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OT1rw¢ Aéve Kal oTO TTPWTO Padnua odnynong
“AUTO gival Eva auTokivnTo”

“AUTO €ival 1o blender”

T1 €ival To blender;
To blender cival yia ocouita onuioupyiag 3D
animation utrooTtnpidel modeling, texturing,
animation, physics, particles, compositing,
motion tracking, sequencing, python scripting



AANNQ TTPIV TTVIYOUUE O€ TTOAUCUAANQRBEC TEXVIKEC
OpPOAoYiEC, ac apxiooupe UE TO idI0 TO blender.
KaTtapxnv ac To avoi¢oupe Kal a¢ OOUME T
BAETTOUE:
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H TTEploxnN €pyaaiag ival 0 KUpiwg Trepioxn
TNC 060vNC Yag JEOW TNC OTTOIAC
aAANAeTTIOpPOUUE pE TOV 3D KOO UO.

MTTOpOUUE VA TTPOCAVATOAICTOUUE WC TTPOC TN
0Eon pag, XpNOIMOTTOIWVTAC TO TTAEYUA, TTOU
gival To “TTatwpa’(av Kal 0l avaykaoTIKA), Kal
TA TTOAUXPWUHA X,Y,Z BEAGKIO KATW APIOTEPA
oTNV TTEPIOXN Epyaaiac.



Ma 10 TouTtaTtn TTWC OOUAEUEI AUTO TO
uapa@eTi;!

O1rwc¢ mBavwe 6a avakaAuyare Kal pdvol oag,
1O blender de douAeguel OTTWC Ta cuvNBIoPEVA
TTpoypappara. ETaveAAnuEVN Xpnon Tou
aplotepoU KAIK (Left Mouse Button n LMB), atrAd
LUETOKIVEI AUTN TNV KOKKIVN COPTTPEAQ, TTOU
ovopadleTtal OpopEAc (cursor)

O OpojEAC ival TTOAU onUAVTIKOC AAAQ yia TNV
wWpEOA a¢ TOV a@NOOUME aTNV AKPN.



Ma 10 TouTtaTtn TTWC OOUAEUEI AUTO TO
uapa@eTi;!

To avTikeiyevo(a) UE TO TTOPTOKAAI TTEPIYPAMMO
gival n €mAoyn Jag

210 blender gival 0gv etmAcyoupe ue 1o LMB,
aAAa pe oeci KAIK (Right Mouse Button - RMB).

ETriong dgv YTmopoupEe va OUPOUUE Kal va
ETTIAECOUME TTOAAQ QVTIKEIUEVA, OUTE VO
KAIKAPOUUE OTOV KEVO XWPEO VIO VA ATTETTIAECOUE

MTTOopoUuE ONWC Va TTATACOUME A yia va
(QTT)ETMAECOUE TO TTAVTA, N va TTATACOUME B Kal
va oupoupe pe LMB yia e1TiIAoyn e opBwywvio



ETriong, pe Shift-RMB ptropoupe va
TTPOOOECOUPE AVTIKEIMEVA OTA OTTOIA
KAIKAPOUUE OTA ETTIAEYHUEVA N VO ATTETTIAECOUME
ETTINEYUEVA AVTIKEIMEVA.

TENOC, TTaTwvTag C uTTopoUpE va ETTIAECOUME
XPNOIUOTTOIWVTAC EVAV KUKAO
xpnoiyotroiwvTtac LMB. Me RMB ¢euyoupue
QTTO AUTOV TOV TPOTTO ETTIAOYNC.



Ac doKIyaoouue va trepinynBoupe otov 3D
Xwpo!

Medium Mouse Button (MMB) — trepioTpoon
OTOV XWPO
Shift - MMB — MeTaTtotmion oto Xwpo
Mouse Wheel, Numpad +/- — Zoom in/out



YTTApX0oUV TTOAAEC OKOUA AEITOUPYIEC
(operators) yia va kavouv Tn (wr) Hac EUKOAN
OoovV apopa Tnv mTepiynon. Npodéopaon o€
QUTEC TIC AEITOUPYIEC EXOUUE ATTO TO View menu
KATW ApPICTEPQA OTNV TTEPIOXN EpPYATiac.
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H 1110 onuavTikn AEIToupyia yia Evav apxXaplo
givar yairov n “View All* (Shift — C 1 Home),
WOTE AV X00ei OTO XWPO va cavappei Ta
QVTIKEIMEVA TOU.

AANQ onNUAVTIKA g€ival ETTIONG TO KOUUTTIA TOU
numberpad AaT1To OTTOU PTTOPOUHE VA OOUME TN
OKNVIN JAC ATTo TTAVW, JTTPOCTA Kal OECId.
[TatwvTtacg Ctrl-numberpad ptmropoupe va
QVTIOTPEWOUUE TNV KATEULBUvOoN BEaonc.



Qpa yia aAAnAeTTiOpOON

2.iyoupa 10 va BAETTOUPE PHOVO gival BapeTd. AC
KAVOUUE MEPIKOUC XEIPIOMOUC OTA AVTIKEIMEVAD
NG OKNVNG HaG.

210 blender TrpwTta €TTIAEYyOUE KAl PETA
EVEPYOUNE aTnV £TTIAOYN paC. ETTIAECTE AoITTOV

£VA OTTOIOONTTOTE AVTIKEIMEVO OTNV TTEPIOXN
Epyaoiac (TNv KAuEPA, TN AQuUTTa ) Tov KU0)



AQOU ETTIAECOUHE KATI UTTOPOUUE VO
TTATIOOUUE £va ATTO TO AKOAOUBA KOUUTTIA VIO
VA KAOVOUME MIA ATTO TIC AVTIOTOIXEC
AEITOUPVYiIEC:

G (grab) — yeTaToTTion OTO XWPEO
* R (rotate) — mrepioTPOPr) OTO XWPEO
» S (scale) — peyévbuon o1o XWPO

OAec o1 Aeitoupyiec oto blender
eTTaAnBevovTal Ye apIoTEPO KAIK KAl
QKUPWVOVTAI JUE OECi KAIK



MeTa a1TO KABE UIA ATTO QUTEC TIC AEITOUPVYIEC,
KOl TTPiV ETTAANBEUCOUE ) AKUPWOOUME TN
AEITOUPYIA, UTTOPOUME VA TTATAOOUME €VA ATTO
TA X,Y,Z YId VO TTEPIOPICOUNE TN AEITOUpPYIa O€
EVAV ATTO TOUGC 3 ACOVEC.

OAec o1 AeiToupyieg gival oTov 3-01A0TATO
XWPEO, YI'AUTO YIa VO TOTTOOETIOOUYE PE
aKpifela, KAAO (GAAa OxI atTapaiTnTo) €ival va
OOUME TO AVTIKEIMEVO ATTO TTOAAEC ATTOYEIC.
Xpnoiuo yia auto gival n Asitoupyia Quad View
(Ctrl-Alt-Q) ka1 To Numberpad



ETriong, Tatwvtag 2 OopEC X, Y N Z TIpiv
eTTaANBeUOOUE, KIVOUUE TO QVTIKEIUEVO OTO
TOTTIKO oUOTNUA CUVTETAYUEVWY ToU. ['1a va

KOTAVONOOUWE TO TOTTIKO ouaoTnua
OUVTETAYMEVWYV, OC OKEPTOUME TOV EAUTO UOC
CATTAWMPEVOUC. To “TTavw” pac, O€ CUUTTITITEI PE
TO “TTAVW™ TOU KOOWOU YUPW MOC.



MeTaKIVWVTAC TN Suzanne OTO TOTTIKO
oUOTNUO CUVTETOYMEVWY TNG




Elcaywyn avTIKEINEVWV

[0 va EI0AYOUUE AVTIKEIMEVA UTTOPOUE EiTE va
Tatnoouue Shift-A otnv TTEPIOXN €PYATIAC I
vVa XPNOIYOTTOINCOUE TO hevou Add TTavw
aploTepa. I'a TNV wpa KaAUuTepa va
TTPooBEoeTE avTIKEIPEVA TUTTOU “Mesh”

Ta véa avTikeipyeva Totto0eTouvTal 0TN B€0nN
Tou Opoueal OTToTE PpOoVTIoTE VO
xpnoiyotroinoete LMB yia va Tov
TOTTOBETNOETE OTO XWPO.



EmiTEAOUC Aiyo TTEipayual

Xelpi(opaaoTe Ta avTiKEiyeva Tuttou Mesh cav
OAOKANPQA AVTIKEIUEVA, UTTOPOUME OUWC VO
XEIPIOTOUME TN YEWUETPIA TOUC MTTAIVOVTAC OTO
Edit mode matwvTtag Tab N xpnolyotroiwvTac
TO JEVOU OTO KATW UEPOC TNG TTEPIOXNC
gepyaaoiac.




2.€ edit mode ptropoupe va ETTIAECOUUE
KOMMATIO TNG YEWUETPIaC Tou Mesh atreuBeiag
KOl VO TA XEIPIOTOUME JE TOUC IDIOUC XEIPIOMOUC
TTOU XPNOIJOTTOIOUHE VIO OAOKANPA AVTIKEIUEVD
(Grab, Rotate, Scale).

AUOTUXWC UTTOPOUUE Va TTEIpacouuE o€ edit
mode POVOo Eva AVTIKEIMEVO TN POPA.

AAN\Q TTEQLIOCOTEPA OTO ETTOUEVO PAONUa!



Rendering!

2 KOTTOC OANC TNC OOUAEIAC pac ival To rendering
N aAAIWG oxediaan. Eival n 01adikagia TTou KAVEl
O UTTOAOYIOTNC WOTE VA TTAPAYEI EIKOVEC TTOAU
UWnAOTEPNC TTOIOTNTAC ATTO AUTH TTOU BAETTOUME
oTnVv TTEPIOXN epyaaiac. MNeplAauaver wTiIouO,
OKIAOEIC KAl TTOAUTTAOKQO UAIKA OTA QVTIKEIMEVA.

To rendering yiveTal TTavTa atmo TNV Kapepa! INa
va OOUME YECA ATTO TRV KAMEPA, TTATAME TO
numberpad 0.



TEAoc¢ MpwTou MaBnuartocg

Qpa yia Taixvior:

* XPNOIYOTTOINOTE OTI HABATE YIa VA PTIALETE
eva TPaTTECl UE Yia o@aipa TTAVW, NECQA O€
eva OwpaTio. Na BAAETE TNV KAPEPA KAl TO
PWC O€ KATAAANAQ onuEia KAl va KAVETE £va
rendering.
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