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TotroAoyia

TotroAoyia ovopadeTal 0 TPOTTOG [UE TOV OTTOIO TA
TTOAUYWVA O€ VA JOVTEAO EVWVOVTAI VIO VO

OXNUATIOOUV HIa HopPn
H TOoTTOAOYIO €ival onNUAVTIKA YIa TTOAAOUC AOYOUC:

o EmTpETTEl VO TTPOCOECOUUE AETITOUEPEIEC UE
TTPOPBAETTOEVO TPOTTO

e Eival onuavTikn yia va atroQuUyouUE TA “TOIPTTAMATA”
OTO PWTIOUO

 To mesh mapapopPwveTal oyaAd oTo animation



Baoikec ApXEc:

o Xpnoiyotroloupe TeTpatrAcupa!l Kara TNV KATAOKEUN
TOU JOVTEAOU PTTOPOUME VA XPNOIJOTTIOINOOUME KAl V-
YWVA GAAA TO TEAIKO ATTOTEAECUA TTPETTEI VA Eival
KUPIWG TETPATTAEUPQ (UE ECAipEDON ICWC TPIYWVA O€
unN EJpavn onueia), €I0IKA av XPNOIUOTTOIOUUE
subsurf modifier.

 BonBouve o010 va TTPo0BECcOUPE ECTPA AETTTOUEPEID
ue Loop Cut (oxnuartiCouv ocuveXxOUEvVa TETPATTAEUPQ),
KAl @wTICoVTal TTIO OMOAQ.



[0 va ONUIoOUPYNOOUUE CWOTH TOTTOAOYIA,
XpPeladeTal hia avaAuon TnG E@AvEIAc TNV
oTToia avadnuioupyouue oe 3D.

XPpNOoIJo O€ auTh Jag TNV TTPooTTadela ival n
AciIToupyia Tou blender va atreikoviCel EIKOVEC
OTO (POVTO TOU Vviewport. H AsiTtoupyia autn
BpiokeTal oTo OECi YEVOU TOU viewport (TTaTtaue

N ] o€pvoupe TO 'auTi’' TOU JEVOU TTAVW OEGIA)




210 TTaveA "Background Images”, agou
TIKOPOUUE TNV €TTIAOYI, ETTIAEyouue Add Image
KOl OVOIYOUME £V APXEIO ME TNV EIKOVA TOU
QVTIKEIUEVOU TTOU BEAOUUE VA
QVATTOPAOTNOOULE.




ATTO TOV browser 1Tou eu@avifeTal BPIOCKOUUE
TO QPXEIO TNC EIKOVAC OTO OKANPO diOKO Kal TO
emAEyoupe. O1 eIKOVEC ep@avidovTal JOvo OTav
BpiokopaoTe 0 BEaon NEOW KAPEPAC I ATTO
opBoypa@Ikn TTAVW/UTTPOCTA/DECIA BEQON.
(AgiTe TTPONYOUMEVA PMABAMATA)
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To eTouEVO PBrua gival va oXEOIAO0UUE TN pon
TNC EMMIPAVEIOC TTAVW OTNV EIKOVA.

H pon €ival OUOKOAO va atrod0b6ei oav £vvoia.
AUTO TTOU KAVOUUE €ival va TOVICOUUE UE
YPOAMMEC TNV ETTIPAVEIA TTAPAAANAQ KOl KABETO
TTPOC TNV KATEUOUVON TTOU KAPTTUAWVETA,
TTPOC TNV KATEUBUVON TTOU TEVTWVOVTAI Ol
LMUEC, Kal Tovi(ovTag TTIBavov puTIOEC Kal
EPPAVI YVEWMPETPIKA XOPOAKTNPIOTIKA (TTX TA
uara).

Ol YPOUMEC AUTEC AEYOVTal TOTTOAOVYIKEC
YPOMUEG.



['10 va TO KAVOUUE aUuTO, XPNOIMO EPYOAEIO
eival To Grease Pencil, To yoAuUpl yia
onuelwaoelC Tou blender. To xpNOIUOTTIOIOUUE
KpaTtwvTtag Tratnuevo 1o D kal ye LMB
ypagoupe evw pe RMB ofnivouue. OpioTe TTwG
Oa poiadlel n eIkova PJETA aTTO Alya Briparta
auTNC TNG O1a0IKATIaAC:




-

Twpa yia va Kavoupe 10 3D povTeEAO,
OUCIOOTIKA OKOAOUBOUUE TIC TOTTOAOYIKEC
YPOUMEC UE aKOAOUBieC aTtTo edges (edge
loops), evwvovTac JE TETPATTAEUPA TIC
CEXWPIOTEC YPOAUMEC. AUTO YiveETal EUKOAQ KOl
ypnyopa pe extrusion.

* Me extrude oxedidloupe KATA UNKOG TNG TOTTOAOYIKNAG
YPONHNG.




i

XpNoliyo Kata autn Tn oladikaaoia ival va
EXOupEe TO viewport o€ AsiToupyia wireframe.
AUTO viveTal TTaTwvTac 10 Z N aAAalovTtac To
UEVOU TTOU (PAIVETAI OTNV EIKOVA.




 Mnv CeEXVAUE TTWG OTO TEAOC OOUAEUOUUE OTOV
3-01A0TATO XWPO, OTTOTE TIPETTEI VO BEOOUE
OwWOTA TA vertices 010 XwWPOo. XpNOIUO O€ AUTO
gival To proportional editing (Trataue O N
ETTIAEYOUUE TO JEVOU OTNV EIKOVA)




To proportional editing emTPETTEI VA KIVOUUE
HadIlka TTOAAN YEWMETPIA YUPW ATTO TV
emAoyn pac. Otav maraue mx G, eypavideTal
£VAG KUKAOC TToU opilel TTold vertices
ETTNPPEACOVTA EKTOC ATTO TA ETTIAEYUEVA




[0 va Kavouue d1opBwacelg, XpNoIna EpyaAcia
gival Ta

* Vertex connect (J), yia va dnuIoOUpynNOOUNE
Kalvoupylo edge UeTacu 2 vertices 1ou
uoipalovTtal £va face,

» Dissolve (X), TTou ofrvel YEWPETPIA KAl APVEl
EVa V-Yywvo 0Tn 6€on TNG (TO OTTOI0 YTTOPOUE
META VA EVWOOUNE OTTWC BEAOUE)

» Knife (K), To yaxaipi Tou blender, BonBasi va
KOWOUUE TA TTOAUYWVA PJAC JE OTTOIOV TPOTTO
OEAoupue



* To Subdivide (W-subdivide), xwpilel edges kal
faces o1a 2.

» Kai guoika 1o Loop Cut (Ctrl-R). Eidika yia
PUTIOEC, 2 edge loops KOVTA TO Eva 0TO AAAO
gival TTOAU atroteAeocpaTika. [Na va
oTauaTtnooupue eva loop cut kara To modelling,
EI0AYOUNE TTPOCWPIVA EVA V-YWVO.



[TOAOI

2.€ VEVIKEC YPAUMEC, OE MIa TTIQAvVEIQ Ba
ouvavTIovTadl TO TTOAU 4 TOTTOAOVYIKEC YPAMMEC.
(QoT1600, MOavOoTaTa OTO JOVTEAO HOC VO
UTTAPXOUV ONUEIQ OTA OTTOIO gUVAVTIOVTAI
TTAPATTAVW ATTO 4 TOTTOAOYIKEC YPOMMEC. Ta
onueia auta AcyovTtal TTOAOL.



[TOAOI

AAAa yia To 3D modelling, n €évvoia Tou TTOAOU
cival dlaopeTikn. INOAoC ival eva vertex, oTo
OTTOI0 EVWVETAl apiOuocg edges 3 N TTAvVW ATTO
4. MtTopei va Ta OEiTE Kal oav V-TTOAOI OTTOU V
0 apIBuOC TwV edges N “Valence”

e 'Eva 5-1moA0g




[TOAOI

H €vvolia Tou TTOAoU €ival onuavTikn oto 3D
modelling €1re1dn vertices ue valence
LEYOAAUTEPO ATTO S dNUIoOUPYOUV “TOIPTTAMATA”
KOTO TO QWTIOUO

o Toiutnua o€ éva 8-moAo. Ae€ia n idia etTipavela hue Evav 4-mmoAo.
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[TOAOI

« O1 5-(kiTpivog) kai 3-troAoI (W) €ival TTOAU Xproiuol
OTO VA EKTPETTOUV TN PO OUVEXOUEVWV
TETPATTAEUPWYV (OTNV EIKOVA PE DIAPOPETIKA

XpwuaTa):

J




MepIka ecTpa epyaAcia

* To spin tool yag emTpPETTEI VO dNUIOUPYOUNE Eva
KUAIVOPIKA CUUMETPIKO QVTIKEIPMEVO XPNOIMOTTOIWVTAG
LUOVO TN OIAOUETA TOU. AEITOUPYEI TTEPIOTPEPOVTAC TNV
EMMAEYUEVN OIAOUETA KABETO OTN BE€aON Pag, WG TTPOC TO
OPOEQ. e N




» Layers:

To blender €xel etrionc layers atro avTikeiueva,
TTEPITTOU OTTWC TO photoshop. lNa va
EMAECOUME TA opaTa layers TTataue Shift kal Ta

KOUMTTIQ OTO PEVOU




* Metakivnon oe layer:

[0 va JETAKIVI)OOUUE QVTIKEIMEVA TE AAAO
layer, Ta €TMAEYOUlE Kal TTaTapEe M, Kal
OlaAEYOUE Eva layer aTro TO pop-up
TTapaBupo TTou eu@aviceral.
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