ANuovpyoOvtoc Ypookd 6to neptallov Blender

‘Exovtog e€okelinbel pe 1o mepipaiiov epyaciog tov Aoyiopwkov Blender, oty mponyovuevn doknon
Eexvnoaype tn oyediooT evog YapoKTNpa — avlpmITov, ToV 0010 ovopdoape GUS. XTig EMOUEVEC YPOUUES Oa
ovveyioovpe T oyediaon tov, eUTAOVTICOVTAG TO YOPOKTAPO HE AEMTOUEPEIEG OV B TOV Kévouv To
PEAMOTIKO, LLE GTOXO VO PTACOVLE KoL OTNV OVOTapay®yn €vog Bactkov animation pe Tpotoymviet Tov
Gus. T va vdpyet o TapdAAnAn cuvéxela yio 6Aovg, | oxediaon Ba cuveylotel avoilyovtag to TpdTLTTO
apyeio GusVersionl.blend, oto omoio eivor evompotopéve to Ppate SNUOLPYICG TOL GOUATOS TOV
yopokthpa-ovpamrov. Ilpwy Eexivijoete, Tomobeteiote To yapaktipa 6to kévrpo tov grid!

[Iepropropévn Kpdkowon

Global

210 onueio owtd Ba Tpoosmadfcovpe va kvovpe mo Aentd 10 copa tov Gus

Disable

1. Meraeite oe Edit Mode , av dev eiote 1o (Ovunbeite 10 TANKTpO S

/. Smooth Tab ywo evaAlayn Modes) kot petd emré€te v katdotacn Oéaong Wireframe.

Opiote w¢ omtikn yovia mapatnpnong t side view (mAnktpo Num3) ki emidéEre

T 1000 ) OAEG TIG KOPLPEG TATAVTOG TO TANKTPO A.

2. Tomote to TAKTPO S KL apyiote va petokveite to movtikt oplovtia (

KGVTE KMK 6T0 pecaio mAjktpo Tov movrikiod Y yia vo mepropiote TV
KMpakomon o€ évav a&ovo 1 méote 10 TANKTPO Y). Q0 TopatnpioTe TMOG 0 YOPUKTAPAS YIVETOL
AentOTEPOC, YWPig va emmpedleTar To Hyog TOL.

3. H xaptélo Resize oy gpyarerodnin Tool Shelf deiyver to Pabud khpdkoone. Tlomote kot
Kpathote motnuévo 1o TAnkTpo Ctrl yio va odrld&te v khipaxo o€ moAlamidoto tng tiunig 0.1
Opiote 10 Pabud avtd oy Ty 0.2 oe kébe dEova ki emPeformdote TV TN KAVOVTOS 0PLGTEPO
1Mk (LMB ). Ot tpée antée sivon Suvatdv va aALGEOVY avd Taco GTIYUN.

4. Emotpéyte oe Front view (Numl) kot og Solid mode (Z) kou mepiotpéyte v ORTIKY Yovia
Béoong, TaTdOVTAC TO pecoio TAMKTpo tov movrikiod (MMB ). O Gus tdpa paivetar cav pio Todd
AETTY) «QETON.

[pw gpyaocnplakn doknomn - Lxediaon amlov yapaktipa (cvvéxewa) — Aiavog I - Mamadnuntpiov A.
ZeAida 1



IIpoemokénnon oyedioong

¥ @don avt) g oxedioong ipoote EToyot va dodue TV TpdT™ pog anddoon (rendering). Mévovv

LEPIKA PILLOTO TPOETOUAGTIOG OKOUN.

< MetoPeite oe Object Mode, av dev Bpiokeote 1101 ( Bvundeite to TANKTPO _

S Tab).

e
R X4

[Ipokeévov va KAVOLUE OpPOTA TEPLGCOTEPA OMO £€vo. emimeda emAEyovpe 10 cvvdvoaoud
Shift+LMB ¥l 610 tunpo Swyeipiong tov layers, 1o omoio Ppicketon v epyareiodikn 3D View,
emAéyovtog moparinia to Layer 1 (Gus layer) kot to Layer 10 (camera + lamp layer) opatd.

X Euler

<> [Momote 10 mktpo N TPOKEWEVOL VO EUQOVICETE TIG
1010 1eg Tov avtikeévov (Properties Shelf) ko va Bpeite ekel v
epyaretodnkn Transform. H tomofecio/Oéon kabopiletar amd Tig
nipég X, Y, Z.

X [IpoomafnoTe Vo EVIOTIGETE TNV KAUEPO KO TNV TTNYN POTOC,
ot onoieg Bpiokovrar oto layer 10. Twati dgv propeite va dgite avtd
To avrikeipeva; EmAéste v kauepa matdvtog move g pe o0&l
Kk (RMB ) xon tomofetiote ™ ot Béon (X=7, y=-10, z=7). '«
VO TO EMTVYETE OVTO, MATNCTE TO TANKTPO G UETOKIWVAOVTOS TNV
Kauepo, iomg ypelootel va oArdEete Views. Mmnopeite BéBoia vo
opioete amevbeiog TIG CLVTETAYUEVEG.
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Camera setup — pvOpion kapepog

[Ma va propécete va otpéyete v KAUEPO va «kottd» tov GUS, TpdTo emAEETE TNV KAPEPO Kol HETA
emAéEte Tov GUS, motdvTag Thve Tov pe to cvvdvacpd § Shift+RMB . H kauepa Ba mpémet va éxst
YPOUOTIOTEL PE 6KOVPO TOPTOKOA (EMAEYUEVO OVTIKEILEVO) KL O YOPAKTNPOC UG UE AVOLYTO TOPTOKOAL
ypodpo (emdeypévo ovtikeipevo oA ki evepyo). Iatnote Ctri+T xu emhéEte v eyypaor Track To
Constraint oto mopdbvpo mov gpeaviletar. Me TV evéPYeEld 0TI «SIEVKOADVOLUE) TNV KAUEPO VO,
petaxwveite oe Omown B€omn Béhovpe ko ™V «eEavaykdlovpe» vo €YEL TO YOPOKTIPO LOG GTO KEVTIPO
€0TIOIONG TNG KOl VO TOV «0oKOAOLOED»! AVTO UTOPEITE VO TO OWUMIOTOGETE, TUPATPOVTOS L0
OLOKEKOUPEVT] PTTAE YPOUUPY] VO EVAOVEL T KEVTPO BAPOVS TOV VO UVTIKEIPEVOV.

Ground setup — onuovpyia damédov

2 Curve f Cube

@ Surface @ Circlc Construct afilled planar mesh with 4 vertices.

¢ Vetabal o s
F Ted @ [cosphere
7\' Armature i Tube
H Lattice & Cone
A By B Grid
‘?’ Monkey
© Torus

‘Z’- Camera

" Lamp

A Force Field

A Group Instance

[Tpokeévov va éxovpe mopdAANAn omekdvion omd
OLPOPETIKEG ANYELG OTNV KEVIPIKY OKNVY| EMAEYOVUE
View>>Quad View. H evépyeio avtiy ywpiler 1o
Tapabvpo epyaciag pog oe téocoepa UEPM, Kabe Eva
oo To ool pEavilel o OTTIKN Yovia TapaTnpnong
TOV avTIKEWEVeY oyediaong: top, front, side ko
camera view. H emiloyn camera view gvepyomoteitan
natovrog to mAnktpo 0 NumPad 7 emAéyovtog
View>>Camera.

To emduevo Prpa etvar 1 dnpovpyia Tov dATEIOL GTO
omoio Ba Kiveiton 0 YopaKTAPAG LOG:

1. Evpiokopevor oe top view (7 NumPad 7
View>>Top) kot katdotacn Object *, mpocbéote éva
eninedo (plane) matdviog 1o ocvvdvacpd mANktpov {
Shift+A 1 emiiéyovtag Add>>Mesh>>Plane.

2. Mertafeite oe Front view (1 NumPad 1 amnd to
uevov View>>Front) kot petaxwveiote (G) to eninedo ota
6o tov  Gus, matmdvrog to mAnktpo CTRL ®ote 10
eMimed0 va eVOVYPAUUICTEL LE TO YOPOKTNPO LLOG.

3. MetaPeite oe Camera view (0 NumPad 7
View>>Camera) kot £yovtag €mAEYUEVO TO  EMmedO
TOTHOTE TO TANKTPO S Y10, VAL TO LEYOANDGCETE.

4, MeyeBivete to dAmedo TOG0 MOTE Vo EKTEIVETE Kl
néPa amd TV mEPLoyn BEaong mov kaAvmTel | kapepa (Av
d€ oG apKel 0 YDPOG, LETAKIVEIGTE TO OATEDO).
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avtd AEN eivon embopnto!

* Eivol modd onpavtikd va yvopicovpe Tmg 0tav glodyovpe éva avtikeipevo kot fpiokopacte o Edit
Mode, to véo avtd avrtikeipevo Ba evoopatmbel 6to Tpéxov ETAEYUEVO. TNV TEPITTOON TOV SOTESOV

Lights setup — pvOpiceg potiopod

210 onueio avtd, mPEMEL VA OPOVIIGOVUE YL TO GMOTO
POTIGUO TNG GKNVNIG.

Evpiokoépevor oe Top view (7 NumPad), petokivnote v
vrapyovoa TNy eToc (Yo TpooHAKN vEAS TNYNS POTOG
natmote # Shift+A >>Add>>Lamp>>Lamp) pnpootd and
tov GUS, aALd oe avtifen pepld amd avt mov &ivor M
kapepo ( avtifeteg cvvietaypéveg X= -9, y=-10, z=7)

A@o¥ éyete emAé€el ™ AMduma kot Bpiokeote oe Object
Mode, motnote oto ewkovidio Object Data mov
Bpioketor oto properties window, omdte xor Oo
Umopeite va 0giTe TO VILO-UEVOD TTOV APOPH GTO POTICUO
(emhoyég Point, Sun, Spot, Hemi, Area).

X Evpiokopevor oty  epyoieobnkn Properties Window
Lamp, tatote oto kovumi Spot toggle kot opiote ) Adpmo wg Spotlight
Kitpwvov ypopatog (twéc RGB ypopatoc R=1, G=1, B=0.9) natdvrtag cto
Aevkd wovumi, 10 omoio ovcloTIKA emAEyel 10 Ypopa. Opiote TIg
napopétpovg Size = 40 ko Blend =1.0.

<> Avoykdote Vv myn 0®Tog vo «akolovbei» tov GuUsS,
akpIdg Ommg KAvaTe TPV PE TV Kapepa: emAEETE TO Spot, Kpartnote
noamuévo 1o T Shift xar petd emdé€re tov Gus, oto téhog emhé€te
Ctrl+T>>TrackTo Constraint.

<> [IpocBéote pa devtepn Ty wTOG, M omoia Ba wapdyet o
opoyeveig axtiveg ( Shift+A >>Add>>Lamp>>Hemi). Opiote Vv
nmapapetpo Energy ommv i 0.2. TomoBetote ™ Alyo mo ndve and v
Kkauepo (Xx= 7, y=-10, z=9) kot opiote T va «oKOAOVOED TIG KIVAGELS TOV
Gus.

Mpétaon:

XpNoIHOTOMeTE dV0 N TOPATAVED TNYES POTOC MOTE VO OIEVKOADVETE TNV
TOPOYWYN OTOAOD, PEOAGTIKOD POTICUOV, KAONDS 6TV TPOyUATIKOTNTO TO
QLGIKO MG deV TPoEpyeTOL amd Eva LOVo onpeio!
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Rendering — an6doon

™ & | B0
mo v

¥t0 onueio ovtd pmopovpe va Eexwvnoovpe To rendering — T SadIKOGI0L TPOETIGKOMNONG TOV
TPLOOIAGTATOV AVTIKEWWEVOD Gt O16d1dototn 000vn. Apyikd emdéyovue to kovuni Render context, to
onoio Bpicketar otnv keparido Properties.

Yio00etovpe tig tpokabopiopéveg pubuicelg rendering.

Téhog matdpe to xovuni Image 1 to minktpo F12. Qg amotérecpa, Aappdvoope
TV TOPOKAT® EKOVAL.

Q¢ éva Tp®OTO GYOMO, LTOPOVLE VO, TOVUE TMG TO AMOTEAEGHA oG Oivel TNV aioBnon g yeopetpiog oAld
elval TOYO ®G TNV MGTOTNTO TOV YOPAKTIP LE TNV TPAYUATIKOTNTA. XpeldleTon mepetaipm enelepyacia,
Omwg TPocHNKN VENG, AEmTOUEPEL®V, aVOPOTIVOV YopaKTNpoTiK®V. [ va amokpOyete 1t 0Oéaom
rendering matfote to TAnktpo F11.

Avaloyo pe v eneEePYUcTIKN 1GYY TOL VTOAOYIGTIKOD LOG GLGTILOTOS, T AETTOUEPELD GYedlaoNS TV
AVTIKEWEVOV Ko T0 TANB0g tovg, 1 dwdikocion amddoong pmopel va Kabvoteproel 6 YpOVoOLS OV
owiAovv amd pepikd Msec péypt AEmTA 1 aKOUN Kot MPES.
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AmoOikevon epyaociog

3 T EE)
Crmd N
Crnd O

[Na v amoBnkevon g oyediaong, emAaéyovue to
pevov File>>Save 1| t cvvtopgvon TAnKTpoAoyiov
Ctrl+S.

To Blender mapéyer ™ OJvvatotnTta oLTOMATNG
e the current Blender file amoffKkevong apyeiwv 6ToV TPOSMPIVO PAKELO TOV
GUGTILOTOG, pe pokadopiopévn
EMOVOLOUPAVOLEVT) YPOVIKY] OLIPKEWL TO TEVIE
Aemtd ko1 mpokoBopiopévo dvoua apyeiov Evav
apOuo.

% User Pref
Load Factory Settings Crmd I
Link Ctrl At O
Append Shift F1
Import
Export

External Data

() quit Crnd Q

Y @éc kar vka

— Y10 onueio ovtd 6Oa  amodobBovv  GTO  YOPOKTNPO  HOGC

YOPOUKTNPLOTIKE VAKADV KOt VPTG,

1. Ené€te tov Gus. Amd v kepoiida Properties, emiéEte 1o
kovuni Materials ®ote va amoktioete mpdoPoorn ot epyorelodnkeg
Material.

2. Apywd, to mapdBupo Properties Oa givar kevd pog K axoun ogv
éxel ovoyetiotel pe kdmoro vVAkd. o va mpocsBéoste vAIKO, emdéEte ToO
koouni + New omd to Material Panel.

3. To mapdbvpo Properties Ba sumlovtiotel pe epyaielofNKe Kot KOVUTLA.
Oa eupaviotel wa etikéta "Material.001" ot Aloto kebdc kot 61O
maicto Unique Datablock ID. AMGEte v etikéta vAKoD o€
GingerBread.

4. AAMGETe TIC TTpoKaBOPIGUEVES TIHEC (OOTE VO OTOKTNOTE VO TPAOTO
«oKANPO» VAIKO. Av kamolo panels dev eupavilovior Kavie aplotepd
vk (LMB ) ota pkpd tpiyove kéto omd TG KEQOMSEC.
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5. [Matote oto kovpmi Texture g kepoaiidoag Properties ki emAééte
Add new. Mg tov TpOmo 0VTO EIGAYOVUE [0 TPMOTN VPY, TNG OMOIG TO
ovoua dmwote 10 og GingerTex.

6. AMGETe tov tomo omd Clouds og
Stucci k1 opiote TIG TOPOUETPOVS HE TLES
QLTEG  TOL  OVOYPAPOVIOL GTO  GYNUO
apLoTEPQ.

7. Opiote 11¢  mopapéTpovg  TOV
epyaretodnkodv Mapping kot Influence g
gpyoreodning Texture ypnoomoldvIog TIc
TIEG mov  @oivovtor ©6to0  oynuo.  Oe€id.
AmoegmidéEte To mhaicto Color ki opiote v
napdpetpo Normal omv Ty 0.75. Ot
pvOuicelg avtég Oa kévovv Vv emdeypévn
ven va poldlel pe avtn evog umokotov!

8. Eniélre  Oedtepn ypouun ot
Mota Texture, mpocOéate pa dgvtepn Vo,
ovopdote T Grain «xu viobetote TG
puOuUiceEl; TOL OYNUOTOC TNG  OPLOTEPNG
ewovag. OvolaoTikd €164yeTe (o A LON
Bopvpov.

9. A®ote 610 £001PpOG YOPOKTNPLOTIKA
evdg VMKOVL NG opeokelag  cog, Yo
TapAdElyo. VAKOD amd TS EMAOYEG TOV
EMONUOIVOVTOL [LE UTAE YPOUO GTO GYNUO
ok, €yovrag g okiwd (Shading) pia
0mo100NTOTE S AOON TOL UTTAE.
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Y ye0l00N ROTIOV KO AETTOUEPELDOV
Q¢ pwiptopa g oyediaong, Oa emiéEovpe va TposBicovpe pdtio Kt GALES LIKPEG AETTOUEPELEG.

1. Apyikd, kévte povo to Layer 1 opotd xévovrag apiotepd kik (LMB £)
Tdveo Tov, omdTE Bo amOKPOWYETE TIG AQUMEG, TNV KAUEPO KOL TO £004OG.

2. TomoBemote to deikTn TOL TOVTIKIOD GTO KEVTPO TOL KEPAALOU Tov GUS. T'a va Gryovpevteite Tmg €xete
Bpebel ot ocwot) 0Béom, eAéyEte TO OO0 amO  TOVAQYIOTOV OVO  OMTIKEG YOVIEG.

3. Evpiokopevolr oe Object Mode,
npocBéote pia ceaipa (fF Shift+A
>>ADD>>Mesh>>UVsphere).
[Momote F6 k1 aAldEte To mAn00g
TV EMUEPOVG TUNUATOV
(meridians) oe 16. To péypt
OTIYUNG OMOTEAEGUOL TO. TPEMEL VAL
powdlel pe avtd g ewovag 1 tov =
SmAavoy GYMLATOG. Rt Ot

4. Mwpovete ) oeaipa (S) og Pabud
0.15 o¢ kGbe dudotaom, petoPeite
oe side view (3 NumPad) ko
OUKPOVETE TN oQaipa LOVO KaTA
tov opilovtio a&ovo (GEovac YY)
emmAéov, katd ovvtedeot 0.5. To
OmOTEAECO.  POIVETOL GTNV LTO-
ewova 2 ko 3.

5. Eotdote AMyo av ypeldletan péom tov mARkTpov + NumPad, g podéiag M TOL GLVIVLOCUOD
Ctrl+MMB ™ ka1 petoxveiote ™ oeaipo (G) Tpog Ta apioTepd £T61 GOTE N [icH va PpiokeTon evidg
™G mePLoyNg Tov KePailov (Ymo-gwova, 4)

6. Emotpéyte oe front view (1 NumPad) ka petoxwveiote ) ogaipa mievpikd mpog to de€id, o€ onpueio
6mov o Gus Ba émpene va €xet Eva patt (Ymo-gwova 5).

7. Metofeite oe Edit Mode (S Tab) ki emAdéére to
Kovumi crosshair pivot omv keeodida tov 3D Yivot Point
window. OAec ot kopv@ég Tov patiov Bo Tpémetl va © Active Element
eoaivovtol emAeypéves, dlopopeTikd Bo mpémetl va Tig ® Median Point
emAééte pe to mAnktpo A. I[Momote 1o cuvovaouod o
Shift+D 11 v emioyn Duplicate tov epyokeiov
Tool Shelf yia va dnuovpyfote STAOTLO TOL -
natiov ki ESc yw va otapatioete v tonodétnon A GEEILE]
0V avTLypapov LE 70 TovTiKl. & ® 3 E v PN Global

@ Individual Origins

o

8. Tatnote to cvvdvacud Ctrl+M ya vo dnpovpynote Kotontpiopd, X yio Katortpiopd yopm omnd tov
aEova X x1 apietepo KMk 1 ¢ Enter yio emBefaioon g evépyslag mirror. Emotpéyte to kovumi
pivot otnv mpokabopiouévny pvOuwon Median Point. To amotélecpa, péxpt otiyung Bo mpémet vo
potalet pe avTo ™G VIO-EKOVOG 6.

"Exovpe kata@épetl ) dnpovpyio yopokTipo e OAOKANP®UEVO GO Kot (oypapiopéva patiol!
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Yyeoioon 6TONATOG

% E&éABete ano mv
Kotdotaon Edit (S Tab) xo
tomofetnote TO Ogiktn, OGO TO
kovtd yivetor  (Bvunbeite to
ovvovaopo T Shift+S), oto Kévrpo
Tov  mpocomov  tov  Gus.
[IpocBéote pia  véa  ooaipa,
KMUOK®OOTE TN Kol LETOKIVIOTE TN
pe Tov 1010 TpOTo Tov PTIAENTE TOL
pdtio, pe ™ Sweopd 6Tl O
ovvtereotng etvor 0.1 avrti ywa 0.15. TomoBemote ™ ooaipa kdto Kot 0eld ToL KEPGOPQ,
Kevipapiopévn otny kopven SubSurf mesh, chpewva pe v vro-gikdva, 2.

% Meraeite oe Edit Mode (S Tab). Xpnoyonomote 1o cuvévacud Alt+R
N aprotepd KMk otnv emhoyn Spin tov Tool Shelf, ondte ko Ba gpeovictovv
TOALOTTAG SITAGTLTTOL THG CEATPAG.

% Xto kGt pépoc ™G epyareobnkng Tool Shelf (IMatfote F6 av 1o
napdBvpo dev givat opatod), opiote TIg TAPUUETPOLE TG Asttovpyiag Spin:

Degrees =90, Steps =3

Y10 onueio avtd Bo mpémetl va Exel dnUovpyNnOel TO GTOUO TOVL YOPAKTNP LOG, LE
OTOTEAEG LA, TTOPOLLOL0 TNG VITO-EWKOVAG 3.

<+ Emotpéyte oe Object Mode ko
npocOéote Ghleg Tpelg oeaipes (
Kdtw  amd 1O KEPOA KOl
evbuypappopéveg  katd  tov  afovo  Z)  ®OTE v
onpovpyncete to. kovumid g pmAovlog tov  Gus.
YnooiEn: noag etidéete 10 mpmto kovumi, e&EABeTe amd
mv katdotaon Edit Mode, matfiote ©# Shift+D ywo va
ONUIOVPYNOTE  aVTIYpOPO KOl UETOKIVAOTE TO OTO
KatdAnAo onueio. To telkd amotéhecpo @aivetol 6To
dumhavo oynpo!

Evomoinon tunpérov

o vo petokwvodpe tov  Gus g olotnta, Oo mpémer va
EVOTMOMGOVLE TIG GPOIPES OV OVIUTPOCOTEVOLV TO [ATLOL, TO
OTOOL KO TO, KOVUTLA pe To voAoumo ompa. Ovtag o Object
Mode matfote 0 A péypt vo amosmiheyfovv Ola T
avrtikeipeva. Kdavte de&l KMk otn pio ceaipa Kot TaTdvTog To
£ Shift emAééte 10 odpa. Tatiote Ctrl+P kou KAvte aploTePd
KAMK oty emloyn Object tov mopafOpov 7oL AVASVETOL.
AmnemidéEte T Oha Ko cvveyiote TNV 0w Sadikacio yior OAeg

TIC GQaipeC.
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IIpocOn KN VPN KoL VAIKOV 6TO LATLO, GTO GTOUO KOl 6TO. KOUUTLY TOV

A®CTE OTO PATIOL TOV YOPOKTAPO LOG YOPOKTNPLOTIKE VAKOD TTov HOlAlEl e GOKOAATA, GTO GTOUO TOV
YOPOKTNPLOTIKA VAIKOV mov potdlel pe Layopn kot ota Kovumid évav amhd ypopatiopd. Anpiovpynote
Aourov!

AvTiKeipeva pe 1010 YOpUKTNPLOTIKE VAIKOV

[Ma va 0dote 6 va avTIKEILEVO YOPAKTNPIOTIKE 1010V VAIKOV pE éva A0, emAEETE TO LAIKO amd T Alota
Material Menu, n omoia gpeaviCetor poig emré€te o kovuni Browse ID Data, to onoio Bpicketar dimia
and v emoyn Data Block ID Name tov mepigyopévov Material tov mapabipov Properties (
Material.001 otV nepintmon 6ag).

Wire Volurme Halo

Rendering

MOMG OAOKANPOGTE TNV OIA00T| YOPAKTNPICTIKMY VAIKOD Ylol OO T OVTIKEIEVA, KAVTE OpATO TAAL TO
layer 10 dote va gpeOVIGTOOV Ol TTNYEG QOTICUOL KL 1) Kauepa kot kavte éva véo rendering (F12). To
amotéleopa oL Ba Exete Oa polalet pe o akdAovbo:

AmoOikevon sikovag peta and rendering

Amobnkevote ) rendered swova motovrag F3 oto mopabvpo UV/Image Editor, to omoio deiyver 1o
arotéleoua TG omddoons. Ovoudote TV ekOVA 6oGc, EMAEETE Eva TPOOPIGHUO KL £Vl TOTTO OPYEIOV EIKOVOG
(JPEG, PNG, kAn) ywo v amobnkevon.

zuyxapntpial OAc TO TIPWTO 0a¢ oXEOIO!
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