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Anpoupyia UAtkwv, udwv kot Unwrap oto Blender
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Tt Ba dovpe onNUeEpPa

priyopn emavaAnyn ota Baoctka Brpata dnpiovpyiog anAwyv tpiodlactotwyv
HOVTEAWV

« Xpnen evog TPLoSLACTATOU YEWUETPLKOU OXNHATOC WG Baon Tou
LLOVTEAOU HOLG
* MNpoobnkn yewpetpiag (moAvywvwy) ota onueia tov Behouvpe va
énuioupynooupe Aentopepela (oto Edit Mode)
* Baowa epyaleia tplodiaotatng povieAomnoinong
Tu €ival ta UAKQ, oL 'udié@xm YEVIKOTEPQ TAL MAPS TWV UALKWV KOIL TTOLEG OL
Stapopéc Toug
s Anulovpyia U)\LK(BV-E?QL vpwv Kal EPappoyn TOUC O€ LOVTEAD
* Unwrap (“€etuAlypa” tprodlaotatouv pPovteAou)
Avaluaon swkovog (resolution) kat ewkoveg ava deutepoAemto (fps)

* Rendering (amodoon) tplodLlactatov HOVIEAOU, SNULOUPYLO OTATLKNG ELKOVOLG
TOU OWVTLKELMEVOU TIOU GTLAEAUE UE UALKA KOl UDEC

EUKOAOG TPOTOC yLa TOMoBETNON TNG KAUEPAC LECA OTOV TPLOSLACTOTO XWPO




[priyopn emavainyn ota Baotka Bripata
Snuloupyioc amAwv tplodlaoctatwy povteAwy 1/3

Onwc elmaile Kol 0To TPonyoUevo LdBnpa oxedov mdvta 6tav SnLoupyoU e éva TPLoSLACTATO
HLOVTEAO, XPNOLHOTIOLOUE WG BACN Eva TPLOSLACTATO YEWUETPLKO OXM O TO OTIOLO aG TTAPEXETAL
arto To (510 To MPOYPAULA:. TO YEWEUTPLKO LOVTEAO QUTO UMopEeL va eival kuBog, kUALVEpoc, odaipa
K.0L. 0VOAOYQL L€ TO YEVIKO OXMLLOl TOU TEALKOU HOIG MOVTEAOU (TT.X. OpOOYWVLO/KUKALKO TPOTETL-
KUBOG/KUAWVEPOG). *-
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[pnyopn emavaAndn ota Bactka Bryporta
Snuiovpyiac amAwyv TPLodLACTATWY HOVTEAWY 2/3

ITNV CUVEXELD, WITOPOUE VOLKABOPIoOUE TO LEYEDAC Tou TIpLV Tdpe otn Sladikaoia emefepyaciog Kat
npooBnkng moAvywvwv. Auto Ba Bonbnoet va €xoupe pia KAAUTEPN (MpwLN) ElkOVO TOU TL BEAOUUE Va
ONULOUPYNOOULE. 'Yorspa agdou elpaote LKOLVOT[Olr]p.éVOL Kol LE TLC SLOOTAOELG TOU cxr']uatéq LLOLG (tr]q
Bdong pog), apxikd mawdype Ctrl & A kat Apply Scale ko botepa ardZoupe o Edit ModclEIERIEaNN (amo
Object Mode, TARKTPO Tab) yla va Esmvnoouue TI’] 6La6u<aota rpto&aoratnq Huovtelomoinonc. O AOyoG
Tlou aMaZouue oe Edit Made glval ylati og autAV TV Kataoraon " (Mode) €xoupue npooBaon o€ OAa Ta
anapaitnta epyoleia Vld va sns&epyaorou UE To Baoko pag oxnua. Emiong, emewdn exouvpe npoofaon
OTLC KOPUPEC (vertices) ouq OKUEC (edges) kal ota moAuywva (faces/polygons) tou povteAoU pOG.

\

Napadelypa mpoodnkne yewuetpiag o
OUYKEKPLUEVA ONUELD LE TNV XPriON TOU
gepyaAeiov Loop Cut




[pnyopn emavaAndn ota Bactka Bryporta
Snuovpyiac amAwyv TpLodlacTatwy HovieAwy 3/3

TéMoc, khelvovtoac To kebdAato tne emavaAndne, peptkd Baotkd epyaleia tou Edit Mode
amoteAoUV ta:

Loop Cut, pe TO onmo KOBoupe opllovtia/kabeta To PLOVTEAO HaC, TPOoOETovTag
VEWUETPLO :

Extrude Reglon p:a <o ornolo SnULoUPYOUE TIPOEEOXN 1) E00XN OTNV ETILAEYUEVN
TEPLOXN (em)\s‘Vueva faces)

Inset Faces, e 1o &’(\QLO dnuLoupyol e VEQ TOAUYWVO LECA OTA ETILAEYLEVA TTOAUYWVA
(faces)

Bevel, pe 10 omoio dn uloupvob LE KALON TLEPLUETPLKA MLLOG ETUAEYUEVNC ETILPAVELOG
(emAeypeva faces), yra dnuovpyia 1o opaAoU AmOTEAECUATOC OTO CUYKEKPLLLEVO
onueio. Na va pnv €xoupe “okAnpec” ywviec.



Etoavwvn OTO UALKQ, OTLC UPEC KOl OTO

unwrag (“E,stui\lvp.a ’) tplodractatov
. povtélou '
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Eloaywyn oto UALKA, OTLC UPEC KOl 0TO Uunwrap
(“EeTUAlypa”) TpLadlactatou ‘uovieAou 1/9

MpwTta OpWC Alya Baotkd yia Tot UVALKQ, TLC UPEC Kol Ta maps. Mevika, mpLy tn dtadikacia anodoong
(rendering) Balovpe LALKO 0 OAQL TAL LOVTEAQ OLC YL VOL SNULOUPYOOUME EVal KOAUTEPO ATIOTEAECLLAL.
Ta vAwka (materials) givat tavra n Baon pag, mavw os autad “6évouv” ot udEC Kol Ta maps. Ta UALKA
dev xpeLaletal mavra va €xouv UdEC. Av OEAOUE va SnULOUPYROOUUE YLa TTApAdELY LA
KaBapo/yuaAlotepo PETAAAO €LTE, YUAAL ] KOL TTAQLOTLKO TTOAAEC POpPEC HEV XPNOLUOTIOLOU UE UPEC QAN
LLOVO UALKO LLE OUYKEKPLUEVO XPpWLLOL KOl puBOULoELC Kal TtlOavov karmola maps. Ot ugEcg (textures) yevika
kaBopilouv tnv epdavion evog povieAou. Mrmopet va eivat, dwtoypadileg Stadopwyv VALKwWV (t.X. EVAO,
UETAANO, TOUBAQ, TIETPEC, MAGKAKLO, K.QL.), I MLa Kavevikn dwtoypadia (mt.X. Tpoocon evog Ktipiou,
£uBlo ov k.a.), N akopo kat xpwpata (cuvnBwc oxtL 1 armAo xpwpa ylati o€ AUTAV TV TEPLITTWON TO
kaBopiloupe peoa ar’ to idlo To UALKO). Ta maps €ival KATIOLEC ELKOVEC (MOANEC PpopEC apExovTal art’
TO 1610 To. ITPOYpapO AAAG ITOPOULE Vo TIC PTLAEoUE Kal EMELC), oL oTtoiec kaBopilouv
XOPOLKTNPLOTLKA KOLL LOLOTNTEC TWV. VALKWV pac (m.x. Bump, normal, displacement, reflection, refraction
maps K.a.). Mo mapadslypa eva map Unopet va emnpedlel mooo tpaxid daivetal pa emidavela (bump,
normal maps) ) to U oc kot To BaBoc¢ tou povteAou (displacement map) rj akOUA Kail TTOOO QLVTOLVOKAGL
npayuota yUpw Touv to i6lo to povteAo (Raytrace map, reflection map). Akoun, HEow mMaps HUopou e
VOl KAVOUME ypryopa Hi&n StadopeTikwv UPwy Kol XpWHATWV.




Etoaywyr ota UAKA, OTLG UPEG KOl 0TO unwrap
(“CeTuAlypa”) Tpladlactatou povtelou 2/9

Kamowa Baoka paypoata mou adopouv ta Seamless textures (udeg) kat ta Non Seamless textures. Seamless
texture (cuvnBwc avadepetal mavw otnv dwtoypadia) ival pua vdn (pwtoypadia) n onoila pmopet va
enavaindBel mMoANEC dopEC xwplcva paivovtal “onactipata” A “padec” petatl TWV CNUELWVY TTOU EVWVOVTOL OL
Tt)\supéq/vwv'tsq Twv SV elkovwy. H kabe ewova dnAadn tauplaletl télela pe tnv aAAn. Auto BonBast yati
HUITOPOUUE VO uLKpuvouue 0 uevs@oq KLog dwtoypadiag (m.x. pwroypadia TouBAWY) Kal va tnv emavaidBoupe
TTOAAEG POpPEC MAVW OTNV emcbavgoc EVOC tptoétaotatou uovre)\ou MNapakatw BAEMOUUE Eva TAPASELYUO LUE
Seamless kal e OxL Sea eSs té><cure/ud>n OTO TIPOYPAUUA TPLOSLAOTATNG oxz—:&acr]q 3Ds Max.

View1
i ‘Exw opiacel To Tiling ot 2,0/2,0 yia va
‘Exw opioel to Tiling o€ 2,0/2,0 yia va - TpoPdAieTal n idia eik6va TTOAES popég
TpoBdaAAeTal N idia eik6va TOAAEG Ppopég i L E N [.4 l " 1 Tavw oTnV idia emipdaveia
Tavw otV idIa EmQAveIa 4 - : B ﬁl’f ; P Wan i (fitman)
j f 7 # / derd... 23 . .

* Bitmap Parameters

Bitman: ..opiévou'Maps|Seamiess and NotiNot-seemless1.png
Reload Cropging/Placement

Eduw paivovtal EexdBapa Ta anueia Tou evivovTal peTagl

Edw Sev gaivovTal Ta onpeia Tou evwvovTal ol idieg TOUG 01 IBIEG pWTOYPaPiEG TTAvw oTNV iSia em@Aveia

Ppwroypapieg HETagU Toug TTAvw oTnv iGia eTIPAveEIa




Etoaywyr ota UAKA, OTLG UPEG KOl 0TO unwrap
(“CetuAlypa”) Tpltadlactatou povtelou 3/9

Kata tn dtadikoole unwrapping ouoLooTKA “omape” To TPLodLAoTaTo LOVIEAO 08 SLodLAOTATEC EMLPAVELEC/TIAEUPEG Kall
NG AMAWVOULLE TIAVW GE LAl ELKOVOL (G0 VoL AITAWVOU LLE TLG TTAEUPEG TOU LLOVTEAOU O€ [ta KOAAQ xapti tavw otnv omola
PoBAAAETAL N EKOVA TNG UPNG Hag) n omola eivatl n uPpn pPag. ZTNV CUVEXELA UTTOPOUUE VoL ETIEEEPYACTOULE QUTEC TLG
ETILHAVELEG TOU LOVTEAOU UAG OOV ou'ﬂ\éq €LKOVEC. Not aUEOUELWOOUUE TO HEYEDOC TOUG, Var TG ueraKLvr']oou LLE KOLL VOL TLC
nieplotpePoupe. Auto Ba ennpeaostu Ko mw¢ deiyvel TNV udn To POVTEND, OTA CUYKEKPLUEVA CNELO TTOU
EMELEPYOLONOOTE. ZUVHOWEG UTTAPXOUVY VO SLaPOPETIKEG TEXVIKEG UNWIAP, LLLOL TILO om)\r] KOlL LUTOLLOITOTIOLN LEVN TTOU YivETaL
UE 8pVO(7\8LO( TIOU HLOG npood)sﬁevtm arto 1o 6lo to )\oytouLKo KalL Lol TtLo cUvBETn Omou exouv TIOAU KAAUTEPO €Aeyx0 QAN

TIPETEL VOL OPLOOU E TO TTAVTA xstbQKI\‘/{Qa KalL lval apkeTa Lo xpovoPopa. Eueig o auto to pabnua Ba dovpe tnv mLo
om?\r] HEBodo. Napakdtw PAE uu.g\évg nopAadeLlypa unwrapping pe To cuvOsTo Tpomo oto 3Ds Max.

uv, E Map #2 (WoodLipg) ¥

* Quick Transform B

‘EXOULLE OTIACEL TO TPLOSLACTATO LOVTEAD
(6e€La) oe emipavelec (aplotepd) Kat
ETUAEYOUE TL akpLBw Oa tpoBaAAeTal
otnv KaBe enipavela ’

IS = b LS D
WIU‘ 0.0 Fw: 00 T w00 L ﬂ/(‘)l ‘*IMD‘&




Eloaywyn ota VALKQ, 0TLC UPEC KoL 0TO unwrap
(“EeTUuAlypa”) tpltablaotatou ‘poviedou 4/9

Ac¢ doupe twpa eva mapadelypa yio va kataAdfoupe kKaAUTeEpa MwG SNULOUPYOU UE UALKA HE UDEC OTO
Blender. A¢pou Pptiatoupe éva tptodlaotato povreAo (m.x. BLBALOBAKN) otnv cuveéxeLa dSnuLoupyoULE Eva
KollvoUPLO UALKO YLOL TO OUYKEKPLUEVO OVTLKELMEVO. et va TO KAVOUE AUTO TIPETIEL EVW EXOULE ETILAEYUEVO TO
uovré)\o Ko Ka Bplokopaote 0t0 Object mode va nape oto Material Properties Tab (6£€Ld) kat va cbud&ouus
EVOL KOlLvOUPLO UALKO narwvrac to kouurni New (add new material), 6mwg CI)OLLVETO(L OTNV MOPAKATW ELKOVA.
Kartoleg cbopeq TO uovrs)\o gx& r]6r] material/UAkO apa bev xpeLlaletal auTo To BrRua.

1 [l: Cube

Material properties tab, onou
natwvtag 1o New dnuloupyou e Eva
KOLLVOUPLO UALKO YLOL TO ETUAEYUEVO
LLOVTEAO LG




Elcaywyn oto UALKA, 0TLC UPEC KOl 0TO unwrap
(“EeTuAlypa”) tpltablaotatou ‘yovieAou 5/9

STV ouVEéXeLa, adoy KaTeBACOULE pLa elkOVa (LY. art’ to https://amblenteg.com/list) yia to UALKO TTOU
BeAoupe (m.x. EUAO) TNV “dopTwVvoupEe” 0TO UALKO HOC. o va TO KAVOUUE aUTO, KALKAPOUE oTNnV KitpLvn
Koukioa &irmAa oto “Base Color” tou UALkoU pag Ko peta emiAéyoupe Image Texture (Ewkova : 1). Adou to

KAVOU LLE QLUTO TIPETEL VO TTOTHOOU E AKPLBWE Ao KATw TNV Katvoupla erithoyn mou 8a epdaviotel akptPwc
kdtw art’ to Base Color/Image texture, kat CUYKEKPLUEVA TO Openw ME TO TTOU TTAT)COUE AUTAV

Tnv erloyn Ba pag avoliel va kawouplo apdBupo (évag browser) drou Ba rpemeL va BpoUpie TNV ELKOVEL

TTOU £XOULE KATEPACEL KAl VoL TV eTUAEEOUE.

Ell:-] ect Info
RGB &~ Material.001

Volume Info

Assign

o B Adou enhe€oupe TNV
? :  suce ELKOVAC MOG KOL OTNV
TNV Koukida SimAa - T ] b ot 0 ;
. ouvexela Open, Ba mpemel

e @ oto Base Color kat e » PrirciiedBSDF ,
- g _ SimAa oto Base Color va
otnv ouvexela Image 8 i ’
. N cudaviletal To OVoua TG
1.000 = TeXtU re. v Base Color  ® Woodl.png
0.200 . ']~ Woodl.png
0.100

L Ewova:l. EmAéyoupe

Principled BSDF

3%

)

€LKOVOG TIoU “dopTwoape”.

Subsurface Color
Subsurface IOR 1.400
Subsurface Anisot... 0.000
Metallic 0.000

Specular 0.500 - Straight



https://ambientcg.com/list

Etoaywyr ota UAKA, OTLG UPEG KOl 0TO unwrap
(“€eTUMypQ”) TpLadlactatou uovieEAou 6/9

To UALKO poG elva ETOLUO aAAQ UTIAPXEL IEPUTTWON va punv dpaivetal oto View (perspective) oto omoio
douAevoupe. MNa va epdaviotel, mape oto pevou dumAa oto Viewport Shading (BeAdkt mou deixvel mpog ta
KAtw) Kot aAAALoUpE TV TpoeTtiAoyn and Material oe Texture. Eniong kKAikapw tnv emtdoyn Viewport Shading
(3° urahaki-avw Se8ia). BN EREEET T ICE

S Khikdpw my emioyr Wi
W Viewport Shading yia va
S eival sppavrig n uer pou
ag1o Viewport
™

To pevou kot : toyn (Texture) yia va MAgov oTo povteAo pog
epdbavioTeL N UBF TOU UAKOU pag oTo daivetarn vpn alia
Viewport oto onoto SouleVoupe BeeL kamoleg emutAcov
(Perspective) A puBuicelc yla va

£ “kaBetal” cwoTta.




Eloaywyn ota VALKQ, 0TLC UPEC KoL 0TO unwrap
(“EeTuAlypa”) tpltablaotatou ‘povieAou 7/9

AdoU kavape autad ta Brpato PAEnoupe otLn uon (to EVA0) Sev daiveTal CWoTA OE KATIOLO CNLELO TOU
LOVTEAOU Hag. Mo va To SL1opBwooUE TIPEMEL OPXLKA €VO TO HoVTEAO pag) va ape og Edit Mode
KoL val eTiAEEoUE OAaL.Tal Faces Tou HOVTEAOU (oG EREIUECRESIN) Il |50VLKOL TIPETIEL TIPWTOL VOL EXOUUE
eTUAEEEL TO X-Ray mavw Se.ﬁtd(nou KAVEL TO HOVTEAD pac Stadavec) yla va eipoote oiyoupol otL Oa
LTTOPECOUE VAL em}\éﬁduuf. oXo ta moAvywva (faces)  matape to mAnktpo A. Adou emtheéou e Ola ta faces
natdpe To mMAKTpo U Kat oTig emhoyég mou Ba SoUpe KAkapou e to Cube Projection.

Adou erle€ape OAa ta Faces tou
pHovtélou pag matnoape U (oto
TIANKTPOAOYLO HOC) KOLL TNV CUVEXELQL
Cube Projection.




Eloaywyn ota UALKQ, OTLG UGEG KOl 0TO unwrap
~ (“€etuMypa”) tpradlactotou povtedou 8/9

Yorepa acbou amd-emAEEOU e T TTAVTA, B)\enouue otLn udn vevu<a daivetal kaAUtepa aAAd o€ KATOLN
onpela akoun dev mpofaiAetal cwotd (ta “vepd” Tou Eu)\ou glvaL AaBoc). Ma va to dtopbwooupe auto, EVvw
Bptokouaote oto Edit Mode em)&eyou ue ta faces ta omoia eeruue va SlopBwaoou e (pe Shift matn usvo v
T[pOKElTOLl va eru)\eﬁouue navw omo éva face) kat otnv cuvexela avoiyoupe to UV Editing tab oto emavw

Tnv udn tou EVAoU oTO

2 0WTEPLKO TWV padLwV
'”69( MPETEL VA TAL
‘TiepLoTpEPoupe 90
-HOipEG yLa va daivovtal
owoTa.




Etoaywyr ota UAKA, OTLG UPEG KOl 0TO unwrap
(“CeTUMypQ”) TpLadlactatou povielou 9/9

>TNV CUVEXELQ, UTTAPXEL tEpimTwon otav avoiéet to mapdBupo UV Editing va unv epdaviletat n udn (to EVAo)
TIAVW OTO HOVTEAOD pag oto Setla mapabupo. Ma va to Stopbwooupe peyalwvou e to defla napabupo
(tpafwvtac tn pecata Hapa tpog Ta opLoTePA) Kat evepyormoloUpe to Viewport Shading mavw Se§idlELIEIE.

lipting | UV Editing | Texture Paint ing metion  Rendering  Compositir metry N ripting  + 45~ Scene
N 2 v [y View Select Add Mesh Vertex Edge Face Uv I3 Global v (Pv Gniv 8

mx
2 (z_
¥ : = i 0 ¢
Av érav ardpe UV Editing o€ auté 1o TapdBupo dev
PaiveTal N U TAVW GTO POVTEAO Hag TPETTEI va
evepyotroijooupe 1o Viewport Shading
Agou emAé€oupe Ta faces TTou BEAoUpE
(oTo Edit Mode)mardpe UV Editing ka1~ 7
Ta TEPIOTPEPOUNE HE To rotate tool. (Ctrl
Tarnpévo yia akpiBrig TEPIOTPOPN)

33
- 4
7
+j‘.A
..
@
=
i}
|
&
e )

17,

G+




Avalvon elkovac (resolution) ko ELKOVEC ova
devtepoAemto (fps) 1/4

OL ELKOVEG TIOU SNULOUPYOUUE HECW TWV AOYLOHLKWV TpLodLtaotatng oxediaong (m.x. 3Ds Max, Blender, k.a.)
amoteAoUvtal amno pixels (eikovootolkeia). Duotkd, kat ol Towviec, Bivteo pwroypadiec mouv PAénovpe o
lLa 08ovn amoteAouvtal amo elkovootolxeia. Mo va Bpoupe tov aplbpo twv pixels amo tov onoio
amoteAeital plat 006vn apkel va TTOAAQATTAQGLACOUE TOV 0pLOUO TwV opL{OVILWYV pixels pe aUTOV TwV
KABeTWV. Av yLo TopAdELyLoL EXOULE HiLa 080vnN fuII HD (1080p/ 1920x1080) rtou OTLG LEPEG pag Bewpeital
standard avaAuen apkel va moAamAactdoouple to 1920 pe to 1080 yia va Bpolpe amo nooa pixels
(etkovooTtolxeia) amoteAeital (2.073.600 pixels). Eniong, eupéwc dladedopévec eival ol avaAvoelg 2K
(1440p/ 2560x1440) SLaitepa Stadedopgvn otouc gamers, kaBwc Kat ot 4K (3840x2160) kaBwc ko n 8k
(7680x4320). Quolkd UoPOoUE va “mtaioupe” meplexOUeVO XaunAotepnc avaluong oe unAotepng
avaAuong 00ovec kat to avamodo. MNa napadeyua, avanapaywyn 1080p video oe 4K tnAedpacn, aAlda
navotata n eltkova pag Oa “omdel” kat Ba paivetal kamwc OoAr). To o Stadsdopevo aspect ratio
(avadoyia MAAToug pog UYPOG), TNG ELKOVOG OTIG MEPEG pag ival To 16:9. H avaloyia auth ival apeoa
ouvoebeEvn UE TNV avaAuon.




AvaAuon elkovag (resolution) kot ELKOVEG aval .
devtepoAemto (fps) 2/4

Ta Pixels anté ta omoia anoteheital pa swéva. 16:9 aspect ratio (avaloyia mAdtoug tpog Uog). OAEG oL EUpEwWG
1 Pixel propet va givat Hovo eva Xpwua. Stadedopéveg avalloelc (Full HD, 2K, 4K, 8K) eival avadoyiog 16 npog 9.

i —— et — — e ——
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Avaluon glkovag (resolution) kot €LkOVEG ava
devutepolermto (fps) 3/4

E6w BAemoupe eva mapadetypa Le 2 iSLeg ELKOVEG SladopeTikwy avaluoewyv. H pwtn su<ova (apLotspa) glval OLpKETOL
 XapnAAg avdAuong kat Thv £xoupe petatpéPet oe Full HD (1920x1080) n 6eltepn (SEELOL) elval mpaypotikr Full HD, éxel

yivel export arno to i6lo to mpoypappa o€ authv TNV avaiuon. H Stadopég ivat sucbayelq, N MPWTN ELKOVA Elval OPKETA
BoAn kot oL AeTttopEpeleg Sev lval Ldlaitepa kabBapég evw n Sevtepn eival oAU mo kabapn (crispy): KattL avtiotolo Oa

ywotav av nailape éva Bivteo xapunAng avaluong oe pia tnAeodpaon Full HD ) mapandvw avaAuong.

11
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Avaluon ewkovag (resolution) kot ELKOVEG ovaL —
6eutepolertto (fps) 4/4

I'evu<a 0 Kavovaq ewou OTL 000 ueva)\urepn ELVOLL HLa oeovr] 1000 usva)\urspn ava)\uon XPELAETaL VIO vaL

i |

UTtooTNPLLEL N KAPTA ypachva uaq) omnwc¢ to DLSS (Nvidia) kat to FSR (AMD) ol omoieg pe'xprion Al
(texvnTAc vonuooUvng) pmopel va petatpéPet to mnyaio VALKO (Tt.x. tkova XapnAic avdAvonc) o upnAn
avaAuon, napayovraq eva dLaitepa kaBapo/crispy anors)\soua H GUVKEKpr.EVI’] texvoloyia
~ Xpnoupomoteitat ko oTLG anpePLVES kKoVOOAE (Xbox, PS5). Ouctlaotikd Epeig yia Tig epyacieg pag (ota .
renders) Ba xpnotpomnotjooupe avaiuon Full HD (1920x1080). Emtiong, o€ nspmtwon anlmatlon Ba

XpnotLpormotcou e 24/25 kapé (frames) ava dgutepoAento.




Render (6ladikaota armodoonc) tplodLaotatou
novtelou 1/4

AdoU KAVOULE KAl AUTEC TLC S5LopOwWOoELg TO UALKO HE TNV udn pHac lvat ETOLLO Kal PailveTal cwoTO AVW OTO
Tplodldotato povielo pag. Teheutaio Bripa elval va KAVOUE €va OTATLKO render oTo POVTEAO pac. ApXLKA,
kAeivoupe to UV Editing tab, emiAéyovtacg to Layout (3 tab aplotepd tou UV Editing). Yotepa, emAEyouE TNV
KAapepA pog art’ to Secene,Collection r} To LOVTEAO HOC KOIL LETAKLVOULE EVOL ATT TAL 2 WOTE LECA OTO TTAAVO TNG
KAUEPOG VA POLVETOL TO TPLESLAOTATO OVTLIKELLEVO. la va eipoote olyoupol OTL CUMBaAIVEL QUTO ETIAEYOULE
TNV KAUEPA pag ar’ To nab'dQUpo scene collection ko otnv ocuvéxela, kavoupe Se&l kALK TTAvw oto Perspective

View kat emthéyouie Set Active Camera. Etol, 0To perspective (poormtiko) Ba epdavitetat miéov 6Tl BAEMEL N

KApEPA pac. MmopoUpe va. pueutoou LLE TILO EUKOAQL TO TTAAVO HOC LE TN PonBela Twv AAAwWV views (T[ X. Top,
Front, nght -4 views mode: ctrl+a|t+q) Comera Perspective

(1) Cellection | Camera

Camera
Perspective-BAEnw

A€l kKAlk oTO Perspective MEoQL QT TNV

View Kol Set Active Camera E N i PO 1O
= e MOVTEAO

Mirror

Snap

Parent

Mowe to Collection
Insert Keyframe...

Delete
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Ortav sipaote LKaVOT[OLI’] HEVOL LE TNV BEoN TNG KAMEPOG KOL TOU tpLGGLaotatou LLOVTEAOU (00 Av B€\ou e ETUAEYOUUE KOl TO
dw¢ TNC oKNVNG Hag art’ to Scene selection kal to TomoBetToU e o€ €va onUElo TTOU TILOTEVOUUE OTL Ba SnULoupyHoEL Eva
KAAUTEPO ATIOTEAECUQAL), TTATAME TO-TIANKTPO F12. ItnV cuvexeLla umopoU e va KAelooupe To mapaBupo tou Render.
Onoladnmnote oty 8éAoupe va SoUpe to Render rtou Kdvape ndpe oto Tab Rendering 6to emdvw pépoc Tou
npovpduuaroq Mo va KdvoUue kawoUplo Render matape rmaAt to F12. To otatiko render Tou LovtEAOU pag elval ETOLUO.
Te)\oq, TTopW HECO OTO usvou Tou Render (F12) va emiAe€w Image kal pPeTA Save as Kal va amoBnkeVuow TNV ELKOVA LLOU OF
otL popdn BEAwW oTo ent?\svusvogn ueio Tou uTtoAoyLOTH Hou. EmtmA€ov puduioeL§ yLa mtto EUKOAN tortod<tnon tng

KQUEPOC OTNV EMOUEVN ev\Ornm (c}eA 24).
View  Image '
0.28 | M New
B Open..
Open Ean:hed Render
Edit Externally y
e Save Image
Save As... S @ File 1 | TeAko Render

Save a Copy...




Render (dtadikacta anddoong) tplodlactatou

LovTéhou 3/4
Ztnv enloyn 6utgut properties E (6€€La oto MPOypap ). MmopoU e va pUBUIOOUE TNV AVAAUCH TWV ELKOVWY Ttou Ba
dnuloupynooupe kavovtac Render.-Epeic Ba xpnotpomnowjooupe tnv nposriloyn (Full HD-1920x1080) tou Blender n omoia

glval pla apketd KaAn avaluon.

=

*f ‘6 Scene
ﬂ ~ Format
1920 px
1080 px

100%

Resolution X

1.000
1.000

=
(=]
[] Frame Rate 24 fp:

L Frame Range

Edw Bpioxov?ul ] puepicgclg
yia va kaBopigoupe T >
avdhuon Tou Render pag. ;7

Saving & File Extensions

Cach
File Format  [g7] PNG
Color | BW
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Tips ou adopouv tnv rtepliynon oto Blender, dLaitepa o€ peydhec oknvéc. Méow tou Scene collection (Se€ld-mdvw oto
MPOYPAUUA HOC) HIopoU e Vo EUPavI{oUpE Kat VO KPUBOULE QVTIKELLEVA TIATWVTOG TO HoTdkL SimAa Touc. Emtiong,
ETUAEYOVTOC TNV EKOVA TNE dWToypPAdIKAC UNXavVAS SimAa 0To HaTAKL prmopoUpe va epdavifoupe kat vo KpUBoU e
avtikeipeva art’ to render. EmutAéoy, yia va oAAdloupe o€ Quad-view (4 views avti yia 1) propoUpe ektoc tou Shorteut Ctrl,
Alt & Q, va tdipe avw oTto HevoL mou ypdodel View (SimAa oto Object/Edit Mode) kat va emAé€oupie Area (tedeutaia
erhoyr)) kat Toggle Quad View yia va evEPYOTIOL COUUE/ATTEVEPYOTIOL GOV HE TNV EMLAOYN UE Ta 4 views (amOYELg).

B Scene Collection e
L E Collection

E ﬂ Camera

Scene Collection Quad-view emloyn

v Library ':?
© Light )
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Erteldn yevika n kapepa oto Blender petakiveitat Alyo SUokola, Ba SoU UE KATTOLOUC amAo UG TPOTTOUG YL VOl TNV
TOTIOOETACOUVE OTO ONUElo TTOU BEAOU UE TTLO EVKOAQ. ApXLKA ETIAEYW TAV KAUEPQ TNC OKNVAG LOU KAl OTNV CUVEXELO KAVW
&gl KAk oto User Perspective kal eruAgéyw oto prevou mou Ba avoiel: Set Active Camera.

Object Context Menu ‘ag:  Select Box

iyt |

J i-r:

L

User Perspective

(1) Collection |Car-|-|E Set Active Camera Chrl Murnpzd O
1

Adjust Focal Length
Adjust Focus Distance

-
| "R

Pl -

o

Eopy Objects
I, Paste Objects

[ Duplicate Objects
Duplicate Linked

Enuéym: Set Active Camera

Rename Active Object...

Me emdeypévn TNV KAUEPO KAVD e
o0&l KMk €d® il

Pargnt

1Y

Move to Collection
Insert Keyframe...

Delete

arNenos
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Meta Oa ratnow to mAnktpo: N kal Oa emAeéw Se€la otic emAoyEg mou Ba pou BydAel to: View.

2+ W ObjectMode ~ View Select Add Object 13 Global v (v &l v & N v @ @ 0096 T

Orientation: 3-) Default v Drag: Select Box v Options «

Camera Perspective

= » Transform
LZ0 . (1) Collection | Camera

Lo
@ 9O

-

* =
(-1
e o) 7

Metd motho To TANKIpo: N 6T0 IANKIPOAGYLO LoV Kol oTo TapdBupo mov Oa
avoiel 60 emALym to: View

Create | View | Tool Itern

EA
m
%
b
‘Tﬂ‘




PUBuLoNn kKapepag pe amAa fiuata 3/4

Y10 VEo mapabupo mou Ba avoifel ota de€la Ba emiAeéw: Camera to View. MA€ov pmopw vo mepLOTpEP W TNV KALEPA LE TN
POGEANQ TOU TIOVTLKLOU TOTNEVN, VAL KAVW Zoom in Kal zoom out (podEAA UMmPoC Kal iow) Kat vor KAVw camera panning e
Shift kaL podéla matnueva. OMOTE UNopw va TN TOMOBETHoW OMoU BEAw PLECA OTOV TPLOSLACTATO XWPO WOTE va “BAemel”

TO Gsua tr]q GKr]vr]q TIoU aTto tr]v OT[TLKI’] TIoU Gs)\w

Clip Start. 001 m
End

-1.27m
025m
09198 m

48°
0.000022°
-92.8°

A@ob ékova avTd To, frpata TAEOV UTop® va ToToBeTom TNV KGpEPT OTOVONTOTE Gslco péca
oTN GKNVY pov. Me podéia tatnuévn neplotpépopol, e shift matnuévo & podéia kavm
Kéuepa panning (11 petokvd SeEld-aploTeEpd, TAVO KOl KATM) Kol TEAOG, LTopd va Kave zoom
in ko zoom out éAl pe N podéia (epmpodg Kol Tow).

Otav eipon uwcavomompévog pe n 8€on g ano-emiéym to Camera to View, motdom Tn podéia
TOV TTOVTIKOU Kol LETOKIVED TO ovTikl. 'Etol emotpépm oe User Perspective (ont6: Camera

Perspective).
™ I — ——
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TomoB£Tnoa TNV KAUEPA OE £VA CNELO WOTE VA KOLTAEL TTPOC TO OEMA LOU ATto TNV OTTIKA TTou BEAW. Ma va Byw amod auto
10 mode amno-emniAeyw to Camera to View, ataw tn poSEAa TOU TTOVTIKOU HOU Kol LETOKLVW TO TIOVTIKL Hou. H kapepa Ba

£XEL peivel otnv teAeutaio Ogon mou dpLoa. Zava-emotpedw yLo va thv oplow maAL os kawvoupla Bon e Tov i5Lo Tpdro
(emAéyw: Camera to View).




—

Xpnowa: “Tips” oto Blender

Oa KAEIOOUUE TO ONUEPLVO uadnua pe HEPLKA tips Ta oroia da o XPNOLUEUCOUV yLa Vo

OAOKANPWOETE TIC ONULOUPYIEG OAG:

e Avéyxoupe 600 SladopeTika LovieEAa oav eva (Tt.X. pTLaope To SEVTEPO LOVTEAO EVW BpLOKOUOOTOV
oto Edit Mode) yia va dtaxwpioov e, emtAeyoupe oAa ta faces (oAUywva) EvOG LOVTEAOU Kol 0TN
OUVEXELA TTATAUE TO TTANKTPO: P (ayyAlko) oto TANKTPOAOYLO HaC. 2TO Kavoupylo mapaBupo nou Oa
avoiéel emAeyoupe: Separate-Selection.

* [ va tonoBetnow to gizmo tool (Move Tool) otn peon tou povieAou pou, adou erAe§w TO HOVTEAOD
mov B£Aw va SlopBwow, EmMAEyw oto ravw Hevou (SutAa oto Object Mode): Object-Set Origin-Origin
to Geometry. To Move Tool Ba spdaviletal mMAEov-aTNn LECN TOU HOVTEAOU LOU.

e [ va BaAw 2 dtadopetika UALKA (TT.X. Xpwpata) oTo (OLo LOVTEAD, aPXLKA TTPEMEL VA PTLAEW 2 UALKA
ylo to i6lo povieho (Material Tab-Add Material Slot). 2tn cuvéxela opilw To Xpwpa Tov BEAW va EXEL
10 KAOe UALKO (Base Color-Value). Telog, oe Edit Mode emtAeyw ta faces (moAuywva) mou BEAw va
g€xouv aAAo UALKO kot oto Material Tab emiAéyw: Assign Te UALKO (xpwpa) tov BEAw, otnv €mLAoyr) Tou
EXW Kavel. Kavw ta idlta BApata yia te ummoAourto povtelo (UtoAoura faces), mou Ba exouv aAAo
UALKO.




. 2To emouEvo padnua..

Oa Soupe va kawouplo epyaleio Tou Blender yiava dridxvoupe
yprwopa an)\a oTiTia

Metdc_bc')“p 00N TOU HOVTEAOU Kat/f Twv renders o€ s?\élﬁeepn
nAatdoppa
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