ANUOVPYOVTOS YPOPIKE oTo TepIpariov Blender

‘Exovtog e&okeimbel pe to mepipaiiov epyaciog tov Aoyiopkov Blender, sipaocte og 0éon va Egxivioovue
va ene&epyalOHooTE TIG TPOTEG ONIOVPYiES poc. Xty doknomn avt Ba yvopicovpe Pacikd epyaieio yio ™
oY€S10GN EVOG QA0 YOPOKTHPO KOL TNV avamapay®yr evog Pactkon animation pe tpotoyoviet avtd to
YOPOKTNPAL.

Mpwta uata

Me v ekkivnon tov mpoypappatog PAEmovpe ™ Pactkn 006vn epyaciag, 0TS TV €YOVUE AVAADGEL GE
mponyodueva podnuata. o wpénet vo Exovpe emhé€el v 3D View ameikovion yuo eneEepyacio Kot vo
elpaote o B¢on va PAémovpie To aviikeipnevo oyedinomg TomofetnéVo 6ToVg TPELS AEOVEG GUVTETAYUEV®V,
TV KAUEPD KOt TNV TTNYN @OTAOGC.

FPRImn 7 SPrAReTRR

| canea

ST [T D G

Oa Eekivnoovue opyovavovtag TV mePoyn epyociag oe dapopetikd eninedo (layers). Ot piodidotateg
OKNVEG UTOPOVV VO YivOuV TOAOTAOKEG OTAV VTAPYOLV OPKETO OVTIKEILEVA, TO Omoio MBAVMOG KOl Vo
aAANAemikaAOTTOVTOL, ©E évo emimedo. Xpnolpomoiwdvtog layers umopodue ovéd mdoo otiypny va
OTOKPVTTOVLE OVTIKEILEVO A0 TV KVPLOL OKNVNY Kot va, ToL eppavifovpe dtav to ypelalOlooTe.

EpyaleloBnkn eAéyxou opatoTnTAC EMUMESWV

To mpdypauue Blender pag "mpoceéper” péxpt 20 emimeda yioo vo. opyovdoovUE TO GYESO HOG KL 1)
avtiotoyn epyaielodnkn pdg emrpéner vo yvopilovpe mowa emineda givar opatd kot mow Oyt [a va
KGVOLLE 0paTd 1| VoL omokpvyoupie éva layer ypnotpomolodpe 1o apiotepd KAtk Tov movtikiod (LMB £l) ko
ywo. vo. emdé€ovpe mepiocdtepa amd Eva layers 1o ovvovaoud Aprotepd SHIFT kot aprotepd k(T
ShiftLMB £J). To opatd eminedo emonuaivovtal 6Ty avTicTolyn EpYEAEIONNKY LUE TO GKOVPO YKPL YPOLLOL.
To tekevtaion opatd emimedo  yivetar ovtOpoTo Ko TO  evepyd  emimedo  (active  layer).
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Apyikad, ag kabapicovue T oKV LETAPEPOVTAS TV KAUEPO KoL TNV TNYN e®TOS o€ GAAo layer.

To mapaBupo petakivnong emnédwv (Move to Layer)

Emiéte v kauepa, kavovrag Seéi khk mave g (RMB ). Tmv emloyn mpochicte kou ™) Adumo
natdvTag 10 cuvdvacpud SHIFT + de&i ke (Shift+RMB ). TTatiote to mAiktpo M (Move) kar 1 pkpry
EPYOAELOONKN TOV TOPATAV® CYNUOTOSC Bol ELPAVIOTEL KATM otd TO OEIKTN TOL TOVTIKIOD LE EVEPYN ETIAOYN
10 TpddTOo layer. Metaxveiote ta 600 aviikeipeva (Tnv Kapepa kot T Aduma) oto eninedo 10, Tatdviog 6to
aKpo 0e€1d kovumi g epyaretodnkng Move to Layer. Kévte opatd povo 1o mpmdto eminedo.

Znusioon: O1 covrousboels TinkTpoloyiov eivar molv BonOnrikéc Katd T yprcn tov loyicuikov Blender. Lo va umopésovy
YA EUPAVIGTOVY 01 aVTIeTOLYES AEITOVPYiES Qo TPEmeL 0 IEIKTNS TOD TOVTIKIOV Vo, EIVAL EVTOS THS GKNVIS Kal 1] emiAoyl] Béaong

va_givar n 3D View yia To avrioroiyo frame eto omoio dovisbovue.

IxeSLA{OVTHC TO CWUA TOV XAPAKTIPA

‘Exovtag evepyd 1o oplOuntikd mAnktpoidylo, aAra&te ™ yovio 0éaong oe Front View zmotmdvtog to
naktpo 1 (1 NumPad) kot oe opboypagikr mpoPoin (orthogonal view) matdvtag to minktpo 5 (5
NumPad). Xty nave apiotepn yovia tov 3D mapabipov pmopeite va dakpivete av giote o€ opboypapikn
(orthogonal) | Tpoontikn (perspective) tpoBoin.

Selection to Grid

Selection to Cursor

S 5 Metakivnon képoopa 6To KEVTPO
Cursor to Grid
Cursor Snap cursor to the Center

Av dev gpoaviletarl évag K0Pog ot oknvh mpémel va dnpovpyncovpe €va. TomoBeteiote to degiktn Tov
TOVTIKIOV GTO KEVTPO TOV cvothuatog cvvietayuévov (onueio 0,0,0) emiéyovtag Object » Snap » Cursor
to Center 1 ypnowyonowdvtog tn cvvtopevon nAnktporoyiov {F Shift+S .
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. = "o va tpocBéate éva kOPo otn oknvn enthéyete Add » Add
> . . - Mesh » Cube 7 ypnoipomnoieite T cvvtopevon § Shift+A.
S e T 2m oknvn Ba epepoviotet £vag kKOPOg He TOPTOKAAL YpdOLUQ,
@ Suface @ Circle TO 0MOi0 onuaivel OTL glvon Ko To evepyd avtikeipevo. [a
& Metaball @ uvs CIEITEERIEN Vo, "eicéA0ete"” o¢ Edit Mode matrote to mktpo S Tab.

F Text ? lcospi i e

% Arrnatire ¥ Tube Yy katdotaon Edit Mode umopodue vo emeéepyoaotodpe
M Lattice & Core TIG KOPLPEC TOV SIKTVOV akp®v (Mesh). Q¢ mpoemhoyn, OAeG
A Empty B Grid ol KOpLPEG elvarl emAeypéves yio KGO VEO avTIKEILEVO TO
& Camera ¥ Monkey omoio €l0dyeTe ot OoKNVR Kot ypoupoatilovior pE TO
® Lamp © Torus YOPOKTNPIOTIKO TOPTOKAAL ypdpa. Xtnv Katdotacn Object
Mode, ot «opveéc dev eivor oOte emAé€eg  ovte
Sty ElpicIIEG.

A Force Field

A Group Instance

®o ovopdcovpe to yopokmpo pog "Gus”. T'e va 1o
EMTOYOVLE OVTO, UETAKIVOVUOGTE OTNV EMA0YN Object-
object context context, n omoia Ppicketar oto Properties Window ot

de€1d peptd g oKNVIG.

TuAua tng epyaielodnkng Tool Shelf

H npdm pépuva givar va oyedibdoovpe 10 "oopa” Tov xopoKTnpo Lo,
kavovtog eneepyacio otig Kopveég (vertices) tov kvpov. Ta epyareio
nov Ba ypelaotovue Ppiokovral otny gpyarerodnkn Tool Shelf, n onoia
givar tpunpa tov 3D Window (otnv opiotepn peptd g 006vng). Av n
epyaretodnkn Tool Shelf dev eivan eppavig, amkd tatote to TAfKTpo T.

Evtoniote 10 xovpuni Subdivide (kdtow and v emhoyn Add) kot Totnote
T0 pa eopd. Me v evépyela avtr, kdbe mAevpd Tov KVPov Ba ywpirotel
ce 000 TUUOTO, ONUIOVPYDOVTOS £TCL VEEC KOPLOES Kl TPOCOYELS. €2
amotédecua, Ba £yovpe To oy TG SUTAAVIG lKOvas. [ va éxete avt
mv oym , petofeite e mPoomTiK TPOPOAN| TOTOVING TO TANKTPO 5
(Numb) ko meplotpéyte ™ Béa Kdvovtog KAK Kol GEPVOVTOG UE TO
pecaio mAkTpo Tov movtikiod(MMB ®). Emotpéyte otnv mponyovuevn
oy pe ta Tinktpa Numl (Front View) kor Num5 (Orthographic).

Me 10 deiktn Tov TovTiKIoD £vtdg Tov 3D window, mathote o TAKTpO A
vy va amemAélte OAa To oTotyelo Tov KVPoL, omdTE KOl O1 KOPLEES Bal
Yivouv amd TopTOKaAL LOPEC.

INao va ovveyicere otnv doknon, 0o mpémner vo £xere to kovumi Limit Selection to Visible E
ANENEPI 0.
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Topa, matnote B yio va evepyonomote v emhoyn Box Select/Border Select, ondte ki o dgiktng Oa
petotponel og Eva (evyog opBoydvimv yKkpt ypapupu®dy. MeToKiveloTe To OEIKTN TAV® Al TNV TAVE 0PIGTEPT|
Yovio Tov KOOV, TATHCTE Kol KPUTHGTE TATNUEVO TO APISTEPS TANKTPO ToL movtikiod ( LMB EJ), cvpete
TO TOVTIKL TPOC T KAT® Kot 0e&ld doTE TO YKpl 0pHoydVIO Vo KOAOWEL OAEG TIC KOPLPEG TNG OPLOTEPTG
TAELPE, OTMOG OIVETOL GTO YN0, APNOTE TOPO TO APLETEPO TANKTPO TOL TOVTIKIO .

[Matote X 7 Delete, onote o gpeaviCetar to pevod Vertices kot offiote Tig
EMAEYUEVES KOPLOEC.

Edge Loop

Emdoyn opatotntac Behavior and Limit Selection — ¢

Ortav Bplokouaote ae opdoypaikr mpoBoAl, (Ow¢ UMAPXOUV KOPUPES KPUUUEVEG Tiow arto dAAeg. Me to Seéi kAtk (RMB ™
) EMAEYETE LUOVO Uia ATTO QUTEG TIC OUYKEVTPWUEVEC KOPUPEG, EVW TO 0pdoywVLO ETIAOYNG TIC ETUAEYEL OAEG, 000 n uédobdog
areikovion¢ Bounding Box n Wireframe eival emideyuéveg. Av n uédobdoc¢ ameikoviong tou avtikelwévou eivatl Solid n

Textured, to kouurti Limit Selection to Visible A npénet va eivat avevepyd, aAAWC HOVO 0L 0PATEC KOPUPEC UTTOPOUV VAL

emAgyouv.

‘Eva @MAo epyadeio emhoyng kopueav givar to Circle Select, to omoio evepyomnoteitan motdvTag T0 TANKTPO
C. Otav 10 gpyaireio Circle Select tool eivar evepyd, TatdvVTOG Kot GEPVOVTAG TO APIGTEPO TANKTPO EMAEYEL
KOPLPEC, TO LEGOLO TANKTPO TIG OMEMALYEL, 1 pOodEAD aALALEL TO péyeBog Tov KHKAOL EmAOYNG Kot TO 0eéi
nAnkTpo N To ENTER oAokAnpdver tnv emhoyn ki e€épyetan g katdotaong Circle Select .
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MovTteAlomoinon kaBpé@tn (Mirror modelling)

Mo vo HoVTEAOTOMGOLE GUUUETPIKG OVTIKEILEVO UTOPOVUE VO YPTOLLOTOMGOVUE TOV TPOTOTOINTY|
kabpéptn (Mirror modifier), dote pdvo pio TAEVPA-OYN TOL YOPUKTAPA LOG VO GYEOIAOTEL OO ELLAC KO TO
Blender va dnuiovpynoet v GAAN oe mpaypatikd ypdvo. Ot tponomomntég (Modifiers) Bpiokovtal oto
napdBvpo Properties editor.

To meplexopevo tne epyaielodnkng Modifiers

[Ipog t0 mapdv, 710 T|EPLEYOUEVO TNG
epyoreobning eivar kevd. Emidéyovtag Tto
P — Kovumi pe 1o “yoAko KAWL Kol TOTOVTOG
Add Modifier, epgaviletar pio Aioto omd
LETACYNUOTICUOVG, 0amd  TOVS  Omoiovg
Bevel @@ Cast ® Collision gn[kéygrg Mirror_

Boolean 2 Curve 35}’ Explode

i, Array & Armature T Cloth

&= Build L Displace & Fluid Simulation
=\ Decimate S Hook 3+ Particle Instance
7 Edge Split i Lattice ;*, Particle System

i Mesh Deform v Smoke
Bg® Shrinkwrap * Soft Body
P Multiresol tion b= Simnle Defarm
) Solidify Add a modifier to the active object.
Subdivision Surface A Wave

39 UV Project

Add Modifier Koupuni Cage Mode .

Extog and ™ ypnowpomta va eneEepyalONAoTE QVTIKEIPLEVQ
yopic va "katactpéeovpe” Tig 1010TNTEG Tovg, ot modifiers
EMUIPENMOVY  €MIONG TOV  €AEYYO0 NG  TANPOQGOPIOG TOV
epgaviCetar 6tav dovigvovpe pe awtovc. Emiééte to kovumi
Cage Mode mote vo pmopéoete va deite TIC SlaQaveig
kabpentiopéveg oOyelg oty katdotacn Edit Mode. X
cuvéyela emAéEte Tov a&ova "Kabpepticpatog” Tov yapaxtipa
pog (omv mepintmon pog o X a&ovag). To xovurni Merge Oa
ocuveEVMDGEL KABe KOOPEPTIGUEVY KOpLPN Tov  &ivol  of
pikpotepn 1 iom amdoTacn amd avth Tov £xel kaboplotel otV
undpa Merge Limit. Ta opwa tiudv mowiddovv omd 0.000 wg 1.000 povadec kot M emAeyOuevn Tun
e€aptaton amd T QeOon kol TV KAlpoka kaOe oyediov. T ) oyediaon tov "Gus”, kdbe kopven oe
amootoon peyorvtepn amd 0.1 povadeg and to emimedo Kabpeptiopatog Bo elvar mopatnpioun Kot
0,TINmOTE KOVTIVOTEPO dev Ba giva opatd. Opiote to Merge Limit otnv tyun 0.1.

L Téhog, ue evepyd 1o kovumi Clipping, to eninedo kabpepticpotog yivetor 0pto to 0moio
Clipping kapio Kopoen dev pmopel va Eemepdoet kol kABe KopvEN TOL EMTEOOV TAPOUUEVEL

KOAANLEV G€ aTO.
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XépLa kot ToS 1

Y10 onueio avtd Ba dnuovpynoete Ta yépro Kot Ta Tdda Tov Gus! Xpnoyoroidvtag to mopardve Prpata,
epapudote Box Select otig 600 move 6e€16 kopveég (Lakpoaivovtag To ¥épt o€ dVO PrinaTa), T0 0Toio 6TV
ovcio o emAélel Tig AAAeg 4 KOpLEEG THo® amd avTég 6€ GVVoAo 6 kKopveav. [Tamote to E yo va
TpoeKTEiveTe 10 emdeypévo tunua (| ypnoworotiote o kovuni Extrude Region g epyodeiobnkne Tool
Shelf). Avti 1 evépyela Bo dnpovpynoel KIvoOUEVES KOPVPEG KAl OYELS, TIG OTTOIEG UMOPEITE VO KIVEITE LE
o movtikl. Metakwveiote Tic kopveég 1,5 tetpdymvo mpog ta 0ef1d ko KAvie aplotepd KAMK Yoo vo
otabeponomote T 0éom Tovg. Metakiveiote TIC KOpLPEG e To TANKTPO E dAL0 (oo teTpdynvo dote va
EXETE TO ATOTELEGLOL TOV TTOPOKAT® GYLLOTOG.

Undo/Redo
To Blender dwnbétel 600 Undo emhoyéc, pia yro tnv katdotaon Edit ko pia yio mv kotdotaon Object.

Yy katdotacn Edit mathote 10 cvvovooud Ctrl+Z yo avaipeon emavainmiikd uéypt vo, OTUCETE GTO
emBountéd onueio. O ovvdvacuds T Shift+Ctrl+Z emavoapépet Tic aAlaryéc.

Na Qvpdorte o1

¢ Hemoyn Undo o€ Edit Mode £xeL anotéAeopia POVO yLa TO TPEXOV OVTLKELEVO.
e Toa debopéva peta tnv avaipeon Sev xavovral otav PByeite anod tnv katdotaon Edit Mode, aAAa otav
€loéNOete o Edit Mode yia ltadopetikd avrikeipevo.

Yty katdotacn Object woybovv ot 16101 cuvdvaouoi Tinktpwv Ctrl+Z yia undo, T+ Shift+Ctrl+Z ywa redo.
Av kavate aAlayéc oe Edit Mode kot dev yabnkav, tote OAeg ot aAlayéc Oa avaipebodv av matnoeTe TO
ocvvdvacpo Ctrl+Z oe Object Mode.
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Kopvgéc mov ovumimtovy

H &&mbnon (Extruding) Asrtovpyei udvo oOtav €yovpe SNUIOLPYHOEL KOWVOVPLEG KOPLPEC Kol UETE TIg
HETOKIVOOUE. AV KOTA TN OldpKew peTakiviong matnoovpe Escape 1 kdvovpe o€l kMK TOTE Ol VEEG
Kopueég B mopapeivovy kot Bo TomoBetnBovv mAve amd Tig apyikéc, omdte Bo Eyovpe Suthdtvma. O
amAOVGTEPOG TPOTOG VO avapEGOVUE o TO TO AGB0G givar o cuvdvaopog Undo (Ctrl+Z). Kouid @opd givar
YPNOLLO VO SNUIOVPYOVUE TPMTO, TIG KOPLOES KOL LETA VO TIG LETOKIVOOLE, KALAKMVOVUE N TEPICTPEPOVLLE
ue o minktpa G,S 1 R.

Yvveylote Vv EaymYN KOPLYAOV pE TOV 1010 TpOTO UEYXPL VL
KOTOOKEVAGETE TO OYE010 TOL Outhovoly oynuatos. o va
emutpéyete TV eAeLOepT Kivion TUNUATOV, TATHOTE TO LEGOIO
mnktpo tov moviikiod (MMB ) apod éyete matioer 1o
mMKTpo E kou mptv kévete apiotepd khik (LMB E1). Av Sev 10
Kévete avtd, Ta Todw Bo kaTaAryovv gvbeio Tpog Ta KATM Kl
Oyt mhaywotd. Emiong, yio vo pmopécete va LETOKIVIOETE
AL Kot TIS OVO KOPLPEG TG KAT® akung, ypedletol vo
QTEVEPYOTONGETE TPOCOPLVA TNV emhoyn X axis otov mirror
modifier, vo o@udéete TO OYES0 KO PETA Vo TNV
evepyomomoete avd. o v akpipn tomobémon tov véwnv
TUNRATOV, Exete Totnpévo To TAKTpo Ctrl 6o To petakiveite.

Ye avtd 1o onueio Ba €yovue TEAEUDOEL PE TO HOVTEAO
kaBpépt, ['a va ptidEovpe 6TV TPAYUATIKOTNTA TO LOVTEAO
kaOpéetn, B0 mpémel vo EQUPUOCOVUE TOV TPOTOTOUNTY,
KOW®MG VO TOTHGOVUE TO Kovuni apply dote va epapuootodv ot oAlayEG Tov Kavape. Mg Tov yapakTipa
nog, tov Gus, og katdotacn Object (motote S Tab av Ppioketan og Edit Mode), natmote oto Kovumi
Apply Tov Mirror modifier.
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IxedSudlovtag To KE@AaAL
Metofeite o Edit Mode (rotnote S Tab av Bpiokeote og object mode)

Metokwveiote 10 dgiktn TOL TOVTIKION aKPPOS Eva TeTpdywvo and 10 cmdpa Tov Gus. I'a va tonobeteiote
TOV KEPOOPO GE £VOL GLYKEKPIUEVO ONUEID TOL TAEYHOTOG, KAVTIE aploTEPO KAIK KOVTH O0TO omnueio mov
Béhete va TomobetnBel kan matiote to cvvovacud T Shift+S yw va avoiete to Snap Menu. H emiloyn
Cursor to Grid tomobetei tov képoopa axpifdc oto onueio mTAEypotog (awtd embovuovdue TOPA), VO M
emoyn Cursor to Selection tomofetel Tov KEpoopa 6€ EMAEYUEVO AVTIKEIEVO.

INo va etidéete 10 kePaAL Tov Yapakmpa pog enthé€te Shift+A >> Add >> Cube ( apiotepn] €iova 610
oY) .

Anuoupyla avtiKeLLEVOU

Otav npoobétete éva avtikeipevo oe Edit Mode yla éva dAAo, To VEO avTLKE(PEVO yivETAL LEPOG TOU UTIAPYOVTOG.
‘EtoL, 0 KUBOC TTOU ELOAYQUE EVOWHATWONKE UTOMOTA 0T oXeSiaon TOU KOPHLOU TTOU £XOUE KAVEL.

[Matote G ya va petafeite oe Grab Mode kot va petakiveiote 1o vEo avTIKEIIEVO TPog Ta. Kdtw. Mmopeite
va eplopiceTe TNV Kivnon og gubeia ypappur totdvtag To pesaio TANKTPO Tov moviikiov. Metaxwveiote Tov
K0Po katd mepinov 1/3 g povadag kot kavte aplotepd KAMK yia vo, "kAewdmoete™ t B€om tov (6e€1d ekdva

GX1MOATOG).
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YTo-emu@aveleg (SubSurfaces)

Subsurf modifier

I'o to endpevo Prua, ypeidleton va emré&ovpe OA0 To. LEPT TOL YOPAKTNPO HOG KL Oyl HOvo T0 Ke@OAL (
YPNOWOTONOTE TO TANKTPO A - Iom¢ Tapamdve amd pio popa).

Méypt topa €xovpe eTidEet éva amhoikd oyxfua. ' va to kdvovpe mo anadd emiéste 10 meple(OUEVO
tpomomomt®v ( Modifier context) kot tpocOéate Evav Subdivision Surface modifier (The Subsurf modifier).
Yryovpevteite 0Tt Exete opioet To kovumd View kot Render og tipég peyolvtepeg 1 ioeg tov 2. H emdoyn
View opilel to eninedo vmodiaipeong mov o eupavictel ot oyediacn 3D evod n emhoyr Render opiletl o
eMinedo VIOdIiPESTG KATA TNV amdOOGNS TG TPLOOACTATNG YEWUETPIOG.

Yroemnudaveleg (SubSurfaces)

Ol uno-emudpaveleg eival Eva mponyHévo epyaleio povieAomoinong, To omoilo eKAETTUVEL SUVOULKA AETTTOEPELEC OE
£va TpayL Siktuo akpwv. H 8éa Aettoupyiag Tou EyKeLtal otn SnuLoupyla evog mo mukvol SIKTUOU aKUWY Kal oTOV
EVTOTILOWMO TOV KOPUDWV TOU WOTE VA AKOAOUBEL TTLO EKAETTTUCHEVA TN YEWUETPLO TOU apXLKOU OXNATOG.

INo va €xete v aicOnon avtmg g wWotntag, petofeite oty Edit Mode (S Tab) oty emhoyn Solid
display mode rotdvtog to mAktpo Z . O yopokthipag pog Oa potdlel Kanmg £Tot).

S
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Mo va kédvovpe To OvTIKEILEVO Vo Oelyvel aKOUN Mo AEl0 TOTHOTE TO TANKTIPO
Smooth, 1o omoio Ppicketan katw amd v emAoyn Shading otnv epyaielodnkn
Tool Shelf tov Tapabvpov 3D Window (T). O Gus Oa Siobétel Tdpa To amaAr ven,
TopOlo oL TOAVOG VO EYEL HOOPES YPOUUES OTN UECT TOL CMOUATOS Tov. H
EMTTOUATIKY oVt omekovion Ba £yl amoeevybel edv €xetl ypnoomoinel cwotd
n Aertovpyio. tov Mirror modifier kot mpoépyetar omd TN petakivnon kot TV
avadimhoon emAeypévav kopvemv. Ot ypappés avtég eueoavifovtal €mewdn To
diktvo kKopvedv mov ypnoornotei o SubSurf modifier vroloyileton AapPdvovrag
Tnpoeopia amd 1o apykd SIKTVO KOPLPDOV TOV TPOYEOS OVTIKEWEVOD, TO OTOi0
mhovadg vo unv elye Kataokevaotel cmotd e Oha Ta onpeia TomobeTnuéva ot
owot katevbvvon. INo vo opicovpe mo ocwotd TG OpykEG KOTELOVVGELS
vroAoyiopov emotpéyte o Edit Mode (Tab), emléEte OAec Tig Kopveég (A), Kat
natfiote Ctrl+N. Topa o Gus Oa mpénel va gppaviletor pe peyolvtepn axpipeto .
[Tatote 10 pecaio MANKTPO TOVL TOVIIKIOD KOl GUPETE TO TMOVIIKL GE OLAPOPES
KaTELOVVOELS DOTE VO KAVETE TPOEMIGKOTNGOT TNG oYedOoNG amd OAEG TIC YWVIES
B¢aomng.
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