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3.4. ApXLTEKTOVIKN TNG EMIPAVELXG Epyaaiag Tou Blender

H Baotkr apxltektovikr Tng 08ovng tou Blender givatl Sopnpévn o€ TpeLg
opllovtieg (wvec.

H mavw kot n katw {wvn, TIou KATOAAUPAVOUV TO HLKPOTEPO XWPO,
glval otaBepeg Kal OTIG omoieg dev pmopsl va yivel kapia tapepfaon,
OUTE OTOV XWPO TIOU KATOAQUPBAVOUV OUTE OTO TIEPLEXOMUEVO TOUG.

H peoaia (wvn, OV KATOAXUPBAVEL KOL TO HEYXAVTEPO HEPOG, Elval
0 XWPOG TNG KEVTPLKNG 080vNG £pyaciwy Kol PTtopel va Stapop@wOet
avaAoya. AnAadr), pmopel va yivel opllovTiog N KABeTog SlaxwpLopog
NG (split), 0oeg Popeg Kat OTIwG eTOVPOVE.

3.4.1. H mavw {wvn
H mavw {wvn gival xwplopevn o€ Tpla TUAPOTO:

) Fle Edit Render Window Help View Select Add

* To pevou pe Tig Paatkeg evtoAeg: File, Eair. Render, Window kau Help,
oto mpotuno Twv Windows.

« Ml gglp& TPoETAOYEG CLUVSUACUOL 4JOVWY HE TNV AVTioTOLXN
OVOpaoia TNG EpyaTiog ylo TNV omoic’ £xouv dnpoupynOet.

 ZUUPBOAQ ETILOKOTINONG OXETIKL s TO €PYO TIOU EXOUHE AVOIEEL OTO
Blender.

3.4.2. H k&tw {wvn

d) Select Keyframes 8" Box /5\!5\‘ Verts:8 | Faces:6 | Tris:12 jMem: 23.8 MiB|

H k&tw wvn meptAap 2AVEL 0TO OPLOTEPO TUNHA TNG, TPELG ATIELKOVI-
OELG TIOVTLKLOU TIoV UTteVOL IOV TOV TPOTIO TIEPLYNONG OTO TIPOYPO-
MOl E T TIANKTPO TOU TIOVTLKIOU KO, 0TO Se€l THAMA TNG, OTOLXElX TNG
TOTOTNTOG TNG EPYATLOG TIOU EKTEAOUE.

3.4.3. H peoaia {(wvn

Xtn peoaia (wvn pog Sivetal n duvatodtTnTa TTAPEUPAONG OTNV HOP-
N (interface) Tou AOYLOULKOU €iTE €MIAEyOVTAG O QUTO L 080vn, amo
TIG SLAOETIUEG TOU AOYLOULKOV, €iTE KAVOVTOG SLOXWPLOUO TNG OE UTIOO-
BOveq e OTIOLO APXLTEKTOVIKK) ETILOUUOUE.

H k&Be pio amd tig Stabeaipeg 000veg £xel SLapopeTikd interface e,
OUYKEKPLUEVEG LOLOTNTEG KAl TA avTioTOolXa Epyodeia eme€epyaaiog, ava-
Aoya e TO €l60¢ TNG EPYATIOG TIOU EKTEAOUE.

MTopoUE, AOLTIOV, VO SLUOPPUIVOUHE TNV ETILPAVELX Epyaoiag Me
SlopopeTikeég 0B0veg Kkat interface katd TepimTwon katl va dSnuovpyn-
OOUVME TO SkO pag ouvduaopd oBovwy, EiTe AELOTIOLWVTOG TIG TIPOETIL-
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Aoygg Tou Blender gite Snpioupywvtag KATL EVTEAWG VEO KOL TIPOCOPUO-
OMEVO OTNV SLKN HOG TIPOCWTILKOTNTA KOL TPOTIO £PYATIOC.

2tn ovvexela Ba SoUpE:

* Nwg TapepPaivovpe oTNV APXLTEKTOVIKA TNG Heoaiog {wvng.

* MNwg emIAgyoLpe TNV 006VN TIOV ETIOVUOVE.

» Tnv katnyoplomoinon twv Slaboipwv oBovwv avaloya pe To &i-
80C TWV £PYQTLWV.

» Nwg ouvdualovpe SLAPOPETIKEG 0OOVEG avVAAOya UE TNV EPYATIa
TIOV €KTEAOVE oTnVv 006vn Viewport, ou avtiotolxei oto 3d modeling
Kol 0To animation, eotidlovtag oto 3d modeling, TTov givat To avTikeipe-
VO auToU Tou BipAiov.

3.4.3.1. Awaxwpiouog (split) Tov mapaBupov ¢ pusoaiog {wvng

H Siadikaoia mouv akoAouBoUpe ival n €ENG:

» TortoBeTOVE TO TIOVTIKL LOV OE OTIOLX YWVIO TNG KEVTPLKAG 006vNng
ETOVPW EKEL TIOU KAVEL ULO ULKPT KOXUTTVAN.

« ‘Otav pavel To CUPPOAO TOU GTOVPOV KAVOULS OPLOTEPO KAIK KOl OEp-
VOUE TO TIOVTIKL OV 1) 0pllOVTIX 1 KAOETA KC( 10V G OTIALT oTnv 006vn o€
KA&BeTeg N opllovTieG (WVEG AVTIOTOLXO. ZTOHATAILE 71V KIVNOon TOL TIOVTIKIOU
QVOAOYQ e TO EYEDOG TIOV ETILBVUOVUE VO %5V 0L 0O0OVEG pov. Zuveyi(oupe
NV B Sladikaoia Kot oG LTTO0BOVEG TruL «xOLV dnuLoLVPYNOEL.

¢ TN OUVEXELX UTTOPOVUE EITE Vi Ori)JOOVME WG EXEL ETE VA OAAK-
Eoupe TNV LOLOTNTA TOLG aTO TO €hieviolo Editor Type otn ywvia mavw
aPLOTEPAL.

Mmiopw emiong va cAAG€w 2 jieyeBog TG k&Be 000vVNG OTIWG 0 OAX
T TTOPABUPA GTO GUOTNUA WinEEWS, WG €ENG.

* TomtoBeTOVE TO MOV TiXi 01O Onpelo oV evwvovTtal SVo 0BOVEG.

* ‘Otav dnpovpynBel picx SUTAR YPOUUN KAVOURE KALK KOL OEPVOULE
TO TIOVTLKL TIPOG TNV KATELOLVGON IOV ETIIOVHOVE VA LEYOAWTOUE 1 VL
MIKpUVOUUE TO TIapaBupo TG 0Bovng.

3.4.3.2. Zountuén Tou mapaBupou NG pusoaiag {wvng

Av BgAoupe va Kavoupe ocVUTITUEN SV0 0BoVWV O P, akoAovBoupEe
Vv Sl Stadikooia pe 1o SloaxwpPLopo Twv 08oVWV PEXPL TO ONpEio TTov
O£PVOUME TO TIOVTIKL.

Mo ouyKeEKPLUEVA:

* TomtoBeToVpE TO TOVTIKL OTN ywvia TNG 000VNG eKel TTOL EVWVETOL
Me TNV 0006vn pe TNV omola ETIOVUOVHE VO TNV CUPTITUEOUE.

« 'Otav pavei To CUUPBOAO TOU OTAVPOU KAVOUUE APLOTEPO KALK KOL
O£PVOULE TO TIOVTIKL Slaywvia.

* Moapatnpovpe OTL eppavideTal Eva axvo BEAog To omoio, 6Tav pe-
TAKWOUME TO TIOVTIKL (KPATWVTAG TO TIATNMEVO) OTIG SVo 006VEC TIoV
BEAOVE VO CUUTITUEOVE , EXEL SLAPOPETIKA POP& a€ K&Be 006VN, uTto-
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dnAwvovTtag TNV KatevBuvon TNG CUUTTLVENG. Xe Omola amod Tig Svo
0006veg ameAeVOEPWOW TO «KALK» TOU TIOVTLKIOU POV, Ba aVTIKATAOTO-
Bel amd tnv dumAavn TC.

Mpoaoxn

« H dodkaoior cvumtugng omaontel on deriogn Wlaitepwy Se&lotTNTwy Ko
EUTIELPLOL XELPLOMOV TOU TIOVTIKLOU. Avtdr Cripadvel OTL Sev TIETUXQIVEL TTAVTO
KO, VT Vot KAVOUPE GUUTITUEN, SNiite, v oUVTal CUVEXWG VEEG 0BOVEC,

Av, avti va epaviaBel To axvo Beres 100U UTToSNAWVEL TN CUUTITUEN, YivovTal
ouvexopeva splits, Sev MEAEUILLLVOUIE TO APLOTEPDO KALK CAAX TIOTAE TO-
TOXPOVa Ol KAIK OTO TIOVTik: 311V OUVEXELD, OMEAELVDEPWVOUE KOt Tt VO
TANKTPQ TOV TIOVTIKLOV. ETay, 1 -:aB0¢ TTPooTABEI avaPEITAL QUTOUATA KO
UTTOPOUE VO SOKLUATLULL 20V,

* Mpw &ekvnooupe T Swdkaoior CUPTITUENG TIOPABVPWY TIPETTEL VO BUPO-
MOOTE TN OELPA [AE TNV OTIOLO KAVAIE TOUG SLOXWPLOOUG 080VWV Kall VO 0KO-
Aoubrooupe okpPwg v avtiotpon Topeia. Xe avtifetn mepimtwon, Ba
OTMOTUYXAVOULE CUVEXWG OTN SLadIKATLQL.

Av S0UpE OTL SV T KATOPEPVOUE PE TITOTA 0TV GUUTITUEN SVOo TIapaBu-
PWV, amA& aVOlyOUE Eva VEO CLUVOUOCUO 0BoVWVY OTNV PIAPA PE TO Baot-
KO MEVOU TIATWVTOG TOV OTAUPO KAl ETIAEYOVTAC TOV TUTIO GUVSUOGHOV TIOU
ETLOUOVE.

3.5. Ot toAAég 0006veg Tou AoylouikovU Blender

To Blender &108tel TOAAEG 0B0OVEC, TIOU AVTIOTOLXOUV OE SLAPOPETIKEG EPYQI-
oleg 3d modeling kat animation.

H 0B6vn mposmidoynq gival n 3D_Viewport pe 1o €lkovidlo wg oVp-

BoAo avayvwplong TnG.
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EmtiAgyoupe tTnv 080vn Tou eMIBUUOVIE KAVOVTOG KALK OTO €£LKOVISLO,
QVAYVWPLOTIKO K&Be 080vNng, 0Tn ywvio TAvw oploTEPA KAL QVOlyEL O
Tivakoag evtoAwv Editor Type.

1y, Global v v

Animation Data

+2 3D Viewport s’ Dope Sheet @ Text Editor = Outliner

[ iImage Editor @ Timeline Python Console & Properties
13 uv Editor 2/~ Graph Editor 83 info @ File Browser
) Shader Editor 42, Drivers £t Preferences

|ld Compositor <] Nonlinear Animation
Texture Node Editor

= Video Sequencer

-4 Movie Clip Editor &

H evepyomoinon tou Editor Type avaiyel TOV TIANPN TIVOKA PE TIG
SloB€aipeg 000VEG, N KABE pia oo Tic Croieg €xel TO SIKO TNG AVAYVWPL-
OTLKO €1KOVISLO, TTOU gp@avileTal ¢Th ywvia emavw aplotepa. Emiong ot
0B0vEg glval KATNYOPLOTIONUEVES C TECOEPEC PACIKEG KATNYOPLES:

« General, yia Ti¢ faoikeg £y 0ieg 3d oxedlaopov. Eival n katnyopia
TIov Ba HaG ATTACXOANOEL TIESLUTHETEPO 0 aTO TO PPAL0.

« Animation, yla Ti¢ Zodings, epyaocieg 3d animation. Auth n katnyo-
pla Ba pog ATOGXOANOEL O VEYOAUTEPN EKTAON KOl PABOG OTO €MOUEVO
BLBAlo Ttou TipoOKeELTa Vo EKOOBEL.

« Scripting, yla epyaoieg TIPOYPAPUATIONOV. Agv Ba oG ATaoX0AN-
o€t WdLaitepa.

« Data, yla TIg puBpioelg Twv ISLOTHTWVY TWV oToLXEIWV oVVBEDNG KA
TNV OPYAVWON TWV ETILUEPOVG EPYACLWV. AUTNA N Katnyopia Ba pag ama-
OXOA&l ouveEXWE KaB 'OAN TNV evaoxoAnaon pag e to Blender og omowadn-
TIOTE EpyaoiaL.

To Blender pog Sivel Tn SuvaTdHTNTA VO EVOWUATWOOVUE OTO TIEPLBOA-
Aov gpyaciag Tou Tavw amo pio 086veg, avdloya pe TNV epyacio TTov
EKTEAOUE, SLATNPWVTOG WOTOCO UL 0TOOEPT apXLTEKTOVLIKY interface.

3.6. Zuvduacpoi 0fovwv avaloya HE TO £i60G TWV EPyacLwV

Avahoya e To (160G TWV EPYATLWV TIOV ETILOVUOVUE VO EKTEAEGOVE OTO
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Blender k&voupe S1apopoug cuvdLaTHOUE 060VWY, YO VO SLEVKOAUVOU-
ME KOl VO UENOOUHE TNV OTIOTEAECUATIKOTNTA HOG. TO AOYLOMIKO €XEL
SNULOVPYNTEL WG TIPOETILAOYN LA OELPA CLVSVACHOVG 080VWV oL oTtoioL
TopATiBevTaL 0TO TIAVW HEPOG TOU TIAVEA.

XTnv ovvexela Ba avaAooupe Tov cuvduacopo Layout, o omoiog armo-
TEAEL TNV TIPOETILAOYA AVOLYUOATOG TOU AOYLOMULKOV.

3.7. O cuvduacouog Layout

O ouvduaopog Layout ammoteAel Tnv tpoetiAoyn TG Evapéng tou Blender.

AmtoteAeital amnd téooeplg utooBoveg, tnv 3D_Viewport Tou givat n
Baotkn otnv katnyopia 3d modeling kat animation kat TPELG LVTTOOTNPEL-
KTLKEC.

ATO auTEG oL SVO aPopPoLV oTa oTAdIx 3d Snpovpyiag kot ocVVOE-
oNg TWV TPLOSLACTATWY OYKWV. H TpiTn Xpncipevel oto oTddlo Snuiovp-
yilog «Twv HOTIPWV Kivnong Twv OYKWVY TOV GKNVLIKOU» TIOV, OTIWG EITTOpLE
KOl OTO TIPONYOUUEVO KEPAAQLO, SEV €lval TOTQ EUKOAN N VAOTIOINGT) TOV
0€ TIAPASOOLOKEG LOPYPEC TPLOOLACTATOV OXESATHOV.

Ot 0006veg auteg TapatiBevtat aceiaTw, padi pe T elkovidla Ttov
TIG OLUVOSEVOLV KAl TNV IOOTNTA TGUG.

006vn ISi6TnTC

' H Boouen ©300) pe SuvatdTNTEG KAl Epyoieia TPLOSIAOTATOU
;:f..r 3D Viewport oxXeSW LY e TNV omola Ba aox0AnBoUpE AVOAUTIKG OF
auTd 10 By Alo.

y Elt.crornon, ypagikn anddoaon Kol EAeyX0G OAWV TwV OToL-

! XSl oV €XOUpE £10Gyel oTn oknvr 3d Viewport yla eTte-

Eepyaota.

T= Outliner

066vn SLlapoPPWONG TWV ISLOTATWY TWV TIPOG EMEEEPY AT
2 Properties otolxelwv otnv oknvn 3d Viewport. MeptAapfavel Tig «elSIkO-
™NTEG» MoV ouvvepyalovtatl oto 3d modeling kot animation.

086vn kataypa@ng KAeWwv kivnong (Animation) kat xelpt-
o Timeline OOU TOL XPOVIOHOL TNG (Timing).

H tétaptn 066vn pe tnv ovopoaoio Timeline xpnotpevel oto oTtddlo
Snpovpyiag «Twv HOTIBWVY Kivnong Twv OyKwv TOU OKNVLKOU» TIOV,
OTIWG €LTIAPE KL OTO TIPONYOUUEVO KEPAAXLO, SeV Elval TOOO €UKOAN N
vAoToinon Tov o€ TaPASOOLOKEG LOPYPELG TPLOSLAOTATOU OXESLAGHOV.

ATo TIg utOAoLTteG 080VEG, KOMPPLKEG €TTONG YL TIG EPYATieg TPLOOLA-
OTOTOV OXESLAOHOV OTO TESIO XPWHATIOMOU Kot SNLoVPYLaG VWY Kot
VALKWV glval ol €AC:
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006vn 1I8t6TnTCU

Anpovpyia kot emegepyaoia Tov avamTuypatog Twv 3d avtl-
13 vv Editor KELUEVWV.

AuvaTOTNTO EAEYXOU HE YPOAPLKEG TIAPAOTAOEL TX OTOLXEIN

@ Shader Edito TIOU AMOTEAOVV TLG VPEC KAL TIG LBLOTNTEG TwV 3d HOVTEAWV.

AuTEQ TIG 000vEG Bt TIG €EETACOVHE TILO AVOAUTIKA OTO KEQPOAQLL 5
Kol 6 OTov mapovaotddovtal ol avtiotolxeg epyaocieg 3d oxedlaopov ot
o €18KA Bpata dSnuovpylog.

ITNV OUVEXELX OVTOV TOU KEPOAQiov, Ba SOUNE TILO AVOAUTIKA TLG
TE0OEPLG 0B0OVEG TIOV ATOTEAOUV TOV oLUVOLVOGHO Layout kaBwg apopd
oTtov okAnpd Tupnva tou 3d modeling. EEGAAOL N ONUOVTIKOTNTA TNG
ATIOSEIKVUETAL KOL OTIO TO YEYOVOG OTL ATIOTEAEL TIPOETILIAOYN TG 006VNG
Tov epavietal 6tav avoiyel To Blender.

3.7.1. H 006vn 3d Viewport

H 0Bovn 3d Viewport amoteAel TNV KEVTIPLK': 0KNVN OXESLAONOU KOl
TO TAPABUVPO TNG KATOAQUPBAVEL TO HEYIAT TEPO UEPOG TNG ETILPAVELOG
gpyaociog Tov cuvduvaopov Layout.

ATtoTeAE(TAL OTIO TIG TIOPAKATW EVOTNTEG ETILAOYWV:

A. Koupmid eAéyxou TnG OKNVAG.

B. Aiur BeAoug Ttou avoiyel TTapdBupo pe IBLOTNTEG TWV AVTLKELE-
vwv TnG oknvne. (hot key: N)

I. Koupmd pubuiong tou TpoTou TIou PBAETIOVHE TA TIPOG ETMEEEPY Q-
ola 3d povtéAa.
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A. TaveA evtoAwv oxXeTikd pe To 3d modeling otnv 086vn Layout.

E. Epyolcia emegepyaaiac.

Z. KOBog Kapepa Pwg T EAGXLOTO ATIAUTOVEVA OTOLXELX YLa EVapPEN
3d modeling.

H. KavaBog Bdaong (Grid) kat Agoveg MNpoom Tk,

TNV ouvexelo Bar SOVE TILO AVOAUTIKA TN AELTOVPYIO QUTWY TWV
oTolxeiwv Tov mepAappavovtal otnv 086vn 3d Viewport.

3.7.1.1. Kovurma eA€yxov tn¢ oknvng (A, B)
KpatwvTtog maTnpeévo TO aplaTePO KALK TOU TIOVTIKLOU
( Tou TaveA gAgéyxou Tou laptop 1 tng 0B6vVNg ang) oe io
oUTO TO €IKOVISLO, Ol KIVAOELG TOU TIOVTIKIOU TIEPLOTPE-
ouv OAN TN oknvr tng 006vng 3d Viewport.

Mopdpola Kal oTNV oo KATW OELpA ELKOVISIWY, K-
TWVTOG TIXTNUEVO TO QPLOTEPO KOUUTIL TOU TTOVTIKLOU (N
TOV TtAVEA eAéyxou Tou laptop | Tng 00dvne “DNAG) ot éva
OO QUTA, Ol KIVAOELG TOU TIOVTLKIOU £XOUV T TIOPOKATW
OTIOTEAEC AT

* 1TO PEYEVOUVTIKO OKO KAVOLv ZzHom out - zoom in
0OTNV 0KNVNA KOG

* XTO XEPAKL LETAKLVOUV OAr’ 10 0KNVN TIAVW-KATW KO
Se&la-aplotepa.

* 2TNV KWWNUATOYPAPLKTy kryiXxavr) 0AAGLEL N OTITIK TNG OKNVNG KOL TA
TIEPLEXOUEVA TNG PAIVOVTEE U7 OE VA TIAQUOLO HECT ATTO TOV (PAKO TNG
KOUEPOG, AKPLPWG OTIL),, “a UPAVIOTOUV «KASPOAPLOPEVO» OTNV TEALKN
€€odo (render).

* 2TO TAEYUQ, HE EVa KALK, eppavidoupe N e€apavidovpe Tov Kavafo
(grid) Tng oknvNc.

Auteg oL eTAOYyEG gival eEAUPETIKA XPNOLUEG OTAV XPNOLUOTIOLOVE
laptop xwplig movTikl. Mo ouvnBlopeva, 0 XEPLOPOG TNG OTITIKAG TNG
oknvNg ylvetat wg €§nG:

* Meprotpon oknvng

KpatwvTag motnpevo To HECAO POA TOU TIOVTIKLOU, Ol KIVATELG TIOU KO-
VOUE TIEPLOTPEPOVV QVTIOTOLXQ, OAN TNV OKNvr TnG 00ovng.

* Metakivnon oknvig

KpatwvTtog MATNHEVO TO HECOIO POA TOU TIOVTIKIOU Kat To SHIFT ot
KLVNOELG TIOU KAVOUUE HETOKIVOUV OAN TN OKNVA TIAVW-KATW Ko SEELAX-Al-
pLOTEPA.

« Zoom

Kpatwvtag motnpevo 1o aplotepd kA kat To CTRL oL KIVAOELG TOU Tto-
VTIKLOU TIAVW-KATW QVTIOTOLXOVV O€ ZOOom out 1) zoom in avTioToLKAL.

A

73



Tplodidotartog oxedlaopuog mepParovtog - 3D Modeling yiar Animation

* OTITIKN YWVid (PUKOU KAHEPAG
Zuvtopoypaia undev (0) 0To TANKTPOAOYLO POG

- 3.7.1.2. MapaBupo e ISI0TNTEG TWV AVTIKEUEVWVY TNG OKNVIG
Xtn &€& MAsup& TNG 006vNCg 3d viewport UTtAPxEL Lo ax U BEAoVG
TIOV, OV TNV EVEPYOTIOL)OOVHE HPE QPLOTEPO KALK, QVOLYEL VAl «KPUPO»
TOPABLPO PE TIG LBLOTNTEG TWV OTOLXEIWV TNG OKNVNG.

AUTO TO TIOPABUPO EVOWHATWVEL X KABETN UTdpa OTIoV yiveTal
ML KATnyopLlotoinon Twv SIoBECIPUWY ETILAOYWV OE:

« Item

- Tool

« View

¥ Transform ¥ Active Tool ¥ View

Location: Focal Length 50 mm

Clip Start 0.1m

End 1000 m
¥ Options

Use Local Camera
¥ Transform

Affect Only Render Region

¥ View Lock
XYZ Euler iy
Lock to Object W
Scale: =
Lock to 3D Cursor
» Workspace Lock Camera to View
* 3D Cursor
Dimensions: » Collections

» Annotations

> Properties

2to medio «ltem» pmopoupe va eAeyEoupe TIG SIAOTACELG, TN B€an Kot
TNV TIEPLOTPOPI] TOV AVTIKELUEVOL TNG OKNVIG TIOU £XOUE ETULAEEEL.

E€apeTikd evdlapepov gxel kat To Tedio «View» OOV UTTOPOVUE VO
XELPLOTOUME TIOAD OTIOTEAECUATIKA TO KASPAPLOHA TNG TPLOSLACTATNG
oLVBeoNG pag, SuvaTtoTNTA IOV Ba EETATOVE OTO ETTOPEVO KEPAAQLO.

3.7.1.3. Kovurua pu6uiong ontikng Twv avtikepévwy otn oknvi (1)

Y& UTO TO TIAVEA EVTOAWY, KOITWVTOC ATIO APLOTEPA TIPOC T SEELY,
To TPl TIPWTA ELKOVISLIAL APOPOVV GTNV EPPAVLION TWV CUUPOAWV eAgy-
XOU KOl TOU KAVOPOU OTNV ETILPAVELX EPYQCLOG KOL TO TIEVTE TEAELTALX
oTNV €UPAvion Twv 3d HOVTEAWVY PG OTN OKNVH.
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21n ovvexeia Ba Ta e€eTAOOLVE EVa-EvaL.

View Object Types 22z
Me tnv emtAoyn 1 6xL Touv cVBoAov Tou Z :
MOTLOU ETILAEYOLE TL Ba eppavideTal Kot TL e o
OXL 0Tn oKNnvn. Text © ¥
Grease Pencil ®© W

Show Gizmo

E€apdvion kal emavep@AvVIon TwV GUUBOAWY
€AEyXOL TNG B€ong, Tng Sl&oTaong TNG TEPLOTPO-
PAC Twv 3d HOVTEAWV pE TNV amevepyoToin-
on Kol emagvepyotmoinon tou elkovidiov Show
Gizmo, avtioTolxa.

Show Overlays

MNoapopolo kovuti pe to show Gizmo, }ivo
TIOV N EVTOAN Yyl e€QQAVION QPOPA 0TS, AEOVEG
0dnNyoug TNG TIPOOTITIKAG, TO TIAEYWLL, T0 elKOVISLO
TNG KAUEPAG KOL TWV PWTWV.

Emtiong, otav emAe€oupe To PrAdkL OiAQ OTO €L-
kovidlo Show Overlays, eTiAsvcuus. XELPOKIvVNTO, TX
oTolela Ttpog eEapavian.

To TEOOEPQ ETTOPEVA KQUUTILA £lvat TIOAD onpavTtika oto 3d modeling
ylati agpopovv gtov TpoTo Tov Ba epavidetal 3d povTtelo.

0 OO0 -

X Ray

Mapovaoiaon Tou HOVTEAOL pE pia EAaPpa St-
QPAVELD.

Agv Ba TUXEL VA TO XPNOLUOTIOGOVE CUXVA,
KaBwg Tt Tplot KOLUTILX TIou aKoAovBoLV gival
TIOAU TILO ONUAVTIKA 0Tov 3d oXeSLACUO.

MpoTeiveTal va TO OPACOUVHE WG EXEL YLa-
Tl emnpeddel T EMOPEVA KOUUTILX ETILAOYWV KOl
UTTOPEL VOl paG PTIEPSEPEL EBIKA vV EINAOTE OTO
Eekivnua pag we 3d oxedlaoTec.
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Wireframe
Moapouoicon OAwvV Twv OTOLXEIWV TIOV
Bpiokovtal otn oknvn o€ amoAuTn SloP&-

VELQL.

MoAU xpNoLpn eTLAOYN, ELOLKA OV £XOVL-
ME oTolxela 0TO €0WTEPIKO Tou 3d povVTE-
Aovu.

Solid

BAémoupe Tt HOVTEAQ, Xwpig textures
KOL XPWHOTO, OOV AEUKA LOXPUAPLVO Oy AA-
paTa.

Kapio ok dev gpavidetal os oxeon
pe Tn Bg€on Toug ¢ xwpo. Epgpavidovtal
MOVO Ol (PWTOOKICI ELG TIOU QPOPOVV OTO
OKO TOUG Ol

Material Preview

BAETIOUPE TA VAIKA (TO XPWHAL Tig yua-
AQSEG K.ATL) TIOU EXOUME SNULOUVITEL OTO
TPLOSLAOTATO HOVTEAO.

IXETIKA UE TIG OKLEG, KOpiar o eV -
pavideTat

Rendered

BAgmoupe To 3d povteAo akplPwg OTwg
Ba eppavioTel oTo TEAIKO render, pe TIG OKL-
€G, TA VAIKKA KO TIG VQPEG TIOU TOU EXOVUE
OTIOSWOEL.

3.7.1.4. Baoko taveA evtoAwv (4)

M, Object Mode v View Select Add Object
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210 Paoiko maveA evtoAwv tou 3D_Viewport £xoupe evToAEG TIOU
£XOLV VA KAVOLV HE TOV TUTIO epyactwv (Mode), Tov TpOTo ELPAvIong
(View), Tnv emihoyn (Select), TNV €l0aywyrn OVTIKEIUEVWY OTNV OKNVN
(Add), kot TNV Slaxeiplon Tou avTikelpevou Tou etitAeyoupe (Object).
‘Onwg Ba SoVpE KOl 0T CUVEXELD, TIOAAEG OTIO TIG EVTOAEG TOL Blender
yivovTal pe mavw amd Evav TPOTouG. Mo Tapadelypa, TTOAAEG OTTO TIG
emiAoyeg Tou Object utdpyouv Kot 0To TAPABUVPO TWV LELOTATWV TIOV
avoiyel Se€l& 0To KEVTPLKO TtapdBupo ) pe hotkey N, oTwg eidape Lo
TAVW. LT EMOPEVA KEPAAQLX Bal £XOUpE TNV gukalpiat var Sovpe ava-
AUTIKG TIG EVTOAEQ ekelveg OV eival amapaitnteg otn peBodo kat otnv
emAoyn Twv epyactwv 3d modeling autov tou BipAiov. Qotooo, Ba pei-
VouuE Alyo mapamdvw otnv evtoAn Add kat oto medio mpoadloplopon
TOU TUTIOL TWwV 3d EPyaciwy, pe TipoeTAoyr TNV evtoAn Object.

Add

Ké&vovtag kAtk oto Add avoliyel éva tapdupo oto omoio BpiokovTal
OAEC OL ETILAOYEG ELCOYWYNG QVTIKEUEVWY GvN OKNVH. EVSEIKTIK& puto-
POVE VO TIPOCOETOVE:

* MpwToyevn oxNUATA.

* YKEAETOUC.

* Kelpeva.

« K&uepa, pwta, nxo.

* Elova, wg avapopd oxedicisuoV.

ESw Ba mpemel va emionpavoupe 0Tl To Blender avtipetwidel OAa
T oToLKElax IOV €xouv MpooTelel (Add) otnv oknvh (OXNUATA, ELKOVEG,
PWTO, KAUEPD) WG AVTIKEIUEVA TO OTIOIO UTIOKELVTAL OTLG IOLEG EVTOAEG
XELPLOMOV (PETaKiVNON, TIEPLOTPOPN, cAAayn pHeyEBOLG, animation).

Object Mode
Y10 TaveA pe Modes £XOUHE EVaV KATOUEPLOPO TUTIWV 3d emeepya-
olog pe Ta SIKA TOUG EEXWPLOTA EPYOAELD KO ETILAOYEG TIOU OV TLOTOLXOUV
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oe KouPka otddla 3d Modeling kat Animation, 6TiwG TN SLOPOPPWON
OYKWV, TNV Snuovpyic LPwWV Kal To animation.

‘Otav avoi§ouvpe Tov mivaka pe Ta modes BAETovpE 7 TUTIOVG EpYQL-
owwv (Modes):

/W, Object Mode v

W Object Mode » Object Mode
Edit Mode - Edit Mode
 Sculpt Mode
« Vertex Paint
iy Vertex Paint o Weight Paint

Weight Paint  Texture Paint

Sculpt Mode

Texture Paint

Ye ouTO TO BLPBAlo B cioxoAnBoupe cuotniciikd pe to Object Mode,
To Edit Mode kat to Texture Paint Mode, 0T0 TETXPTO, TIEUTITO KOL €KTO
KEPAAQLO, AV TIOTOLXQ.

ErumAgov, oto €BSopo, 0yd00, evato “i DEKATO Ke@AAQLO, Ba Sov-
ME HEOQ OTIO OUYKEKPLUEVEG MEAETEG 1epinTWonG TPOTIOUG HETAPOPAG
TIAPASOCIOKWY TEXVIKWY Kl €181z up=ywy Bepdtwy  dnulovpylag o
nepBaAAov 3d Computer TpLOSIAGTHTOU OXESLACUOV.

Mo OLYKEKPLUEVD, Ba TIAPUI0LRTOVME ULl TIEPITITWON ETTAVOAOXEDL-
QOpOU TNG ylyavToowioag tow e Mirror Stage oto Blender, eldika O¢-
MOTO QWTIOMOY, TNV aloTicinain TIoKIAWY SUVATOTHTWY TNG EVTOANG
Image as Planes kat tov ¢1124,00u0 Bump kot Bevel 6To okKQWLHO OKpwWV.

EEOAAOU, OTTIWG ONUELWUL S KA OTNV El00ywyn, o€ auTO TO PPAIO «...0ev
napovotalovus eva manual tov Blender aAda uia mpotaon aéiomoin-
ong Twv PYaAEiwY OV SIABETEL YIA OUYKEKPIUEVEG EpYAOLES dnLoup-
ylag 3d, exovtag w¢ avagopd uia mapadootakri tawvia stop motion 3d
animation tov ovyypapsa, To The Mirror Stage».

3.7.1.5. EpyaAsia (E)

Ta epyaAeia IOV AVTLOTOLXOUV OTNV PUON KOL AT~
TNOELG TNG kA&Be 006vNnG PBpiokovTtal TavTa oTNV apt-
0TEPN KABETN TIASLPA TOL TIAPABVPOL TNG KAL SLOAHOP-
pwvovTal avaAoya pe Tov TuTto (Mode) epyactwv.

Ytnv 066vn 3D_Viewport, Tou amoteAel TpoETiAo-
yn avoiypatog tou Blender, oto Object Mode ta gp-
YOAEIX OPOPOVV OTOV XELPLOPO TWV QVTIKELLEVWVY TNG
OKNVNG OTOV TPLOSIATTATO XWPO.
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3.7.1.6. KuBog, kauspa, pwg (XT)

Eivat ta tpia avtikeipeva ou ep@avidovtol wg TIPOETILAOYN KOL UE TA
ool UTTOPOVPE VO OPXICOUHE VO SNILLOVUPYOUE HE TO IOV Bal UTToVpE
OTO AOYLOMLKO.

3.7.1.7. Kavapog Baong (Grid) ko Aéoveg mpoonTikng (Z)

O Kavapog faong kot ol AEOVEC TIPOOTITIKNG EVOL EEAUPETIKA X PO
oToLXEla 0TOV TPLOSLACTATO OXESLAONO, KABWC pog Sivouv Tnv &lebnaon
TNG TIPOOTITIKAG 0TOV XWpOo. Etol Snuiovpyeital pia vontikn Bdon oxedt-
OO0V KAl ATTOPEVYOVTAL TIBAVEG OUYXVOELS. KOAUTITOUV, WG TIPOETILAO-
vy, 6An tnv 006vn oxedlaopov.

3.7.2. H 006vn Outliner

Bploketal emavw  S¢-
& wg mpoemiAoyn. e :
oUTH TIaPATIBEVTAL CAX Camera

E Scene Collection

v @I collection

r ‘£ amera 4 74 .
2 ,V.Eube TA OTOLXELX TTOV EYOU &

— ugn OTN OKNVN O€ LOP@I| Al
OTOC,.

Cube

Light

AlmAa ¢ «xde avTIKEIPHEVO TNG AloTag LTtap-
XEL TO OV'{20A0 TOU HATLOU TIOV, OV TO OBrCOVUE
ME KA. K{MOUE OPOATO TO QVTIKEIEVO OTN OKN-
VI PS

T cwvTikelpeva Tng Alotag Bplokovtal og pia
axtan lepapylag.

AnAodr, Qv OTEVEPYOTIOIOOUUE TO HOTA-
KL TnG oKnvng yivovtal aopata otnv oBovn
Viewport 0Aa Ta avTikeipeva Tng Alotag Tne.

Mrmopovpe pe Se€l KAKK va avoi&oupe 0oeg
oknveg emBupovpe kat pe drag and drop va ov-
POUE TO AVTLIKEEVA TNG AlOTOG OE OTIOL OKNVN
eMBUPOVHE, OAAALOVTOG £TOL TIG OXETELG LEPOP-
xtag.

#C
v
v
v
v
v
v
B

Mpotaon
Noa Swaooupe TOOO GTN OKNV 000 KAl OTA AVTIKEUEVA TIOL TNV amopTi(ouv
KOTIOLO OVOMQ TIOU VOl OVTIOTOLXEL 0 oUTO TIou gu@avietal atnv 08dvn
Viewport.
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3.7.3. H 0006vn Properties
Ytnv 0Bovn Properties eplAapfavovtal OAeG ol SuVaTOTNTEG ETTE-
Eepyaoiog 3d modeling kat animation Twv AVTIKEEVWY TIOV €lval 0TNV
oknvn. Mapaotatikd, Oa ovopddope T TNV 006V WG TO YPAPELO HE TIG
€LOIKOTNTEG IOV EVTACOOVTAL O€ W opdda 3d Snuovpyiag. EVEeKTIKE,
TIAPOOETOVUE OPLOWEVEG ATIO TIG SLABETIUEG ETTI ANVIE

Tools:

Epyodeia eme€epyaoiog, Kowa pe Ta €p-
yoAeia oto Viewport aAA& Tlo €UTAOUTL-
OMEVQ, aVAAOYQ UE TO EKAOTOTE mode.

Active Tool and

Workspace setting ¥ Options

g
=

v Transform

(&
. Affect Only
&

Render Properties

Render + Output Properties: "

Alopdppwon twv pubpicewv g TeAt- E 5+ Workepace
KNG elkovag e€66ov (render).

Material: @\W-

PUOpoNn Twv BLOTNTWVY  ETPAVELAG
(XPWHQ, YUOAASQ, OLAPAVELX K.O.K.

3.7.4. H 0006vn Timeline
0OB0ovn Tov oxeTideTan kAU xH i Ue TO animation.

Bpiloketal otnv mposmitovs tng ouwvBeong Layout, o pa oagn
TPOBeon va TOVIOTEL N CTE 1) oXEON TNG PUONG TOU AOYLOMLIKOU ME TO
animation kot va avadeLyte oL duvatotnteg kivnong oto 3d modeling.
E€aAAov To atolxeio tng kivnong Stagpopomolel To Blender oe oxgon pe
T KAQOLIKA TIPOYPAUHATO ETIEEEPYACLAG ELKOVAC.

MNeptAapPavel, 0NV UAPA TNG KOPUPNG, OTO KEVTPO, T KAAOLIKA
KOUMTILA TIPOBOANG BivTeo kot apEowg Se€Ld SVO HUIKPA TIVOKAKLIO ME
apOUNTIKEG EVOEIEELG. XTO TIPWTO WE TNV evOelEn «1» opileTal To KapE
0TO oToilo PPIOKETOL N UTTAE YPAMMN TIOU COPWVEL KABETA TNV 006Vn
Timeline. 210 S€uTEPO TILVOKAKL £XOUHE SVO PLOUNTLKEG EVOEIEELG, OTIOV
opidoupe TNV Evapén kat tnv An&n Tou animation.

Ot evédeielg Tou Xpodvou NG Tawiag PplokovTal AUECWE TIO KATW,
0oTN Hopn umapa, kat ot aptBpot opilouv Kope.
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H ykpilo pméipoa Tou BPIoKETOL TIO KATW VAL N UTTAPOL OTTEKOVIONG TWV
KAEWOLWV Kivnong Ttou £X0upE opioeL aTo animation. AUTO atTloAoyeiTan amod TV
SLOPOPETIKNA PUON EPYOOLIIV TIOU OLVTEAEITAL O KAOE mode. Xe eva TIPOAAN-
AOpO pe TNV Sladkaoiar oxeSLACUOU OTOV (PUOLKO XWPO, Bal UTTOPOVCOE VO
TIOPOUOLACOUE TO KB Mode WG EVal SIPOPETIKO TN TIAPAYWYNG.

3.8. H 006vn 3D_Viewport ota Baoikéa 3D Modes

H oBovn 3D_Viewport Sloapop@uvetal SLA@QOPETIKY, avAAOya HE TO
mode TIov ETIAEYOVE VO EPYATTOVE, KAOE popA.

AnAadn o TPOTIOG EPPAVIONG TWV TIPOoG emeepyacia 3D avTIKELE-
VWV Kal T StaBgatpa epyodeia eival Stagpopetikd oto Object, Edit kau
Texture Paint Mode.

M, Object Mode v

7% Edit Mode v
8w ve dd {- @ 0 O00D - | sneakpeek App Manager

User Perspective
(1) Cube
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xture Paint v
aint v g View

v 008D - Sneak Peek App Manager
User Perspective

(1) Cube

2 > ke @ N #

e

)

YTIC TIAPOTIAVW ELKOVEG PAETIOVUE TOV TPOTIO TIOV TIAPOLCLALETAL N
006vn 3D_Viewport oe kaBe eva amo auta 1o modes. Mg pa TpwTn
MOTIA TIOPATNPOVME OTL TA EPYOAEix TNG 00avHic gival otnv Sl B€on,
OTA APLOTEPA TNG, CAAQ StapopoTolnueva Y o ikxBs mode. Emtiong kat o
TPOTIOG EUPAVLIONG TOU KUPOUL EXEL TIPOCADHUOO 7#L OTNV £pyaaia ylx TNV
omolia mpoopileTal To KABe node.

AvtiBeta, ol utooTnpPIKTIKEG 006 vy Tutliner kot Timeline apope-
VOUV WG EXEL

To id1o oxveL Kat yla TNV obévny Properties.

Av Ttpoog€oupe KoAUTEpaL Sitiig, Ba iapartnpriooupe ot oto Edit Mode
exel €apavioTel To TEAeUTYiC U:0VIBLO IOV AVTIOTOLKEL 0TO «Bayuo» tou
Tpog emefepyaocia 3d avtikevsvou, kaBwg oto Edit Mode Sev sival ama-
PATNTN OUTA N EVTOAR, AoV 0 TUTIOG EPYOCLWV OE OUTO APOPA TN SLOOP-
(PWON TOV OXNHUOTOG TWV TPLOSIACTATWY OYKWV.

W, Object Mode v I3 EditMode v Texture Paint v

Auto otnv 080vn Properties sival pia cuvnBLopEvn TTPAKTIKA KoL yi-
VETAL Y& AOYOUG OlKOVOULaG. AnAadr uTtdpxel 0 BackOg TTUPAVOG TOU
TUTIOV EPYOCLWY, TWV «ELSIKOTATWV», 3D Modeling kot Animation, otov
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otmolo TpooTiBevTal I APALPELTAL EVa OTOLXEIO O OPLOPEVEG EEELOIKEVE-
VEG EPYOTLEG.

Mo TP ASELYHO, AV ETILAEEOVHE EVA PWC OTN OKNVI HOG, QUTOUAT
QVOLYEL VA ETITTAEOV EIKOVISLO ETIAOYWV YL TO PWG, TO OTIOLO eEaPavi-
Cetau o0tV To &e-eTIAEEOLE

QoT1000, N T oNUAVTIKA Slapoporoinon tng 06ovng Properties Ppi-
OKETOL OTO TIPWTO KOUUTIL TOU THVOKO E TOUG TUTIOUG EPYOCLWY, TO OTIOILO
aopd ota SloBsaipa epyodeia emegepyaaio,

Av emiAégoupe to Ttedio Tools Ba SLaTIOTWOOLVHE OTL TA EPYOAELT KAl
oL emAoyeg Tov TepLAapBavel Stagpopomolovvtal antd Mode oe pode
KT avTloTolxio e Ta epyoAeia TTou eppavidovTal oTnv aplotepr K&Oe-
TN TAgLP& TN 006vng 3D Viewport.

H 1o peydAn Siapoporoinon Bpioketal oto Texture Paint Mode, 6mov,
oTav avoigoupe eva veo Texture eUEAVICETAL EVOG TIVOKOG UE EVTOAEG KOl
SLVaTOTNTES «PaPinatog» Tou 3d HOVTEAOU HE XPWHO KAl ME LOLOTNTEG.

Texture Paint v

£o» Workspace

Emtiong oto Edit Mode, tapoTt Ssv untdpxel kaBoAov n opada epya-
OlWV TIOU EXEL VA KAVEL HE TO «BAYLHO» TWV VPWV KAl TI XVTIOTOLXEG
emAoyEq eme€epyaaiog Toug, Tov untdpxouvv oto Object kot texture Paint
Mode, eppavidovtal e€eldlkevpEveg puBpIoeLg yla kKGO eva amo Ta dla-
Bolpa epyadeia SLApOPPWONG TOU OYKOU KL TOU OXAUATOC TWV TIPOG
ene€epyaoia TPLOSIAOTATWY HOVTEAWV.

Etol, yo topddetypa, av emiAegoupe To epyaAsio Extrude, amd tov
Tivoka epyodeiwv Tov PpilokeTal 0to aplotepd pEPog tng obovng 3d
Viewport, otov mivaka WSlotiTwy u@avifovTal ol avTioTOLXEG EVTOAEG
Kol pLBULCELG IOV APOPOVV Tg VTS TOo epyaieio. To (SLo LoxVEL yia OAa
TO EPYOAELD TOU THVOKO EPYOAELWV.
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‘Ot auTtd Bar Tot SOUPE TILO AVOAVTIKA 0T TPLA KEPAAQLX TIOU KO-
AouBouv, éva yla kaBs Mode.
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