Anuovpyovtag Ypoikd cto mepipariov Blender

"Exovtag e€owkeiwbei pe 1o mepipdirov epyasiog Tov Aoyicpkob Blender, eipoacte oe 6éomn va Eekiviioovpe
va enelepyaldpaote TIg TPMTEG dNUovpyieg pag. Xtnv doknon ot Oa yvopicovpe Pacikd epyaleio yio
oyediaon evog amAol YopaKTAPa Kot TNV avamopaymyr evog factkod animation pe TPOTAY®VIGTH VT TO
YOPAKTNPA.

Npwta fNuota

Me v exkivnon tov wpoypaupatog PAETovpe ™ Paocikn 006vn gpyaciag, OT®G TV £XOVUE OVOAVGEL GE
mponyovueva pabnpata. Oa wpénel va Eyovpe emhééel v 3D view amewovion ywo eneEepyocio Kot vo
elpoote og Béon va PAETOLLE TO OVTIKEINEVO GYEdIOONG TOTOOETNUEVO GTOVG TPELS AEOVES GUVIETAYUEVOYV,
™V Kapepa Kot tnv tnyn eotoc.

Oa EEKVIICOVLE OPYOVMVOVTOG TNV TEPLOYN EpYociag o€ dapopeTikd emineda (layers). Ot tpiodidotateg
OKNVES UTOPOVV Vo Yivouv TOADTAOKES OTOV LIAPYOVV OPKETE avTiKEieva, ta omoia mbavdg Kot va
aAANAETIKOAOTITOVTOL, ©E évo, eminedo. Xpnowomowwvrag layers pmopodue avd mhoo otTiyun va
OTOKPVTTOVUE OVTIKEIPEVO aTd TNV KOPLoL oKV Kot vo ToL epgaviCovpe otav ta ypelalOLaoTE.

EpyaleloBnkn eAéyxou opatdtnTag EmmESwY

To mpoypappa Blender pog "mpooeépel" péypt 20 emineda yioo va opyavdOOVUE TO OXE0 HOG KL 1
avtiotoyn epyoieodnkn ndg emupénel va yvopilovpe mow enimeda glvar opatd kot mow Oyl [ va
KGVOVLLE 0POTO 1 VO AOKPOWOLLE £vol layer ypNGILOTOI0VHE TO aploTepd KAk Tov movtikiod (LMB £ won
vy va emdéovpe meprocdtepo amd éva layers to ovvovaoud Apiotepd SHIFT kot apiotepd wiuc(f
ShiftLMB ). To opotd eninedo emonuoivoviol 6ty avtictoyn epyalelodfiKkn Le To GKOVPO YKPL YPDLLCL.
To tehevtaia opatd eminedo yiverar avtopato kot o gvepyd eminedo (active layer).
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Apyikd, oG KabOopiGOVUE TN OKNVI LETAPEPOVTAS TNV KAUEPO KOL TNV TNYN OTOG o€ dAlo layer.

To mapabupo petakivnong emumédwyv (Move to Layer)

En\éEte v képepa, kavovtog de&l Kk mévo g (RMB ™). Tty emloyn mpocdécte kot Tn Adumo
natdvtac To cuvdvacud SHIFT + Se&i khuc (Shift+RMB ). Tatiote 1o mAfktpo M (Move) xon 1 pkpn
€PYOAEIOONKN TOV TOPATAV® GYNLOTOC B ELPAVIOTEL KATM 0o TO OEIKTN TOV TOVTIKIOD LE EVEPYT EMAOYT
10 Tp®To layer. Metakiveiote ta d00 aviikeipeva (Tnv KAUepa Kot T Aauna) oto eninedo 10, matdvtog 610
dKpo de&1d Kovumi g epyaretodning Move to Layer. Kavte opatd povo to mpdto eninedo.

2nuciwon: O GOVTOUEVGEIC TANKTPOA0YIOV gival wol fondntikéc Katd Ty ypron tov loyicuikov Blender. a va umopécovy
VA EUPAVICTOVY 0L AVTIGTOLYEC AEITOVPYIEC Oo TPETEL 0 OEIKTIC TOV TOVTIKIOU Vo, EIVAL EVTOC THS CKNVHC Kal ) miioyn Ocaong
va givar n 3D View yia o avtiororyo frame oto omoio dovisvovue.

IxeS1alovTag TO CWUA TOV YAPAKTNPA

‘Exovtoac evepyd to aplfuntikd mAnktpoAdylo, alddéte tn yovia 0éaong oe Front View motdviog Tto
mktpo 1 (1 NumPad) kow oe opBoypagpikn mpoPoin (orthogonal view) matdviog to mAnktpo 5 (5
NumPad). Xmv ntavo aprotepn yovio tov 3D mapabipov pmopeite va daxpivete av giote og opboypapikn
(orthogonal) /| Tpoontikny (perspective) mpoPoin.

Selection to Grid

Selection to Cursor
Cursor to Selected MeTtakivnon KEpoopa OTo KEVTPO

Cursor t
Cursor Snap cursor to the Center

Av dev gpoaviletarl €vog KOPog ot oknvn mpémetl vo dnpovpynoovpe éva. TomoBeteiote 1o delktn TOL
TOVTIKIOD 6TO KEVTPO TOL GLOTNUATOG cuvteToypEveVy (onpeio 0,0,0) emléyovtag Object » Snap » Cursor
to Center 1 ypnoipomoidvtag T cvvtopevon TAnktporoyiov T Shift+S .
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INo va tpocBéote éva kOPo ot oknvn emhéyete Add » Add
Mesh » Cube 1 ypnowomnoteite ) cvvtopevon T Shift+A.
2 oknvn Ba epgaviotel évag KOPOG e TOPTOKAAL YPMLLOL,
T0 omoio onpaivel 0Tt eivan ko to evepyd avtikeipevo. [Ma

EnETTEERI I Vo, "cioéA0ete" og Edit Mode mathote to minktpo = Tab.

>mv katdotaon Edit Mode pumopovue va emeepyactodpe
TIG KOPLPEG TOL dKTVOV aKp®V (mesh). Q¢ mpoemhoyn, Oheg
ol KOpueég eivar emieyuéveg yio kébe véo avtiKeipevo to
omoio €wodyete ot oknv] Kot ypopotilovtor pe  TO
YOPOKTNPIOTIKO TOPTOKOAL Ypmdpa. v Katdotaorn Object
Mode, ot kopveéc dev eivaw ovte emhé€iuec  ovTE
duyelpiopes.

®a ovoudoovue to yopakmpa pog "Gus". Ta va to
EMTOYOVUE AVTO, UETAKIVOOUOOTE OTNV EMAOYN object-

object context context, n omoia Ppickeror oto Properties Window otn

0e&ld pepLd tng oKNVIC.

Tunuo tng epyadelodrkng Tool Shelf

H mpom pépyva etvar va oyedidoovpe 10 "oopa'" tov yopakTipo Lo,
Kévovtag emeEepyacio 0Tl Kopueég (vertices) tov kOPov. Ta epyaieia
nov Ba ypelaotovue Ppiokovrar oty gpyarerodnkn Tool Shelf, n onoia
givar tpuqpa tov 3D Window (otmv apiotepn peptd g 00ovng). Av n
gpyarerodnkn Tool Shelf dev eivon eppovng, andd tatiote To mAfnktpo T.

Evtomiote 10 kovpni Subdivide (kdtw and v emhoyn Add) kot motnote
10 po eopd. Me v evépyela avtr, kdbe mAevpd tov KOPov Ba ywpiotel
o OO TUNUATO, ONUIOVPYDOVTOG £TCL VEEC KOPLPEG KOl TPOCGOYELS. €2
amotéhespia, Ba £yovpe o oyNua TG dSumAavig ewovag. Lo va €xete avt
mv Ooyn , uetafeite oe mPoOmMTIKN TPOPOAN MATMOVTOG TO TANKIPO 5
(Numb) kot meprotpéyte ™ 060 KAVOVTOG KAMK KOl GEPVOVTOS HE TO
uecaio mMnktpo tov moviikiov(MMB ). Emotpéyte oty mponyovuevn
oy pe ta Tinktpa Numl (Front View) kot Num5 (Orthographic).

Me 10 d¢giktn TOV TOVTIKIOD €vTOC ToL 3D wWindow, matiote T0 TANKTPO A
vy va omemAégte OAa o oToyein Tov KOPoV, omOTE KoL 01 KOPLPES Oa
yivouv and mTopToKoA HOVPES.

TN vo. ovveyicete otnv Goknon, 0o apérer va €yere 1o kovpmi Limit Selection to Visible E

ANENEPI O.
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Topo, matnote B yio va evepyomomote v emhoyn Box Select/Border Select, omdte ki o deiktng Oa
petatpanel e €va {evyoc opboymviov yKpt ypouudv. Metaxkiveiote 1o deiktn Tavm amd Ty Tave aplotepn
yovio Tov KOPoV, TOTHACTE Kol KPATHOTE TATNUEVO TO aplotepd TANKTpo Tov movtikiov ( LMB Fl), cupete
TO TOVTIKL TPOG To KAT® Kot 0e&ld MOTE TO YKpL 0pBOYADOVIO VO KOADWEL OAES TIG KOPLPES TNG OPLOTEPNG
TAELPE, OTMOG POIVETOL GTO YN, APNOTE TOPO TO APLGTEPO TANKTPO TOV TOVTIKIO .

IMathote X 1} Delete, omote ko eppavifetor to pevov Vertices kot offote Tig
EMAEYLLEVEG KOPLOPEG.

Only Faces

Edge Loop

Enidoyn opatotntacg Behavior and Limit Selection ~— ¢

Ortav Bplokouacte oe opdoypapikr mpoBoAr), iow¢ UMAPXOUV KOPUPEC KPUUUEVES TTiow amo dAAeg. Me to S&éi kAwk (RMB ™
) ETUAEYETE UOVO LA ATTO AUTEG TIG OUYKEVTPWUEVEG KOPUPEC, EVW TO 0pToywVLO EMIAOYNC TIC ETIAEYEL OAEC, 000 N UEV0SO(
anetkoviong Bounding Box n Wireframe eivat emiAeyueveg. Av n uedodo¢ amelkoviong tou avukewevou eivat Solid n

Textured, 1o kouurti Limit Selection to Visible & TIPEMEL va lval avVeVEPYO, adAALWE UOVO Ol OPATEG KOPUPEC UTTOPOUV vVa

EMAgyoUv.

‘Eva dAlo epyareio emhoyng kopveav givar to Circle Select, o omoio evepyomotgitol TatdvTog TO0 TANKTPO
C. Orav 10 epyoreio Circle Select tool givar evepyd, matdVTOS Kol GEPVOVTOS TO APIGTEPO TANKTPO EMALYEL
KOPLPEG, TO PEGOI0 TANKTPO TIG AMEMAEYEL, 1| PoOEAN OAAALEL TO PéyeBog TOV KUKAOV EMAOYNG Kot TO de&l
mAnktpo 1 to ENTER oAokAnpavel Ty emdoyn ki e€€pyetar g katdotacng Circle Select .
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MovTteAlomoinon kabpé@tn (Mirror modelling)

Mo va povtelomomGovpe GUUUETPIKA OVTIKEILEVO UTOPOVUE VO YPNOUYLOTOU|GOVUE TOV TPOTOTOUTNH
kaBpéetn (Mirror modifier), ®ote pdvo pio TAELPAE-OYN TOL YOPAKTHPO HOG VO oYedOOTEL ad EUAG KOL TO
Blender va dnuovpynoet v GAAn oe mpaypotikd xpoévo. Ot tpomomomtég (Modifiers) Ppiokovtal oto
napdOvpo Properties editor.

To meplexOpevo TG epyadelodnkng Modifiers

I[Ipo¢ 10 mapdv, TO TWEPIEYOUEVO TNG
gpyorelodnine elvanr kevd. Emléyovioc to
Kovumi pe to "yoAhkd KA Kol TOTOVTOG
: Add Modifier, eugavifetor pio Aiota amd
Armature ' Cloth LETACYNUOTIGHOVG, Omd  TOLG  Omoiovg
Cast ® Collision emidéyete Mirror.

Boolean Curve ;5} Explode

&= Build Displace & Fluid Simulation

*
@
2.
v
S

. + .
Decimate Hook +’, Particle Instance

Edge Split 1 Lattice ;ﬁ Particle System

el
) - L]

| Mesh Deform v Smoke

Eg® Shrinkwrap *» Soft Body

EP Multiresoli tinn = Simnle Defarm
® Solidif Add a modifier to the active object.

Subdivision Surface A Wave

39 UV Project

Add Modifier Kouurni Cage Mode .

Extog amd ™ ypnowodmra va enelepyaldocte avIiKeieva
xopic vo "kataotpépovpe" Tic W10t TEG Tovg, ot modifiers
enupénovv  eniong tov  éleyyo TG TANpogopiog Tov
eppaviCetar 6tav dovAgvovpe pe avtovg. Emiéste to xovuni
Cage Mode oote va umopécete vo dgite TG Spaveig
kabpentiopéveg Oyelg omv katdotoon Edit Mode. X
ocuvéyela emaélte tov dEova "kabpeptiocpnatoc" Tov yapoKTpo
pag (omv mepintwon pog o X a&ovag). To kovuni Merge Ba
cuvevdoel k0Be KaBpe@TIGUEV] KOPLYN TOL Eivol  ©E
pwpdtepn M ion andotact amd ot mov £xel kabopiotel otV
undpa Merge Limit. Ta oplo tiucdv mowiddovv and 0.000 wg 1.000 povdadeg kou m emAeydpevn Tun
e€aptaton amd ™ VoM Kot TV KAlpoka kdOe oyedlov. o ) oyediaon tov "Gus", kdbe Kopven oe
amootaon peyoaAvtepn omd 0.1 povddeg amd 1o emimedo kobpepticpotog Bo elvor mopatnpion Kot
0,T1dNT0TE KOVTIVOTEPO OV O givar opatd. Opiote to Merge Limit otnv tyun 0.1.

i Télog, pe evepyo 1o kovumni Clipping, to eninedo kabpeticpotog yivetar 6plo to omoio
Clipping Kapio kopuen dev pumopel va Eemepdoet Kot kKA KOPLEN TOV EMUTEOOV TAPAUEVEL
KOAANUEVT GE aVTO.
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Xépla kot ToS1x

210 onueio avtd Ba dnpovpynoete ta xEpla Kot ta oS Tov Gus! XpnoIonoumvTog To TapoumTave Prpata,
epappoote Box Select otic dvo mhvem 0e€1d Kopveég (Lakpaivovtag To xépt e 600 Prjpata), To 0moio GTNV
ovcio Bo emAélel Tig GAAAeg 4 KopLPEG oW omd aVTEG 6 GuVoAo 6 kopvedv. [Tatote 10 E yuo va
TPOEKTEIVETE TO emheyuévo Tunua (N ypnowomomote to kovuni Extrude Region g gpyaieiobnkng Tool
Shelf). Avti 1 evépyeila B dNUIOVPYNOEL KIVOOUEVEC KOPLOES Kot OYELS, TIC OTTOleg Umopeite va Kiveite pe
10 movtikl. Metaxweiote T1g Kopveéc 1,5 tetpdyvo mpog tor de€ld Kol KAVIE aploTEPd KAMK Yo Vo
otabepomomote T Béon Tovg. Metakiveiote TIC KopLvPEG e To TANKTPo E dAlo [ed tetpdymvo mote va
EXETE TO AMOTEAEGLLO TOV TOPOKATWO CYNUOTOC.

Undo/Redo

To Blender d1a0étet dvo Undo emhoyéc, pia yio v kotdotaon Edit ko pia yio v kotdotaon Object.

Ymv katdotaon Edit matote 10 cuvovacud Ctrl+Z yio avaipeon emavoAnmTikd pEYPL va QTAcETE GTO
emBountd onpeio. O cuvdovacuds t Shift+Ctrl+Z snavapépet Tig aAlayés.

Na Ovpdorte 6TL:

¢ Hemoyn Undo o€ Edit Mode €xeL anotéAeopa LOVO yLaL TO TPEXOV QVTLKELLEVO.
e Toa dcbopéva petd thv avaipeon dev yavovtow otav PByeite and tnv katdotoon Edit Mode, aAla otav
eloéNOete o€ Edit Mode yLa S1adopeTikd avtikeipevo.

2y katdotaon Object woyvovv ot id1ot cuvdvacpol TAnktpeov CtrHZ yo undo, f# Shift+Ctrl+Z ywa redo.
Av kévate aAloyég oe Edit Mode kot dev yaBnkav, tote Oheg o1 ahiayég Ba avarpeBodv av matnoete 10
ocvvovacpd Ctri+Z oe Object Mode.
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Kopuvgég mov evumintovv

H &&obnon (Extruding) Aertovpyei pdévo O0tov EQOLUE ONUIOVPYNGEL KOUVOVPLEG KOPVPEG KOL UETO TIC
petakwvovpe. Av katd tn dwdpkelo petaxivnong moatoovpe Escape 1 kévovpe de&l KMk 10TE 01 VEeg
KopuPég Ba mapapeivouv kot Ba tomobetnBovv mave and TIc apykés, omdte Ba Eyovue dumAdTuma. O
AmAOVOTEPOC TPOTOG VO avapécovpe avtd to AdBog eivar o cvuvovaoudg Undo (Ctri+Z). Kopd popd givan
YPNOUYLO VO SNUOVPYOVLE TPMTO TIG KOPLPES KO LETH VO TIG LETAKIVOVLE, KAILOUKMVOVUE 1| TEPICTPEPOVIE
ue ta mnktpa G,S 7 R.

Yvveyiote ™V eEay®yn KOPLP®V UE TOV 1010 TPOTO UEYPL VO
KOTOOKEVAGETE TO OYE010 TOL OmAavoy oynuatoc. o va
emupéyete TV ehevbepn kivnon TUNUATOV, TATHOTE TO HEGOIO
nMktpo tov moviikiov (MMB ) agod éyete matfoel to
nMktpo E kot mpwv kdvete apiotepd kik (LMB F). Av dev 10
Kévete owto, Ta TOS B0 KataAyouy gubeia TPog To KATM Kt
oyt mhaywotd. Emiong, ywoo vo umopécetre va LETOKIVICETE
A0 Ko TIC O00 KOPLEEC NG KATM OKUNG, ¥petdleTor va
OTEVEPYOTIOUGETE TPOSMPIVA TNV EMAOYN X axis oTov mirror
modifier, vo o¢mdaéete TO OYESO KO peTd va TNV
evepyonmomoete Eavd. o v akpiPn tomoBétnomn tov véov
TuNudTev, érete matnuévo to mAnktpo Ctrl 6co ta petakveite.

Ye autd 10 onueio Oa €yovpe TEAEIOOEL HE TO HOVTEAO
kaBpéptn, ['a va eTridEovpe oV TPAYHATIKOTNTO TO LOVTELO
kaBpéptn, Oo mpémer vo €POUPUOGOLUE TOV TPOTOTOUTY|,
KOW®OG VO, TOTHCOVE TO Kovuni apply dOTE Vo €paplosToVV 01 0AANYEC TTOL KAvaue. Me Tov yapoaktipo
nog, tov Gus, og katdotoon Object (natfote S Tab av PBpioketar og Edit Mode), motiote oto kovpmi
Apply tov Mirror modifier.
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Ixedralovtag To KE@AAL
Metofeite o Edit Mode (natote S Tab av Bpickeote oe object mode)

Metaxweiote To dgiktn ToL TOVTIKIOD aKkpPdg Eva TeTpdywvo and 10 copa tov Gus. o va tonobeteiote
TOV KEPOOPO, GE EVOL GLYKEKPIUEVO ONUEID TOV TAEYUATOS, KOVIE OPIOTEPO KAIK KOVTA GTO onueio mov
0élete va TomoBetnOel kKo motote 0 cvvdvacpd T Shift+S yia va avoifete 1o Snap Menu. H emiioyn
Cursor to Grid tomobetel Tov Képoopa akppdg oto onueio TAEyUatog (anTd emBvuodue TOPA), EVO 1M
emioyn Cursor to Selection Tonofetel OV KEPCOPA GE EMAEYUEVO OVTIKEIEVO.

Mo va etidéete to kEPAA TOV Yapoktpo pog enthééte Shift+A >> Add >> Cube ( apiotepn €koOva 610
OXuUa) .

AnpLoupylo OVTIKELUEVOU

Otav npocBetete éva avtikeipevo o Edit Mode yla éva aA\o, To vEo avTikeipevo yivetal HEPOG TOU UTAPXOVTOG.
‘Etol, 0 KUBOG MoU €L0AYALE EVOWHATWONKE aQuTOpaTa oTh oXeSlaon Tou KOPULOU TIOU £XOUE KAVEL.

[Tatote G yw va petafeite oe Grab Mode kot va petaxiveiote 1o véo avtikeipevo mpog ta Katw. Mropeite
va meplopicete v kivnon o gubeia ypoppun TatdvTog 10 HeGaio TANKTPO ToL TovTiKoV. Metakwveiote Tov
KOPo katd mepimov 1/3 g povddag Kot kévte apiotepd KAK yia va "kAewdmaoete" ) B€omn tov (0e€1d e1kOval

o1fiHaToo).
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YTo-emu@aveleg (SubSurfaces)

Subsurf modifier

INo to endpevo Prpa, yperaletar va emAééovpe OA0 To. LEPT TOL YOPOKTNPO HOS KL OYL HOVO TO KEPAAL (
YPNOYOTOMGTE TO TANKTPO A - {6(C TAPATAV® amd pio popa).

Méypt topa €xovpe @TIaEEL va amAoikd oynua. o va 10 kdvovpe To amodd emAEETE TO TTEPLEYOUEVO
tpomootadv ( Modifier context) kot mpocBéote Evav Subdivision Surface modifier (The Subsurf modifier).
Yryovpevteite 0T £xete opioel Ta kovumd View kot Render og tipuég peyalvtepeg 1| ioeg tov 2. H emdoyn
View opilet 10 eminedo vmodlaipeong mov Ba eppaviotel ot oxedioon 3D evod n emioyn Render opilet to
EMIMESO VITOJIPESN G KATA TNV 0TdO0C™G TNG TPIOOIICTOTNG YEMUETPIOG.

Yrnoenidaveleg (SubSurfaces)

Ol unto-emidpaveleg eival Eva mponypévo epyaleio povieAomoinong, To onoio eKAEMTUVEL SUVAILKGA AEMTTOUEPELEG OF
€va tpayL Siktuo akpwv. H l6éa Aettoupylag Tou EyKeLTal otn dnpLoupyla VoG Mo TIUKVOU SIKTUOU OKLLWY KaL OTOV
EVTOTILOWO TOV KOPUDWV TOU WOTE VL 0KOAOUBEL TILO EKAETITUCUEVA TN YEWUETPLA TOU apXLKOU OXNUATOG.

INa va €xete v aicbnon avtig g W0mrTog, petaPeite oty Edit Mode (S Tab) oty emthoyn Solid
display mode matdvtog to mAiktpo Z . O yapaktipog pog o potdlet kdnmg £1ot).
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Mo va kGvoovpe to avtikeipevo va deiyvel akdun mo Aelo mTOTNOTE TO TANKTPO
Smooth, to omoio PBpioketar katw amd v emhoyn Shading omv epyaielodnkn
Tool Shelf tov mapadvpov 3D Window (T). O Gus Ba drabétel Tdpa mo amodn voen,
TapOAo OV TOAVAOG Vo €xel LAOPES YPOUUES OTN péOM TOv oOUaTdg Tov. H
EMTTOUATIKY 0LTY omekdvion Ba Exel amopevyBel edv €xel ypnoyonombel cmotd
n Aewtovpyion Tov Mirror modifier kot mpoépyetor amd T petakivnomn Kot v
avadimAwon emAeypévov Kopueav. Ot ypoupés avtéc epgavifovior emedn To
dikTvo KopLP®V oL Ypnoiponotel o SubSurf' modifier vroloyiletar AapPdavovrog
TAnpoeopio amd T0 apykd SIKTLO KOPLO®V TOV TPOYEOS GVIIKEWEVOD, TO OTOI0
mOavdS va unv giye KATOoKELOOTEL 6MOTA pe Oha To onueio Tomobetnuéva ot
owot) KoatevBuvorn. T vo opicovpe 7O OMOTA TIC OPYIKES KOTELOVUVOELG
vroAoyopov emotpéyte oe Edit Mode (Tab), emAélte dAeg Tig kopupég (A), Kot
natote Ctri+N. Topa o Gus Ba mpénetl va gpeaviCetor pe peyorvtepn okpifela .
[Momote 10 pecaio TANKTIPO TOV TOVTIKIOL KOl GUPETE TO TOVTIKL GE OLAPOPES
KaTELOVVOEIS DOTE Vo KAVETE TPOEMGKOTNON TNG o)edlaone amd OAeg TIG Ywvieg
0¢aong.
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