tnv 1I010TNTa Shading emA£youpe TNV €mAoyry Smooth, woTe n
MTTéAQ va Oeixvel TTI0 OQaIPIKK) ME OMOAR eTTIQAvela. [a va eUQAVIOTEN 1] va aTToKpu@Bei TO
aplotepd autod pevou «Object Toolsy» TTatdue 10 TTARKTPO “T7.

Front Ortho

4.3.1.3 Eéoucivven opaipog
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Epyacia Twv @oIitnTtwv:
BaaiAakotroUAou Ztepyiavn

Mamadétmoulog AnunTeng

‘ExovTag €mAeyuévn TN PTTAAG OTTWG TIPIV TTNyaivouue oTo O€Ci YeEVOU OTnV KAPTEAQ
Material kai ammé tnv emAoyn Diffuse aAAGdoupe TO XpwWHa TNG PTTAAAG, TTATWVTAG TTAVW OTO
KOUTAKI JE TOU XPWHA, OTTWG QAivETAlI OTNV TTAPAKATW EIKOVA.

Dat

Halo

Lambert

4.3.1.4 IlpooBnkn ypwuoerog oty o@aipo.

KdaBe mmapdBupo mpooArig 3D utrootnpidel dUO dIAQOPETIKOUG TUTTOUG TTPOROANG, TNV
opBoypa@ikn (apIoTEPA) KAl TNV TTPOOTITIKN (OCIG- prespective) TTPOBOAA.

To PAaT Yag XPNOIYOTIOIEITAI TNV TTPOOTITIKI) TTPOROAN (prespective), emeidn Ta Pokpivd
avTikeipeva ep@avifovral PiIkpoTepa. H opBoypa@iky TTPoBOAN @aiveTal ouxvd Aiyo Trepiepya
oTnVv apxn, €meIdn Ta avTiKEipeva TTapapévouy 1o idlo uEyebog aveEdpTnta atrd TNV aTTOCTOOH
Toug. Eival oav va BAéToupe Tn oknvh atmo éva aTTeEipwS aTTouakpuouévo onueio. Map 'é6Aa
autd, opBoypagikr) TTPOPROAA €ival TTOAU XPAOIUN, ETTEION TTOPEXEI MIO TTIO  KTEXVIKNA»
dlopaTIKOTATA OTN OKNVA, TTPAYHA TTOU KaBIOTA €UKOASTEPO va £€axBouv Kal va {wypapioTouv
avoAoYieg.

EmAéyoupe 24fps(frames per second- kapé 10 deuTePOAETTTO) aTTO TO O€gIG Pevou Kal
oTtnVv KapTéAa Render 0TTwG QaiveTal TTAPAKATW.
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Render Presets

4.3.1.5 Opiouog kopé 1o 0svTePOLETTO

Ma va kdvoupe Tnv PtrdAa va kivnBei 3s Ba TTpéTrel n Kivnon Tng va diapkéoel 72 frames.
AuTO yiaTi emIAECaue 24fps (3*24=72frames). Apa atmmo@acifouue OTI N Kivnon TG PNTTAAag Ba
TeAelwoel oto 73 frame emeidn n apibunon pag Eekivael amd To 1(frame).

A6 T0 Numpad Tou TTANKTpoAoyiou TTatdue Tov apiBuo 1 yia va TTAPE oTnv PTTPOCTIVE TTAEUpPd
(front) Tng okNVNG pag Kai geté TTaTdue 10 5 yia va TTaue otnv Orthographic oyn.

Matdue TNV KOKKIVN TeAgia TTou PpiokeTal 0TO0 KATW HPEVOU WOTE VA E€VEPYOTTOINOOUME TNV
auTtopaTn elcaywyn Twv keyframes.

s 'f;".‘:’:f:»",‘",';}; \} [ 4 by 44/ led] ‘} L0 No Sync » 0% (/, J‘{"lcﬁ‘

4.3.1.6 Avtouon elooywyn KAEL0LHV

Av dev gipaoTte oto frame 1 Tnyaivoupe o€ autd, OTTWG QAIVETAI OTNV TTOPATTAVW EIKOVA.
EmA&éyoupe TN UTTAAA KAl TNV JETAKIVOUUE aKPIBWGS ETTAVW aTTd TOV dgova X (KOKKIVR YPOUMN)
TTOU €ival To £€dagog Pag.

ETreidf yetakiviioaue 1N JTTAAa autdpata £xouue eioayel éva Keyframe oto frame 1. AnAadn n
B¢éon Tng uTmaAag oto frame 1 Ba gival akpIBWg auTr) TTOU OPICAPE PETA TNV PETAKIVNON TNG.
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Epyaoia Twv @oIitntwyv:
BaoihakotroUAou Ztepyiavr

MatradoToulog AnuRTENG

4.3.1.7 Apyixn Oéon opaipog

Atropacioape n PITdAa va kdavel 6 avarndnioelg. ‘Etol kaBe koppdT Kivnong(avarrmonon
MTTéACG) Ba gival 12frames (72/6=12).

Mnyaivoupe oto frame 13 dnAadr petakivoupaoTe 12 frame &€€id. Kal peTakivoUue Tn PTTAAQ
KaTd pia povada 6e€id(dnAadni 10 kouTdkia TTou @aivovTal TTapakdaTtw). AuTr N JETATOTTION TNG
MTTéACG Ba gival n TpwTn avatrhdnon TnG.

4.3.1.8 Metatomon opaipag KoTa. pio, Lova.

Mnyaivoupe oto 25 frame kal PETAKIVOUUE TN WTTAAQ KaTd 8 KouTdkia Oe€Id(deUTepn
avatriénan).
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Anpuioupyia kai eTTEEEPYATia TPIODIACTATWY YPAPIKWY HETW TNG AVOIXTHAS couitag Blender

Mnyaivoupe oto 37 frame kai peTakIivOUPe TN UTTAAQ KaTd 6 KOUTAKIa OE€IG (TPITN
avartionon).

Mnyaivoupe oto 49 frame kai PETAKIVOUPE Tn MUTTAAQ KaTAd 4 KouTdkia Oe€Id (TETOPTN
avatriénon).

Mnyaivoupe oto 61 frame kal PETAKIVOUUE TN UTTAAQ KATAG 2 KOUTAKIA OE€Id (TTEUTITN
avatriénon).

Mnyaivoupye oto 73 frame kal PETOKIVOUPE TR MUTTAAA KoTd 3 KouTdkia Oegid (€KTN
avartrionon).

TNV TTapakATw €IKOvVa, €xouv eloaxBei Ta keyframes (KiTpIveG ypaUMPES) TTOU @aivovTal OTn
XPOVoYpappn.

Matdue To Calculate Paths atré 10 apioTepd pevou kal eugaviletal n diadpoun TNG PTTAAAG
padi pe Ta onueia TTou uttapyxouv Keyframes (1o apioTepd Yevou gu@avicetal Kal e€agavieTal
ME TO TTARKTPO T ).

Blender Render ¥ e

Front Ortho

® Object Mode

4.3.1.9 Eupavion owodpoung(Calculate Paths)

59 am6 115



Epyacia Twv @oIitnTtwv:
BaaiAakotroUAou Ztepyiavn

Mamadétmoulog AnunTeng

2UPOUME ME TO TTOVTIKI TV Yywvia Tou TTapaBupou TTou €XEl KATTOIEG YPOUMOUAEG OTTWG
dcixvouv Ta BEAN TTAPAKATW, WOTE Va Xwpiocouue TNV 006vn pag oe duo Trapdbupa.
Kai a1ré 10 €1kovidio KATw apioTepd emAEyouue TNV eTIAoyr Graph Editor.
FEP  BlenderRender 4+ o)

Front ¢ Front Ortho

P=l python Console

& File Browser
@ Info
ol User Preferences
Outlir
Properties
,; Logic Editor
ode Editor
xt Editor

equence Editor
NLA Editor
opeSheet

Timeline

D View

=)

3
A
v

No Sync

4.3.1.10 Eupdvion Graph Editor

A6 Tn AioTa TToU eu@avileTal apIoTEPA ETTIAEYOUUE JOVO TOV Agova X Kal atrd Tnv €TMAoynA
Key->Interpolation Mode->Linear (6TTwg BAétTeTal TapakdTtw). Me autd 10 TPOTTO KAVOUUE TNV

Kivnon NG NTTAAQG YPOUMIKN.
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Ts‘?\ Blender Rende

v \/ Sphere Front Ortho
~ *}° SphereAction

A - N . . "
Discontinuity (Euler) Filter

B Paste Keyframes Ctrl vV

Z Location ( Copy Keyframes Ctrl C

Bake Curve AltC
Sample Keyframes Shift O
Smooth Keys Alt O

Clean Keyframes 0

CIRCAICIN QI QIR CA QIR QIR C
n) ﬂ‘) n) ﬂ') n) n) H) ﬂ" n) ',)

Constant

Handle Type

Delete Keyframes X Bezier

~! Location

| LocRot Duplicate Keyframes

¢
Hj n,)

Bake Sound to F-Curves
Add F-Curve Modifier Shift Ctrl M

Insert Keyframes |

Mirror
Snap
(141) Sphere
Transform
F-Curve Editor ¥ [N @ Object Mq

4.3.1.11 I'poyyurn kivnon opaipog

Mnyaivoupe oto 7 frame Kal YETAKIVOUUE TN UTTAAQ TTPOG Ta TTAVW KATA pia povada oTov
acova z (6TTwG QaiveTal oTNV TTAPAKATW EIKOVQ).
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Epyacia Twv @oIitnTtwv:
BaaiAakotroUAou Ztepyiavn

MatraddémouAog AnunATPNG

4.3.1.12 Kopopn avornonens opaipog

‘Etreira mnyaivoupe oto frame 19 kal YETAKIVOUPE TN PTTAAQ TTAAI TTPOG TA £TTAVW OTOV
agova X, GAAa Aiyo 1Mo xaunAd ammdé Tnv TTponyouuevn @opd (WoTe va @aivetal OTl Ol
avatrndnoelg TG TTAAAG €¢aoBevouv ue TRV TTAPODO TOU XPOVOU).

27N OUVEXEIQ KAvouue To id1o Kal yia Ta frame 31,43,55, €101 WOTE va £XOUPE oav TEAIKA
O1adpoun TNG PTTAAAG AUTH) TTOU QAiVETAI TTAPAKATW.

@ Object Mode

4.3.1.13 Madpoun umérog
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Anuioupyia kai eTTe€epyaacia TPICOIACTATWY YPAPIKWY PECW TNG GVOIXTAG oouitag Blender

Etre1dn n kivnon g uTraAag péEXPr oTiyung Holddel TrEpIccOTEPO CAV KUPATIOUOG TTapd oav
avatridnon, Ba xpnoigotroiooupue Tov Graph Editor yia va 1n 810pBwWooupE.
AuTr) TN @opd eTTIAEyoupe Tov dEova z atrd Tov GraphEditor.

P
S A

v

+X
+

12 Location
b LocRot

4.3.1.14 Z Aéovac arov Graph Editor

Kal Twpa Ba giodyouue keyframes 1rpiv Kal JETA A1TO TV KOPU®A TNG KABE avamidnong,
WOTE N Kivnon va aivetal 600 To duvaToV TTI0 OUAAN.
Mnyaivouue oto frame 4 kai rartdue 10 TTAAKTPO | Kai eTTIAéyoupe Location, kai 1o idlo Kadvoupe
Kal Je 1o frame 7.
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BaoihakotroUAou Ztepyiavr

MatraddémouAog AnunATPNG

Rt Insert Keyframes for §
Scaling

LocRot

LocScale

LocRotScale

RotScale

Visual Location

Visual LocRot
Available
Delta Location
Delta Rotation

Delta Scale

|
!
|
1
|
Visual Rotation |
|
!
|
I
|

4.3.1.15 Ewoaywyn Keyframe torobOsoiog

[Mnyaivoupe otov Graph Editor kai pge Tatnuévo 10 Shift kal degi KAIK €TTIAEyoupEe TIG OUO
KABETEG YPAPUEG TTOU EP@AVIOTNKAV OTO dIAYPAUUA.

Matwvtag 10 TTARKTPO G TIG JETAKIVOUME TTPOG TA ETTAVW KE TO TTOVTIKI WOTE N KAUTTUAN va
YiVEI TTI0 OJaAA.

Mavoupe pe OeCi KAIK TNV KABE pia ypapun Kai TTatwvtag To TTARKTPo S (scale) arto 10
TTANKTPOAGYIO, MIKPAIVOUUE TIC YPOUUES QUTEC GUPOVTAG TO TTOVTIKI. @a TTPETTEI va Yivouv OTTWG
O€iXVEl N TTAPAKATW EIKOVA.
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Anuioupyia kai eTTe€epyaacia TPICOIACTATWY YPAPIKWY PECW TNG GVOIXTAG oouitag Blender

Z Location (Spher© &
©

© @

<

4.3.1.16 Tporonoionon Keyframe

Tnv idia diadikacia akoAouBouue Kai yia Ta frame 16-22, 28-34,40-46,52-58.

A@ouU TTpwTa o€ autd Ta frame EexwploTd 1o KaBéva eicdyouue keyframes TTaTwvTag 10
TAAKTPO |>Location ,£reiTa Trnyaivovrag otov Graph Editor akoAouBoupe Tnv idia diadikacia
ME TTpIV o€ Ceuydpia (Ta frame TTpIv Kal JETA TV KOPUPH TNG KABE KAUTTUANG).

MNa va doupe Ta ATTOTEAECHATA TWV EVEPYEIWV HOG (D1adpopr PTTAAAG) TTATAUE TO TTAAKTPO
Calculate Paths, é1Twg €idape TTPONYOUNEVWIG.

To TeEAIKG OAOKANPpwHEVO didypapua Ba TTPETTEI va £XEI WG EENG:

4.3.1.17 Graph Editor Z dlovag teliké otadio
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BaoihakotroUAou Ztepyiavr

MatraddémouAog AnunATPNG

Kai n diadpopn TG PTTAAAG £XE1 WG £ENAG:

(-2) Sphere

4.3.1.18 Oloxnpowuévy orodpoun umrdrog

4.3.2 NMepiBdaAAov kevrpikoU Bivreo (KATTOG)

To TTepIBAANOV TOU KevTpikoU BiviEo TNG TITUXIOKNAG €pyaciag Pag €ival évag KATTOGC. €
QUTOV UTTAPXOUV YPaaidl, TOiX0G e TOUPRAQ, AGuTTa, Kal YAGOTPEG.
OAa autd cival eite uQEG (textures), €ite €TOINa POVTEAD TTOU TTPOOBECOUE OTH OKNVH HAG.
AkOua uTTapxel Kal vepd PE TO OTToiI0 AAANAETTIOPA n PTTAAA. To vepd Kal n dnuioupyia Tou
avaAveTal BAPa, BrAua oTnV ETTOMEVN TTAPAYPAPO.

1) Ta TN dnuioupyia TNG oknvng TTpocBéoapue Eva Plane oT1o otmmoio dwoaue Tnv uen (atrd
€Ikdva) ypaaoiol.
Xwpifoupe TNV 086vn pag ota 2 OTTwG €xouue O€igel kal oTo éva atrd Ta TTapdbupa Pag
(6e&i TapdBupo) emAEyoupe UV/Image Editor.
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0 [ so»

Front Ortho b User Ortho

<«

L+
ii
< <1< < T <ol <1 < <18 e

(+)
(+)
(+)
+)
(+)
4]
(+)
4]
(+)
(+)
(+)
+)
(+)
+)
(+)

€666 e e e e ee e 66
BT ETETEEENEELE ELE T E ELE]

(6) Plane

@ Object Mode s b &L 2 \ @ Object Mode

D @D FEEIPIFNE No sync

4.3.2.1 Awaywpiopog oovyg

‘Exovtag emAeypévo 10 Plane oT10 o1moio B€AOUpE va €I0AYOUNE TNV €IKOVA WAG, WG UPn
akoAouBouue Ta TTapakdTw BAPATA.

ATT6 10 aploTePO TTapaBupo emmAéyouue va TTape oe Edit Mode ,eite pe 1o TTARKTPO Tab eite
OTTWG BAETTOUME TTOPAKATW. AKOPA aANGloupe kal Tn HEBOSO TToU eP@avifovTal TO AVTIKEIMEVO
Kal eTMAEyouue Textured, WoTe va BAETTOUUE TIG UPEG TTOU Ba EI0AYOUE.
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Mamadétmoulog AnunTeng

Front Ortho

XYZ Euler

~ Weight Paint
Texture Paint

Vertex Paint

Sculpt Mode

Object Mode
@ Object Mode P v > '\_ 2 Vel PS Global

4.3.2.2 Edit Mode
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Front Ortho

(6) Plane

Z'J Bounding Box Y:51 il
¥ Edit Mode v @3 % &) L7 @PES Global ¥

A

4.3.2.3 AMayn oe Textured

210 &e€1a TTapGBUpO eugaviCetal To plane TTou BAETTOUPE TTAPAKATW. MNaTtdue To TTARKTPO A
yla va 1o €MAEGOUNE Kal £TTEITa TTatdpe Image—>Open Image.
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Mamadétmoulog AnunTeng

New Image Alt N

& [
4.3.2.4 Avoryua etkovag

EmAéyoupe amd 10 OiOKO Pag Tnv €IKOva TTou BEAOUPE va €1I0AYOUME WG uPh OTO
QVTIKEIMEVO Pag Kal TTatdue Open Image, 0TTwg PAETTETE TTAPAKATW.

Blender Render
¢ HEEES]

4.3.2 .5 Emidoyn etkovag vpng
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Anpuioupyia kai eTTEEEPYATia TPIODIACTATWY YPAPIKWY HETW TNG AVOIXTHAS couitag Blender

H eikéva 1Tou Ba TTPETTEl Va £XEl EPpavIoTeEl 0TO Plane pag 0mrwg BAETTETE TTAPAKATW.
Av £TTIBUPOUUE Va TTEPIOTPEWOUUE TNV €IKOVA TTATAPE TO TTAAKTPO R(rotate) , £mreita matdue Eva
atrd Ta TTAAKTPA (X,Y,Z) avaAloya o€ TTolov d&ova eTTIBUPOUNE va TTEPIOTPEWOUE TNV EIKOVA Kal
UoTEPA TTANKTPOAOYOUNE TWV apPIBUS TWV POIPWYV TTOU BEAOUUE VO TTEPIOTPAPEI.

4.3.2 .6 Ilpooopuoyn ikovog

A6 1O apioTePd Tapdbupo TTatwvtag To TAAKTPO N Ba eu@avioTtei €va pevou e
TTPOCOETEG ETTIANOYEG VIO TO €TTIAEYUEVO QVTIKEIMEVO pag. ATTé Tnv 1IB1I6TNTa Shading emAéyoupe
GLSL* kal akpIBwg a1rd KATWw KAVOUUE evepyn Kal Tnv 1810TNTa Textured Solid.

*GLSL onuaiver MNwooa okiaong GL, mou ouxvd avagéperal ws glslang, kai opiotnke amé 10 Aioikntiké ZupfoUAio ApxITEKTOVIKAG
avabswpnon rou OpenGL, o kuBepvwy owpa Tou OpenGL.
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BaaiAakotroUAou Ztepyiavn

Mamadétmoulog AnunTeng

Blender Rende

Front Ortho

v Outline Selected

' Relationship Lines

v GridFloor X Y

GLSL
. Textured Solid

Toggle

(6) Plal

) Edit Mode . » & L~ @B clobal

4.3.2.7 GLSL

Ouwg Péxpl oTIyPNG dev PITTOPOUNE va doupe Ta atroteAéopara pag oto Render. ' auto
XPEIACETAI VA EI0AYOUUE OTO QVTIKEIMEVO PAG Eva UAIKO Kal pia uer).
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Anuioupyia kai eTTe€epyaacia TPICOIACTATWY YPAPIKWY PECW TNG GVOIXTAG oouitag Blender

ATTO TO B€€Id pevou kal aTrd TNV KapTEAa Materials atrAd emmIAEyouEe TTPOOBKN UAIKOU.

T S pata

Wire Volume

[ MELE

Y Y

4.3.2.8 IlpocBnkn Yiikod

Kal atré tnv kaptéAa Texture eTIAEYOUNE YIa KEVE €TTIAOYR Kal TTATAUE New.

4.3.2.9 ITpocbiixn Yoic

73 omo 115



Epyacia Twv @oIitnTtwv:
BaaiAakotroUAou Ztepyiavn

Mamadétmoulog AnunTeng

21nv idia kaptéAa Texture ,atmd Tnv 1816TNTa Type emAéyouue 10 Image or Movie. Kai Aiyo
MO KATW a1rd TNV 1810TNTa IMmage mrartdue 1o KoupuTri Open. ‘Etreima avoiyel éva TapdBupo, atmd
TO OTT0I0 €TMIAEyoupE TNV €IkOva (idla pe TTpIv) TTou BEAoupE va eiocdyoupe wg Texture ( oTnv

TTEPITITWON PAG TO ypaaiodl).

£

B wood
B Voxel Data
& voronoi

B stucci

* B3 Point Density

B Noise

T B Musgrave

=

B2 Marble

& Magic

i

@ Environment Map
B Distorted Noise
£ Clouds

B Blend

& None

@ Image or Movie

4.3.2 .10 Image or movie

Ao Ttnv 181I6TnTa Mapping (Xaptoypdenon) oTnv  €TmAoyn

emAEyoupe UV.
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Anpuioupyia kai eTTEEEPYATia TPIODIACTATWY YPAPIKWY HETW TNG AVOIXTHAS couitag Blender

Tangent

' Normal
Window

Sticky

Strand / Particle

Generated
Object
Global

4.3.2.11 UV

‘ET0o1 n diadikacia oAokAnpwOnke Kal Ta ammoteAéopara Ta BAETTOUE KAvovTag Render.

AKOpa €l0ayaue oTn OKNV MOG Pia AGuTTa, AouAoudia kal YAAOTPEG Ta OTToia TTHPAUE
¢roiya amé 10 dladiktuo. Kdavape Import autd Ta QvTIKEiHEVA OTTWG TTEPIYPAPETAI OTO
Tapdptnua otnv Trapaypa@o 8.2. Ta upetatotrioaue KATGAANAQ OTO XWPEO PaG, ME Ta BeAAKIa
KaTeEULOUVONG KAl Ta XPWHATIOAWE.

‘Eva akéua Bripa ATav vai va dnuioupyriocoulE Toixo yupw atrd Tov KATTo pag. NpooBéocaue
éva KUBo otn oknvh pag Add->Mesh—>Cube

.- . Plane

P

& Surface @ circl
Metaball @® uvs

@ Icosphere
¥ Cylinder
HH Lattice & Cone

Armature

L Empty i Grid
¥ Monkey
€ Torus

4.3.2.12 Ewooywyn kofov

a+ Camera

75 omo6 115



Epyaoia Twv @oitnTwv:
BaoihakotroUAou Ztepyiavr

MatraddémouAog AnunATPNG

Tou dwoape uen (texture) amd pia eikova pe ToUuBAa, akoAouBwvtag Tnv idla diadikaoia
OTTWG TO YpaaTidl.

A6 TNV kKapTéAa Modifiers oto degi pevou emAéEape Add Modifier-> Array(TTivaka)
Kai emA£yovTag TO TTEQI0 TTOU QVTITIPOCWTTEUEI TOV Agova X ( TINR 1) augnoape To Amount oTo
18. AnAadr) €xoupe 18 KUBOUG 0T CEIPA TTPOG TOV ALOVA X.

Add Modifier
[ r imulats
F Armature T Cloth
Add a modifier to the active object llision
= Boolear slode
&= Build X Displace & Fluid Simulation

" Decimate 5 Hook it Particle Instance

& Edge Split j;] Lattice ;t Particle System

B Mask iai Mesh Deform v~ Smoke
.'.. Mirror o Shrinkwrap ® Soft Body
Fi" Multiresolution ¢ Simple Deform

c;-' Screw & Smooth

™ Solidify ® Warp

€ Subdivision Surface A Wave

&% UV Project

4.3.2.13 Opioudg mivoxa.
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Add Modifier

2 L

&
v

Fixed Count

" Relative Offset

4.3.2 .14 Io10tnteg mivoxo,

Exovrag 1 pia ocipd amd TtouBAdkia, marjoaue Shift +D(Duplicate) yia va r1a
OimAacidooupe. MNepIOTPEWAUE Kal UETAKIVAOQUE TN véQ OEIPA atTO TOURAQ TTOU TTPOEKUWE yia va
ONUIOUPYNOOULE TOV KNTTO LIAC(BA.ikva «4.3.4.20 TeAKh oknvii» )

4.3.3 OWTIONOS OKNVAS

Oa TTPETTEl TO WG TNG OKNVAG PAG va gival 0 NAIOG, WOTE VA PTTOPECOUNE VA OOUNE TNV
dlagpavela Tou vepou.

‘ExovTag emmAeypévn TN AQUTTO TNG OKNVAG Mag TTnyaivoupe otnv kaptéAa Object Data kai
EMAEYOUNE Sun Kal ToeKApoue TO SKy, WOTE va £XOUUE XPpWHa oupavou aTrd Tov AAIO.
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Epyacia Twv @oIitnTtwv:
BaaiAakotroUAou Ztepyiavn

Mamadétmoulog AnunTeng

Point Spot Hemi Area

v Specular
v Diffuse

v/ Sky «;un &skypre + [HIG

REC70 CIE

4.3.3.1 PvBuioeig pawtog

Oa TPETTEl 0 TTPOCAVATONMONOG TNG AGUTTAG pag va Ogixvel TTPOG T OKNvA Pag yia va
QwrtidovTal Ta avTikeigeva TNG. O TTPocavaToANIoPOG aAANAel pe eTTIAEYUEVN TN AGUTTO TTATWVTOG
€ite TO0 TANKTPO R Kai UoTepa Tov Agova Katd Tov oTroio BEAoupe va TTepIOTPAPEi (X,Y,Z) Kal
TTANKTPOAOYWVTAG TOV OPIOUO TWV UOIPWY TTOU BEAOUME va TTEPIOTPOYEI, €ITE ATTO TNV €TTIAOYN
TOU KATW MPEVOU Kal oUPOVTAG TIG KAMTTUAEG TTEPIOTPOPNSG TOU QVTIKEINEVOU(BA.cikova «4.3.3.2
Iepiotpopn Aoaumac»)
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B Global %

4.3.3.2 llepriotpopn Adumog

4.3.4 Anpioupyia vepou

2TN OUVEXEIQ ONUIoOUPYNOANE VEPO Kal opicaue TN UTTAAQ va aAAnAemdpd pe autd. Ta
Bripata TTou akoAouBnrBnkav eival Ta €¢AG:

1) Eicaywyn KUBou Kal TPOTTOTTOINCN TOU WOTE va Polddel pe oivipifavi. Eicdyouue Tov
KUBO Kal TOU a@aipoUpe TNV eTTAvwW Tou TTAeupd. Me 1o TTAAKTpO Tab trnyaivoupe og Edit
Mode kal eTTIAéyoupe TNV TTAVW TTAEUPA(QPOU TTPWTA ETTIAECOUUE ATTO TA €IKOVIdIA OTI
BpiokopaoTe oTIC TTAeUPEG). MNatdue delete amd 10 TTANKTPOASGYIO Kai €TmAéyouue faces
(woTe va diaypdwouue TNV TTAEUPAd).

(1) Cube

¥ Edit Mode

4.3.4.1 Emidoyn empavelog mpog o10pagn
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Epyacia Twv @oIitnTtwv:
BaaiAakotroUAou Ztepyiavn

MatraddémouAog AnunATPNG

Vertices

Edges

Delete selected vertices, edd

All
Edges
Only Faces

Edge Loop

4.3.4.2 Maypopn empavelog

| Global %

4.3.4.3 kvfog ywpig v mave Tievpa

2) lNnyaivoupe miow oe Object Mode(tratwvTag Tab).AAGlouue 10 péyeBog Tou KUBOU Kal
TO TTPOCAPPOLOUNE OTIG AVAYKES Hag. ETTIAEyovTag To €Ikovidlo TTou deixvel To dei BEAOG
KAl TTIAVOVTAG TOUG XPWHMOTIOTOUG AEOVEG TTOU PpiokovTal £TTAVW OTO QAVTIKEIPEVO,
aAAdloupe 1o pEyEBOG TOU.
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(1) Cube

& Object Mode

4.3.4.4 Aldayn ueyéBovg kvfov

3) A6 tnv kapTtéAa Modifiers kavoupe TTPpooBnRkn evog Tpotrotrointr), Tov Solidify. Me
auTOV TOV TpOTTOTTOINTH) Ba dWOoouUPE aTOV KUBO pag TTéxo..

Add Modifier

& Array A Armature T cloth

4 Bevel Cast ® Collision

'm Boolean 2 Curve ‘ri‘ Explode

&= Build ‘¥ Displace & Fluid Simulation
= Decimate 5 Hook ;t Particle Instance
& Edge Split H Lattice ;t Particle System

B Mask :Mu:sh Deform v~ Smoke

.'! Mirror Shrinkwrap ¥ soft Body

EP Multiresolution Simple Deform
Smooth
Warp
® Subdivi Add a modifier to the active object
&Y% UV Proj

4.3.4.5 Xrepeomoinon
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Epyacia Twv @oIitnTtwv:
BaaiAakotroUAou Ztepyiavn

Mamadétmoulog AnunTeng

Aivoupe Thickness (1méxog) 0.1295 4 600 emBupouue avéloya pe 1o TTwG BEAOUUE TO
ammotéAeoua pag. O aAAayég ep@avifovTal auTOPaTa OTn OKNVH POG XWPIG va XPEIOOTEN va
Kavouue Render.

4.3.4.6 Eioaywyn wayovg

Awoape UPA OTO AVTIKEIMEVO PAG PE TOV id10 TPAOTTO TTOU TTEPIYPAWAUE TTAPATTAVW.

MNa va dexTei autdg 0 KUBOG PECO TOU TO VEPO KAl VO PNV TTECEI OTO KEVO, Ba TTPETTEI va TOV
opiooupe wg Obstacle. ATré Tnv kapTtéAa Physics emAéyoupe Fluid kai petd Obstacle.

Control
Particle
Outflow

Inflow

¥ Fluid

Domain
None

None

4.3.4.7 Physics 4.3.4.8 Obstacle
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EmA€youpe va kavel ouykpouon To vEPO PE TO KEAUPOG Tou KUBoU Kal Baloupe Amount :1

Obstacle

v | Partial Slip

4.3.4.9 Io10tntes obstacle

4) Eicaywyn avTikeipévou Tutrou Fluid. To avtikeiyevo autd Ba ival To vepod uag.
Eiodyoupe évav akoun kKuBo otn oknv pag. Tou aAAdloupe pEyeEBOG, WOTE va WTTEl
MéOa OTnV €00XA TOU TTPONYOUMEVOU OXNUATOG TToU dnuioupyrioaue. H TeAIKA €IkOva
Qaivetal TTapakdatw. MNa va Jtmop€oouphe va OOUAEWOUNE KAAUTEPO E€TTIAEyOUUE va
BAETTOUNE TN OKNVI YAG ATTO TEOOEPIG TTAEUPES aUTO yiveTal OTTwG Oeixvel n eikova 2.3.
AkOpa Ba TTpETTel va eTTIAEEOUUE TA AVTIKEIMEVA Pag va gu@avifovtal wg wireframes
OTTWG BAETTETE TTAPAKATW, WOTE VA PaivovTal KAAUTEPQ TO €va HECA OTO GAAO.
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Epyaoia Twv @oIitntwyv:
BaoihakotroUAou Ztepyiavr

MatraddémouAog AnunATPNG

Top Ortho Camera Persp

(1) Cube.001 (1) Cube.001

Front Ortho Right Ortho

& Textured

® solid

(1) Cube.001 (1) Cube.001

= @ Bounding Box —
@ Object Mode 4 ¢ A Z @B cobs % [ ammms

4.3.4.10 Eugovion kofwv ue Wireframe
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Anpuioupyia kai eTTEEEPYATia TPIODIACTATWY YPAPIKWY HETW TNG AVOIXTHAS couitag Blender

Buplicate Ars Split selected area into camera, front, right & top views

Playback Anir

View All Home

bR View Selected Numpad .

View Global/Local Numpad /

Show All Layers

Zoom Border... Shift B
Clipping Border... Alt B

Align View

Navigation

View Persp/Ortho Numpad 5

= ——

Cameras
Left Left
Right Right
Back Back
Front Front
Bottom Bottom
Top Top
Camera Numpad 0
Tool Shelf T
Properties N
@ Object Mode

4.3.4.11 Tetpormin 0Bovy

Me emmAeypévo TOV €0WTEPIKO KUPBO (TTOPTOKAAI XPWHA) TTnyaivoupe TTAAI oTo Oegi uevou
otnv kaptéAa Physics kal emA&youpe Fluid kai Eava Fluid.

4.3.4.12 Physics Fluid
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Epyacia Twv @oIitnTtwv:
BaaiAakotroUAou Ztepyiavn

Mamadétmoulog AnunTeng

Control

Particle

Outflow

Inflow

Obstacle

Domain
None

None

4.3.4.13 Ewooywyn Yypod

Kai epgavidovTal Ta TTapakaTw. Aev KAVOUNE KATToIa aAAayr OTIG HETABANTEG AUTEG.
Me auTdv Tov TPOTTO OpicapE OTI 0 KUPBOG auTdg Ba eival uypd.

4.3.4.14 Io106tnteg vypod

5) Eicaywyn avtikelgévou TutTou Domain.
Eiodyoupe €va kuBo gavd otn oknv pag. O KUBog autdg Ba TTPETTEl va TTEPIAAUPBAVEI
OTO EOWTEPIKO TOu, TOuG GAAoUG 2 KUPBoug TTou dnuioupyrioaue Tipiv. OTTwg @aivetal
OoTnNV TTAPOKATW EIKOVA.
To Domain pag gival o xwpog géoa oTov oTToio Ba BpiokeTal To vepd, dev Ba uTTopEi va
Byel éEw amd autdv Tov Xwpo. To Domain pag armd 1n OTIYUA TTOU TO OPICOUME WG
Domain gival adpato(dnAadr) dev epgavifeTal o KUBog oTo TeEAIKO Render).
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Anpuioupyia kai eTTEEEPYATia TPIODIACTATWY YPAPIKWY HETW TNG AVOIXTHAS couitag Blender

\'i) y °
Top Ortho Camera Persp

(1) Cube.002 (1) Cube.002

Front Ortho Right Ortho

4.3.4.15 Méyeoc Domain

‘ExovTtag emmAeyuévo Tov KUBO TTnyaivoupe ota Physics 0mmwg tpiv Kai emAéyoupe Fluid->
Domain.
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Epyacia Twv @oIitnTtwv:
BaaiAakotroUAou Ztepyiavn

Mamadétmoulog AnunTeng

Control
Particle
Outflow

* Inflow

None

None

4.3.4.16 Eicoycwyn Domain

‘Exovrag emAeypévo 10 Domain pag, Trnyaivoupe otnv KapTéAa Materials kol divoupe
Xpwua o710 uypd pag. EmmAéyoupe €va avoixtd yoAddio xpwua Kal ammd Tnv 1010TNTA
Transparency(dla@dveia) TTnyaivoupe oto Raytrace kai aAAGloupe TIG TIUEG TTOU OgiXvouv Ta
BéAN. (Alpha :0.3 kai IOR: 1.3). Me akpIfwG QUTEG TIG TIMEG KOATAPEPVOUUE VA €XOUME ThV
dlagaveia Tou vepou.
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Anuioupyia kai eTTe€epyaacia TPICOIACTATWY YPAPIKWY PECW TNG GVOIXTAG oouitag Blender

5| 52

Volume

Lambert

4.3.4.17 Ioi6tprec Domain

H eikdva 1Tou akoAouBei deixvel TTwg Ba gival To vepd ( TTOPTOKAAI Xpwua) HECT OTOV KUBO
TTOU dNMUIOUPYNOAUE.
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Epyacia Twv @oIitnTtwv:
BaaiAakotroUAou Ztepyiavn

Mamadétmoulog AnunTeng

\@vie : 5132 ' dl Scene HIPXY  Blender Render
Top Ortho ¢ -] All Scenes

L+
g

52

{/b

(1) Cube.002 (1) Cube.002

Front Ortho Right Ortho

Preview

v Generate Speed Vecto

4.3.4.18 Avalvon kou Bake

H avdAuon Tou vepou utropei va aAAdgel atrd 65 tTou deixvel To TTapatravw BEAog. Ooo TTio
MEYAAN €ival n TR auTr}, TOOO KAAUTEPN avaAuon £xel TO uypo pag (KaAd Ba ATav autrh n TIPA
OuWG va unv gival TToAU peydaAn d16T TTpokaAouvTal TTpoAfuaTta Katd Tn didpkeia Tou Render).
Eg@ooov oTta mmponyouueva BAuATa dNPIOUPYRCAUE Kal TNV Kivnon TnNG MTTAAAG, atroQacicape
VO TOTTOBETHOOUNE TO vEPO O€E €va ATTO TA ONUEIQ TTOU N PTTAAG OKOUMTIAEl OTO £0APOG, WOTE
va oAANAemIdpda e 1o vepO. Oa Tpétrel o KUBol (Domain,Fluid,Obstacle) va totmoBeTnBouv
e€apXNG O€ EKEIVO TO ONMEIO TNG OKNVAG Mag, yiati apyotepa dev Ba PTTOpOUV va yivouv
aAAayég oTn okNv.

Aev Ba Tpémel va gexdooupe va opicoupde Kal TNV PTTAAa wg Obstacle woTe va
AAANAeIOPa pe TO vepd. ‘ETol éxovrag emmAeypévn Tn UTTGAQ TTnyaivoupe ota Physics kai
emAéyoupe Fluid->Obstacle kal opifoupe TIG TTapakaTw TIHES. H TP Impact €ival o1 EmMTITWOoEIG
TTou Ba £xel oTo vepd OTav Tréoel péoa Tou 1o Obstacle avrtikeipevo. Oco Mo peydAn n Tiun
auTr) T6o0 TTIo HEYAAn Ba gival n avTidpacn Tou uypou.
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A

v Partial Slip

4.3.4.19 Mrdlo we Obstacle

6) Zav TeAeutaio BAPa £xoupe To Bake (Wnoiuo) .

Orrwc¢ @aiveral kar oTnv gikova “2.3.4.18 AvaAuon kai Bake” mardue 1o mAnkrpo Bake kai
TTEPIUEVOULIE OO0 XPEIQTTEI (APKETO XPOVO) yia va Yivel To WNoiuo tnS OKNVAS UAg.

Otav 1eAciwoel To Bake utropoupe va doUuue TNV Kivnon TNG PTTAAAQG Kal TOU VEPOU TTATWVTAG
Alt + A woTe av BéAoupe va aAAGgoupe KATI va TO KAVOUE TTPIV KAvoupe To TeEAIkKO Render.

Otav n oknvn pag givai €tToiun kdvoupue Render 61twg replypd@eTal oTnV TTapaypa@o «4.4.1
Ipriyopo Render»

MapakdTw @aivetal N oAoKANPwWPEVN OKNVIA HAG Kal Jia EIKOva attd Tnv ¢aywyr) Tou Render.
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Epyacia Twv @oitntwv:
BaaiAakotroUAou Ztepyiavn

Mamadétmoulog AnunTeng

Top Ortho

Camera Persp

(1) Cube.004

Front Ortho

(1) Cube.004

(1) Cube.00

Right Ortho

(1) Cube.004

4.3.4.20 Tedaks oxnvij

4.3.4.21 eicéva png uetd to Render
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4.4 EQapuoyn 0 YN@IAKEG TAIVIEG

To Blender &ekivnoe wg ePYOAEi0 EOWTEPIKAG XPNONG YyIa TNV EIDIKEUUEVN OE OIAPNMPIOTIKEG
Taivieg Tng etaipiag NeoGeo. To Blender éxel xpnoiyotroinBei yia tn dnuioupyia TNAEOTITIKWV
dlaPnuicewv o€ dIAPOoPES XWPES OTTWG N AucTpaAia, n loAavdia, n BpadiAia kal n Zoundia.

To TTpWTO peYAAO eTTayyeANATIKO eyXeipnua TTou BacioTnke TTavw oTo Blender Atav n Taivia
Spider-Man 2 6t1ou XpnoIPoTTOINONKe yia T dnuioupyia okapienuaTwy yia Ta TTAAva Tng
Taviag. Emiong n yaAAikny Tavia Friday or Another Day (Vendredi ou un autre jour) ATav n
TTPWTN Talvia TTou XpnolyoTroinoe 1o Blender yia Ta €18IKA TNG €QE, TO OTTOIO AVATITUXONKAV O€
oTabpoug epyaoiag pe Asitoupylikd GNU/Linux. Ta @€ uhotroiBnkav amd tnv etaipia Digital
Graphics pe €d6pa 10 BéAyio. To Blender xpnoiyotroicital etriong atmméd did@opa TNAEOTITIKA
KavaAla OTTw¢ 1o History Channel, oe ouvepyaoia pe GAAa €TTayyEAPQTIKA TTPOYyPAMPaTA
TPIOOIACTATWY YPOPIKWV.

Mepikég Taivieg TTou gival EEOAOKARPOU dNUIOUPYNUEVEG WE TNV OoouiTa Ypa@ikwy Blender gival
ol: Elephant's Dream, Big Buck Bunny, Plumiferos, Sintel, v Tn oTiyur TTou ypa@ovTal QUTEG
edWw ol ypauuég civar oe e€ENIEN To Project Mango, Taivia PIKpoU PAKOUG atrd XPHOTEG TOu
Blender, 61Twg Kal OAeg o1 TTpoava@ePBeioeG.

OAa &ekivnoav 10 ZemtépPpio Tou 2005, dTtav PEPIKOI ATTO TOUG TTIO OIOAOYOUG KOl EUTTEIPOUG
KaAAITExveg Tou Blender &ekivnoav va OouAeUouv TTdvw O€ pIa Talvia MIKPOU PRKOUG
XPNOIMOTTOIWVTAG €AeUBEPO Aoyiopikd. H TrpwtoBoulia auty ovoupdotnke Orange Movie
Project oe ouvepyaoia pe 1o OAMavdIkd IvoTiTouto Texvwy. To atrotéAeoua riTav 1IdiaiTepa
ETMTUXNMEVO Kal €TC1 akoAouBbnoav Kail Ta uTtTOAoITTa oXEDIA.

THE PEACH OPEN MOVIE PROJECT PRESENTS

R oo 2o 0 Do DMt skt

SACHA GOEDEGEBURE. ANDRERS GORALCZYK ENRICO VALENZA
'HATHAN VEGDRHL, WILLAM REVNSH CAVPBELL BARTON. BAECHT VK LOWNEL

WWW BIGBUCKBUNNY.0RG

O nosirins e Gwavemage Modino gEZE (g tunsernstite

4.4.1 Touvio. uxpod unroovg Big BuckBunny 4.4.2 Sintel zouwvia purpod wixovg
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Epyaoia Twv @oItnTwv:
BaoiAakotroUAou ZTepyiavi

MatraddémouAog AnunATPNG

5. ZYMIMNEPAZMATA

H koivotnTa Twv xpnoTtwv Tou Blender péow Twv forum kar Twv XIAMAOwWV 10TOCEAIdWV
OXETIKA WE TNV oouita, gexelNidouv atmd TIG pWTAOCEIS VEWV XpnoTwv. O1 TTEPIoCOTEPES ATTO
auTég eival n idla epwtnon f Tapdywydé tTng. O OKOTTOC QUTAG TNG €vOTNTAG €ival va OOg
UTTOOEICEl TIC TTIO KOIVEG aTTd QUTEG Kal va dwaoel AUCEIG €101 WOTE VA PNV XPEIAOTEN va
QAVOTPEXETE OTIG TTOAUAPIOUEG aUTEG O€NiIdEG OTO O10DIKTUO.

5.1 MPOBAHMATA I' A TOYZ NEOYZ XPHZTEZ TOY BLENDER

5.1.1 H autépaTtn atrofnkeuon ¢ AsiToupyei

AuTo TO TTPOPANUa cuvavTaTal Kupiwg oe xproteg Microsoft Windows, aAAG akéua kai av
XPNOIMOTTOIEITE KATTOI0 AAAO A€ITOUpyIKO ouoTnua agilel va dwoete TTpoooxr. Autd cuupaivel
emmeldr) o kardhoyog apxeiwv Temp €xel TeBei AavBaouéva oe évav @AKEAO O OTToiog Oev
uTTapxel otov uttoAoyioTi cag. Edv auth n diadpopr) dev pubuIoTel OWOTA, N AUTOPATN
atmoBrikeuon kal n avaktnon Twv dedouévwy (File> Recover Last Session) d¢ Acitoupyouv
owoTd. H deutepn €1mIAoyr €ival TTOAU ONUAVTIKA OTNV TTEPITITWON TTOU TTPAYUATOTIOIEITE €000
ATTO TO TTPOYPAUMA XWPIG va EXETE ATTOBNKEUOEI TIG AAAAYEG OTO TTPOYPAUMA.

A6 TpoetiAdoyry, To Blender B¢tel Tn diadpopn yia Tov @dkeAo Temp oTO /tmp, €vav
KataAoyo apxeiwv o otoiog dev utrdpxel ota Windows. YTtrdpxouv OUo AUCEIC yia TO
TTapATTavW TTPORANUA:

— AnuoupyAoTe 10 /tmp katdhoyo. Zta Windows 8a dnuioupyoucare 1o “C:\tmp”. Egpdéoov
TO KAVETE, OAEG OI QUTOUATES ATTOBNKEUTEIG KA N AVOKTHOEIG apxEiwv Ba TotToBeTOUVTAI
EKEI.

— AMGETE TN diadpounry Tou Temp @akéAou oTov Topéa Twv Aladpopwyv ApXEiwv Tou
TTapabupou “Pubuiceigc XpnoTtwv”, o€ pia Trpouttdpxouca diadpoun TNG €MAOYAS 0aAG .

MNa mapadeiypa 10 “C:\Windows\Temp.

— ZuvnBioTe va e&EpyxeaTe aTTd TO TTPOYpPapua TratwvTtag Ctri+Q A pe 1o File>Quit Blender
avTi va KAEIVETE TO TTPOYPAUMA ATTO TO €IKOVIBIO X TOU TTapaBupou.
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5.1.2 To repiBaAAov XpRoTn gival SuoavayvwoTo

To Blender xpnoiuoTroici To OpenGL, upia BIBAIOBRAKN TpIoSIACOTATOU TTPOYPANKATIOHOU YIa
0AOkAnpo T1O TTEPIBAAAOV Xpriong Tou. E&aitiag autou, ouxvd xpnoigoTtrolei KouudTia Tng
BIBAIOBAKNG TTOU ICWG va PNV XPNOIYOTTOIOUVTAl TTOTE aTTd AAAA TTPOYPAUUATA. Z€ PEPIKOUG
UTTOAOYIOTEG UTTOPEl va “Tpéxel” TTOAU apyd 1 va @aivovral WIKPEG OUOCAEIToUpyieG oTa
TTapdBupa. To TTpWTo TTPAYHA TTOU Ba TTPETTEI va eAEYEETE €ival N EVNUEPWOEIS TNG KAPTAG
YPOPIKWV 00G. ETITTA oV Ba TTPETTEI VA ATTEVEPYOTTOINOETE £PE TTOU £XOUV PEYAAEG ATTAITACEIG
O¢ YPOQIKA Kal pviun €k16¢ Tou Blender. Edv xpnoigotroigite kGpTa ypa@ikwyv Tng nVidia,
olyoupeuTteite 611 n €mmAoyn Flipping oTig puBuioeig OpenGL gival atrevepyoTToinuévn.

5.1.3 Mia paupn ypoupA KAVEI TNV EHPAVICH TNG

2UxVa KaBwg oxediadeTe UTTOPEI va TUXEI N TTEPITITWON EUPAVIONG PIAG TTEPIEPYNS HaAUPNG
YPOUMNAG TTOU EKTEIVETAI WG TIG AKPES. AUTO CUUBQIVEI CUVABWG OTAV EXETE EVEPYOTTOINKEVO TOV
TpotrotroiNTr Subsurf. H €€fynon cival TTwg N €TMQAVEIA TTOU EPXETAI OE ETTAQPN ME MIA GAAN
avTIkpiCel TTpog AdBog karteuBuvon. H Auon eival va uttohoyioel ¢ava 1o Blender Tig dwyeig Tou
TPIOOIACTATOU MOVTEAOU Kal va TTPOCTTOBNOEl va TIG KAVEIG va avTIKPi(Ouv TNV €EWTEPIKN
TTAeupd. lNa va 1o TTPAYPATOTIOINCETE AUTO OTTAG TInyaiveTe oTnv KatdoTtaon Edit, emA&éETe Ta
TrévTa kail ratrjoTte Ctrl+N.

5.1.4 AvTikeipeva AgiTrouv a1rd Tn 0Knvin

YTTapxel n TTEQITITWON OTTOU KATTOIO AVTIKEIMEVO Oev eu@avifeTal oTnv 080vn cag TTapoAo
TTou Oev diaypawarte OTIONTIOTE. H TTpWTN 0ag eVEPYEIQ €ival va OIYOUPEUTEITE OTI TITTOTA OEV
gival kpu@o. Martwvtag 1o TTAAKTPO H oT1o Blender, kpuBel autd TTou £xeTe eMAEEEL. MTTOpEITE VA
EMQAVIOETE OAA TO KPUPA aVTIKEIPEVA TTaTWVTAG Alt+H.

Edv cioTe oiyoupol 011 dev €XeTE KAVEI KATTOIO QVTIKEIMEVO KPUPO, TOTE TTPOCTIAOACTE Va
KAVETE OAEC TIC OTPWOEIC OPATEG, MIOG Kal €ival TTOAU TTBavO va €XETE UETAPEPEI KATTOIO
QVTIKEINEVO O€ BIaPOPETIKI aTpwaon. MNMartioTe To TTAAKTPO (~) yia va OEITE TIC OTPUWOEIG.

Mia TeAeuTaia evépyela TTou Ba TTPETTEI va TTPAYMOTOTTOINCETE €ival VO OIYOUPEUTEITE OTI OV

BpiokeoTte otnv Tomkp @¢a (Local View), n OTToia ATTOMOVWVEI TA TTEPICOOTEPA QVTIKEIPEVA,
€KTOG aT1TO QUTA TToU £XETE €TTIAEEEL. TaTAOTE TO TTANKTPO (/) yia TNV evaAAayr Twv Bedoswv.
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5.1.5 MNpoBAfuata pe Tnv Python

Eav ekTeAcite TO Blender atmmd ypapun eviohwv (A ciote xpriotng Windows) ptropei va O€ite
éva uAvuua oav 1o TTapaKATW:

Checking for installed Python... No installed Python found.
Only built-in modules are available. Some scripts may not run.
Continuing happily.

2nuaivel 611 T0 Blender dev ptmopei va Bpel TNV yYAwooa TrpoypaupaTiogou Python otov
utroAoyioTry cag. To Blender éxel pepikad koppdatia tng Python egykateotnuéva rdn péoca oTo
ouoTnua Kal OAa Ta apxeia KwdIKA O auTh TN YAWOOO TIPOYPAUMATIONOU AgIToupyouv
KAVOVIKA aKOUA Kal av OgV TNV €XETE TTAPWG EYKATECTNUEVN OTOV UTTOAOYIOTH 00G. Eav TTaAI
yivel coBapd TpéBANpa Kal attaITeiTal OAOKANPN N YAWOOA, UTTOPEITE va TNV KATERACETE Kal VA
TNV EYKATAOTACETE ATTO TOV 0UVOECHO www.python.org/download/).

5.1.6 E§a@avion Tng £1IK6VOG TOU (pOVTOU

OT1av XPNOIYOTIOIEITE PIO QWTOYPOAPIKN 1} OXedIAOUEVN avagopd yia va BacifeTe TTavw Ta
MovTéAa oOag, €ival pia ouvnBIoPEVN TTPOKTIKI) VO @QOPTWVETE TNV EIKOVA ava@opdg OTO
TapackAvio ¢ 3D dmowng. QoTéo0, OTaV OOUAEUETE PE QUTOV TOV TPOTIO, UTTOPEITE VA
KaBopioeTe TNV OYWn, WOTE va KAVEl Evav EAEYXO ONMPEIOU Kal ETTEITA VO ETTIOTPEPEI TO TTAAL. Mg
QuTOV TOV TPOTTO N €IKOVA TOou @OVTOU WTTOPEl va efa@avioTei akOPa Kal av O TTivakag
Background Image €ival akoua ekei.

H Aoon civar va tapartnpeite 1 oknvrp dlauéoou TnGg Perspective oywng avrti Tng
Orthographic. To Blender dev TpoBdaAAel TV gikdva ava@opds eoviou o€ own NpPooTITIKAG.
MpayuatotroimnoTte evaAlayry otnv OpBoypa@ikr 6wn TTatwvtag 1o TTARKTPo 5 Tou Numpad. H
OWn TTPOOTITIKAG EICAYEI TTAPAPOPPWOTN OTOV TPOTIO E TOV OTTOI0 TTIPORAAAETAI N OKNVHA Kal OV
gival co@n 1I0€a va PJOVTEAOTTOIEITE aTTO TOV CUYKEKPIUEVO TUTTO OWnG. H opBoypagikr éyn eival
TTEPIOCOOTEPO ATTOTEAECUATIKA OTO va TAIPIALEI TO HOVTEAO OAG PE TNV EIKOVA AvVAPOPAG.

5.1.7 Neplopiopévn peyéduvon

Otav epydleote otnv own Perspective, Ba tmapatnpAoeTe OTI OPICUEVEG POPEG OEV
MTTOPEITE va ueyeBUveTE TTAVW O MIa oknvh) 1600 600 Ba emOBupoucarte. Autd cupBaivel
eCaitiog evdg onueiou KEVTPOU TTOU UEYEBUVETE TTPOG AUTO Kal BPIioKEOTE TTOAU KOVTA ToOu.
YTapyxouv TpeIG AUCEIS yia autd. H TTpwTn €ival va TotmoBetrioete Tov 3D képoopa OTnv
TOoTTO0ETia TTOU BEAETE va peyeBUVETE Kal va TTATACETE TO TTANKTPO C. AuTr n evépyeia KEVTPAPEI
TNV armmown Ttou 3D Képoopa HPE ATTOTEAECUA va OOG TTapéEXETal Evag o Kabapdg otdxoc. H
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eTTOMEVN €TTIAOYNA TTOU Ba PTTOpOUCE va Bondnaocl ival va eTTIAECETE TO QVTIKEIUEVO TTOU BEAETE
va heyeBuveTe o€ auTd kal va TTaTAoETe TNV TeAgia Numpad ( . ). AuTA n evEpyeia KEVTPAPEl TV
OYn OTO KEVIPO QUTOU TOU QVTIKEIUEVOU £TOI WOTE VA TO XPNOIMOTIOINCETE WG OTOXO YIA
peyéBuvon. EvaAhakTikd ptropeite va petaBeite otnv Orthographic drmmown TmratwvTtag T10
TTARKTPO 5 Tou Numpad. Emeidf dev uttdpxel TTapaudpPwaon TTPOOTITIKAG OTNV 0pBoypa@IKN
datroyn, O TPOTTIOG ME TOV OTTOI0 PEYEBUvVEl gival KATTWGS SIa@OPETIKOG divovids oag KaAUTepn
ywvia 6éaong atrd auTr TTou Ba €iXaTE TTPONYOUNEVWIG.

5.1.8 Xapéva dedopéva TTPpocoNoiwong

To Blender amoBnkevel pepikd dedopéva TTPOCOUOIwoNG oTov OKANPO oag dioko, €1dIKd yia
TIC TTPOCOUOIWCEIS UYypwyV, OTTou Ta OedOopéva TTPOCONOIWONG WTTOPOUV Va EETTEPVOUV O€
péyeBog TTOANG gigabyte oTtov dioko. Edv autd ta dedouéva dev Bpiokovral ekei OTTOU TO
Blender mepipével va gival, TOTE N TTPOCOPOIWGT 0ag dev gu@aviCeTal oTo apxeio .blend TTou
Exete ONIoupyNnoel. Mevikd autod cupBaivel yia TpeIG Adyoud:

-Epydadeote o€ Tapatrdvw ammd évav uttoAoyloTég. Edv epydleote oe TTOAG pnxaviuota
Kal avTiypayete Povo 1o .blend apyxeio upetalu twv OUo, Ta dedouéva TTpooouoiwong dev
BpiokovTal ekei TTOU xpeldleTal va gival oTov OEUTEPO UTTOAOYIOTH. Oa TTPETTEI VO TA QVTIYPAWETE
OAa 07O 010 PEPOG OTOV OEUTEPO UTTOAOYIOTH £TCI WOTE VA EUPAVIOTOUV KAVOVIKA.

-Alaypdyate 1| TPOTTOTTOINCATE TN O10OPOUN APXEIWV TWV SESONEVWV TTPOCOHOIWONG
Katd AdBog. Autd dev eival ouvnBeg aAAG ptTopei va cupfei. Eutuxwg n Auon gival a1TAn.
EAECTE TO QvTIKEIYEVO TOMEQ yia TNV TTPOCOMOIWON TOU UYPOU Kal ETTEITA YETAREITE OTA
kouutd Physics (F7). Ztov tivaka Fluid, n diadpoun yia 1a dedopéva TTPOCOUOIWONAS 0ag
gival auth oTo TeAeuTaio TTedio. Eiodyete TNV KATAAANAN d1adpopn €KEi, ) KAVETE ApIOTEPO KAIK
OTO €IKOVIOIO YE TOV QAKEAO OTa apPIOTEPA Tou TTediou yia va Bpeite Tov KATAAANAO KaTtdAoyo
ApPXEiWV OTO EUPETAPIO.

-XpNOoIYOTIOIEITE TOV KATAAOYO /tmp yIa TIG TTPOCOMOIWOEIG 0aG. APXIKA auTO deV POIALEI
yla AavBaopévn emAoy. QoTO00, 0t MPEPIKA AEITOUPYIKA OCUOCTAPOTA, O KATAAoyog /tmp
“kaBapiCeTal” TEPIOBIKA, dlaypAPOoVTaG OTIBNTTOTE PBPIOKETAI OTA TTEPIEXOMEVA TOou. Edv ouuBei
auTo, n TTPocopoiwar) cag dev Ba eu@avioTei Kal N puévn cag €AoY €ival TNV EKTEAECETE
QKOPA HIa Qopd atrd TNV apxr. XpnOINOTIOIWVTAG TOV KATAAOYO /tmp Cuvéxela £xel TTIONG MIa
duodpeaTn ouveTTEla. AIAQOopPETIKA apxeia .blend etraveyypda@ouv Ta dedoPEVA TTPOCONOIWONG
TToU BpiokovTal ekei. OTTOTE YTTOPEITE VO €POETE AVTINETWTTOI PE TO YEYOVOC TOU OTI QVOIYETE Eva
apxeio .blend pe pia Tpooopoiwon uypou Kal BAETTETE TA ATTOTEAECPATA TTPOCOMO0IWONG EVOG
aAou apxeiou. OTwG €itTape Kal TTapattdvw, n PoOvn AUon eival va eKTEAECETE TNV
TTPooopoiwon &avd, epyacia TTou TTPOUTTOBETEl ApKETO XPOvo. AuTh TN @opd dPwg Ba TTPETTE
va B€oeTe TN d1adpopr KATToU aAAoU £TOI LOOTE VA UNV 00G aVOOUE.
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7.BIBAIOI'PA®IA

BiBAia:

e Blender For Dummies by Jason van Gumster (Kindle Edition - Feb 18, 2009)
e Beginning Blender: Open Source 3D Modeling, Animation, and Game Design by Lance
Flavell (Kindle Edition - Nov 30, 2010)

e Blender Basics Classroom Tutorial Book 4" Edition - by James Chronister 2011

loToéTOTTOI:

Official Blender Manual: http://wiki.blender.org/index.php/Doc:2.6/Manual

Official Blender Site: http://www.blender.org/

Wikipedia: http://en.wikipedia.org/wiki/Blender %28software%29

Blenderguru: http://www.blenderguru.com/

Blendercookie: http://cgcookie.com/blender/

3D Models: http://e2-productions.com/repository/modules/PDdownloads/

BlenderDiplom: http://www.youtube.com/user/BlenderDiplom?ob=0&feature=results_main

BlenderTurorials: http://www.youtube.com/user/super3boy?ob=0&feature=results main

Channel tutorials ianscott888: http://www.youtube.com/user/ianscott888

Tutorials you tube channel: http://www.youtube.com/user/Jjannaway3D

Blender Tuts: http://www.blendtuts.com/

Metalix: http://www.metalix.co.nz/

Blender Artists: http://www.blenderartists.org/forum/
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Anpuioupyia kal eTTeEepyaaia TPICBIACTATWY YPAPIKWY HETW TNG AVOIXTAG gouitag Blender

8.NMAPAPTHMATA

8.1 Eicaywyn eAAnVIKwvV XapakTipwyv pe Python.

H ékdoon 2.5 Tou blender dev utrooTtnpilel eicaywyn Unicode xapaktripwyv. H povadikn
AUon o€ auTd €ival n yA\wooa TTpoypapuatiopyou Python*.
AkoAouBoupue Ta TTapakdTw BAMOTA YIO TV EVOWPATWON €AANVIKWY XAPOKTAPWY OTn OKNVA
MaG.

1. Eicaywyn evog Text avTikelyévou otn oknvA Tou blender atré 1o Tavw apioTepd pevou
(AddText)

¥V Mesh
2 Curve
@ Surface

A Armz  Add atext object to the scene
H Latti

A Empty

% Camera

<‘;“ Lamp

A Force Field

P A Group Instance

8.1.1 Ewoaywyn ovrikeiuévoo tomov Text

2. AN\Aloupe 10 Screen lay-out ammé Default og Scripting

Blender
L = | =T, ER
UserPe  snimation
Compositing

Default

UV Editing
Video Editing

8.1.2 Aldayn Screen lay-Out
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3. Kavoupue €mKOANON Tou TTapakdTw KwdIKa 0TV TTAVW apIoTEPA YKPI TTEPIOXH, VIO va
EMQPAVIOTEI 0O KOKKIVOG KEPOOPAG WOTE VA UTTOPECOUUE VA EI0AYOUUE TOV KWAIKA TTATAME
TO KOUUTTi New)

import bpy
tb = bpy.data.objects["Text"]
tb.data.body = "<utf8 encoded text>"

Blender Render % )

User Persp

(1) Text

@ Object Mode

8.1.3 Ewooywyn kwdika
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A

Blender Render %)

(1) Text

@ Object Mode

8.1.4 Eicoywyn Python

4. TInyaivoupe oTov 10TOTOTTO http://zikro.gr/blender/utf8enc/ kai ypdgpouue TO €AANVIKO
KEiyevo ToUu BEAoupE va  €I0AYOUME, WOTE VO TIAPOUME TNV  KwOIKOTTOINUEVN
oupBoAoaoelpa.
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Eicaywyr UTF8 Kelyévou:

EAANVLK&

Kwdikonoinuévn cupBoAooeipa:
\u0395\u03BB\u03BB\u0387\u03BD\u0389\u03BA\u03AC

< MeTarponn
8.1.5 lototormog yio puetatponh o KWOIKOTOINUEV TOUPOAOTELPG,

5. Maipvoupe TNV KWOIKOTTOINUEV OUUPOAOCEIPA TOU KEIMEVOU TIOU EXOUME  KAVEI
METATPOTTA Kal TNV KAVOUUE €TTIKOAANON 0Tn B6€0n Tou <utf8 encoded text>.

8.1.6 Ewooywyn ovufolooeipag

6. AA\Gloupe 10 Ovopa Tou text object pag i 1o agrivoupe Text av eivar Text. Av £xoupe
TTOAM\G text objects kal dev Ta éxouue upeTovopdoel 1o Blender divel ouviBwg ovouarta
Text.001..

7. ANAloupe TNV YPOAMPATOOEIPA ME  YpOuMATOOEIPG TTOU va  utrooTtnpidel UTFS8
XapakTAPEG(TT.X. Arial), yiati aANWG dev Ba £XoupE KavEVA OTTOTEAECA.
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User Persp

All Scenes
F Vé

v Front

v Back

(1) Text

@ Object Mode

8.1.7 AlLoyn ypouuocooelpas

Matdue 1o PAakeAo TTou deixvel TO BEAOG TNG TTAPATTIAVW EIKOVAG Kal OTO VEO TTapdBupo TTou
Ba pag avoigel emAéyoupe Tov OIOKO PaAg Kal JETA Tov @AKEAO Windows Kal ETTEITA TOV QAKEAO
Fonts. AT1é TIG YPOUUATOOEIPEG TTOU EUPAVICOVTAIl ETTIAEYOUNE AUTH TTOU €TTIOUPOUNE KAl TTOTANE
TO KOUMTTi Open Font eTTavw degid.

103 amo6 115



Epyacia Twv @oIitnTtwv:
BaaiAakotroUAou Ztepyiavn

Mamadétmoulog AnunTeng

-~
S|
9.7 MB ﬁ ANTQUAB.TTF
lonPro-Bold.otf 140 KB 0 3.9 MB ﬁ ANTQUABILTTF
lonPro-Bolditalic.otf 165 KB ﬁ AdobeSongStd-Light.otf 149 MB ﬁ ANTQUALTTF
lonPro-talic.otf 164 KB {3 AGaramondPro-Bold.otf 73 KB {3 aparaj.ttf
lonPro-Regular.otf 164 KB ﬁ AGaramondPro-Bolditalic.otf 74 KB ﬁ aparajb.ttf
lonPro-Semibold.otf 168 KB {3 AGaramondPro-talic.otf 89 KB {3 aparajbi.ttf
lonPro-Semibolditalic.otf 167 KB ﬁ AGaramondPro-Regular.otf 124 KB ﬁ aparaji.ttf
eArabic-Bold.otf 352 KB 3 AGENCYB.TTF 59 KB i3 arabtype.ttf
eArabic-Bolditalic.otf 349 KB {3 AGENCYR.TTF 57 KB i anal.tf
eArabic-ltalic.otf EG) {3 ahronbd.ttf 49 KB {3 arialbd.ttf
eArabic-Regular.otf 367 KB 3 ALGER.TTF 73 KB {3 arialbi.ttf
eFangsongStd-Regular.otf 13.9 MB {3 andiso.ttf 155 KB {3 ariali.ttf
eFanHeitiStd-Bold.otf 5.2 MB ﬁ angsa.ttf 107 KB ﬁ ARIALN.TTF
eGothicStd-Bold.otf 2.7 MB ﬁ angsab.ttf 103 KB ﬁ ARIALNB.TTF
brew-Bold.otf 79 KB ﬁ angsai.ttf 101 KB ﬁ ARIALNBLTTF
rew-Boldltalic.otf 83 KB {3 angsau.ttf 107 KB 3 ARIALNLTTF
ebrew-italic.otf 83 KB ﬁ angsaub.ttf 103 KB ﬁ ARIALUNILTTF
ebrew-Regular.otf 80 KB {3 angsaui.ttf 100 KB i3 ariblk.ttf
eHeitiStd-Regular.otf 11.7 MB {3 angsauz.ttf 103 KB {3 ARLRDBD.TTF
eKaitiStd-Regular.otf 16.2 MB {3 angsaz.ttf 103 KB {3 BASKVILLTTF

8.1.8 Emiloyn ypopuotoceipag

8. Matdue 10 KoupuTi Run Script.
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import b T
tg°= bpg!.'data.objects["Text"] i User Persp
| tb.data.body = "<utf8 encoded text>"

ap | E_E] . N @ Object Mode -

8.1.9 Extéleon kawoika

9. AAM\Gloupe 10 Screen lay-out atrd Scripting o€ Default éTTwg o1o BApa 2 Kai oI EAANVIKOI
XOPAKTAPEG €ival £TOIOI Kal BpiokovTal oTn oknvr) Tou blender.

*H Python givar pia yAwooa mpoypauuarouoU mou oag EMTPETTEI va EPYALEDTE TTIO YPNYOoPd yIA TNV OAOKANPWON Twv
ouaTnudrwy oag 1o amoreAsauarikd. H Python ekreAsitar ae Windows, Linux / Unix, Mac OS X, kar éx&r kwdikotroinbei yia tnv
Java kai. NET eikovikég unxavég. H Python givar eAcUBepn va xpnaiuormoinBei, akoun kai yia EUTTOpIKA mpoidvra, Adyw tng OSI
EYKpIONG open source ddeia Tou.
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8.2 Eicaywyn éTolgwyv HOoVTEAWYV OTn oKNVvi Tou Blender

Apxikéd Ba TTpéTTel va BpoUupe TToI0 PHOVTEAO BEAOUNE VO EVOWNOTWOOUNE OTn OKNVI HOG.
Ymrapyouv eAetBepa oTo d1adikTUO did@opa 3D povtéAa TTou dlavépovTal EAeUBEpa aTmd Toug
dnuioupyougs Toug (BA. BIBAIoypagia). 1o KevTpikd Bivieo « MTTAAa o€ vepd» TTPOCBECAPE OTN
oknvr pag didgopa £Tolua POVTEAD WOTE va dnUIoUpyRooUUE TO TTEPIBAANOV yUpw aTtrd Tn
MTTAAQ.

AQoU TTpWTa £XOUME KATERBACEI OTO OKANPO BIOKO PAG TO OPXEIO PE TO POVTEAO TO OTTOIO
BéAoupe va e€iodyoupe, TINyaivoupe oTo TTPOypapud pag Blender kai to  €il0dyoupe
OKOAOUBWVTAC T TTAPAKATW BruaTa.

1) File=>Import-> TUTTOG apxeiou TTou BEAOUUE VA EICAYOULE.
O1 TUTTOI TWV APXEIWV TTPOG EI0AYWYN EiVal CUYKEKPIPMEVOI KAl QpaivovTal TTOPAKATW.

Tl New Ctrl N
=) Open... Ctrl O
Open Recent...
te '@ Recover Last Session

Recover Auto Save...

v~ Save Ctrl S
Save As... Shift Ctrl S
Save Copy... Ctrl Alt S

Al LX‘ User Preferences... Ctrl Alt U
Save User Settings Ctrl U
Load Factory Settings

Link Ctrl Alt O
Append Shift F1

ey

B COLLADA (.dae)
Export Motion Capture (.bvh)

ExteraliDats Scalable Vector Graphics (.sva)
Stanford (.ply)
| O Quit

St (.stl)

Wavefront (.obj)
X3D Extensible 3D (.x3d/.wrl)

8.2.1 Ewooywyn 3D Movtéiov
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2) Me 10 TTOoU €MAECOUE TOV TUTTO TOU apXeiou TTou Ba €1I0GyOoUPE aVOoiyEl TO TTAPAKATW
TTapABbupo, OTO OTTOIO ETTIAEYOUUE TO APXEIO PAG Kal TTaTAPE Import.

lamp.mtl
lllampobj 13MB
plante.mtl 517 B
il plante.obj 1.1 MB

Operator Presets
v NGons v Lines

v Smooth Groups

Keep Vert Order

v Object v Group

Z Forward
Y Up

v Image Search

8.2.2 Emiloyn 3D uovtélov

Kal éxouue €10AyEl TO £€TOINO MOVTEAO OTN OKNVA MAG, OTTWGS BAETTETE TTAPAKATW.
Mtopoupe va aAAGEoupe Ta XOPAKTNPIOTIKA (MEyEBOG, Xpwua, uer), kKareubuvon) Tou
QVTIKEIMEVOU TTOU £XOUME EI0AYEL, OTTWG KAl 0 KABE AAAO QVTIKEIYEVO TNG OKNVG MOG.
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Blender Render

Image Editor

Render Presets

(1) Mesh

@ Object Mode v ) » B L7 IE v 11 16 | Mitchell

8.2.3 IlpoaOnxn poviélov atn oknviy
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8.3 Zuvtopevoeig NMAnkTpoAoyiou

Baowkég (Basics)

Select Right Click
Pan Middle Click
Zoom Mouse Wheel
Add Object Shift+ A
Delete X

Search for function Spacebar
Toolbar T

Properties N

Save File Ctrl+S
Render F12

Render Animation Ctrl + F12
Stop Render Esc

Save Render F3

Show Last Render F11

Undo Ctrl+Z
Redo Ctrl + Shift+ Z

Fevikég (General)

Duplicate Shift + D

Move to Layer M

Mirror Ctrl+ M

Hide H

Unhide Alt+H

Move Origin Point Ctrl + Shift + Alt +
C

Parent To Ctrl+P

Clear Parent Alt+P

Track To Ctrl+T

Clear Track Alt+T

Reset 3D Cursor Shift+C

Turn Widget On/Off  Ctrl + Spacebar

Add to Group Ctrl + G

Kwnoeig (Movements)

Move G

Rotate R

Scale S

Precise Movements [Hold] Shift

Increment [Hold] Ctrl

Movements

Lock to Axis Middle Click or
XIYIZ
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MAonynon (Navigation)

Top View Numpad 7

Front View Numpad 1

Side View Numpad 3

Opposite View Ctrl + Numpad 1/3/7
Camera View Numpad 0

Zoom to Object Numpad .

Fly Mode Shift+ F

Emtidoyn (Selection)

Select Object Right Click

Select Multiple Shift + Right Click
(De)Select All A

Select Object Behind  Alt + Right Click
Select Linked L

Select All Linked Ctrl+ L

Box Select B

Circle Select C

Lasso Tool Ctrl + Click
Inverse Selection Ctrl + 1

MovteAonoinon (Modeling)

Make Face F

Subdivide w

Extrude E

Rip Vv

Separate P

Create Loopcut Ctrl+R
Proportional Editing @]

Select Edge Loop Alt + Right Click
Make Seam/Sharp Ctrl+E
Merge Vertices Alt + M
Mirror Ctrl+ M
Shrink/Fatten Alt+S

Knife K + Click

Fill Alt+F
Beauty Fill Shift + Alt+F

Add Subdivision Level Ctrl + 1/2/3/4

Enefepyaoia kapnuAwv (Editing Curves)

110 ano6 115



Close Path

Add Handle

Subdivide

Tilt

Clear Tilt

Change Handle to Bezier
Change Handle to Vector
Revert to Default Handle

Anuioupyia kai ee¢epyaaia TPIGSIACTATWY YPAPIKWY HECW TNG AVOIXTAG couitag Blender

Alt+C

Ctrl + Click
W

Ctrl+T
Alt+T

H

V

Shift + H

AAAayn Asttoupywwyv (Changing Modes)

Edit/Object Mode
Vertex Paint Mode
Weight Paint Mode
Cycle Workspace

Logic Editor

Node Editor

Console

3d Viewport

F-Curve Editor
Buttons

Video Sequence Editor
Outliner

UV/Image Editor

Text Editor

TAB

\

Ctrl + TAB
Ctrl + Left/Right
Arrow
Shift + F2
Shift + F3
Shift + F4
Shift + F5
Shift + F6
Shift + F7
Shift + F8
Shift + F9
Shift + F10
Shift + F11

MNpoxwpnpéveg (Advanced)

Append File
Fullscreen Mode
Maximize SubWindow
Change active Camera
Use Render Buffer
Only Render Selected
Only Render Portion
Save Over Default
Scene

Make Screencast

Shift + F1
Alt + F11
Ctrl + Up
Ctrl+0

J

W

Shift + B

Ctrl+U

Ctrl + F4

Muntikn (Sculpting)

Change Brush Size
Change Brush Strength
Rotate Brush Texture

F
Shift + F
Ctrl+F
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Epyaoia Twv @oitnTwv:

BaoiAakotroUAou ZTepyiavi

MatraddémouAog AnunATPNG

KwoUpevn ewkova (Animation)

Play/Stop Animation
Play Animation in
Reverse

Next Frame

Previous Frame
Forward 10 Frames
Back 10 Frames
Jump to Start Point
Jump to End Point
Scroll through frames
Insert Keyframe
Remove Keyframe
Jump to Next Keyframe
Jump to Previous
Keyframe

Alt + A
Alt + Shift + A

Right Arrow

Left Arrow

Up Arrow

Down Arrow

Shift + Left Arrow
Shift + Right Arrow
Alt + Mouse Wheel
I

Alt + 1

Ctrl + Page Up
Ctrl + Page Down

Fpapp Xpovou (Tlmellne)

Set Start Frame

Set End Frame

Show All Frames

Add Marker

Move Marker

Toggle Frames/Seconds

E

Home

M

Right Click Drag
Ctrl+T

Enegepyaoia Koppouv (Node Editor)

Add Node

Cut Links
Hide/Unhide Node
Make Group

Ungroup

Edit Group

Move Background
Zoom In Background
Zoom Out Background
Properties

Shift + A

Ctrl + Left Mouse
H

Ctrl+ G

Alt+G

TAB

Alt + Middle Mouse
vV

Alt +V

N
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