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TL B doupE oNUEPA

Napovciaocn tou Blender 4£A£09£pou AOYLOMLKOU oXedilaong TpLodiactatwy
vPadLKWV
. User Interface (Hevou dlemadng xpnotn)

Mepuiynon ota Baolka pevou Kal mapabupa Tou MPOoYPAUUATOS
I'Iapouotacn Epvalxstwv ylo. EAeyxo Ko eme€epyacio TpLodLACTATOU POVIEAOU

*  XPNOLUEG OU@H‘EU\\GELC (shortcuts) tou mpoypapUATOG
| BOOLKEG TEXVIKEG TPLO éqyatnq povteAonotinong
h Mapouociacn pLaG TEXVIKNG Tplodlactatng povielonoinong (box modeling
technique) J

Anploupyia tpto&dotoﬁ;wv LOVTEAWV HE XPON OAWV TWV TTOLPATIAVW ¢

ePYAAELWY, LEBOSWV KaL TEXVIKWV
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Y€ autAV TNV evotnta Ba Soupe avaAuTIKOTEPA TO pevou Slemadng xpnotn (User
interface) kol Ta Lo oNUAVTLKA EpyaAela, EMAOYEC, cuvtopeUoELS (shortcuts) kal pevou
ylo VO LTTOPOUE VO SNULOU pYHOOUE TPLoOLACTOTA LOVTIEAQL.
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H mpwtn €lkova mou
eudaviletal otav
avolyoupe to Blender
OTOV UTTOAOYLOTH] LLOG.
MAvta 0To KEVTPO TNG
OKNVAG KOG UTTAPXEL EVOLG
TPLodlaoTatog KUBog




OKETOLL N UTTC
lwong peyebce

Selection tool (epyaAcio

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

OVTIKEIMEVD NECO OTOV TRICDIAOTATO XWPo
Move tool (epyaleio peTakivnong)

Rotate tool (epyalgio TepioTpo@ng)

Scale tool (epyaheio
ransform Tool- Move/Rotate/Scale  @USOHEIWONG peEyEBoOUG)
EpyaAcio yia onUEWOEIS

Meloupa yia HETpNoN HEYEBOUC/DIOOTACEWY

Anuioupyia VEOU QVTIKEIMEVOU
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Mo va SNULOUPYROOULE Eva TPLOSLAOTOTO YEWUETPLKO oxua oto Blender apkei va mape otn
Lrapa HE Ta Baotka pog epyaleia, va KALKAPOULE 0TO TEAEUTALO LW KoL VoL ETUAEEOU LE JLaL
armo TS emtAoyEg rtou epdavitovral (r.x. “Add Cube”) Itnv cuveéxeta SNULOUPYOULE TO
TPLOSLA0TOTO [HOVTENO O éva oo Ta viewport pag (m.y. Perspective). Emionc, av BéAoupe kdmoLo
AAAO povtelo apkel va rape oto pevou Add (6imAa oto Edit Mode) kot va emiAéEou e KATIOLO
HovtéAo/oxnua/shape amno TICEMAOYEC TTOU HLOG TTIAPEXOVTOAL.
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Ta tplodldotara POVIEAA TTOU

geudavitovrat av KALKAPOULLE TO To Add pevou peow tou omoiou
OUYKEKPLUEVO EPYAAELD dnuloupyol e TptadlaoTata f Kal
Sdlodldotata HoVIEAQ KoL oXApaT
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Navw apLotepd éxoupe to pevol “Object Mode” [EIEHG R - 2TO HEVOU QUTO OV TO TATHOOULE UTIAPXOUV
dtadopec emthoyec. OL 2 Baotkeg mou Ba xpnoLpomnoljoou e EUELS elval To Object kal to Edit mode
(LEBoSoC/Tpomoc). MmopoUpe va eVOANAGOOUAOTE AVALECO OE AUTEG TLC 2 ETLAOYEC e To TTANKTPO Tab oto
TIANKTPOAOYLO paG. Ot Baotkeg StadopEg auTwy Twv SUo emAoywyv eival otL oto Object Mode kupilwg
SnpLoUpyoU e BAGLKA TPLOSIAOTOTA YEWUETPLKA O LOTA KA LETOKWVOU LLE, TLEPLOTPEDOULE KalL
auopEeELWVOUE TO HEYEBOG TOU povTEAOU pag UE ta Baowka epyaleia (Transform, rotate, scale tools) evw oto
Edit Mode kdvoupe pia mo L8k eneéepyaoia, elte mpooBetovtac yewpetpla/moAvywva eite
eTe€epyalOAOTE TIC Ko'p'uxc])éql‘uq OKUEC Kal Ta mMoAUywva tou. Entiong, deéla umapxel To mapdBupo Scene
Collection. R N

W Object Mode
Ell:leEt Mode
Edit Mode
E'H: ulpt Mode
Wertex Paint
Weight Paint

Texture Paint

T€Aoc, mavw Oeéla (SimAa
To menu navw oto Scene Collection),
APLOTEPA HE Navw, 8€1d otnv 08vN pac £XeL Eva BAEMOULE E XPWHOTO TOUG
TIG Baotkeg napdBupo (Scene Collection) oto omoio 3¢ afoveg ToU
ETUAOYEG BAETOULE OTL UTIAPXEL HETA GTNV KNV npoypapparog (Z-ugog, Y-
Object/Edit pnac (m.x. 3D poviéAa, dwta, KAUEPEC) Babog, X-mAdtog)
ode
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TEpUa KATW oTAV 080vn pag PAEMOUUE pLa pumapa pe aptBuoug (0-250/kape) rou eival to Timeline pag yia tn
dnuovpyla/avamapaywyn animation (epduxwong) pe tnv xprnon kKAetdwwv (keyframes).
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To povtéAo pog oto Edit
Mode kat ta o
g€elblkeVUEVa epyaleia e
TOL OTtoLa UTTOPOUE VAL TO
gnetepyaoctou e paivovral
QPLOTEPA OTNV ELKOVA. ESw
EXOUUE OAa Ta epyaleia
Tou Ba pag xpeLaotouV yLa
TNV enegepyaoia tou
HovteAou pac (m.x. Extrude,
bevel, inset, cut kAm.)
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T = 0

> Delta Transform

¥ Relations
" Collections

> Instancing

> Mation Paths

> Visibility

> Viewport Display

> Line Art

> Custom Properties
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Me Ctrl, Alt & Qd)\]\dZOU ue o€ 4 anoWelc (views). ETol BAEMOULE TO HOVTEAO HOC Ao
SLadopeTIKEG OTTIKEG. IMOvo To Perspective View amoteAei tplodidotath amoyn, ot
uTtoAouneg (Top, Front, Right) eival 2D (6ev €xouv Babog).

Fre

XRay mode- Na va propoUpe |

va BAETTOUPE péoa aTr'Ta
HovTéAa pag

Epgapon/amokpuyn grid, afwvwy,
epyaAeiwv, KAT. (show/hide overlays)

Baoikéc emloyEc mavw SefLa,
Overlay menu kat X-Ray mode
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Ag So0UE TwPO KATTOLEG BAOLKEG KoL XPROLUEG CUVTOMEVOELG (shortcuts) kau tips:

Me matnuevn tn PodEAQ TOU TIOVTLKLOU UaG TEPLOTPEPOUAOTE YUPW O’ TOL LOVTEAQ QLG
Me ratnpévo to Shift (oto mMAnKTPOAOYLO pHag) kal podEAa kAVoU LE panning (opllovtia/kaBetTn
kivnon)
Selection tool (epyaAeio emiloyng) — B
Move tool (epyaleio petakivnong) — G (+ @&ovec: X, Y, Z yia akpiPfela)
Rotate tool (epyaleio meplotpodric) — R (+ aovec: X, Y, Z yia akpifela)
* Rotate tool & Ctrl-Snap rotation/ Neplotpodn akplBeiag
Scale tool (epyaAeio awéopeiwong ueyeboug - S
Tab yta evodayn petal-Object kat Edit Mode
Ctrl, Alt & Q yia 'EV_dM_a“VF'Lp..‘ETGEL'J 1 anoyng (view-perspective) kat 4 views
Shift & D yta én utoxbpy\(bug)(lbvou (avtiypadnc) tplodlactatou povteAou i Ctrl & C (avtiypadn
HovtéAou) kat Ctrl &“V_'(_Sq\ﬁitqupv'ta avtiypadou)

o

e 2to Edit Mode a?\?\diéu;\la TNV erthoyn pag petalu Vertices (kopudég), Edges (akuEG) Kal
Faces (moAUywva) pe ToemAfktpa: 1,2 ko 3 LA
ZnUavTiko: 0tav KAVOUE resize éva povtelo oto Object mode kal rpLv EeKvriGoOUE Th
dladikacia povtehomoinong (Edit mode), mataue Ctrl & A kot Apply Scale yia va
OplooUE 0TO HOVTEAO TN HETANOPpdwWON (scale) mou ExeL yiveL
Evw Bplokduaote to Object mode, pmopoupe va matr)oouUpE to TANKTPO N yla va
oplooupe akplfeic Slaotaoelg o€ Eva HoVTENO (TT.X. KUBO).
Otav 6oulevoupe pe to epyalelo Loop Cut oto Edit mode, umopoupe va natjcoupe Ctrl
& B ylava SnULoupynooULE TIEPLOCOTEPA ATtO €va Loop cuts oTo HOVIEAD LA UE
OUYKEKPLUEVN amooTacn METAEL TOUG.




BaoLKEC TEXVIKEC TpLodLaoTOTNG povieAontoinone 1/16

2xeb0V mavta* Eekvape YE Eva ETOLLO TPLOOLAOTATO YEWUETPLKO oxnpa (Tt.x.
KUBoC, KUALVOpOC, adalpa, KATT.) TO OTolo oG TIAPEXETAL OTTO TO LOLO TO AOYLOULKO.

-*Yriapyouv-e€aipéosic onwc to Asyousvo plane modeling 6mmou To apyLko Lo oxnuo.
glvat eva 2D plane, )y to spline modeling omou éekivaue oxedialovrag 2D lines (ypouueg).
[eVIKa aPOPOUYV TTLO TTPOXWPNUEVEC TEXVIKEC TPLOOLAOTATNG LoVTIEAOTOINGNG.

2To Mpoypappata tplodidotatng oxediaong yla va dnuioupyncoupe/
ene€epyaoTOUUE EVA TPLOSLAOTATO MOVTEND TIPETIEL ) VA ETIEEEPYOOTOULE TLG
KOPUDEG, TLG AKMEG Kol T TTOAUYWVA TOU, ] Vol tpooB£oou e MTOAUYwWVa/YEwLETPi
ue Stadopeg peBddoug (r.x. cut/connect, inset, extrude, bevel, k.a.). Auté to
KOVOULE €ite ouVOAkA o€ dAo To povtélo (m.x. Subdivide-to omoio Ba Bapuvel Kat
OPKETA TO LOVTEAND HAC) ELTE LOVO OTA ONLLELO TTOL BEAOUE VA ETEEEPYAOTOULLE.

AdoU pooBEcou e Ta MOAUYWVO/YEWETPLA OTA CNELD TTOU BEAOUE,
akoAouBoupe tnVv idlar Aoyikn, dnAadn: emeéepyalopaoTe ite TIC akUEC (edges), TLg
KopudEG (vertices) kot ta moAuywva (polygons/faces) eite mpooBEtou e AL vea
VEWMETPLAL.
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Mo va kotaAaBoupe kaAUTtepo auTd mou avadepBnkav ac dou e To akoAovBo mapdadsiypa. Ma rnapadelypa OEAov e
LLE TNV XpNoN TNG TEXVLKNG Box modeling (0mou &ekivaple pe Baoiko YEWUETPLKO oxXNHa Evav KUBo) va oxedlacou e
Eva Tparmell. MeTo apxLko KUBO eTIAEYLEVO (TTOU HOG TTIAPEXEL TO TIPOYPALLA OTOV TO AVOLYOUE), TO KAVoU e Scale
LE To epyaleio auéoueiwong pLeyEBoug ﬂ (Bptoketal otnv aplotepn Umapa Ue Ta Baotkd pog epyalela) mpog
SLapopeTIkoUC AEOVEC LEXPL VA SNIOUPYNCOULE THV. EMAVW ETILHAVELA TOU TPATIE(LOV MG OTIwG T BEAOUUE.

Avéopelwvw To pHEyeBog tou KUPBoU Ttpog SladopeTikolg AEOVES (TT.X. CUMTLEIW OTOV Z-UTTAE, TPpaBAw
OPKETA oTOV Y KoL AlyoTepo otov X) mavta pe To epyaleio avfopeiwong peyEBoucg/Scale Tool kat evw
Bpilokopoi oto Object mode iRt (Tavw apLoTtepa)
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2TV CUVEXELQ, yLa Vo SnLoupyCOoUME Ta todLa Tou tpamellol TIPETMEL VO TPOOOECOU LUE TTOAUYWVO OTA CNUELQ oo
To omola O Ta “e€ayoupe”. O Aoyog eival OtL 0 KUBo¢ amoteAeital amo cuykekpLpEva moAuywva (1 ava mAevpad). Apa
Ba pEMEL TNV KABE MAeLpA va TNV “omacoupe/KOPoupe” o€ MepLOCOTEPA TTOAUYWVA yLa VA SNLOUPYNOOULLE
AETITOUEPELEC. Lo TO OUYKEKPLUEVO Bripa TIPEMEL VA OLlyOoUPEUTOUE OTL BpLlokopacte oto Edit Mode tou
MPOYPAHUHATOC (MAvw aplotepd) yla VoL TtpooBE00U e YEWMETPLO/MOAUYWVOL KA VO TOL EMEEEPYAGTOU LE.

" H katw rmAeupad Tou Tpamellov amoteAeite amo eva Ma va TPooBOEGOUUE TTOAUYWVA, UTTOPOU UE ETIAEYOVTOG
HeyAaAo ToAUYywvo (5w opBoywvLo) TNV MAgUpA va kavoupe Se&l KAk kat Subdivide (1°¢ Tpormog)
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Epyaheio Loop Cut
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To amnotéAeopa Leta amnod 2 Subdivide. B?\énouﬁe oTL O 2°S KalL TILO OWOTOC TPOTOC £ival pe To epyaleio Loop Cut va kopoupe To
SnULoupyoLVTAL TTIOAUYWVO KOL OTNV LESH TNG ETILHAVELAS TTOAUYWVO KABETA -KAVW OPLOTEPO KALK YLOL VA YIVEL TO cut KoL To adpnvw.
KATL TTou Bapaivel To povtelo xwplic Aoyo. , Itnv cuvexela, matdpe Ctrl & B yia va dnuoupynooupe 2 Cuts (kabeta

edges/ypaUEG) oTa onpeia Tou BEAOULUE
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Exoupe matrjoet Ctrl & B KoL LETAKIVOUE TO TIOVTIKL YLaL vVa To TeAKO amotéAeopa adou kavope T idla Stadikaoia Kat
opiooupE To Avolypa Twy KaBetwv ypappwyv/edges. Omou pag oplovtia (Loop cut kat Ctrl & B). EtoL dnpiovpynoape 4 pikpa
OPECEL TO OMOTEAEGHA TIATALLE APLOTEPO KALK VLAl VL yivouV Tat TIOAUYWVQ OTLG YWVLEG TOU Tpamellov art’ onou Ba “e§ayoupe”
cuts. Ta TOdLa Tou.
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JTnVv ouVEXeLa, eTttAéyou e SirmAa oto Edit mode ta Faces (31 emtAoyn) yla val umopouU UE va
erAé€oupe mMoAUYwvao/faces Kol 0TV CUVEXELA T ETUAEYOUUE KPATWVTOC ATNEVO To MANKTPO Shift (yia
va eALEOUNE TTAVW amo 1). MmopoU e yLa Lo EUKOAN ETLAOYH VOl EVEPYOTIOLOOUE TO epyaAEio select
box ﬁim oTNV. ouVEXeLa adol eTUAEEOUE T TTOAUYWVA TIoUu BEAou e To epyaleio extrude E=4.

LA OIRES ()

To gpyaieio extrude yia va
BydAoupe Ta TTédIa TOU
Tpamediol yag
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Adou eride€ape ta faces mou BENOULE TTOTAUE OPLOTEPA OTO To Tehkd amoTENeopa, £va TPLOSLEOTATO HOVTEND EVAC
gepyaleio extrude yLa va SnpLOUPYNCGOULIE TN VEQ YEWUETPLA. tpamneltol

“Yotepa, eMIAEYOUE TO KLTPLVO dova otn HEon Tou TPAmEelloU
KOlL TO TPAPAE TIPOC TA KATW




BaoLKEC TEXVIKEC TPLodLAoTATNG HovTeAomtoinoneg 7/16

Mo va SnULoUPYNOoOoUE €va armAO TPLoOLAOTATO HOVTEAO HLag BIBALOBRKNG apXLka IpETEL va dTIAEOUUE Evav KUBO oTO
Hneyeboc mou emBupovpe va sivol oAokAnpn n BBAL0ONAKN. TNV cuveXela mpooBeTou e Loop cuts (KABETEC Kot
opL{OVTLEC YPAUUEC) oTa onpeia mou Ba Bplokovrtal ta padLla tng, OTwG PaIVETOL KOIL TNV TTOPAKATW ELKOVAL.

‘Exoupe pooBEaeL Loop Cuts ota
onueia ou Ba Bplekovrtal Ta

padLa
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KAiképw 10 Loop Cut and Slide

Muwkpn rapévOeon- Evac
€£UKOAOG TPOTIOC Val

KAVOU LLE TIAVW QTTO EVal
loop cut, eivat adou
KALVOU LLE TO TIPWTO OTWGE
daivetal Kol oTnVv KOV
(kadvw aploTtepo KALK LLE
eMAeyEVO TO loop cut oTo
onpeio ov BéAw yla va
YLVEL) TNV OUVEXELD
ETAEYW TO KOUTAKL KATW
OpLOTEPQ TTOU YpadeL Loop
Cut and Slide.
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Mo va SnULoUPYNOoOoUE €va armAO TPLoOLAOTATO HOVTEAO HLag BIBALOBRKNG apXLka IpETEL va dTIAEOUUE Evav KUBO oTO
Hneyeboc mou emBupovpe va sivol oAokAnpn n BBAL0ONAKN. TNV cuveXela mpooBeTou e Loop cuts (KABETEC Kot
opL{OVTLEC YPAUUEC) oTa onpeia mou Ba Bplokovrtal ta padLla tng, OTwG PaIVETOL KOIL TNV TTOPAKATW ELKOVAL.

ZTNV CUVEXELO ETILAEYOU LE TAL
nmoAuywva (faces) mou Ba eivat
To padla. MNa va ta emAEEOUE
OWOTA TPETEL VAL ELLAOTE OTO
Edit mode kat SimAa va Exoupe
emAE€el ta faces (3" emloyn)

iV EditMode ~ &1 [l @l

Meta opl{w tov aplOpo twv Cuts mou BEAwW,
TL.X. 3 KOl KALKAPW OPLOTEPA O0TO PBEAAKL TO
napabupo yla va kAsiogt. — KAgilvel n
nopevOeon ENOTPEPOUE GTO HOVIEAO MO,
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ZTNV GUVEXELO KAVOULE Inset ﬂ (To Inset dnuioupyetl moAUywvo/face pEoa 0To EMIAEYHEVO TTOAUYWVO)
ota emtAeypeva faces. BAEmou e OpwE OTL e To Inset OAa ta emiAeypéva faces avitdbpouveav 1 kot
ONULOUPYOUE TTEPLUETPLKA TNG EMIAOYNG HaG Eva “xeilhoc”, OTwE PalveTaL KoL TNV TapakATtw tkova (1).
Eueic B€Aoupe ava face/moAUywvo va SNULOUPYNCOUUE TIEPLUETPLKA TIAXOC (ELkOva 2).

Mo va kavou e Inset ava
TTOAUYWVO Kol VO SnLLOUPYNOOUUE
TIAX0G 0TO KABe padt, evw £XoUpE
eTAeypéva Ta faces kot To
gepyaleio Inset , TIOTALLE 2
dopéEc to mANKTpo | oto
TIANKTPOAOYLO HOG 1
EVEPYOTIOLOUE TNV ETTLAOYH
individual mavw aplotepa
(Ttavta pEe EVEPYOTIOLNEVO TO

Ewkova:1 Edw d)ﬁdxvouue TIEPLUETPLKA - Eva’L?\ELo Inlset ) kaw oty ’
TwV padLiv Tdxoc/Xehoc Tou Sev OUVEXELA KAVOULE Inset oTo KAOe
BéAoupe, epeic Béhouple avd padl va pAPL LELOVWUEVAL.

€XOUE TIAXOG
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T€Aog Kavouue extrude E TPOG Ta MEoA Ta TTOAUYWVA TTou dnulovpynoatle pe to Inset. To tplodlaotato
HovtéAo TNG BLBALOONKNG pag lvat ETOLUO.

Extrude mpog ta peca ta emleypeva faces To TeAKO TPLOSLACTATO HOVTEND
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‘Evac tpormog va ¢TLaou e pLa KapEKAQ LE pLa TiLo Lolaitepn mMAATn, Eival aadol KAVOUUE Ta idla Brpata
TIOU KAVOLE KOl VwpLtepa yLa To Tpamel pEXPL va dtiaéoupe To KABlopa Kat Ta modLa Tou Onwe daivetal
OTNV TOPAKATW £LKOVa. (1), 0TNV CUVEXELA ETUAEYOU LE KOl EEAYOULE LOVO 2 TTOAUYWVA,/OTUAOUC, OTIWC
dalvetat otnv 21 slkova, mAvVw.ota ool Oa otnpiletol N MAGTN TNC KAPEKAQLC.

Ewkova:1 Edtiaga eva kouti oto péyebog mou Ewéva: 2 Enéefo 2 no}\bvw;/a
99’.)\0’0 va si\{at TO KaBlopo TG KapEKAQC, oltr]v (faces) aKkpLBWC amévavtt ar’ Ta 2
ouvsxs%a KAVW Iolop,cuts \'/La va 5r]'puoupyr]ow ntiow MABLAL TNC KAPEKAAC KOl TaL
Ta MToOAUywva amno ta omota Ba Byaiw ta érxava ex Tl

nodLa. TéEAog kavw extrude ta emAeypEva

ToAUywva yLa va SnptoupyRow to modia




.\__

Create a bridge of faces between two or more selected edge loops: Ope

| 3TNV OUVEXELD, KAVW éva aKOUN

.

\':_“éxt‘i’\ude Ta (6La faces. Auto Ba
kq@bp\iost To onpelo amno to onolo
B0 E&g\wdst N MAGTN TNG KAPEKAQS
aAAGL.KaL to UPoc TtNnC.

| \
Meta emAéyw Ta 2 amevavtL toAUywva/faces anod ta onola Ba
“ByaAw” tnv mAdtn (daivovtol pe KOKKIVO Xpwia) kot adou ta
eTUAEEW KAVw S&&L KALK Kal eTUAEYW bridge faces.
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To TpLodLdoTato LOVTEAD TNG KOPEKAQG LLOU Elval ETOLLO
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BaoLkEC TEXVIKEC TPLOdLOOTOTNC povTeAototnonc 14/16

Me tnv ota akplBwc texvikn (bridge faces) pmopoupe va SnuULoupyrooupe eva avolyua/mapabupo oe
gvav toixo. Apou Pptiagoupe Eva KOUTL 0To HEYEDOG EVOG TOLXOU OTNV CUVEXELA LE TO loop cut
SnULoupYOUUE Eva peyaAlo TTOAUYWVO (TETPAYwWVO) TTou Ba amoTEAEGEL TO AVOLYLa TOU opaBUpouU pag

OTWG dailveTal TNV TTOPAKATW ELKOVAL.

Exw ¢ptiagel Evav toixo kat 0TV cuvEXeLa e loop cuts Snuloupynoa Eva 0 ToiX0C e TO dvolypa/TapdBupo gival £ToLoc
TETPAYywWVO/TOAUYWVO oTo HEYEBOC Tou mapadlpou mou OEAw. EmAéyw to
TETPAYWVO KOL OTNV UITPOCTLVA KoL 0TV Tilow TIAEUPA Tou Toilxou (dnAadn
eMAEYW 2 TeTpaywva pe shift matnuévo) kavw Se€i KAk kal bridge face
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T€AoC vat onUELwOEL OTL av BEAoL UE val SNULOUPYOOUE TIAVW OO Eval LOVTEAO otnv (dla oknvi tou Blender,
T0TE KABe Popa MOV SNULOUPYOULE EVOL VEO TPLOOLAOTATO YEWUETPLKO OXI) .X. KUPo) to omotlo Ba anoteAcoel
TN BAoN TOU HOVIEAOU paC, TIPETIEL VO BPLOKOMAOTE 0TO object mode EEREEEERY KoL 0TNV GUVEXELA VAL
aAAGloupue os edit mode yia va to eme€epyaoTOUpE. AUTO cUMBOLVEL ylaTl av SnLoupyrnoou e Evav KUBo yla
napadelypa evw Pplokopoaote oe edit mode 10Te 0 KUBOG autog Ba evwbOel pe KAmolo AAAO LLOVTEAO TTOU UTTOPEL
€XOUE OTNV OKNVI KOG KOt TO npdypapupa Oa avtthapBdvetatl to StadopeTikd povTéda we Eva.
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Mapakdtw PAEMOUE HLEPLKA OITAQ TPLOSLAOTATO HOVTEAQ TTOU SRpLoupYyRBNnKav pe tnv TEXVLKA Tou Box Modeling kat
Ta epyaleia mou avadepape (Scale, Loop cut, extrude kat Inset).
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