10. I'pogika 3A & Xyeorwokivnon pe 3ds Max & Blender

Xovoyn

270 ToPOV KePAAaLO yivetal o, elooywyn oto loytouiké 3ds Max tng Autodesk kor oto epyoleio avorytod k-
owca Blender. Méoo anod frua-mpog-fruo. aoknoeis mopovaid{ovue Tov Ipomo AEITOVPYIOS TWV EPYOLEIWV Kol
e&nyodue Kamoies amo T POGIKES TOVS OVVOTOTHTEG.

Mpoamartovpevy yvaoon
2710 Kepaloio 4 Eyive avdivon twv Bswpntinwy Geudtwv, mov oyetifovial ue ta ypopixa 34 kot ) ayediokivy-
o1 KO GUVETWS TPETEL Vo, UEAETHOEL TPV TO TPEYOV KEPALolO.

10.1. 3ds Max

To 3ds Max (http://www.autodesk.com/products/3ds-max) eivail £&vo epumopikd emoyyEALOTIKO €pYUAElO TNG
Autodesk yia ypagikd 3A kot animations. Ot tedevtaieg ek600elg d1oTiBeVTOL LOVO Y100 AELTOLPYIKG GLOTHLLO-
ta 64-bit. H Autodesk d100étel kot dwpedv kdOGEIS TOV AOYICHIKMV TNG Y10 QOUTNTEG Kot ekmandevtég. To
epyoleio €yel Tapa mOALEG duvaTOTNTEG Kol EYEL YpnopomomBel kot yia tn dnpovpyia Tovidy. XTnv 16T0cE-
Alda http://knowledge.autodesk.com/support/3ds-max vdpyovv odnyoi ¥pnomng TOL EPYOAEIOL KOl YEVIKG GTO
d1adikTvo vITdpyovy Tapa ToAAOL 001 Yol XpNoNGS, KLPimG, oe popen Pivteo.

10.1.1. I'vopipio pe to meprpairov gpyaciog tov 3ds Max

2mv Ewova 10.1 eppaviletor o mepipdilov epyaciog tov epyaieiov. H Bacikn 086vn yopileton og 4 tunpa-
ta (onueio 1) wov ovopdlovtal viewports kol amoTeEAOVV SIUPOPETIKEG OWYELG TOVL 1010V OVTIKEUEVOL. XTOL ON-
peia 2, 3, ko 4 vedpyovv d1apopes pLOUGELS KOl EMIAOYEC GYETIKA LE TO, OVTIKEILEVO OoYEdiOONG TOV £YOLV
tomoBetnOel 61N oKNVI).

Autodesk 3ds Max
Animati Z jering | Customize  MAXScript  Hel

B 3n/rﬂ%ns Y

[+ ] {Front] [Wireframe ]

2 < an > w )
I¥ O R

Ewova 10.1 To wepifiallov epyooiag tov 3ds Max.
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2mv npoemheypuévn pubuion (default setting) to tpia viewports deiyvouv amd Tpelg dlopopeTIKES O1-
dldotateg ontTikég, KaOeTec netaEy toug (KAtoyn, mpodcoyn Kot TAGYl Oyn), 10 okeAeTd (wireframe) Tov
oynuaTev Tov xovv dnuovpyndel. To tétapto mapdbupo Katw 6&1d deiyvel Ta OVTIKEILEVO KOVOVIKA, ONAa-
oM omd o evoldpeon yovio, pe mpoomtiky (perspective). e kdbe mapdbupo vrapyel o couPforo [+]. Me
KMk oto + egppavifovtarl ot emhoyég «Maximize viewport» yio peyébvvon tov mapabbpov 1 1 emAoyn
«Restore viewport» ylo erovopopd Tov Tapabipov.

10.1.2. Anpovpyio Kot enelepyaoio fOCSIKOV GVTIKEIUEVOV

Ta Pacucd (primitive) 3D oynfuata, mov eaivovtar oty Ewova 10.2, Bpickovtal oto onueio 3 g Ewovag
10.1 mo mavw. Ta oyuate ovtd givor dabéoipua Ko pécm tov pevod «Create > Standard primitivesy.
v Ewova 10.3 &yovue oyedidost dwapopetikd avtikeipeva. Ta oynuota oyedidloviot pe kMK Tive otn
GKNVN KO LETAKIVIOT] TOV TOVTIKIOD, SOTNPMVTOG TO OPIOTEPO KOVUTL TOL TOVTIKIOD TOTNUEVO.

Object Type

Box Cone
Sphere GeoSphere
Cylinder Tube

Torus Pyramid

Teapot Plane

Ewéva 10.2 Baoixa oynuoza tov 3ds Max.

Ewoéva 10.3 Baoika tpiodiaotaro avikeiieva.

Ymv Ewoéva 10.4 BAémovpe Ta oynuota omd GAAN OnTIKn Yovio. Avtd emTuYYAveTaLl e YPHOT TOV
AevKoU elkovidiov, mov Ppioketon otn de€d mAevpd KABe TapabHpov cyedioonc. AnAaodrn, av KAVOLLE KAIK
GTO EIKOVIO0 KOl 0pYICOVIE VO TO TEPIOTPEPOLLLE, EYOVTOG TIEGUEVO TO APIGTEPO KOVUTL TOV TOVTIKION, TOTE
UTOPOVLE VO TEPLOTPEWYOLLLE TN GKNVT).

To avtikeipeva emAéyovTol KAVovTag KAMK Téve touc. Me 0ell klik mhved o€ KATO10 aVTIKEILEVO, ELL-
oavifovtol apkeTég EMAOYEC, .Y
Scale: petapoin peyéboug.

Rotate: mepioTpoon).

Select: emhoyn.

Move: petaxivnon.

Curve editor: eneéepyacio TOV KOUTVAGY TOV GYNUATOV.

Convert to...: ETAOYEG Y10 LETATPOTN O TOADY®VE, KO TEPOITEP® ENMEEEPYOTIOL.
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2mv Ewova 10.5 eppavifovrol 000 avtikeipevo. Zekivicape pe dvo avtikeijevo tomov Sphere kot
Torus ko pe ypnon g emAoyng deél KAk Ko «Scale» kdavope petaoin tov peyébovg kdbe oynfuartog. H
TOmOBETNON TOL CYNUATOC TOL HOlAlEL pe avyd €ytve amd to viewport «Top», Kabnd¢ eivar To edkoAa KaTo-
VONTNA 1 AgLtovpyia Tov TPETEL VO YiveL.

H addayn tov ypopatog yivetol pe exthoyn tov xpodpotog, 6t 0e&id mievpd tov 3ds Max, Kdtw ond
TNV €MAOYT TOL GYNLOTOG,.

Ewova 10.4 Ilepiotpopn th¢ Tpiodiaotatns oKnvig.

Ewoéva 10.5 Avureiuevo ota omoia Eyet yiver uetafoln oyxnuotog.

v Ewodva 10.6 gppaviCovton ot katnyopieg avrikeyévov 3D wov vrdpyovv oto 3ds Max. ['a mo-
paderypa, to oynua g Euwovag 107 dnuovpyndnie pe ypion aviikeévoy omd Ty Kotryopio Stairs kot
Doors.

Standard Primitives N
Standard Primitives
Extended Primitives

Dynamics Objects
Stairs

Ewova 10.6 Katnyopieg donpiovpyiog ovtikeiuévewv 3D.
10.1.3. Ente€epyocio popoig oympratog

Y10 oynua 10.8 eppaviCovior dvo oynuate, 6To omoio EQAPUOGTNKAV KAmolol Pactkol HeTaoyNUATIoLOL.

XpnowomomOnke n €mAoyn «Modlfy» . 210 avrtikeipevo Torus €yovv €QapULOCTEL Ol UETACYNUATICHOT
Radius 1: 37, Radius: 2, Twist: 2000, Segments: 25, Slides: 5. Zto avtikeipevo Sphere £yt adAdEel 1 mopdpie-
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tpog Hemisphere: 0,5. Ot mopduetpotr kabopifovv yevikd v eppdvion tov oaviikelwévov. H mapdapetpog
twist, yio Tapadetypa, kabopilet ov apBpo (mcsrpO(pcov TOV OVTIKEUEVOU.

Kato and 1o eikovido «Modify» E#] vrapyet 1 avadvouevn Alota «Modifier listy. Exel mapatiBetan
£€va 6OVOAO amd TPOTOTOINTES, TTOV LLOG EMTPENOVY AAAAYEG TAVO GTA TPLGOLAGTOTO OVTIKEILEVAL.

Ewéva 10.8 Zynuara, ora omoia Eyovv epapuootel axiés pvluioeig.

"Evag dAlog tpomog enelepyaciag Tng Lopeng evOg oynuatog ivar pe yprion oe&i KAk méve og Ka-
7olo avtikeipevo kot emioyn «Convert to > Convert to Editable Mesh». Ztnv Ewova 10.9 oyedidoaue o
ocoaipa, onv omoia epapuocape v emhoyn avt. H ceaipa maipver ™ dedtepn popen e Ewdvag 10.9,

OTOV KAVOUHE KAK OTO €1KoVidlo OV 0POPA TIG KopvPES (Vertex) ToL TAEYUOTOS TOAVYOVOV
(Mesh). Mg ik Kot GOPGILO KATOIOV KOPUODV UTOPOVUE VO OAAGEOVLE T1 LOPPT] TOV OVTIKELLEVOD.

Ewova 10.9 AlLayéc o€ éva oynuo. ue yprion e emloyns «Editable Meshy.

Av 0éhovpe va kdvoupe Rendering tng oknvig, 10Te emAéyovpe to pevod «Rendering > Render».
Mmropovpe vo amofnkedoovpe T oknvn anevbeiog og eikdva, e TNV ETA0YN «Save imagey.

10.1.4. Ipoc 0K VORI S

210 ovykekpévo mapadetypa Ba mpochicovpe wa ven EOA0L og éva aviikeipevo Box. Apyikd oyedidlovpe
to Box kot énerta kKavoovpe KAk oto swovidro EE. Eupoaviletor 1o mapdbuvpo g Ewovag 10.10. Xt cvvéyeia

250



EMAEYOVUE IOl OO TIC GPOIPEG TTOL UVTITPOCSHOTELOLY SLUPOPETIKEG VPES. Kavoupe KAk 6TO TETPAY®VO E1KO-
vidwo petd to Diffuse (onueio 1 g Ewovag 10.10) kot emAéyovpe «Bitmap» kor OK. Epgaviletal to mopd-
Bvpo emAoYNg TOL aPYEIOL EIKOVAG TN VPNG KaL, OTay TNV eMAEEOLLLE, Ba eppavioTel 6T BEom evog KOKAOUL.

211 GLVEYELD UTOPOVIE VO KAVOVLE KAIK GTO €1KOVidlo «Assign Material to Selection» (onpeio 2 trng
Ewodvog 10.10). Téhog, pe kKhik oto gikoviolo «Show Shaded Material to Viewport» (onueio 3 g Ewovag
10.10) epeavileton n ven oto avrtikeipevo (Ewova 10.11). Mmopodpe vo popTdCOVUE Kol GAAEC VOEC OTIC
dAheg oPAIPES KOl TEAKA Vo EpPUOLOVLLE JIUPOPETIKES VPEG GTOL AVTIKEILEVD TNG OKMVNAG,.

Ewéva 10.10 Material Editor.

Ewova 10.11 Egpappoyn vpng oc ovikeiyevo.
10.1.5. AwA6 animation avtikePEVOV

"Evag amAdg TpOmog Kiviomng VoG OVTIKELLEVOD, T.Y. H0G GQaipagc, Elval e ypnorn Tov kovumol «Auto Key»,
7OV LILAPYEL 6TO KATO pEPOC Tov 3ds Max (Ewdva 10.12). Apyikd oyxedialovpe T o@oipa 610 apytkod onueio,
omov 0éhovpe va apyilel To animation, kot @povtilovue to kKovtdkt dimho amd To Key filters va ypdoet 1. Ov-
claotikd opilovue 10 TpdTo onuovtikd kapé (keyframe) g kivnong.

Auto Key k4B Bl

Setkey /%, KeyFiters... |[dB| 1 s B

Ewoéva 10.12 Eixovidia yproyo. yio. to animation ue yphon tov Auto Key.
2 ovvéyeln pémel va, opicovpe ta volowma keyframes g kivnong. Metokwodpe ) ceaipa 6€

Kkdmoto 0éom ko opilovue og oo kapé (w.y. oto 15) ¢ Kivnong avtiotoryel avtd to keyframe. ‘Enerta opi-
Covpe kdmolo ahio keyframe e kdmolo diro kopé (m.y. oto 30) k.0.x. To TeMkd keyframe opileton otnv Te-
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An Béom, omov mpénel va petaxvnOel n opaipa. Otov olokinpdcovpe T S1001KAGi0, ATEVEPYOTOIOVUE TO
kovuni «Auto Key». Kévovrtog khik 610 gikovidio Play Animation [E, yivetar avamapaymyi g kivnong.

T"a va kédvovpe e&aymyn tov animation mpénel va emAéEove apyikd to ikovidlo «Render Setup»
oto onueio 1 g Ewovag 10.13. 1o onpeio 2 g Ewovag 10.13 uropodpe va opicovpe ndéca frames (kopé)
g BéAovpe va e&dryoupe.

ITo kdtw oto 1010 Tapdabvpo VIapyel | opada epyoieimv «Render Outputy, 6ToL TPEMEL VoL EMAE-
Eovpe 10 kovumi «Filesy», yio va opicovpe to évopa apyeiov Tov animation. Iatdvtag 1o «Savey», umopovpe
va opicovpe kot tov codec mov Oa ypnoiponombel oto Pivieo. Télog, pe to kovuni «Render» yiverol eEaywm-
Y1 Tov Pivteo.

YR s SEE S

(@ Render Setup: Default Scanline - ¢

Raytracer Advanced Lighting * (‘ H. ©®

Renderer
| Pa<ze
ry Nth Frame: |1 < Standard Primitives

Object Type

Area to R
Teapot
Output Size
Name and Color

Ewova 10.13 Emiloyés Render yia tnyv eCoywyn tov animation.

10.2. Blender

To Blender (http://www.blender.org) givon gélevBepo Aoyiopikd yo t oyedioon 3D ypapik®dv Ko animations.
Amoterel puo amd TIC O ONUOPIAEIG EQPUPLOYES OVOIKTOV KMOUKE, GTOV KOGLO Y10 GYESIOOT TPIGOICTUTOV
YPOPIK®V, OV £XEL YOPAUKTNPIOTIKA GUYKPIGIL LUE TIC EUTOPIKEG EPOPIOYEC. XPTCLLOTOLELTAL Y10 LLOVTEAO-
TOINGT, KIVOOUEVO YPAPIKA Kot Yo dnuiovpyio aAAnAemidpactik®v 3D epapuoymv, 0Tmg To Pivteomatyvidia.
Eivon d100éc110 o€ 6Aa To KOPLoL AEITOLPYIKA GUGTHUOTA.

10.2.1. I'vopipio pe to nepipairov epyaciog Tov Blender

Kotd v exkivnon tov Blender gugoviletar 1 006vn ekkivinong (Ewova 10.14), n onoio divel ypriyopn Ko
gvkoAn Tpocfacm o€ mpdoeata avorypéva apyeio Blender. Epgavileton kot n éxdoon tov Blender.

Kévovtag kiik € amd v 006vn ekkivnong, speavifeton 1 wposmileyuévn 086vn tov Blender (Et-
kova 10.15), mov amoteieitar and 5 Pacikéc meproyss.

e To mapabvpo Info Bpicketor oty Kopven tov Tapadvpov (onpeio 1 g Ewovag 10.15) xon
nwepthappavet:
O TN YPOUMUT HEVOD TNG EPAPUOYNG,
avadvopevn Aiota yio tn ddtaén g Tpéyovaa o0ovg,
avadvopevn AMoTa Yo ETA0YT GKNVIG,
avadvoueVN MoTa Yo ETIA0YTY UNYOvNG amddoong Ypapikdv (Rendering),

o
o
o
o  TAnpoeopieg Yo TOvg OABECILOVE TOPOLS TOL GUGTNHOTOC,
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A Blender 2.75.

)

‘cosmoslaundromat.ony

Blender

Ewéva 10.14 Apyixn 006vn oto Blender.

e To mapabvpo 3D mpofolig, oto onueio 2 e Ewovag 10.15, 6mov oyedidlovtol ta Tpiodid-
OTOTO OVTIKEILEVOL.

e X0 mapdabvpo Outliner ndve de&1d (onpeio 3), 6mov eppavileton pio Moto pe OAd To OVTIKEL-
LEVAL TNG GKNVNG.

e To mapdBupo Properties 610 K0Tm 0&10 péEPOC (onueio 4) mepiéyovror mhaicto pvbuicemv Kot
EMAOYDV Y10 T AVTIKEIPEVA. MEC® OVTOV TOV ETAOYDOV 0pilovTal 01 TEPICTOTEPEG AT TIG
Aerrovpyieg mov extedel To Blender oto avtikeipeva Kot to VAKE yio TO animation Kot TO
rendering.

o To mapdBupo Timeline 610 onpeio 5 (Ypoppung ypovov) emttpémet v kivnon otov a&ovo Tov
YPOVOL KOl PTGLLOTOLEITOL Y10 T1) SMHLOVPYIO KIVOUUEVOV GYEDIMV.

49 Blender - - =] X
: BE 1 BEER TR | sedcroe S

User Fersp

| overwr ¥/ File Ext

S | EEER[aEEEm)
Global 7 |ummms|unnns;

@PNG 3 )1BWRG
16

AR Nosyne

Ewéva 10.15 To mepifallov epyaciog tov Blender.
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10.2.2. ITapaBvpo 3D wpofoiig

To mapabupo 3D mpoforng eivar To peyarhtepo omd To Tapddupa otV TPoETAEYUEVT] 000V Kol OVGLUGTIKG
omotelel To keVIPIKO onpeio tov Aoyiouikov. Kamowa and ta epyaieio mov cuvavtipe oto mopdbupo sivat:

To 3D Transform Manipulator, £&va ontikd fofiOnpa ylo TOV LETACYNULATIGHO OVTIKEIHLEVOY
(grab/move, rotate kot scale).

| 7 Global %

H pv0pion tov mpaypatonoteitor and to t€66EPQ EKOVISLHL

O 3D Cursor, mov £ygl S10popeg AEITOVPYiEG, OTMG VO CNIATOS0TEL TO GNLEIO OTOV TO VEX OVTIKEL-
pevo Ba epoavifoviat, 6tav dnpovpyndodv yio TpdTN Popd, 1) VO CNIOTOS0TEL TO KEVTPO TNG TTE- ]

POTPOPNG.

To Cube Mesh givot évag anlog KOPog mov Ppicketatl 610 KEVTPO ToL 3D ydPoL Kot XPNCLHOTOLEL-
TOL WG VTOOELY UL G€ KAOE vEO Epyo.

To Lamp, to onoio avtimpoconevel T BEon Kot To €100¢ TG TNYNG PWTAC, 1 omoia etvar Tomobe-
TNUEVN KATOV KOVTA 6T0 KEVTPO Tov 3D ydpov.

H Camera, 1 onola ypnoonoteiton ylo va opicet Tnv ontikn yovia (0€on) yio LeTaTpomn T@V
POV dactdoewv oe dvo katd to rendering.

MMivakog 10.1 Epyoleia tov mopaBopov 3D mpofolig.

10.2.3. Ilepmynon otov TPLodLdoTATO YDPO

Mo Baoikn duckoAio mov avtipetonifovpe, 0tov epyalopacte pe to Blender (1] omolodnmote GAAN epapuoyn
v ypapikd 3D) eivar g Bo amodoBovv ot Tpelg d1aoTAcES oty 006vn. Andadr|, Tdg 8o amodoBovV oL TPELS
dlooTacElg 6TV 000V TV dV0 S100Tdce®V. Apa, TPETEL VO, SOVUE, TMOG UITOPOVUE apyIKA Vo oALGEOVUE TNV
omtikn yovia otnv 3D oknvn Tov Blender.
H ontikn yovia opiletar amd 3 mapapéTpoug:
e 11 0¢on péoa otov 3D ymdpo,
e TNV KotevBuVoT TPOG TNV oMol KOITAloVLLE,
® TOV GLVTEAEDT PeyEBuvong (zoom).
AAAoyn TG OTTIKNG YoVviag onpaivel tpomomoinon pog | TEPIGGOTEPMOV MO AVTES TIG TOPUUETPOVG.

Ewova 10.16 AAoyn ortikng yoviog Oéoon.
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Otav avoitovpe ta gpyodreion Ba mapovoiaotel 1 apyk 086vr, dnwg mapovsidletar oty Ewkdva
10.15. TomoBeTdVTOG TOV OEIKTY TOV TOVTIKIOD 6TO TopABvpo 3D TPoBoANg LWITOPOVLLE:
e va aAlda&ovpe ™ Béon amd v omoio PAEmovpe ™ oknvn (m.y. Ewova 10.16), kivovuevol og
TPOYLE YOP® OO AVTNV PE VAV Omd TOVS 0KOAOVOOLG TPOTOVG:
O  KPOTMVTOG TATNUEVO TO LECHIO KOVUTT TOV TOVTIKION KOl LETAKIVMOVTAG TO eAgvbepa,
O YPNOCLOTOLDOVTOG TO TANKTPA 2, 4, 6 Kol 8 amd To aptBunTIKd TANKTPOAOY1O.

® Vo TANCLACOVLE 1 VO aopakpuvBode omd To KEVTPO TG oKNVNG (zoom in / zoom out):
O U N podéla GTO TOVTIKL, 1
O UE TO pecaio Kovpmi Tov movTikioy pe tavtdypova mecuévo to tAnktpo CTRL, 7
O UE TO TANKTPO + Kot — 0td TO aplOuUnTIKO TANKTPOAOYIO.

To Blender 6100¢tel éva ohvoro amd cvykekpiuéveg mpoforéc, ot omoieg eivarl dabéoiec 1 amd To
pevov View ot ypoppn] Tithov tov mopabdpov, 6to Kdto HEPOS Tov TTapabipov, €ite amd To aplOunTIKd
TANKTPOAOY10:

e TIpoPoin amd mhvw: 7
IIpoPorin and katw: CTRL + 7
[Ipofoin amd v umpoctd TAevpd: 1
IIpofoin and v micw mievpd: CTRL + 1
IIpoforn and de&id: 3 (m.y. Ewova 10.17)
IIpofoin and apiotepd: CTRL + 3

Ewoéva 10.17 AAayn omuikng yowviag Géaong.

TToA0 ypriowun givor 1 Tpoforn g okNVIG omd TNV ONTIKN Yovio TG Kauepas. Avti gival, miong,
dBéoun amd to pevov View ot ypouun tithov tov moapabvpov, aArd kol motdviag to TAkTpo 0 and to
apBuntid minktporoylo (Ewova 10.18).

10.2.4. AmoOnkevon kat eEaywyn

H anobnkevon oto Blender yivetar and to pevod pe v eviodn «File > Save». Xto mapdabvpo mov gpeavile-
ToL SNAMVOLLE TO Gvopa Yo To VEO apyeio Kot Tov eakeho amobrkevong. To Blender &yet ) dvvatdtnta va
YPTCLLOTOLEL SPOPETIKN KATAANEN apyeiov oe kKabe amobnkevon (w.y. .blendl, .blend?2, .blend3). T mopd-
detypa, av vrapyetl éva apyeio pe 6vopo Class3D.blend kot mpoomabncovpe vo amobnkedoovpe pe to id1o
OvVoLL0, TOTE OVTOUATA TO TPOTYoVpEVO apyeio Ba petovopaotel o Class3D.blend1. Me avtov tov tpémo da-
TNPOvVTOL TOALOTEPEG EKOOGELS OPYEIMV, TO, OTTOL0 UTOPOVLLE VO, YPNCULOTOMGOVLE, TPOKEUEVOD VO VOLPE-
GOLLE OAAOYEC.
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Ewova 10.18 Ilpofoin ortikic ywviag kéuepog.

INao mv e&ayoyn wog epyaciog ypnotponoodpe v exthoyn «File > Export» kot otn cuvéyeia emt-
Aéyovue t popoen apyeiov (Ewova 10.19).

Collada (Default) (.dae)
3D Studio (.3ds)
FBX (.fox)

Stanford (.ply)

Wavefront (.obj)

X3D Extensible 3D (x3d)
St (.stl)

Ewoéva 10.19 E¢aywyn oe dAleg poppés.

Mia amd TI ONUOVTIKOTEPES AELTOVPYIEC TNG EQUPLOYNG Elvarn 1 dnpuovpyio Kot eEaywyn TG epyaciog
g ewova 1 Bivreo, niadn n epapuoyn rendering. I tov okond avtd pmopei va ypnoponomOei gite n onti-
KN Yyovia Tov Tapaddpov 3D mpoPoing gite 1 onTIKN YoOVia TG KAUEPOS.

T va dnpuovpynBet pia ewcova (] Eva Pivieo) amd v OnTIKN ycovux Tov ypnotn (OnAadn 0TL PAEmel
péoa omd 1o mapdbvpo 3D mpofoinc), xpnoiorotobvTal Ta gucovido, K2l , Ta. omoio Ppiokovtal KAT® amd
to apdBvpo 3D mwpoPfoinc. To amotérecpa yia £va amhd GYES0 su(paVLCSTal otmv Euova 10.20.

Ewova 10.20 Rendering eixovog omo ty oxTiKy ymvio, Tov xpioti.

[No va 81] moopynea N £1KOVOL n T0 Bwrso amod TV omum ywth G KAUEPOG (P OLULOTOOVVTAL T E1-

Kovidw E ‘ 2t - , Ta omoia Ppiockovior oto mapdBupo
Properties. To unors?»scsua Yo €vol amAd cxs&o gpeavifeton omnv Ewkéva 10.21.
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Kot 611 dv0 nepimtdoelg n mopayopevn wova epeaviletal og véo mapabupo. Katw and to napddu-
po 3D mpofoirg, vadpyet To pevod «Image > Save as Image», amd OTOV PUTOPOVLE VO AToBNKELGOVLE TN
CKNVI ©G oL EOVaL.

Render Presets

<X 1920px *

<Y, 1080px »

Ewoéva 10.22 Pobuiceig fivieo oro mapabopo Properties.

Render Presets
DVCPRO HD 1080p
DVCPRO HD 720p
HDTV 1080p
HDTV 720p
HDV 1080p
HDV NTSC 1080p
HDV PAL 1080p
TV NTSC 16:9
TV NTSC 4:3
TV PAL 16:9
TV PAL 4:3

Ewéva 10.23 Ilpokaopiouéves pobuiceig Pivieo.

FE“

' File Extensions

Ewéva 10.24 Emidoyéc porélov ko poppdtomov amoOnkevons.

Av gmAé€ovpe va Tapdayovpe Pivteo, tote apyilel n dwdikacio dnpovpyicg tov Pivieo pe Paon Tig
puluicelg, yio Tic onoieg £yovpe opicel avtiotolyo medio Tov mapdbvpov Properties. [a mopddetypa, oty
Ewova 10.22, BAémovpe T1g daoctdoelg Kot To frame rate (fps) mov €yovv opiotel. v Ewova 10.23 gppavi-
Covton o1 emAoyEg g avadvopevng Alota «Render Presets». Ot mpoemiloyég antég apopolv Tic puBpicels Tov
mapayopevov Pivteo, my. HDTV 1080p. 1o kdtm pépog tov mapdbupov Properties vmdpyst m kdapta
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«Output», 0TOL PUTOPOVUE VO OPIGOLLLE TOV PAKELO 0moBnKevong Tov Pivieo kot ™ popen e£660v Tov Pivteo
(Ewoéva 10.24).

10.2.5. Evocayoyn, emioyn], S10ypa@r] aVTIKELREVOL

Mo v etooywyn vEOL AVTIKEWWEVOD GTOV YOPO ONUIOVPYING TOV YPOQIKOV, TPENEL Vo emAéEovpe and
YPOUU HEVOD TNG EQOPLOYNG, OTO KAT® HEPOS TNG 000V, TV emoyn «Add > Meshy». Eppovileton to pe-
vou ¢ Ewkdvag 10.25, 6mov pmopove va emhégovpe to KatdAinio oynua. Onmg avaeépape oto Kepdiato
4, ta oynuoTo autd givan Pacikd (primitive) kot amotelobvtot omd Eva TAEYH ToAvydvav (mesh). Yrdapyovv
MG AVTOVOUO, GYNUOTO oTa. EpYaieio oYedioong TPIGOIACTATMV YPOUPIK®MV.

A Group Instance
A ForceField

@ Lamp

L Camera

M Plane

@ Cube

A Empty @ circle

M Lattice @ UV Sphere

x Armature @ Ico Sphere
B Cylinder
& Cone
© Torus

") Speaker

F Text
& Metaball
@ Surface
# Grid
> ¥ Monkey

Ewova 10.25 Baoixd oynuozo.

Kévovtag KAk oto dvopa evoc oyfuatog, m.y. « UV Spherey, dnpiovpyeital 10 avticoTolyo avIIKEILEVO
670 KEVTPO NG oknvNig (m.y. Ewova 10.26).

H emidoyn evog oynuotog yiveton pe 8eéi KMK Tavo o€ KAmoo avtikeipevo. To emleyévo avTikeipe-
vo &yel moptokoAl Teplypappa, 6Tmg PAémovpe oty Ewkdva 10.26. Me KAk oto minktpo DEL tov mAnktpo-
Aoyiov umopovLE Vo dlaypawov e Vo OVTIKEIIEVO.

Ewova 10.26 Zyrjuozo mov Eyovv mpoortebel atn oknvi.

10.2.6. Metakivnon, Teprotpot], petaforn peyEdovg avrikepévoo

Ortav emiéyovpe éva avtikeipevo otov 3D ympo, eppavifovtol ol onTikol yep1oTéc, Onmg eaivovtal otnyv Ei-
kova 10.27.

"Evag amd tovg ypnyopoOTEPOLS TPOTOVG Yo TN OLOYEIPIOT] TOV EMAEYIEVOL OVTIKEWEVOL €ivol LEGM
Tov mAnKtpoioyiov. ITiElovtag kdbe éva and ta mAnkTpa G, R kot S, evepyomolodvtal, aviicTolyo, ol KaTo-
OTACELG pETUKIVIONG (grab), meproTpoPiig (rotate) kal petafoing peyédovg (scale), yio 1o emheypuévo avti-
keipevo. ‘Emerta cupovpe 10 movtiKt kot avEdvel to péyefog 1 LeTAKVEITOL 1) TEPIOTPEPETOL TO UVTIKEIUEVO,
OvVOAOYO LE TO ETAEYUEVO OVTIKEILEVO. AV, GOPOVTOG TO TOVTIKL, KPATNGOVLLE TO LEGOI0 KOVUTT TOL TOVTIKION
TaTNUEVO, 1 0AAaYT cvpPaivel povo kotd punkog evog d&ova. Iapadeiypatog ydptv, oty Eucova 10.28 PAé-
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TOVUE €V GYNILO TTOL dnuovpynOnke and Evav kOPo. Iatncaue To TANKTPO S Kot EXELTO LE TIEGUEVO TO LE-
0010 TANKTPO TOL TOVTIKIOD GUPULE TTPOG TO. EUTPOS, dNAad otov dEova X.

Ewéva 10.27 Xeipiotéc oe éva oynuo.

Extog omd ta minktpo G, R ko S pmopodpue va ypnopomomocovpe to ewovidle 3D Transform

Manipulator . Ta ekovidia Eyovv TV d1a cvuTEPLPopad, 6Tws Ta TANKTpa G, R, xon S.

Mo va opiotikomomBel 1 emBount| HETAPOAT] TPEMEL VAL KAVOVUE aploTtepd KAtk M| VO TEGOVUE TO
mktpo Enter. o va axvpoBel pia petaforn mpénet va yivel dei klix 1 va mécovpe 10 Esc.

Mmnopovpe, ETIONG, VO LETOKIVIGOVUE TO OVTIKEIUEVO LEGH GTOV YMDPO OMAN IE KAIK GTO OVTIKEIUEVO
K0l KpOTOVTOG TOTNIEVO TO OPLOTEPO TANKTPO TOV TOVTIKIOV.

Me Kk otnv dipn evog BELovg amd ta Tpia fEAN, LTOPOVLE VO TO LETUKIVI|COVLE KOTO UNKOG 0VTOD
Tov G&ova. XVPOoVTaG TO TOVTIKL KOTA UNKOG TOV EMAEYUEVOL AEOVO, ILETAKIVELTAL KOl TO ToVTiKl. XtV Ewkdva
10.29 &yovpe emiééel tov a&ova X (kOKKvo BEAOG), OTOTE TO UVTIKEIUEVO LETAKIVEITOL KATA Ufkog Tov d&o-
va.

Ewéva 10.28 Metafoln peyéBovg oe évav aéova.

Ewéva 10.29 Metaxivion orov aéovo X.
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10.2.7. MeTaoynMRaTIGROL AVTIKEPREVEOV

210 mpormyovpevo Bépo gidape arlayég mov emnpedlovv 60 to avtikeipevo. Av Bélovpe vo, petafdAovpe
KOPLOEC N AKUEC 1| TPOGOYELS, TOTE YpeldleTal va GAAGEOVE apyIKA TV KATAGTOCT AELTOVPYiaG. XTO KATM
puépog g 0Bovng mpémel va emiégovpe «Edit Mode» otnv avadvopevn Alota «Object Mode» (Ewova
10.30).

210 KAt pEPOG NG 000VNg eppaviCovtol Ta gikovidla , UEG® TMV OMOimV UTOPOVIE VO EML-
AéEovupe, av Ba emeEepyaoTovle TIC Kopvpés (vertex) N Tig axues (edge) M Tig poadyeig (faces).

H emoyn (kopoong, axung 1 mpoécoyng) yivetan pe okl k. Xtnv Ewova 10.31 gppavifeton €vag
KOPog, 6oL £rovv emAeyDel KATOIEG KOPLPEG TOV. LTN GLVEYELD, LE PO Tov TANKTpov G 1 TOV avTioTOl-
%OV TANKTPOL amd ta gikoviota, 3D Transform Manipulator, éyel petacynuotioTsl.

$7 Texture Paint

'(:/ leight Paint

i/ Vertex Paint
# Sculpt Mode
| £3 B

@ Objec

@ Object Mod

Ewéva 10.30 AAhayn katdoroons exelepyociog ovtikeiuévav.

Ewova 10.31 AAayn katdoroons exelepyocios oavTikeluéva.

10.2.8. YAkO0 ko1 vQ1] avTIKEPEVOY

To viké (material) kaBopilel To footkd OTTIKG YOPAKTNPIOTIKA EVOC OVTIKELLEVOD, ONANOT TO YPDLA TOL KoL
70 OG0 Boumod 1 yvaliotepod eivat. H ven (texture) pmopel gite vo ovadetkviegL T0 VAKO KOTOGKEVTG KATOI0U
OVTIKEUEVOD, T.Y. TOOPAa 1 VA0, €iTe va gival KAmowo V1| ToapoyOUEVT] amd VTOAOYIoTY. Baoikdg 6toy0g ¢
VOGS givor To avtikeipevo va dglyvel o euoiko. Xto Blender n von epappdletor 6to vAIKS Kot €161 0 Kabo-
PLOLOG TOL LAIKOD TTpomnyeital Tov KaBopiouov TG VOGS,

Apyucd mpémel vo. eviomicovpe To ekovidio «Materialy &

010 mapdbupo

Properties otn de&1d mhevpd tov Blender. ‘Eneita npémel va kdvovpe KMK 670 KovuTl «New», MGTE Vo TPo-
c0éoovpe éva véo vAIKS (Ewova 10.32). Epeavileton n Ewkova 10.33, 6mov gpeavifeton o vEo vAkd Kot K-
moteg pubpicels.

Ewoéva 10.32 IpocBikn véov vlikoo.
Ot onpavtikotepeg pubuicel, ol onoieg oyetilovran e TO VEO VAIKO, giva:

e Diffuse: 10 Pacikod ypdL TOV LAIKOV.
e Specular: To m6c0 yvaAoTepd N Bopmod sivar.
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e  Mirror: ot 0vOKAOGTIKEG IOIOTNTEG TOL VALKOD.
e Shading: oxioon.
e Transparency: dtapaveta.

Mmnopolpe Vo TEPUUATICTOVUE HE TIG EMAOYEC, OGTE VO EMTVYOVLE TOV EXBVUNTO YPOUATIGUO KOl
yevikd 1o octnrtikd amotédecpa wov BEAovpe. Xty Ewova 10.34 €yt yiver rendered evog avtikeiévon amod
TNV OTTIKN TOL ¥PNOTN. TN €14 TAELPA PaivovTal KAmoleg and TIg pLOUIGEIS TOV EQUPUOGTNKAY.

F F_;HF}'(" 4 Data v

Wire Volume Halo

. "J]rl|
A | B

[ EE

[ e

Ewoéva 10.33 [616tntec véov vlikod.

5 Blender

) FEEIBIIEE Nosync

Ewéva 10.34 Avrikeiuevo mov éyer yiver rendered.
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H von| mpootibetan to gikovidio «Texturey E o710 mopabupo Proper-
ties ot 6e&16 TAevpd tov Blender. Kdtw and to mopdbupo kdvovpe KAk oto «New» kol ETAEYOVE KATOL0
a6 Tig mpokabopiopuéves VEEG 6To TAiclo «Typer. Ta mapdderypa, otnv Euwova 10.35 gpeavileton kdmoto
amo TG TPOKAOOPIGUEVEG VOES Kol TO amoTéAespa eppaviletal otnv Ewova 10.36. 10 kdto péEPOG TOL TOpO-
60pov TV pLOUIcEOV TOV VOV UTOPOVE VA TEIPUUATICTOVLE LE TO XPDLOTO.

Y10 mhaicio «Type» pmopovpe va emiééovpe «Image or Movie» kot vo ELl6AYOVLE Eva SIKO oG Op-
¥elo, 1o onoio Ba ypnoponondel wg ven. Znv Ewdva 10.37 PAEmovpe 6T1 €yl emeyel o ven popeng &o-
Aov kot oty Ewova 10.38 paivetal o amotéleoua g EpoprOYIG TNS VOTG.

£ Musgrave

Material Both

Ewoéva 10.35 Emiloyn kamorag amo tic mpokafopiouéves vpeg.

Ewova 10.36 Avrikeiuevo mov Eyer yiver rendered ue v mpokofopiouévy vpn e mponyovusvns EIKOVAG.

Material

Ewéva 10.37 Ilpoobtikn sixovag wg verg.
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Ewova 10.38 Avuixeiusvo mov Eyer yiver rendered ue tnv vgn e mponyovuevng E1kOVag.

10.2.9. Animation €vég avVTIKEINEVOD

To animation evog avtikeluévov oto Blender pmopet va yiver pe ) dadoyikn tpofoin| kapé, ta omoia divouv
v aicbnon g kivnong, omwg éxovpe e€nynoet oto Kepdiaio 4. Ipaxtcd ypedletal va opicovpe to
keyframes wov kabopilovv v kivinomn tov aviikepévov. o v e€aymyn g oyedtokiviong oe Pivieo, mpé-
mel va, opicovpe to Frame Rate. Zuvin0wg, opiletatl ota 24 fps. Yrdapyovv didpopot tpdmot Kivnong evog avtl-
Keévon. O mo amhog TPOTOG EIvaL LE TN LETAKIVION TOV OVTIKEUEVOL GE KATOLN OTUEeio KOl TV KATAypopn
TV Bacikov keyframes.

"Eoto 6T1 B€Ahovpe va dnpovpynoovpe éva animation evac kufov otov yopo. Opilovpe oto Tapdbvpo

Properties, ot de1d mievpd tov epyareiov, to frame rate 24 fps B >0 610 uépog opifovpe 48
Koapé pe optopd tov End oto 48 ( start: 10| end: 48 1] Yuvenmc, opicoue éva animation 2 dgvtepo-
AénTOV.

X ovvéyela tpénel va opicovpe ta keyframes. ‘Eotw 611 06Aovpe va opicovpe ) Béon tov avrtikel-
pévov ota frames 1, 15, 35 kot 48. IIiélovpe to covidio , MOTE VO, KATOYPOPOVV omd TO AOYIoUIKS Ta
keyframes wov Oa opicovpe. Metakivovpe to avtikeipevo, pe ypnon 6e&l KAk kot cupoipo otn Béorn mov 0é-
Aovpe va Bpioketarl 610 Kopé 1. 1o KAT® pEPOG, dimha amd ta mAaicia Start ko End, opifovpe tov aptBuo

. 211 GUVEXELN LLETAKIVOVE TO OVTIKEILEVO o€ o vEa Béom ko opilovpe ¢ apBud kapé 1o 15
610 avtiotoryo mAaicto. Eravaiapfdvoopue kot m 0éon ota vréAouta Kapé Kot To animation givor étoipo. Me

YPNOM TOV XEPLGTNPI®V (e ] B [ T o) UmopovLE v doVUE TO animation. XTnv Topandve evotnta 2.4 av-
TOV TOoV KEPOAOiov eldape mdg pumopel va e&oybel To animation wg apyeio fivreo.
211 1otoocelidec  https://en.wikibooks.org/wiki/Blender 3D: Noob to Pro/Basic_Animation kot

http://www.raywenderlich.com/52804/beginning-blender-tutorial-animating-rendering-mushroom pmopgite va
Bpeite kot dAia mapadeiypoto animation oto Blender.

10.3. Avake@arainon — Pacikég Evvoreg

270 TPEYOV KEPAAMLIO EYIVE EMOKOTNGOT TOV PACIKAOV dUVATOTHTOV T®V EpYoreinV eneéepyaciog ypapikmy 3A
Kot animation 3ds Max kot Tov dwpedv gpyareiov Blender. Kat to 600 gpyaieia €govv mhpa ToAAEG dSuvaTod-
™TEC Kal £Yovv ypnoilponombel akoun kot ot dnuovpyia tovidv. H mapovsiaorn evog peyardtepov cuvod-
A0V TV dVVATOTATOV TOVS Ba amartovoe TOAAG Ke@aAaia 1 akoun kot £va BipAio, kabng kabe evépyeia gival
ouvnBmg ToAvTAOKT Ko amattel ToA oAl fripata. To 3ds Max givorl o dpipo epyaieio Kot KATolES omd Tig
eMAOYEC TOV @opuolovial e mo eOKoAo TpOTO og oyéomn e to Blender. Qotoc0, mpénet va Exovue vIoy
uag 6t to Blender iva, emiong, apketd woyvpd epyodeio kai dtatibeton dmpedv. H Piploypaeia givar wo
QTN otV mepintwon tov Blender, av kot televtaio xovv eppavictel Bifiia wov e&nyodv axdun Kot Tov
TPOTO OMLOLPYING TOLYVIOIDV LUE TO GUYKEKPIUEVO EPYOAELD.
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