Opopoi ko ypricna epyaireio oto mepifdirov Blender

Koraostaosic (Modes)

Ot  KotaoTtdoelg (Modes) givon OVTIKEUEVOOTPOPES
YOPaKTNPIOTIKO TOov TepPdArovtoc Blender, xétt 1o omoio
onuaivel 0Tt oAOKANPN M €papuroyn Ppioketon oe pio Ko uoévVo
Katdotoon, n omoia eaptdton KABe @opd Omd TOV TUTO TOV
exaotote emAeyuévou avtikelnévov. H mpoemileyuévn kotdotoon
eivar 1 «Objecty, meprypagovtag Pooikd avtikeipeva OmTmg M
Kapepa, n Aduma, KAT, evd KAOe kotdotoon £xel oyedlnotel pe
tét0l10 TpdémOo  ®ote va Olvel o610 ypnotn TN duvardTT
enefepynciog UG OLYKEKPIUEVNG GmOYNG TOL  EMAEYUEVOL
OVTIKELLEVOV.

#/ Weight Paint

ure Paint
ex Paint
;"J Sculpt Mode

¥ Edit Mode

H 1péyovoa kotdotaon opiletor amd 10 mrvocduevo pevod g keeoiidoc 3D View. H emhoyn gvég
avTIKEWEVOL givor duvatn novo otnv kKatdotaon «Objecty, og 0lhec TIC GALEC KUTUOTAGELS TO TPEYOV

OVTIKEINEVO ERQOVILETOL KKAELOMUEVOH.

Ot korootdoelg (Modes) ennpedlovy apketd xapakTnploTikd 6to Aoyicko Blender:

e Mrmopolv va tpomormoltjoouv ta panels kay/i ta otoweia eAéyxou Tmou SiatiBevral yla kAol

KouuTLd/Epyaleia.

e  MropoUv va TPOomomnoLcouV tn cuprnepldopd oAOKAnpwv mapabupwv, 6nwc to UV/Image Editor window

kot 3D Views.

e  MrmopoUv va tpomormnoloouv TG Stabéoueg kedpalideg epyalelodnkwv (menu Kol eyypad£c umo-menu,

OTIWCG KOlL TN AELTOUPYLKOTNTA TOUG).

Z0uBolo Ovopa Eneénynon
. H mpokaBoplopévn katdotaon, Stabgotpun yia dGAoug Toug TUTTOUG AVTLKELUEVWVY KOl OXETLKA
d Object mode . ) ) )
Ue tnv enefepyaocia umAok dedouévwy (B€on, meplotpoodrn, péyeboc)
EE] Edit mod Katdotaon ywa kaBe oavrtikeipevo mou umopet va amodobel (rendered), oxetikn ue
it mode
enefepyaoia UAok Se60UEVWY OXNUATWY ( AKUEG, KOPUDEG, EMLPAVELEC, KOUTTUAEG)
C;f? Sculpt mode Katdaotaon povo yua mAéypa (mesh), StaBéoiun yla opileuon mMAEypaTog
'ﬂ;ﬁ Vertex Paint mode  Katdotaon povo yla mAéypa (mesh), StaBéoiun ylo xpwHATIOHO KOPUDWY TAEYUATOG

|-'_'£¢ Texture Paint mode  Katdotaon povo yia mAéypa (mesh), Stabéotpn ylo XpwHATIoPO UdG MAEYUOTOG

Particle mode

¥ 2 ¢

Pose mode ,
OUVEVWONG)

systems) kol XpriouUn yla cuotruota tpog enefepyaoia (m.x. LaAlid).

Weight Paint mode  Katdotaon povo yla mAéypa (mesh), Sta0éotun yia avénon opddag kopudpwv

Katdotaon poévo yla mAéyua (mesh), Slabéolun yla cuotiuata «owpatidiwvy (particle

Katdotaon povo yla onmAtopolg(armatures), StaBéoiun yla tonoB£tnon onAloUwy (onueiwv
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HepiBarlovro (Contexts)

To mapaBuvpo WTHTeV amokaAvTTEL O1dPopa TePBdAlovTa, To OToio LTOPOVV VO ETAEYOLV O TN GEPA
EKOVIOTWV TNV ELPaVILOMEVT] KEPOAIDQL.

(Context button)

O apBudg kot 1o €i00¢ TOV EUPOVICOUEVOV KOVUTLOV TOIKIAAEL avdAloyo pe TO emAeyOuEVO TTEPPAAAOV
®oTE POVO TO To YpNota epyareia va eppaviCoviat. H oepd epodviong akoiovBel tnv e&ng tepapyio:

>

=—|Render: KaBe otolxeio mou oxetiletal pe tnv €€060 TNG Aettoupyiag render (Staotdoelg, anodoon, anti-
aliasing, kAm).

EScene: Baputnta otn oknvh, Lovadeg KL AAAEC YeVIKEG TAnpodopleg.
World: Duokog dwTLoUOG, oupavog, Boloupa, aoTépLa, eUmodia meplBAAovTog.

nObiect: Metaoxnuoatiopol, emloyéc spdaviong, pubuioslg opatdtntag emumédwy, TAnpodopieg
avamopaywyng animation.

-

[

=IConstraints: EAeyX0C HETAOKNMOTIOHOU avTikelévou (Béon, KAlHaka, meplotpodry), SLOTNTES
napakoAouOnaon KoL CXECEWV.

Modifiers: A£ITOUPYLEC TTIOU UIMOPOUV VO EMNPEACOUV TO AVTIKEIHLEVO Un Kataotpodikd, allalovrag tov
TPOTO LE ToV oTtolo amobidetal Ki amelkovileTal Ywpic va aANGEEL N yewpEeTpLaL.

HObiect Data: MNepiéxel OAa ta Wlaitepa S6o0uEVa/XAPAKTNPLOTIKA TOU OVTIKELUEVOU (XpWwHa AGUmog
dWTLOPOU, E0TLAKO UNKOG KAUEPAS, OMASEC KopudwV, KATT).

Materials: MAnpodopieg yia pia emudpdavela (xpwWUA, KATOMTPLOMOG, StadAvela, KAT).
Textures: Xpnouomnoleital og guVSUACUO HE TO UALKO yLa va avadeifel MEPLOOOTEPECG AEMTOUEPELEG.

o
2 particles: MpooBnkn HeTABANTWY MOCOTATWV OO HIKPA, ouvNBWEG, QVTLKE(PEVA TIOU HUIMOPOUV va
Slaxelplotouy amnd nedia SuVAPEWV. .

]
Physics: I610TNTEC OXETIKEG e Tedia SUVANUEWY, CUYKPOUUTELG, TIPOCOUOLWEON LYPWV KOl Kamvou.
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Y VUVTOUEVGELC TANKTPOLOYIOV

To mepipdArov tov hoyiopukov Blender oyedidotnke dote vo mapEyel T HEYIOTN SLVATH AELTOLPYIKOTNTA
0€ EMAYYEMLOTIES YPNOTEG. L2C EK TOVTOV, 1) ¥PNOT KATOLWV PAGIKGOV GUVTOUEDCEWDY TANKTPOAOYIOL KpiveTol
QTOPOLTNTN Y10 TNV GUECT KL OTOTEAECUATIKT SlEKTEPaimon Aettovpyidv 6to mepiPdilov epyaciog Blender.
XTI MOPOKAT® YPOUPES TOPOVCIALOVTOL Ol ONUOVTIKOTEPES GULVTOUELGEIS TANKTPOAOYIOL, Ol OmOieg
TAPOULEVOLV GYEOV avaALolmTES GE OAES TIC EKOOGELS TOV TPOYPAULOTOC:

F e AT [3F]
[ Cuimiargr Tt Do e
Basic shortcut keys

T'ENIKH NTAOHTHXH:

e MIDDLE mouse button (MMB)
o MMB+hold+drag
- Rotates the 3D View
- Strafes left/right, up/down other windows/editors
o MMB scroll Up/Down
-Zoom 3D View and other Editors in/out
- Scrolls misc. Control & Property panels up/down

o Shift+tMMB
- Strafe/Translate viewport or editor left/right and up/down
o Ctrl+tMMB

-Zoom 3D View and other Editors in/out
e LEFT mouse button (LMB)
o LMB Click
- Confirm or set an action or operation
o LMB+hold+drag
- Initiates & drags X, Y, & Z Widget handles in 3D View
o Ctrl+LMB
- Freestyle 'loop' Select
- Edit Outliner datablock names/ID's
e RIGHT mouse button (RMB)

o RMB Click
- Select Object, item or element
o Shift+RMB

- Multi-select or multi-deselect Objects, items or elements
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TENIKOY XEIPI¥XMOX ANTIKEIMENQN:

Esc

F1 F2 F3 F4 [ F& 7 F& (] Fio  [F1n [F12 Prind | Serall |Pouse
Basic shortcut keys

o y . Backspace MNum |/

Ins |Home| Up i
o [ [ ] Entor 7 [ [] +

Cel End |Down

L H ' " 4 5 &

i Shift G 1 2 3
Entar
Cirl Win | Al Space Al Gy Win  |Maow | Ciel < ¥ * 1]

° G=

Move/Manipulate (X, Y and Z to lock axis)

e S =Resize/Scale (X, Y and Z to lock axis)
e R =Rotate (X, Y and Z to lock axis)

TENIKOY [TPOXANATOAIXMOX 3D AIIOWHX:

Esc

Fio[rz [F2 |Fe s e [P |Fe P [FI0 [FN |F‘2 Print | Seral |Pouse
Basic shorcut keys

2 3 4 5 & 7 8 9 o = ol Backspace Hum
Lock

Tab

[} W E 3 T ¥ u ] [+] P [ ] Enbar .

Cops
Loscks

win |Al Space

Home = recentre 3D View

NumPad 0 = Camera Perspective

NumPad 1 = Front

Ctrl+NumPad 1 = Back

Shift+NumPad 1 = axis orientation to Z/X/Y (up/down, left/right, front/back)
NumPad 2 = Bottom rotate

NumPad 3 = Right

Ctrl+NumPad 3 = Left

Shift+NumPad 3 = axis orientation to Z/Y/X (up/down, front/back, left-right)
NumPad 4 = Left rotate

NumPad 5 = toggle Perspective/Orthographic

NumPad 6 = Right rotate

NumPad 7 = Top

Ctrl+NumPad 7 = Bottom

Shift+NumPad 7 = axis orientation to Y/X/Z (front/back, left/right, up/down)
NumPad 8 = Top rotate

NumPad / = Local/Global orientation

NumPad + = Zoom in

NumPad - = Zoom out

NumPad . = Focus on selection
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3D View Object Mode

F5 F& Flo

Caps
Locks

\

4

5

il o o =
Basic shortcut keys
= Backspoce Mum | o -
| | Inz Home| Up Lock
1 |Enh¢r 7 B -
Dl End |Down

1

<

Endad

Xpnotlpomnowwvtag ta mAnktpa "Shift", "Ctrl" kot "Alt" oto (8la KOUTILA, PTTOpPOoUE VA eKTEAECOUE SLADOPETIKEG

EVEPYELEC OTNV Katdotaon Object

e A =Select All/Deselect All
e Ctrl+A = Apply
e C=Paint (Circle) Select
o C+LMB = Additive election
o C+MMB = Subtractive deselection
o RMB/Esc = Cancel Action
e F=toggle UV Edit mode (2.46 or below)
e Ctrl+G = Group
e  Ctrl+Alt+G = Remove Selected from Active Group
e  Ctrl+Shift+G = Add Selected to Active Group
o Shift+Ctrl+Alt+G = Remove from All Groups
e Shift+G = Select Grouped
e H-=Hide
e Alt+H = Unhide All
e L= Make Local
e M = Move to Layer
e  Ctrl+M = Mirror/Flip
o +X =along X axis (front/back)
o +Y=alongY axis (left/right)
o +Z=along Z axis (up/down)
e N =Transform Properties (2.49 or below)
e P =Start Game Engine
e T =Texture Space (2.49 or below)
e Tab =toggle Object/Edit mode
e Ctrl+Tab = toggle Weight Paint mode
e U =Make Single User
e V =toggle Vertex Paint mode
e W = Specials
e X=Delete
e Z=toggle Wireframe/Solid viewport shading
e Alt+Z = toggle Solid/Texture viewport shading
e Ctrl+Z=Undo
e Shift+Z = toggle Solid/Shaded Draw type (2.49 or below)
e  Shift+Ctrl+Z = Redo
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3D View Edit Mode

4

5

Ese ez [ [ra /s |Fe |7 |Fe e |FiD |F0 |F2 print | seral |Pouse
Basic shortcut keys
Num |/ " :
Ing |Homa| Up Lok
7 & *
Dal | End |Down

1

Ented

Xpnowonowwvrag ta tAnktpo. "Shift”, "Ctrl™ ka1 "Alt" 610 d10 KovumId, PTOPOVUE VO EKTEAEGOVUE
SPOPETIKEG EVEPYELES TNV Kotdotaon Edit

A = Select All/Deselect All
Shift+B = Zoom to Selected
C = Circle (Paint) Select
Shift+D = Duplicate (unlinked)
E = Extrude
Alt+E = Extrude Region
Esc = Cancel action/operation
Ctrl+E = Edges options/Specials (2.49)
F = Generate Face
Ctrl+F = Faces options/Specials (2.49)
Ctrl+G = Vertex Groups
Shift+G = Select Similar
H = Hide
Alt+H = Unhide All
K = Knife
Alt+M = Merge
Ctrl+M = Mirror/Flip
o +X=along X axis (front/back)
o +Y=alongY axis (left/right)
o +Z=along Z axis (up/down)
O = toggle Proportional Editing
P = Separate (to Object)
Alt+P = Poke Face
Tab = toggle Edit/Object mode
Ctrl+Tab = Mesh Select Mode (Face, Edge, Vertex)
U = UV Mapping
U = UV Calculation (2.49 or below)
V = Rip/Detach Vertex
Shift+V = Slide selection (alt. double-tap "G")
Ctrl+V = Vertices options
Ctrl+V = Vertex Specials (2.49)
W = Specials
X = Delete options
Ctrl+X = Dissolve Selected
Y = Split Face/Edge/Vertex
Z = toggle Wireframe/Solid viewport shading
Alt+Z = toggle Solid/Texture viewport shading
Ctrl+Z = Undo
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T'ENIKEY ENEPT'EIEY ¥TON ACTION EDITOR

AR Gr  |[Win [Menu

Baowkég suvtopevoeig (hotkeys) yio yprion otov Action Sequence Editor

o Arrow Keys
Left = Frame-by-frame playback (towards 'start')
Right = Frame-by-frame playback (towards 'end'’)
Up = Jump to next Keyframe (towards 'start')
Down = Jump to next Keyframe (towards 'end’)
Shift+Left = Jump to End
Shift+Right = Jump to Start
Shift+Up = Jump ten frames (forward)
o Shift+Down = Jump ten frames (backward)
e A =Select All/Deselect All
e B =Border (Box) Select
e Ctrl+C = Copy Keyframe
e Shift+D = Duplicate
e | =Insert Keyframe
e  Ctrl+l = Invert Selection
e M = Add Marker
e  Shift+S = Snap
e T =Set Keyframe Interpolation
e Tab = Lock Tracks
e  Ctrl+V = Paste Keyframe
e X=Delete
e NumPad + = Increase Timeline Length (zoom)
e NumPad - = Decrease Timeline Length (unzoom)

O O O O O O O

1

- T EEE G L L L Print | Seroll Pouse
Basic shortcut keys
[ ] s = Backspoce . Num |/ )
Ing |Homa| Up Lock
o [F [ [ [enter L
Dl End | Down
" - FE
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