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TplobLaotatn LOVIEAOTIOLNON-KATNYOPLEC

H tplodlaotatn povieAomoinon xwpiletal o€ 3 BaOLKEC KATNYOPLEC:

Tnv tpledlaotatn povieAomnoinon «okAnpwv eripavelwv» (hard

surface modeling), yio tn povteAornoinon avtikeHEVWY, KTNPiwy,
oxnudtwv k)xfr (rty. Prop/ArchViz artists)

e Tnv opvaVLKn uovre)\onomcn (organic modeling), mou adopa tn
uovre)\onomcn avOpwnwv, MAAGUATWY Kal EUBLWV OVIWV YEVIKOTEPQ
(rx. Character artist)

*  YRApXeLN 6uvat9mta gvoc 3D artist va. aoxoAsital kal pe ta 2 €idn

HovteAomoinong aAAG TO CUVTPLTTLKO TTOOOOTO CUVHBWG ETILAEYEL Eval aTto TaL 2
eldn

* Mechanical modellng (AutoCAD, Rhmo) we KOUMATL TG LNXOVLKNG
oxedlaonc (Lnxovoloyor/unxovikoi, apXLITEKTOVEC KATL.)




Mapadelypota AOYIGULKWY Yol TN SNLLOUPYLO OPYOLVLKWV
povteAwy (tplodiaotatn yAurtikn/sculpturing)

ZBrush Autodesk Mudbox




ou XpNOLUOTOLETAL £Val TIPOYP oL
TplodLaotatnc oxedlaonc

', } LELOVEKTA LOTO QUTWY TWV npo_fypauuauuv

Baowkoi AOyot yta va acxoAnBei kamolog pe ta cuvlés,KpLueva
AOYylOpIKE




Auvoatotntec SNULOVPYLOC

Me eva poypappa TpLodLlacTatng oxediaong LIoPoUUE va
on utoupvnoouue TplodLaoTaTA MOVTIEAD KoL CUVOECELG

Me tnv KaraMn?\n yvwaon Kol XpOvVo UopoUpE va ONLOUPYNOOUUE
OAOKAN pE\g\Tth&OLGTOLTEC OKNVEC Kol Bivteo/animations —
OAokAN pwu\év\\onukoakoucnka projects

To 3Ds Max xpnotpormoleital Kupiwg Ko Bewpeltol we Eva amo T
KoAUTEPQ AoyLlopika yia hard surface modeling (un opyavika
LOVTEAQ) KOBWC KAl YL OTTTIKOTIOLNON TC OLPXLTEKTOVLKNG

* Movodpopoc yia oroLov B€AeL va aoyoAnBel EmayyeEALOTIKA LE TO
architectural visualization




Baowka frpata tpltodlaoctatne Snuiovpylog

Concept (r.x. okitoo, oxédio, pwtoypadia, Bivieo)

AtaéSLKaola Tptc&acmtnq LLovTeAomoinong

Anutoupvta U}\u«uv kal upwv (materials and textures)

I‘IpocenK " cmépaq (av xpeLdletan)
. ’ | \KHLIJuxwon (animation)
nghtmg/cbwucuoq TPLOSLAOTOTN G OKNVAG

Awadikaoia Anoéoonq (rendering) 1 export yla pnxavr ypapLkwy
(game engine) — real time rendering

[00. Av t0 3D Lovtédo/oknvi) to “otelAouuUEe” o€ unxawvn ypa@Lkwy Tote T0 BRua
tou lighting (pwtiouou) eivatl repttto]




[MAgovektnpuoto/pelovektnpato tov 3Ds Max
OE OXE0N KE AVTLOTOLYO AOYLOLLKQL

* [Aeove Kt-r'] 'uata'

. Ano?\urwc, GuuBaro e Ta uTtoAouma rpoypappata tng Autodesk (my. AutoCAD,
Maya, Mudbnx) yla tn Snuiovpyla oAoKANPpwWUEVWY projects

JupuBato u 0UC TTLO GUYXPOVOUC renderer Tou xpnoLponoLouvTaL
enayyeApatika maykoopiwc/industry standards (my. Vray, Corona, Arnold ka..)

MANnBwpa epyaAeiwv kat plugins yia tn dnpLlovpyia tplodlactatwy
oUVOEoEWV/UOVTEAWV (TTY. OLPXLTEKTOVLKN)

AkoAoUBEL TN AoyLKN TWV MTPOYPOUUATWY TIOPOyWYNE TPLOSLAOTATWY
ypadikwy. OTL LoYUEL OTO CUYKEKPLUEVO AOYLOMLKO LOXUEL KoL OTO avTleToL
UTtOAoLTT




[MAgovektnpoto/pelovektnpata tov 3Ds Max
OE OXEOHN HE QVTLOTOLYO AOYLOULKOL

. Metovaktnuata

. I'Io?\un)\OKofach}\oEsvo user interface yia kamnotov mou npwro&sktvast va
aoonbL;\ou ue TOL TpLodLactata ypadLka

'-fau TIAPEXOVTOL ATTO TO LOLO TO TTPOYPALLA YL TH
6npoupyia/eeyxo ocuvBetou animation givol EAadpws AMAPXALWHEVD OE
oxéon pe avtiotowo AoyLopikd (r.x. Autodesk Maya)

Toa epyaeia yiol dnploupyia opyavikwyv HOVIEAWV Ba pmopovoayv VoL EXouV
LEyOAUTEPN TTOLKLALOL KOIL VO ELval TILO EVXPNOTA |




[MAgovektnpoto/HelovekTLOTO TOU Blender
OE OXE0N KE AVTLOTOLYO AOYLOLLKQL

* [MAgovektnparta:

* Open Source, pnopei o kaBevag avesoptATWE AELTOUPYLKOU
(WmdowS/Lmux/MacOS) VOl TO XPNOLUOTIOL 0L SWPEAV/ULKPO LEYEDOC

AV uBa{o KOL‘L OLUTO ILE TOUC TILO CUYXPOVOUC renderer TtoU XpNOLUOTTOLOUVTOL
enaws)\ue;tma nayKocuqu/ industry standards (ntx. Vray, Corona, Ka.)

ExeL pa auEn n Taon ta teAevtala xpovia (5etia) kol apyilel oyd oyd vo
uraivel kol og emayyeAROTIKA studios Kot ETaLpELEG yeVIKOTEPQL

MNAnBwpa plugins/add-ons ta omoia kavouv tn dtadikacia povteAomoinong Kol
TpLodLdoTaTnc Snpoupyiac eukoAdtepn




[MAgovektnpoto/HelovekTLOTO TOU Blender
OE OXE0N KE AVTLOTOLYO AOYLOLLKQL

* Melovektrpato:

* Aev givat “Industry standard” . - H Autodesk (3Ds Max, Maya kArt.) anoteAei to
BAGLKO. ep\za}\sto TIOPAYWYNG TPLOSLACTATWY YPAPLKWVY YLo LEYVAAEC
napaywvég

.0 30?5'&(}0\6 Aoyoc elvat ot to Aeyouevo Pipeline kat Workflow eivat nén otnuevo ue Baon ta
ipoypau Tor Tn¢ Autodesk. To kootoc¢ Twy licenses dev amoteAei mpoBAQUa yLa TIC UEYAAEC
ETOUPELEG.

Yta Studio napavanq NG EANGSac Sev €xeL akoun dlaitepn edappoyr) Kot
¢ntnon

Kot auto Onwc kat o 3Ds Max Sev ExeL bLaitepa “PpLtAoéevo” pevou dtemadnc
xpnotn (Ul-user interface)

Agv €xeL TnVv (Ol emkowvwvia/utootnpLen pe aAAa poypappoTa




Baoikol Aoyol yLa va a.oxoAnBOet karmowog pe
eva TIpoypappa tpltodlaotatng oxediaonc

Anplovpyia tptoﬁtactatwv LLOVTEAWV HE oUYXpoVa EpYaAELa KoL
TEXVLKEC

ﬂ)\nGwpa__'[}qf]-e_ntLKoU UALKOU online yla mepattepw SleupLVONC TNG
YVWOonc Ttdv'"wxbto OUYKEKPLUEVO AOYLOULKO

2U uBarornt@L l.,lﬁ ‘aA\a tapanAsvpa Aoylopika (rty. Game engines) yla
™ dnuoupyla bﬂtLKoaKouctLva ouvBeoewv

Ta tplodlaotata ypadKd anmoteAoUV AVATTOOTIOOTO KOMUATL TAG
Bropnxawviog Tou Kivnpatoypdadoutng dtadniLlong mayKooiwG




Etcd\/wvr']cto Levou dlenmadnc xpnotn
(user \l\nterface) TOU AOYLOMLKOU

dotatng oxediaonc: 3Ds Max




Eloaywyn oto pevou diemadng xpnotn (user interface) tov 3Ds Max
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2TV TTOPAKATW ELKOVO BAETIOULE HLaL UTTApa EPYAAELWV KOl LEVOU ETILAOYWV —
NMAvVw, €va pevou emtAloywyv ota Sefla, kot ta 4 views (viewports/amoelc) tou
TplodLdoTaTou XwWPou otn péon*. To KATw pevou adopd tn dnuioupyia
Kivnong/animation. Ta TETpaywvakia mou BAEMOUUE oTa Views ovopaletol
nAgypa/grid (UTtapXeL o€ OAa Ta OXEOLAOTIKA TIPOYPAUOTO) KoL XPNOLLOTIOLELTALL
w¢ povada PETpRoNG Kait povteAomnoinon/kivnon akplBelac Le tnv Xprion Twv
snap tools (mapadetyua)

*Ayvoriote T HEVOU UE TG UOUPES YPOUUES QPLOTEPT Kat Tavw Seéla Sev ppavifovtal o€ 0dg
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Y1a 4 views TOU POYPAUMATOG BAEMOULE TO PLOVTEAO/OKNV HOG OO Lo OPETLKEC

aroPelc. Na onuelwBel otL OAa Ta views EKTOC TOU MTPOOTTIKOU (perspective) gival

dlodlaotata (6ev umapxel fabocg). Otav HOVTEAOTIOLOULE EVA OVTLKELLEVO TTAVTA TO

LOVTEAOTIOLOUUE OE KATIOLO Ao Ta Stodldotata views. To TPOoOoTITIKO XPNOLUEVEL YLO TAV

TPOCONKN AEMTOUEPELWY OTO TEAOC, Yla TOV EAeyX0 TOU pwTlopoL Kal yia tn dtadikacia
» dné&oonq (rendering). OAa ta teAevutaio adopolv TEAKA oTtadla TNC PovTEAOTOLNONG
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Undo/Redo (Brpa miow/ptrpog) Selection Tools/E pyahcia
ETTIACY S

Y

Tools yia animation

Move/Rotate/Scale tools-Epyaheia

kKivnang/mepiarpogpnc/auviopsivionc peyibouc,

ATTOT Jv 1O T

Mo
SnuoupyialeTTeLEpyagia Twy
uvhikww pag/material editor

AUTa TO 2 ERpYaAEa pag BonBouv oTtnv
ETTAOYTYEDPECTYKOTOXLWPNON HOVTEALY aV EXOULE HIa
TERAOTIO TRV N OTeia aTToTEALITO amd ToAMD poVTEAD

Snap tools/ kupiwg yio akpiPrig

IKG Agia T Kivron/mepiatpogn pe Bdan poipeg kol 1o
TUYKEKDILEVOU menu

grid

Epyaieic/menu ou agopoldv M
Siadikaoia amddoanc/rendering




Baolkec cuvtopevoelg/shortcuts touv Autodesk 3Ds Max

Otav eniAgyoulue Kamolo epYaAEio To ELKOVIOLO TOU yivVeTaL UTTAE

m Q-Selection tool (epyaleio emtAoyng)

W-Move tool (epyaleio kivhong)

E-Rotate tool (epyaeio rieplotpodric)

E R-Scale tool (epyakeio avéoueiwong peyeBoug)

»  Shift + omolodntote ano ta napandavw shortcuts, dSnuovpyel avtiypado tou eMAEYUEVOU
LOVTEAOU _;_iaq Kot tapdAANAa Kveitat/mepLoTpedetal/auEOUELWVETALTO HOVTEAO HOG, avdAoya UE
TO spva)(‘s(& ‘noli 'EXOUE ETAEYUEVO.
Alt+W xpnotuouotsttatvla va peyedbuvoupe (fullscreen mode) to emiAeypevo view pog. To

Eovamatape yLa ?agnw‘cped;ou He otnv 06ovn UE ta 4 views.

To MANKTPO Z XPNOLUOTIOLE(TAL YLa VO ETILOTPEPOUME OTO KEVTPO TNE OKNVIE Hag (Tou viewport
HOG) v yLaL KATIOLOo AOYO EXOUUE UETAKLVNOEL LaKpLA ATtO TO KEVTPO. AV EXOUUE ETULAEYUEVO
KATTOLO LOVTEAO KOl TIOTHOGOUUE TO TTANKTPO Z, TTAUE QUTOMOLTO TTAVW OTO em}\evusvo HOVTEAO.
Katw aplotepd otnv oeovr] HOG BAETIOUE OV EXOUUE KATL ETUAEYLEVO 1) OXL. K

Me to mAfKtpo M avoiyou e to pevol tou material editor, 6mou dtidyvou us/sne&spya(éuaore
TOL UALKAL KOt TLG UPEG M.

TéANoG pe To F10 avoiyoupe to pevou pe ta render settings (puBuioeLg anddoong) yia va
ByaAoupe to TeEAKO povtEAo/oKknvr) TIou dTldéape wg Elkova f Bivteo




Baowka epyaleia 3Ds Max

TEAOG OTO KOUUATL TNG ELOAYWYNS TWV Baolkwv epyaleiwv Tou 3Ds Max, otav eTIAEYOUE Eva
Q/TLKELMEVO YL VAL TO UETAKLVFOOULE, VO TO TIEPLOTPEWYOUHE 1 YLOL VO TO AUEOUELWTOUE OF
HEYEBOC Ue Ta epyaleia pag (move, rotate, scale tools), BAEmoupE kamoLa oxuata (euBeieg
VPOLLLMEC KOl TPOXLEC, Ovdoya To epyaleio) tavw oTo HOVTEND, LE SLadOPETIKA XPWHATA
(e, KOKKLVO, TIPACLVO) OTIWCE BAETIOUE OTLC TTOPOKATW ELKOVEG. AUTA TA XpwHOTA
QUIELKOVICOUV ToV tigova (3¢ agoveg) otov omoio Ba yivel n alayn mou BeAloupe avaloya pe

Tov Tolov Ba eru.)\sﬁouus (rtx. petakivnon, meplotpodn)




Etcd\/wvr']cto Levou dlenmadnc xpnotn
(user \l\nterface) TOU AOYLOMLKOU

qotatng oxediaonc: Blender




Eloaywyn oto pevou diemadnc xpnotn (user interface) tou Blender
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Onwc PAenoupe to User Interface tou Blender potadel apketa pe touv 3Ds Max.
AMAleL n oslpa Twv viewports (Top, front, right (avtl yia left) kat perspective,
- oTNV 000Vn KOG Ko N Uapa e Ta Baoikd epyaAeia eival ota aplotepa

‘Enionc mdvw 6€€1d oTrv 086vVn pag £xeL éva
napdBupo oto onoilo PAEMOUME OTL UTIAPXEL
LEoa oTnV oknvn pag, t.X. 3D povtéAa,
dwTo, KAMEPEC




o¢ Bploketal o BOOLKA €
copeiwong

Selection tool (epyaAcio

£TTIAOYNC) 3D Cursor/opicel TTou Ba dNUIOUEYNTOUUE EVO VEQ

OVTIKEIMEVD NECTO OTOV TRICDIOOTATO XWPO
Transform tool (epyaAgio peTakivnong)

Rotate tool (epyalgio TepioTpo@ng)

Scale tool (epyaheio
Transform/rotate/scale tool augopeiwong peyeboug)

EpyaAcio yia onUEWOEIS
MeloUpa yia pétTpnon peyéBouc/dlaoTaoswy

Anuioupyia VEOU QVTIKEIMEVOU

~




Baotkeq QPXEC TPLOOLAOTATWY
LOVTEAWVY, povtehomoinong,

' i plag Ko ?\entou?—ﬂf—lo‘q




TpLobLaotato UOVTEAD, AETTTOUEPELD, YEWUETPI

‘Eva tpledlaoctato povteAo, Tix. vag kUBog amoteAeital ano dtodldotata oxnuata (cuvAbwg TeTpdywva f Tpiywva,
quads/triangles), Ta oxrjpata autd ovopalovtal moAlywva. 0o mEPLECOTEPA OAVYWVE EXEL EVA TPLOSLACTOTO
LOVTEAO TOGO Tio “Bapu” eival (yia tov uoAoyLloTh pag) kal SUoKoAo yla enmeéepyacia. TNV MOPAKATW ELKOVA
BAEMOUE Evav KUBO Ue TTOANG ToOAUywva (aplotepad) Kot eva pe Alya TtoAUywva (6€€La). Epeic emAéyoupe tov aplOuo
TWV TTOAUYWVWV ATTO TOV OMOL0 AoTEAEITAL TO LOVTIEAO LLOG KAl UTTOPOULE VAL TOV AUENCOULE ava maca oTlyun. Agv
onpaivel Ot éva 3D povteAo pe toAd moAUywva Ba eival 1o wpaio kat 1o MoAUTTAOKO amo eva “ehadpl” LovteAo

(Alyat moAUywva).

[+ ][Perspective ] [Standard ] [Edged Faces ]




TpLodLaotato LOVTEAD, AETTOUEPELN, YEWUETPLO

Ta MoAUYWVA TTOU CUYKPOTOUV TO TPLOSLAOTATO LOVIEAO amoTteAOUVTOL Ao YPapHEG (edges) kat
kopudeEc/teleieg (vertices). 2TIC MAPAKATW ELKOVEC BAETIOUE UE KOKKLVO Xpwia ta edges (swkova: 1) ko
To vertices (elkova: 2) armo To ool amoTEAOUVTOL TA TTOAUYWVO Ta oTtola arapTti{ouV To TPLoSLACTATO
HovTEAO. Mavta eva mMoAUYwVo armopTileTal Kol oo YPAUUEG Kol oo KOPpUPEC.

-

Ewkova 2: Ot kopudEc (vertices) mou amaptilouv Ta moAUywva
daivovtal LE KOKKIVO XPWLLOL

kova 1: O ypappEG (edges) mou amaptilouv Ta MoOAUywva
baivovtal He KOKKIVO XpwLal




Tt elvai TeAtka n tplodlaoTatn LovteAomolnon;

H tplodLaotatn povielomoinon ival ouolaoTikd n dtadikaoio SnULou pyilag VEWV TIOAUYWVWY, AKHLWV
Kal Kopudwyv Kol puolkd n emefepyaocia Touc. Mevika ival po Stadikaoia n omola amaltel ApKeTH
TIPOKTLKI €EAOKNGON yla VO TEAELOTIOLOOULE TN dtadikaoia Kol TIG TEXVIKES SnHLoupylag Ko
enegepyaoiog TPLOOLACTATWY HOVTEAWY KOL TWV OTOLXELWY TTOU Ta AtoTEAOUV (TTOAUYwWVA, OKUES KOt

KopudEC).

MNapadelypa tptedldotatou LovteAou To omoio mPonABe amod évav KUBO. ITNV CUVEXELA TTPOOTEDNKAV Kall
enefepydoTnKAV VEQ TTOAUYWVA KOL AKUEC Lo VA SNULOUPYNROOUE TO TEALKO QMOTEAECHA




“.Eloaywyr) 0To pevou dnpLoupyLag Kot
eneéepyaoioc TPLodLAoTATWY HOVTEAWV.
XpnolonoLeital o€ cUVSUAOHO HE Ta BactKka

PV ""-?\eta TIOU MPOUGCLACTAKAVY OF
'___ponvouuevr] gvotnta




Mo va SNULOUPYNOOUE Eva TPLOOLAOTOTO YEWUETPLKO oxrua oto 3Ds Max armo to onoio Oa
SnuLoupyrnoou e TO povieAo pag emideyoupe ota defla tng 08ovng pag to tab pe tov
oTaupO (create) kat akplPwc armo kAtw Tou TNV odaipa (geometry).
{oo. Ot ovouaoiec (my. create, geometry k.a.) eppavifovratl av a@roouue To SEIKTN TOU TOVTIKLOU

akivnto navw aro karrola emtAoyn).

_ Emtiong mpemnel o rollout'menu katw amno tnv odaipa (geometry) va eival otnv emAoyn —
standard primitives kot OxL o€ kamota GAAn.
AKPLBWC KATW amd To rollout menu €xoupe pia AMoTa e TPLOSLAOTATO YEWUETPLKA OXHHLOTOL
TO omolLa uTh[Op:dl'JV‘ va arnoteAEcouV T Bdaon Twv HovteAwy ou Ba dnuLoupyrcoULE.

l"\

+ 7 m @ m
@ % ® M = JTNV CUYKEKPLUEVN ELKOVO BAETIOUE TLG ETULAOYEC TTOU avadEpBnkav

Standard Primitives napanavw (6g€l menu) yla va dSnuloUpyriooupe eva Baolko tplodlaoctoto
" Object Type M oxnua. Mo va SnpLoupynooupe Evay TpLodlaotato KUPo emAéyou e To box,
ima— KALKAPOUUE (apLoT. KALK) KOl KpATWVTOC TIATNEVO TO 0PLOTEPO KALK OTO
GeoSphere viewport mouv B€Aoupe (m.x. Perspective) Snuioupyou e tov TplodLaototo
T‘:; KUBo. TpaBwvtac To MOVTIKL (LLE TTATNUEVO TO APLOTEPO KALK) ELTE TIPOC TAL
PW . 14 14 I 14 14 I /4 I
e navw/Katw eite 6e€1a/aplotepd auEOUELWVOUE Ta LEYEDN TWV MAEUPWV
Tou. Otav adpr)oou e TO KALK OTAUOTA aUTH N aUEopEilwaon,.




Anuoupyla tplodlactatou kuBou pe Baon ta Brpoata mov avadpepOBnkav vwpltepa
(ewova: 1). Abou dnuovpynocou e Ttov KUPBo otnv ouvEXELa ETUAEYOU LE TO modify
panel (ewova: 2) yia va emeéepyaotoupe tov KUBO Hac. To CUYKEKPLUEVO LEVOU
aoxoAeital kaBapad pe tn dtadikacio povtelomoinong Kot emeéepyaocioc. Eival to
Baolkd menu yia to 3d modeling.

0/100

tkdva 1: Anpoupyia 3D kUBou - Ewkova 2: Modify panel yia tnv ene€epyaoia tou
} TpLodLlAoTATOU KUBOU. MrtopoU e va auéopELWOTOULE TO UEYEDOC

TOU Qv TPOMOOLooULE Ta parameters tou (length/width/height) kat
va ipooUeocouue Aentoucpeia (moAvywva) avéavovrac ta Segs




2TV ouVvEXeLa adoU SnNHLOUPYNOOULE EVOV TPLOOLACTATO KUBO LE TLC EMIOUUNTEC SLOOTAOELG KoL EVW
Bplokopaote oto modify panel kavoupe &€t kALK Tavw oto “box” Tou elval LOPKOPLOUEVO UE UTTAE XPWLLL
(ravta oto modify panel) kot emitA€youpe editable poly (eme€epyaoipo moAvywvo/modifier, etkova: 1).
Adou petatpePoupe Tov KUBO pag (n omoltodnmote YyeWUETPLKO oxnua) o€ editable poly pmopoupe va
Eeklvnoou e Tn dtadikaoia povteAomoinong Ke Ta epyaleia TTOU TTAPEXOVTAL OTO CUYKEKPLUEVO tab (modify
panel-editable poly, eikova: 2). OAn n dtadikacio povteAomoinong Kot eneEepyacioc yivetat o€ auto To tab.

rd] [Edged Faces ]

Editable Mesh
Editable Patch
Editable Poly
NURES

Show All Subtrees
Hide All Subtrees

Length Segs: 1
Width Seas: 1
Height Segs: 1
¥ Generate Mapping Coords. Preview Selection
Real-World Map Size SubObj Multi
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Lkova: 1, petatponn tou kUBou oe editable poly Ewkova: 2, editable poly menu
KOl LEPLKAL OTTO TAL EPYAAELL
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Metd eruAéyoupe otnv kotnyopia selection av Béhoupe va Soulépoupe (emefepyaoctolpue/mpocBécoupie),
OTLG KopUEG (1), otic akueg (2) A ota moAUuywva (4) Tou HOVTEAOU HaG (uTtdpxouV Kol oL ETLAOYEG borders
kat elements mou adopouv e€tpa Aettoupyieg). H emthoyn mou Ba kavoupe yivetal highlight pe pmie xpwpa
(ewkdva: 1). Emionc pmopoUpe va aAGEOUE Aoy Hag e(Te pe KALK eite pe to TARkTpa 1 €wc 5.
ZuykekpLueva: 1-vertices, 2-edges, 3-borders, 4-polygons, 5-elements).

> [Editable Poly

Preview Selection
® Off SubObj Multi

0 Polygons Selected

* Soft Selection
* Edit Polygons
Insert Vertex
Extrude Outline
Bevel Insst
Bridge Flip
Hinge From Edge
Extrude Along Spline
Edit Triangulation

Retriangulate Turn

* Edit Geometry




Ac doupe Twpa HEPLKA PAOLKEC EVTOAEC KOl EPYAAELD TTOU XPNOLUOTIOLOULE YLOL VOL KAVOULE TPLOSLAOTATN
HovteAomoinon. Itnv katnyopia polygon (4) to extrude to bevel kot to inset eivat pepika povo armno ta
Baolka epyaleio TOU XPNOLLOTIOLOUUE KATA TN SLdpKeLa TNG HovieAomoinong. Mo cuyKeEKPLUEVQ, TO inset
dnuovpyel kavoUpla moAlywva HEoa ota Ao untdpyovta, to extrude eEwOel mpog ta peoa  MPOG Ta EEW
€va TIoAUywVo Kal To bevel eival avtiotolyo pe to extrude aAAd emumAgov ennpealel Kal To HLEYEBOC Tou
TIOAUYWVOU Ttou emeéepyalopaocte (emnpealovrag kol ta Kovtiva moAlywva). Entiong umopou e
OTIOLOONTIOTE OTLYUN VO KLVIOOUE, TtEPLOTPEPOUE N AUEOUELWOOUME TO PEYEDOC TWV TIOAUYWVWY LOG
XPNOLLOTIOLWVTOG TA EPYOAELQ TOU top menu Tou eidape o€ PonyoU eV EVOTNTO.

) L)

By Vertex
Ignore Backfacing
By Angle: #5.0
Shrink Grow
Ring ® Loop -
Preview Selection
® Off SubObj Multi

0 Polygons Selected

* Soft Selection
* Edit Polygons
Insert Vertex
Extrude Outline
Bevel Inset
Bridge Fiip
Hinge From Edge
Extrude Along Spline
Edit Triangulation
Retriangulate Turn
* Edit Geomelry
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JTNV katnyopla vertex (1) LTOPOUHE VA LETAKIVI)COUUE KL YEVIKOTEPO VO ETIEEEPYACTOUME TLG KOPUDEC (TLC
TeAelec mou amoteAoUV Ta MOAUYWVA) TOU LOVTEAOU HaC OTIWE PALVETOL OTNV TTAPAKATW ELKOVAL.

[ [Perspective ] [Standard ] [Edged Faces ]

By Vertex
Ignore Backfacng
By Angle: 45.0
Shrink: Grow
Ring * Loop
Preview Selection
® off SubObyj Multi

4 Vertices Selected

+ Soft Selection
* Edit Vertices
Remove Break
Extrude Weld
Chamfer Target Weld
Connect
Remove Isolated Vertices
Remove Unused Map Verts
Weight: 1.0
Crease: 0.0

* Edit Geometry

3TNV Kotnyopio vertex éxoupe emléEel 4 KOPUDEC yLO VO EPYOLOTOUE OE QLUTEC, OL OTIOLEC ELVaL LOPKOPLOUEVEC LLE
KOKKLVO XPWHQ, OTIWE dalvETOL OTNV ELKOVA




T€Aog, otn dladikacio avutn otnV emAoyn edge (2) pumopoUUE va emeEepyaoTOUUE TLC YPOAUES TTOU
QTOTEAOUV TO TTOAUYWVA paC KABWE KoL Lo ATTO TLC ONOVTLKOTEPEC lowC Asltoupyleg, va KO ou e Ko va
npooBgooupe MoAUYywvaA LLE TIC EMIAOYEC connect kol cut (00. To cut XpnolpoToLe(TolL Kol OTLE AAAEC

KOTNYOPLEC) Kall va eTeéEpYAOTOUUE QKOO TIEPLOCOTEPO TO LOVTEAO LOC. 2TV TIAPAKATW ELKOVA BAEMOULE
€VOL OXETLKO TTAPASELY QL.

F

Aplotepd BAETTOULE OTL N TTAEUPA TOU LOVTEAQU TTOU ELval TPOOWTIO OE POC OTTOTEAELTAL ATO EVAL LOVO TTOAUYWVO, EVW
Se€La amo teooepa mMoOAUYwva. Auto cupPaivel yuatt “koPope” To CUYKEKPLUEVO TTOAUYWVO OE ULKPOTEPO KOMULATLOL




[la var SnNULoUpYyOOUUE Eva TPLOSLACTATO YEWUETPLKO oxNHa oto Blender n

I

Sladlkaoia eival apkeTa eVKoAOTEPN adoU aPKEL va TTAPE OTN UTTApa LE T Bactka
oG EpYaAEia, va KALKOAPOULE 0TO TEAEUTOLO Kol Vo ETUAEEOU UE AL OUTTO TLG

emiAoyEG ou epdavifovral (m.x. “Add Cube”) 2tnv cuvexela SnULOUPYOULE TO
TPLOSLAOTATO LLOVTEAO O€ €val amo Ta viewport pac (m.x. Perspective).

Add Cube

Add Cone ; : /
= Ta tplodlaoctata povteAa mov epdavidovtal av

KALKOPOULLE TO CUYKEKPLUEVO EPYOAELD
.i!-.Eh:I Cylinder

Add UV Sphere

Add lco Sphere




Mo v eme€éepyaoToU e TO TPLOOLAOTATO HOVTEAO TTou dnuLloupynoape oto blender emtAeyou e
TIAVW QPLOTEPA oTNV 000vVN poc avti yia “object mode” movu etval n default emtAoyn to “edit
mode”. 2to edit mode €xoupe oAa ta epyaleia tou Ba pac XPELAOTOUV YLa TNV ENMEEEPYACLA TOU
novtéhou pac (r.x. Extrude, bevel, inset, cut kArm.)

‘W Object Mode ~

-

r
k=

|

Object Mode ““ \ :
o NN Y ‘Wil Toa e€tpa epyaleia mou
Edit Mode k Efrt@byrﬁ Edit Mode mdvw apLloTePE, TTOU HOG N apExovTaL Yo TV
Sculpt Mode SiC'E\\(ri;éuvatémta va EMEEEPYAOTOU UE TO P epattépw enefepyacia
N HOVTEAO UG ] TOU LOVTEAOU HOG OTO

“Edit Mode”.

"-_."erI:E':: Paint
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Weight Paint
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'_I'E}:ture Paint
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H Aoyikn otav eneéepyalOpaoTe eva Tplodlaotato LovieAo oto Blender sival akptBwe omwc Ko

oto 3Ds Max. Enefepyaldpoote kopudec/akpéc kat moAvywva (faces) kot mpooBEétoupe
YEWHETpia pEow Slapopwv epyareiwv (rt.x. extrude/inset/bevel) yia va auEnoouue N

)\snrou‘spaa KOlL TNV no}\unAOKomta TOU LOVTEAOU PG

\
™
-‘.

Mz-: TNV OELPA O APLOTEPA TTPOG TaL Se&LA: OL
Kqucbz-:q (vertices), ol akpEG (edges) kol Ta
e }\Uywva (faces) aro ta omola amnoteAsital

VTEAO pac. Ot 3¢ QUTEC ETAOYEC Elval
veic otav Bplokopaote oto Edit Mode )




apoucnacm EYVIKWV TOLOOIHOTATNC uovr&Aonomang
Odnutoupyiag oto epyaot IpLo.. |




STO ENMGUEVO UddnuQ..

\i_a QMAWV tpto&dotatw ovré)\wv OTO EPYOOTH L Xprion tou }\ovtouu«} TpLodldotatng

: "Iender Oa 60UpE oTNV TPAEN HLoL arod TIC PACLKES TEXVLKES TPLoSLAoTaTtnG povteAomoinong —
box modeling, orou xpnotuonmou UE €Va ETOLUO TPLOSLACTATO YEWUETPLKO OXNLLOL TIOU TIAPEXETAL OTIO TO
(L0 To MpOYpaA L (T[ X- KU, Boq) Kol To emeéepyalOpaoTe yla va on utoupynoou UE €VOl LOVTENO.
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