ANUOVPYOVTOS YPOPIKE oTo TepIpariov Blender

Kotd ™ dudpkeln twv mponyodUEVOV 0oKNGEMV KATOPODGOUUE VO OAOKANPOCOLUE TN oYediaon &vog
YOPOKTNPO, GYNUATICOVTAG TO GO KoL TO YOPOKTNPIOTIKA Tov, puiuilovtag mapdAinia 10 QoTICUO Kot
TNV KAUEPO, Y10 TNV OAOKANpmoT ¢ dladikaciog rendering. tnv doknon avt Oo tpoywpniocovue Eva Prino
ToPATEPQ, TPOSTAODVTOS VO, SNULIOVPYNCOVE TV TPMTNG Hog oyedlokivnon (animation). Eropévacg, npémnet
Vo OMUIOVPYNCOVUE TIS TPOUTODECELS MGTE Vo dMGOVUE TV €vvola NG Kivnong oto omuo tov Gus! H
dradkacio dnpovpyiog evog okeAeToD — appoTootldg (armature) péow tng omoiag Ba eAéyyetal n kivnon
TUNUATOV EVOC avTiKewEVoL ovoudletal «vtooipo» (rigging). Ov orhopoi (rigs) mov Ba. dnuovpynoovue
etvar amhol: téooepa dkpa (dVo yépla kol dVo TOd), apkeTol cHVOESHOL (YOvaTa KL Oyl yKAOVES) KL Oyt
TOTOVCEG KO TTOAGLLLES.

Avoi&te 10 apyeio "Protypo_enarxis.blend” kot petofeite o 3D view, omdte kat Oa eupoviotel 6t oKnvy
o Gus, ocoppwva pe T oyedlaon TOV TPOTAONKE OTN GEPE OGKNCEMV TOV TPONYOUUEVOV ERSOUASMV.
"Exete evepyod povo to layer 1.

Rigging
I va Tpocbéoete rigging oto yépt:

e Evpiokouevor oe Object mode, Wireframe display xat
Kauepa og Front View, opiote 10 dgiktn TOV TOVTIKION
010 onueio Tov ®pov tov Gus Kot Totnote TV emthoyn
Shift+A >> Add >> Armature >> Single bone. 'Eva
pouPoedég aviikeipevo 0o gppavictel, to omoio Oa
amoTeEAEL TO «KOKKOAO» TOV GUGTNLOTOS OTAIGLLOV TTOL Ot
dnuovpynoete. MetaPeite oe Edit mode, ondte kot O
TapatnpNoete OTL TO GKPO TOVL OVTIKEWMEVOL glval
EMAEYIEVO (emonuaiveTal pe KiTpvo xpouaL).

e Xg kordotoon Edit mode, tomobBetioete 10 Gkpo TOL
0GTOV 6T0 GKPO TOL Yeplov petakwvaviog 1o (G). O
TPEMEL VO, TOPOATNPNCETE TN Onuovpyia evog poakpy
eviaiov 06ToV, Y®PIg ayk®Va, TO 0010 eKTEIVETOL OO TOV
dpo péypt to téAog Tov xepov. Oco petakveite to deiktm
TOV TTOVTIKIOV, TO KOKKOAO Oa yivetonl peyoAvtepo.

Mo wao mo emroynuévn oyxedioon, ovd TOKTE OCTNUOTO VO TOPATNPEITE TOVS OTAIGUOVG Kol TO
YOPOKTNPO VIO SLOPOPETIKES OMTIKEG YOVIEG Yol VoL EAEYETE OTL T KOGTO» TAPAUEVOLY EVTOS TOV CAOUOTOS
tov Gus, 6nwc akpipodg copPaivel kot pe to avBpdmva 00Td. Av 0gv TO €AéyEete, mEPAV TG uN
aAn0o@avelag To0V CONATOG, ¢V Oa €ival AT0d0TIKY KOl ] dNuIovPYia THS VPNS TOL OEPRATOC.

Yopfovin Yo 1o GKpO OTAGUAV

Ta Gkpa TV 06TOV PTopEl vo £xovv dlapopetikd ovopata. Xto nepiPaiiov Blender, tovg divetar avtdpata éva
ovopa tng popeng “head”/“tail” ( to mpmdTo dvopa avaeEpetar 6T peEYOAN omOANEN Kot To d£0TEPO 0T HKPT)). Avth
N ovopacio akolovdei tn yeviky coufocn ovopaciog “root”/“tip”, dntadn apyn/térog oyedioonc.
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I"o va Tpocbécete rigging oto modt:

[Mapapeivere oe Edit mode ko petakiveiote to deiktm tov
TOVTIKIOD 6TO VYOG TOL YOPOV, GTO ONUEID dNANON amd TO
omoio Ba Eexvov ta kdkKaAa Tov modtov. I[Ipochicte Eva
véo 0016 matdvtag T Shift + A.

Ovtag oe Edit mode petakiveiote (G) to pkpd GKpo Tov
véov 0010V Kol TomobeTEIoTE TO OGTE VO KOAOTTEL TO GO
TUHO TOL TTOO10V Kol 1 KATAANEN TOV Vo PTAVEL GTO VYOG
TOL YOVATOV.

¥t ovvéyelwn, ovvevmote (chain) éva véo 006td omd TO
YOVOTO UEYPL TO TEAUQ, EMAEYOVTOG HE O0e&l KAMK TO 00Td
Kow motodvtag to ovvovacud Ctritaprotepd khk oy
EMPAVELDL TOV TOO0V, aKPIP®G 610 onueio mov BéleTe va
«teppaTiceyy N AKpN ToL VEOL 06TOV. Q¢ amotélecua, va
VO oLUVOESENEVO 00TO Bal epLPaVIoTEL OVTOHOTA, GLUVOEOVTAG
™V «KA&id®oM» ToL YOVATOov e TO Akpo Tov TodoL. 'Evag
dAAog TpoOmOg dloohvoeong TOL  OCGTOV  E€ivol Vo TO
CLOKPVOVOVUE TPAPDVTOG TO» YPTCLLOTOLDOVTIOS TO TANKTPO
E, omog siyope o1 moAowdtepa. H evollaxtikny ovt
TEYVIKT ONUOVPYEL TO VEO 06TO Kol TO TomobeTel avTONATA
og¢ grab mode. Kavovtog apiotepd KAK, OPIOTIKOTOLEITE TV
Tp€xovoa Béon TomobETonc.

Tomo0éTnon Ko «ATAORE» 06TAOV

Ta «0oTa» oV ToTofeTovVTaL Hal TOPAUOPPOGOVY Alyo To TAEYUO c®dpoTog Tov Gush. Ta éva akpiféc amotédeopa,
TPOooTaBNoTE VO TOTOOETNGETE TIG EVAGELG 0GTAOV, OTMG GTO, OVTIGTOLYOL TYT|LOLTOL.

Mo vo umopEcete va ETTOHYETE TN LOPOT TOV 06TMV 6TO HEYEDOG oV epPavifETOL GTO GYNLLOTA, IGMG YPEWNGTEL VAL TOL
evBuypappicete matmdvtog Ctri+N kot peta 3 pe 1o KatdTEPO 06TO VO Eival EMAEYUEVO.

' vo odoxAnpdoete to rigging e 6Ao 0 cmpa:

[Mapapcivere oe Edit Mode. Tomofeteiote Tov Képoopa
oto kévipo (Shift+C) wor emdé€te OAa TO. «OOTOY
TATOVTAG TO TANKTPO A 1) T0 Yv©o16 cuvovacud SHIFT +
dekl Kk oe kabe avrtikeipevo - bone. Anuiovpynorte
Aot AVTOV, TaTOVTAS To0 cuvdvacud Shift + D kot
e&éNbete and v Katdotacn grab mode matdvrog ESC.
Yryovpevteite 0Tt 0 Ogikng eivor emMAEYUEVOS e TN LOPON
rotation/scaling pivot (Emi\é€te t Alota Pivot ommv
kepoAida 3D window). Avaotpéyte ta SumAdTLTO. 00TA
Katd Tov dEova X 6€ GYE0N e TO OEIKTN TATMOVTOG TPMOTA
10 ovvovacpd Ctrl+M kot petd to minktpo X. Kdavte
aploTePd KAIK Yo va. eTPEPOIDOETE KAl VO TEPUOTIOTE TN
Aertovpyion kaBpéetn Ko tomobeteiote 10 VEo (gvyog
00TMV OTNV apPLoTEPY| HEPLE TOV cOpaTOg (Iowg YPEOTEL
va 10 petakivnoete). To péypt otryung omotéiespo o
potalet pe avtd TV SMAAVOL GYNUOTOG!

IMPOXEZTE TA OXTA NA MHN ITPOEZEXOYN AIIO TO XQMA!
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Ortav éva 0016 (bone) éyel emdeyei n kaptéha Object Data sppaviler tig puBuiceic yro. to Armature og
éva eviaio obvolro, dmwg akpimg cvuPaivel kot pe to dvopo tov Armature Object kot tig pvOuicelc
Y. TV ovomopdotoon tov, evd 1 Kaptélo Bone gpepavilel To dvopa tov evepyod Bone kot e1dikég
pvBuiceic oyetikd pe To bones.

Rest Position

+ Vertex Groups

ol Ervelopes _“,'I;

¥ Connected
B-Bone Ervelope * Inherit Rotation

+" Colors “ Inherit Scale

EMéy&te 10 xovuti eAéyyov Names (Armature context,
Display panel) yio va mapatnpficete 1o, OVOLOTO TOV
«ootdv» og 3D view, petd emAééte kGOe «o0oTON KO

In Range On Keyframes Kévte KAMK 6T0 Ovoud Tov oty kaptéia Bones yu va
aAldEete Too ovopata TV bones og Kkt avaloyo Tmv
Arm.R, Arm.L, UpLeg.R, LolLeg.R, UpLeg.L kot Loleg.L,
omwc oto oumAavo oynuo. EEEABete amd v Edit
Mode.
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YvvOeon/Ntoopo (Skinning)

¥10 onuelo avtd mPEmEL va ETIAEETE TO YOPOKTNPO UE TETOLO TPOTMO MOTE MU0 OAAAYY] GTOVG OMAGHOVG
(armatures) vo dnuovpyel avtiotoyyn aliayn popeng oto ocoua tov Gus. H dadikacio avtn yivetal pe 1o
skinning, to omoio avtictoyilel kopvPég oe oot (bones) mote ol TPMOTEG Vo akoAOLOOVV TIC KIVIGELS TOV
OEVTEPMV.

e Merafeite oe Object mode, emAééte 1o oodpo tov GUS, Kot petd, [REEREEENE
&yovtag matmuévo to I Shift, emiéére tov omhopd dote t0 O Va Object Ctrl P
emonuaviel pe £€viovo mopTokOAM KU 0 OmMGOUOG HE  avoryTd Armature Defarm Crl P

TOPTOKOAAL. With Empty Groups Ctrl P

o  Thpa yperaletor va opicovpe O TOTPIKO OVIIKEILEVO TOV COLOTOG Witk Ermveiope Weights Ctrl p
TOV OTAMOUO. AVTO EMTVYXAVETAL TATAOVTOG TO GUVOVACUO TANKTPOV [ ik meteetie e e b |
Ctrl+P, ondte xor Oa eugaviotei 1o «uevod parenty (Parenting

menu). EmAé&te Armature Deform >> With Automatic Weights.

Bone Ctrl P

Opades kopvodv (Vertex Groups), ®axshor (Envelopes) ko
oEpd TV Tpomomont®dv (modifiers)

Otav "vtovovue" éva diktvo-mAéyua, to avtikeipevo-mAéypo Oa
amokTNoEL £va Tpoomom T omAopod (Armature modifier), o omoiog
0o tomobetnbei otov mato TG otoifag Tpomomomtdv (modifier
stack), 6vtag o televtaiog mov £xEL EPOPUOOTEL. AV GTO AVTIKEIUEVO
£xel epoppootel mponyovuéveg kdmotog modifier, 6o mpémer va
epovticovpue o Armature modifier va tomoBetn0si o ynia oty
MoTo, OCTE VO EMITOYOVUE [0, Agio, KU OTOAN TOPOUOPO®GT TOL
ductvov kopvedv (mesh).

Avto yiveton kdvovtog KAMK oto kKovuni g kaptéhag Modifier. o va
gppoviotei  kaptéda Modifier, Tpénel va emdéovpe 0 avTiKeipevo
(tov GUS 011 CLYKEKPLUEVN TEPITTMGT) KOL VO TOTIGOVE GTO KOV
pe 1o "yoilkoé kiewdi'". Emiong, kdbe ootd Swbéter pio meployn
gmpponc N omoia ovoudaletor @dkelog Envelope. O omliopdc Oa
TOPAUOPPDCEL TO TAEYLLOL KOL OO OVTIGTOLYIGUEVEG OLAOES KOPLPDV
Kol amd opdodeg 0oTdV. Avtd pmopel vo 0dnNyNnoel e un embountd
aroteléouata, YU OUTO OTNV TEPINTOON HOG EIVAL GHUAVTIKO VA
arevepyomomjeovue Ty Aertovpyio Bone Envelopes ertyv wkaptéia
Armature Modifier, 6wwg paivetal 6THY TAPaKdT® EIKOVA.

Add Modifier v

o i (e ) (G5 (o] <) 53

Add Modifier

[
v o (amewe  NaSARARRIECU S 63
[ sy ) [ Acyssspekey J [ com ) < Ol [subsurt | [EG ) (=] =) 53

/' Vertex Groups

sirmple

.

A Render: 2 v
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e Emé&te 10 ompo tov Gus kot petafeite o Edit mode
(s Tab). opatnprote 611 otV kaptéro Object Data
vapyel m opdda emAoydv Vertex Groups (to ootd
nov mpocbécaue) oto mavel Vertex Groups panel.

Awtpéyovtag OAn 1t Alota Vertex Group, umopeite vo
delte Oleg Tic dSwbéolpeg opddeg axpmv, €61 otnv
TEPIMTOON oG, 00a Kal Ta "0ootd" mov mpocHicape. X
O HOG TEPIMTMOT), ONUOVPYNOUUE VO OVTIKEIUEVO e
Myeg oxkpég, oty mpaén, OmMov VWAPYOLV CPKETA 7O
TOAOTAOKES OOUEG, OLTEG Ol OPAdEg OKUMOV givol TOAD
neplocotepec. Ta wovumd Deselect kar Select (omo-)
EMAEYOLV OAEG TIG KOPVOES TOL TPEXOVTOC group onueiov,
OTOTE O OYESIOOTNG UTOPEL Vo PpeEl TOlEG OKUES AVIKOVY
o€ Tolo group.

HIHIHIHIHI

Emé€te 1o O€&l xépt (Arm.R oto oyqua) amd T AMota Kot
LE OAEG TIC KOPLOES OMOETAEYEVES (TATAGTE TO TANKTPO
A, av ypewaletar), matnote Select. ®a mpémer va
TOPOTNPNOTE KATL GOV TO 0)E010 TNG SUTAAVIG EIKOVOC.

Av dev PAémete kATl TWOPOUOLO, ONUOIVEL TTOC EXETE
TomofeTNOEL TOL 0GTA GE TETO0 oneio mov M Agttovpyia
auto skinning tov mpoypdupotog Oedpnoe mwe punopei va
tomofetnoet mo  €Eumva To 00TA OTIS KATOAANAES
KOPLEES. AvTO givor mOAD ovvnbeg @avopevo, omoTe
TPENEL VO TOTOOETNGETE YEPOKIVITA TIG OLADES KOPLPDV,
oVNQMVO UE TNV TOPUKATO TTEPYpO@n!

Ot KopLPEG PE TO KOKKIVO YPMOUO GTO JTAAVO GYNIO
&yovv avtiotoynOei oto TuUa 10 omoio Ba Kveital, Evd
dev Ba émpeme. Avtd ovpPaivel 610TL M ddikacio auto
skinning ékpve 0Tt givar TOAD KOVTGQ GTO 00TO, GPa. TIC
Oedpnoe TUNUO TOV KIVOOUEVOL HEPOVG TOV

YOPOKTPO LLOGC.

lNa va 1t oagopéoete amd 710 group,
amoemAEETE aVTEG oL Ba émpeme va peivovv
YPNOOTOIMVTAS TN Agttovpyion box selection
(B) aALG xpMGUOTOIOVTAG TO HEGHI0 TANKTPO
tov movtikod (MMB ) yia va opicete 10
mhoiclo mov Ba T mepfaidiel. Av  dev
"méoete" pe pio Kivnon Tig emBuUNTES AKUES
enavordPete ) owdikacio. To amotédecua Oa
eovel oto Téhog! MOAg amopeivovv ot
avemBOunTeg  OKHEG TOTNOTE TO KOV
Remove ®ote va 11 apopéoete amd To TUUa
Tov "de&ov" yeplov! AmosmidéSte TIG OMEC
(kMK otn oxknv] kKol AAMRKTPO A) Kol
ocvveyiote TV 1010 dradIKacio Yo To. VTOAOUTOL
"kivoopeva" tunpate, ondte Kot o Exete éva
OTOTEAEC O, TTOV LOLALEL GTO SUTAVO GYNLLOL.
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Onadsg kopoeav (Vertex groups)

Xpetdleton peydAn mpocsoyn otav avabéTovpe 1 apopovpe akuég amd pio opddo onueiov. Av otny mopeio
(m.y. xoTd TNV amOdooN 1 TNV avoTapay®Y TOv animation) SlumeTOCOVIE TOPUUOPPDOGCELG 1] AGVVEYELES,
fomg éyovpe tomobetnoel MOAAEG oe €val group M éxovpe dwoypdyel apketég omd éva dAro. To Betcod
oTOlELD €V TOG UTOPOVE OVA TAGO GTLYUN VoL ETEEEPYUGTOVE TO Vertex groups.

Emonpavon

O1 TopapopPAOcELS Kal 1 Kivnon Ba exmpedcovyv poévo to ocope tov GUS KL O)L To PATLO, TO GTOUM, TO YEIAN KoL TO
Kovpmid, To omoia givon Eeywpiotd TppoTo! Xe To ToAOTAOKES GYEOLUCELS, AVTO TPETEL VO AdpPAVETOL VTTOYN, OTOTE
TO avTioTolO TUAUOTO {0mG YPEloTElL Vo cuvdedody pe kamowo Kevipikod (Aertovpyio parenting to vertices) N va
oVVOLAOTOOV Yio 0OTEAEGOVY Eva eviaio TAEYpa (T.y. ewoaywyn og Edit mode).

Yracelg - moleg (Posing)

Mo €xete pTidet £va "ovvdedepévo™ ko "vropévo" Gus, pumopeite va apyicete va mepapatileste pe v
Kkivnon Tov cav vo NtV KOOKAO, KOLVAOVTAG TIC opBpMGELS TOV KOl TOPUTNPAOVING TNV TOWOTNTA TOV
amoTEAEGHLATOG!

e Emé&te toug cuvdéospovng (armature) uovo ko eloédbete o Pose Mode
(Ctrls Tab). H emioyn avty 6o eivar dwbéoun povo av éxovue
87[17\.&’)&,81 £vo armature. '{:"' Edit Mode

e Toa emdeypéva "ootd" emonuaivovtal pe PTie ypopo, orote Ppickeote
oe Pose mode. Av emAéEte éva 0610, kar to petokivioete (G), 1 1o F_Dt'je':t Made
neplotpéyete (R), 1o oopa Oa kovvigtan avaroya! 7 Pose Mode

! || UplLeg.L
g

41
y

=1

|
|| Loleg.L
\ |

Tpitn epyaotnplakn aoknon - Animation amlov yapaktipa - AiBavog I. - [amadnuntpiov A. TeAida 6



Apyun 0éon

To Blender umopei vo Bopdtor v apyikn 0éon tov ootmdv. 'ETot, ¥pnoilonoidviog toug cuvevacuong
Alt+R kot Alt+G umopodue vo akvpdOCOVUE TNV TEPIGTPOPT KOl TN HETOTOMICN TOVG OVTIGTOLYO.
EvaAlaxtikd, to xovuni Rest Position tn¢ xaptéhac Object Data umopei va ypnoiporondei yo va. deiyvet
TPOCWPVE TNV apyikn Béon.

OrnicOw xivnpatikn (Inverse Kinematics)

H onictw/avtiotpoen wwnuatikry (Inverse Kinematics (IK)) oavtimpocwneder 10 onueio oto omoio
ovolaoTikd opilovue ™ B€om tov TEAEVTOIOV 06TOD 6TV AVGIda, To omoio ovoudletar “end effector”. Ola
T VIOAOLTO. 06T TNG aALGIdag ToToBeTobVTaL e aAyoplOUIKd TpOTO o€ BEom mov vroAoyiletatl and Evav
IK solver, ®ote 1 alvoida vo LETOKIVEITOL YOPIC VO VTTAPYOVY KEVH AVAUESH GTO GUVOEOUEVO, TUNUATE TNG.
Me tov tpdmo avtod givor o e0KOAN, akpiPng Kt aAnBo@avig 1 TomofEtnomn Ki 1 Kivnon Tov xepidv Kot TV
TOOLADV.

EpnpocOo xivnpatikn (Forward Kinematics)

Ooo yeplopacte ootd og Pose mode, o mapatnprioovpe 6Tl owTd EVEPYODV G GAKOUTTO, LT EKTETAUEVA
"ocopata” pe ceupikéc Vool oty amdAngn tovg. Mmopeite va petakivioete Ldvo 10 TPOTO 0GTO NG
aAvcidag Kot ta VToAota 06Td TG O petakvnBovv avdroya, akolovbovtag v kivnon tov TpdTov. Ta
axoAlovBa 006td TG aAvoidag dev UTOPOVV va. LETOKIYNOOVY, Tapd HOVO v TEPIOTPAPOVV, £TGL MGTE TO
EMAEYUEVO 00TO VO TEPLGTPEPETAL KOL TO VITOAOITA VO KOAOLOOVV TNV TEPIGTPOPT TOL. AVTN 1 dtedKaGia
ovopdletar  Eumpoobtho. Kivyuorikyy (Forward Kinematics (FK)), eivar gdxoAn va vAiomombOei alrd
dvuokoledel TNV axkpiPn TomobEéTnon Tov TeAeVTaiov 06TOH TNV AAVGIdA.

®a oyedidoovpe Vv kivinon tov Gus ypnowomowwvtag FK, opilovtog téooepig dwapopetikég "mdleg”
(poses) oyetilopeveg pe TIG TEGOEPLS SLUPOPETIKES Phoelg evog avOpomvov Pruatoc. To Blender ot
ovvéxewn. Ba avoldafer ™ Omuovpyio Tov animation, vmoloyilovtag avtopoTo TV OAAOYN
TAnpoeopiag/0éong oe kabe frame.

e Apyikd, olLyovpeLTEiTE TG
Bpickeote oto  frame 1 o e
ypappng ypovov (timeling). O [
apuodg  tov  Tpéyovtog frame
eupaviCetar oe  éva  aplOunTikd
nedio oty kepaAida Timeline
window  header. Av  dev
Bpiokeote, opicte TNV TIUN 0T GE
1.

e TN OULVEYEW, TEPIOTPEPOVTOG
uovo éva ootd kabe eopd (R), Oa
ONKAOGOLLE T0 OVTIKEILEVO
UpLeg.L xor 6o Avyicoope 710
avtikeipevo LolLeg.L mpog 1o
Ticw, ovaonKoOvoviag Alyo To
"vépl" Arm.R xor younAdvovtog
Myo 10 "yépt" Arm.L, omog
(QOIVETAL GTO SITAOVO GYN L. 1) Amatuse Upleg R (1) Amature Upteg R

1 - ‘EEER oNEEL ) o a -
Mot % lpuume snmus o 6 o+ %

(1) Amature UpLeg R

Frort Ortho Right Ortho
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e  Emié€te Oha to 00TA mOotdVTOG TO TANKIPpO A. Mg to dgiktn TOL
ToVTIKIOO va, £yel emAégetl €va Tuyoio onueio TG OKNVNG, TATNOTE TO
niktpo I (Insert keyframe -  Eiwcoyoyn miaciov Bivieo). XZto Location
avadvopevo pevod motfote oty emhoyn LocRot. H Aettovpyio ot Rotation
Oa amoBnkevoet ) BEon Kot TOV TPOGOVATOMGHO OAMV TOV 0GTAOV MG Z'n:alinq
uio woéla/otdon oto frame 1. At n oTAoN AVTITPOCMIEDEL TOV GUS  |F e —
omn péon evog Pnuatodg tov, kabmg PETOKIVEL TO aploTtePd TOv TOOL
UTPOCTA KOl TO OCKMOVEL At TO £00/(POC. LocScale

e Mertaxwnbeite oto frame 11 gite mAnktpoloydvtag tov apBud otnv LocRotScale
avtiotoym 0éon eite matdvtag 1o mAkTpo T. Metakiveiote tov GUS o¢
plo dAAN otdor, Om®G ALT TOL TOPUKAT®O OCYNUOTOG. ZEKIVIOTE
"aKVPOVOVTAS" TNV TEPIOTPOPY TV YEPLOV omd TNV apyikhy Oéom Visual Location
notovtog Alt+R, 6mog avaeépbnke mpwv. Ao top View, neplotpéyte 10 Visual Rotation
"vép1" Arm.R gha@pd¢ mpog ta umpootd Ko o "xépt" Arm.L ehappidg
pog o miow. OlokAnpwaote v mo6la/ctdon pHe t0 aplotepd THOL Vo
UETOKIVELTOL TTPOG TOL UITPOoTA Kot T0 0e&l OO mpog ta wicw. O Gus Ba
npEneL va. dlvel v aicOnon twg teprotd!

Rot5cale

Visual LocRot

Available

Camera Persp

Mo
[/ Untog R
3oe LA R
{//UplegL
N
(11) Armature Upleg L (11) Amature Uptegl (1]

Front Ortho Right Ortho

— MR el

A & uple
] ,',[_‘& HplegL
| Loleg L

:\ Loleg R L

{11) Armature Upleg. L (11) Ammature Upleg L

Ig KUBE mENIGTNOWI] ONOVTIGTE
0 KENGONUS VWl BRIgKETUL oL
KEUTNO TS gknuis (SHIET+E)
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Emi\éEte o Ola Ta "ootd" kou matnote to TANKTpo | Yo va
amodnkevoete avt T otdon oto frame 11 k1 emAéEte LocRot.
Xpewlopaote topa o tpitn wolo oto frame 21, pe to d&&i
OOl VO AVACTKOVETOL, HOG Kol PPlokOpacte o1 HEGT TOV
evog Prnatog tov Gus. Avti 1 otdon eival kaBpépTiopo g
otdong mov oyedidoote oto frame 1. 'Etcl, emotpéyte o610
frame 1 ka1, égovtag OAa T0. 06TG eMAEYHEVO, ©TO pevoy Pose
™m¢ kepaAidag 3D window, emié€te v evépysia Copy Pose
(Ctrl+C). 210 onueio avtd éxete KoTtopbOGEL VO avVTLYpAyETE
™V TpéYovca tola 6To TPOYELPO.

[nyaivete oto frame 21 k1 emkoAAnotE TV avTrypoppévn tolo
natovrog otny emhoyn Paste X-Flipped Pose tov Pose menu
(¢ Shift+Ctrl+V). H evépyein avt Oa emkoAncer v
amokoppévn mola, aAralovtoc T Béon TOV 00TOV pE TNV
katdAnén “.L” pe 1 0éon avtdv pe xatdinén “.R”,
avaoTPEPOVTAG To!

Eav n emkoAAnon g otdong X-flipped kdaver tov Gus vo amokiivel Tpog ™
Mabog Kkotebbvvon iomg €xete kdver AdBog ot Aerwovpyic Bone Roll.
Em\é&re 6ho T 00td Ovtag oe Edit Mode kot matdvtog to cvvovacud
Ctrl+N kot perd 3 Ho taxtomomoete ™ ddtaén Tov ootodv. Emotpéye ota

frames 1 kon 11 ko pvOuiote avtictorya tig TOLES. Eavavirypayte Ty moOla
and 1o frame 1 kot mpooradfote ToA va emkorinoete v X-flipped nola
oto frame 21.

Change Bone Layers...

Change Armmature Layers...

Flip Quats

Flip Mame

AutoMarme Top/Bottorm
ame Front/Back

AutoMarme Left/Right

Constraints

Inverse Kinematics

Parent

Bone Groups

0

Pose Library

Apply

Relax Po

Clear Transform
Snap

Transform

Redo

Lindo

Shift Ctrl W
Chrl W

Alt E

Shift Ctrl Al 1

Alt |

Shift Ctrl Z
Ctrl &

Av Oha éxovv KvAicel opoAd, m otdon tov Gus Ba sivor Etolun aAAd dev Ba éxel amobnkevtel, omdTE
natnote | » Rot égovtoc 0la to 0oTd emdeypéva.

Epoappoote v id1a dtadikacio Kt avtiypdyte T otdon tov yopaktmmpa arnd to frame 11 oto frame

31,avacTpEéPovTag v.

Mo vo ohokAnpdoete v KukMkn dadtkacio oyediaong evog Prinatog oto mepmdrnua tov Gus
ypewdletarl va aviypayete v molo tov amod frame 1, XQPIX NA THN ANAXTPEWETE, oto
frame 41. Avtiypayte v molo pe To Yvooto tpdmo kot ToTdvrag Ty emAoyn Paste Pose (Ctrl+V).

Amofnkevote ) oepd otdocwv tatovtog | » Rot.

IIposmoekonnon animation

I var KGvete TPOoEMOKOTNON TG oYEdI0Kivong, opiote o frame 1 wg tpéxov ko martfote Alt+A oto 3D window.
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O Gus eprata!

H oyedioomn evoc Prpatog ivor  apyn yuoo Tqv Tpocsopoimor tov Padicpatog, omdte HOAG oAokANpmOel
vt 1 oYeSlOON UTOPOVUE VO, OKOAOVONGOLUE OAPOPES TEXVIKES Yo TN O1doylon €VOG TOAVTAOKOL
LLOVOTIOTION. XTNV TEPIMTMOOT LOG OPKEL 1] TPOCOUOI®MON Yo ATAO TEPTATN AL

e XV kaptélo Render tov Properties window, opiote og start frame (Start) to 1 k1 w¢ end frame
(End) to 40 (n mpoemreyuévn tiun eivan 250). Ene1dn to frame 41 givan akpiog idto pe to frame 1,
apkei va amodmcovpe (render) to frames and to 1 péypt 1o 40 yia va avamapdEovpe Tov KOKAO €vOG

TANpovg Prpotog.

e IIAnktporoynote //render/ oto mlaicio keyévov oto Output panel.

e Emiééte 10 AVI Raw wg tomo apyeiov oto Format panel. Av kot avti n pvOuion dev eivar
Bértiomn ¢ mpog to péyeBog tov mapayodpevov apyeiov, eivar ypriowun pog kot Oa kdver v
amodoon o ypnyopn kot Oa "tpéfel" oxeddv oe kdbe punydvnuo. Oo propovoate vo eMAEEETE KOl
tov tomo AVI Jpeg vy va mapd&ete éva mo pkpd apyeio aAld pe ) ovumieon JPEG Oa yabel
ypnowun TAnpogopia kot n "tovia" mhovdc vo unv avarapaydei amd kdmolovg video players.

Télog, matnote t0 mANKkTpo Animation, to omoio Ppicketan oto Render panel. Eivar onpovtiké va
Ovpdote OGS Yoo T omoT oavomapoy®ynq Tov animation wpémer olo ta layers mov £xovv
ypnopomom0si va givor opatd (ot nepintwon pog to layers 1 ko 10). Mropeite vo oTapotHoETE T
dadwkacio rendering Totmvtog To TAnkTpo ESc.

H oxnvi mov oyedidoape givar Todd oA, ondte to Blender mibavmg Oa anodmoset (render) kébe pio amnd T1g
40 gwcdveg oyetikd ypnyopa. Molc ohokinpmbei 1 dodikooio rendering, Ba mpénet va £xel mapaydei Eva
apyeio pe ovopoaoio g popeng 0001_0040.avi ce éva subdirectory tov @okélov mov mepiéyet to .blend
apyeio. To directory avtd pmopei va aAldéer and to Output panel. Mropeite eniong vo avamapdéete to
apyeio amevbeiog oto mepifarlov Blender, motdvrag v emoyn Play Rendered Animation, n onoia
Bpioketoan oto top menu (Ctrl+F11). To animation ovtopota 0o avomapdyetor KukAkd kot dev Oa
TELELDMGEL PEYPL VO TOTCOVLE TO TANKTPO ESC.

LUYYapnTRI0, OAOKANOWOOT AliroU o animation yepakAauY!
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