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= Add < Mesh < Cylinder

» Edit Mode” (navw 6g€1a), peTa 1o
nAnkTpo Tab kal Face Select
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s APoU €MINEEETE TO KATW PEPOC, MATNOTE

S-KkatrHETAKIVIOTE TO MOVTIKI YIa Va
OI0pBWOETE TNV KAIWAKWON Kal oTN

OUVEXEIA KAVTE TIC anapaiTnTEC
PUBUIOEIC WOTE va NApel TO OXNUA EVOC
¢AiTCaviou. PUOIKA, Ta NEPIOCTOTEPA
KUNEAAa OEV EXOUV AUTO TO KWVIKO
oxnua. MNa va 1o d10pBwWOCETE, NATNOTE
Ctrl+R oTO KEVTPO TNC KOUNAC KAl JETA
S yia TIC puByIcEIC.
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= 'Object Mode”, right-click on the item,

| and Shade Smooth.

s Ctrl+R — TO €va KOVTG OTNV KOPU®I
Kal TO GANO KOVTA OTO KATW HPEPOC TOU
¢AIrCaviou. 'ETOI N napapoppwon Tou
OXNMATOC avnkel oTo nNapeAbov

= Face Select option enavw apioTepa)

Kal JETA KAVTE KAIK OTO ENAVW PEPOC

Tou pAITdaviou. Na 1o naxoc, NaTnoTE

E (Eexwpilel yia Extrude) + S yia Tnv

KAIJAKWON
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= NAPAPEVOVTAC OTO ENAVW PEPOC TOU
AvTIKEINEVOU, NATNOTE E+Z Kal
NPOXWPNOTE WE TO MOVTIKI 0aC OTOV
aova Z PeEXp! TO GNUEIO NOU va pnv
Eenepacel TNV KATW NAEUPA. OTN
OUVEXEIQ MATNOTE S yIa TIC anNapaiTNTEC
pubuIioEIC.
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i s Ctrl[4+R — pia ¢popa Kovta aTnv Kopupn
TOU AVTIKEIMEVOU Kal TNV aAAn KovTa
OTO KATW WEPOC.

= AAN\G av evepyonoINoeTE Tov a&ova Z,
Oa deiTe OTI TO KATW PEPOC Eival AKOUA
eninedo. eNIAeETE TNV eNIPAVEIa OTN
Baon kal natnoTte E (yia e€Ewbnon) + S
(yia kAigaka). MeTa ano auTo, EMAEETE
TN vEQ PIKPOTEPN €NiPavela kail E +7
£TO1 WOTE va aveRel eEAaPpwc.



= EniAeETe TOV X €OV
s Ctrl+R TEOOEPIC POPEC YIA VA KAVETE

+

AUTEC TIC TOUEC OTNV Kouna. 'Onwc
BAeneTe, OUO ANO AUTA €ival KOVTA OTO
Navw PEPOC KAl TO AANO KOVTA OTO
KATwW JEPOC.

= [1aTNOTE TO PYEOQIO MOVTIKI YIA Va
aA\aEETE TNV NPOONTIKN TOU
TpIodIaoTaToU NEPIBAANOVTOC 0ac Kal,
OTN OUVEXEIA, EMAEETE TEOOEPIC OYEIC
TOU avTikelpevou (Shift +apioTepo KAIK)
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= E+Y, Ba dciTe OTI QUTEC 01 TEGOEPIC
OWEIC NMoU €NIAEEATE NponyoupEVWC Ba
apxioouv va eEwbouvTal.

= AANG 1O NPOBANua €dw €ival OTI Ta
KUNEAAa Ogv £xouv TOOO opBoywvVIOo
oxnua otn Aapn Touc. Na va To
OIOPOWOETE, EMAEETE QUTEC TIC TEOTEPIC
AKPEC Kal, aTn ouvexela, natnoTte G+Y.
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s €NINEETE TA TEOOEPA NPOOWNA
(oTIYHIOTUNO 080VNC NApakATw), va
kaveTe Ol KAIK OTO MOVTIKI KAl va
eniAe€eTe "Bridge Faces'".
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= OTOXOC Mac €ival va kavoupue Tn AaBn
kKupTn. 'a va To KAveTe AuTO, NATNOTE
Ctrl[+R oTtn peon Tnc AaBnc kai PeTa
G+Y yia va poialel e auTi

= Object Mode <Modifier Properties
(on the right toolbar) < Add Modifier
< Subdivision Surface.



i- Render Properties ano tn ypapun

EPYUAEI@V KA aANA&TE TN Pnxavn
anodoonc o€ Cycles

= EniAeyovTac To pAuTdavi Kkai
nnyaivovrac oto material properties
LNOPEITE va OI0OpOWOETE TNV UPN TOU
AVTIKEIYEVOU.

= NpooBeoTe New Kal PHETA EMAEETE TO
Baoiko xpwua nou oac apeoel! Ac
MOUME OTI TO AyannueEVO 0ac Xpwuda
€ival TO JNAE.
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