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Befoiwvovue ot eiuaote o1 ovyypopelc ovtns ¢ epyaciog kai 0tt kabs fonbeio thv omoia giyoue yio,
YV TPOETOIUATIO. TS EIVOL TANPOS AVOYVWOPIOUEVH] KOL QVOYEPETOL oty gpyaoio. Emiong, &rovue
KOTOypawel TIG OTOLES THYES OTO TIC OTOIES KOVOUE YPHOH OEOOUEVWV, 10EDV, EIKOVMV KOI KEWWEVOD, EITE
avTEG  avopEpovTal akpifas eite mapoppoouéves. Emmiéov, Pefaiwdvovue om ovty n epyooio
TPOETOIUAOTNKE ONO EUAS TPOOWTIKG, ELOIKC ¢ OMAWUOTIKY gpyooio, oto Tufjuo. Mnyavikov
Inpopopixns kou Higxtpovikav Zvotnudtwv tov ALIIA.E.

H mapoboa epyacio. amwotelel mvevuatixy 101oxtnoio twv poitywv Balevtiva Apyitexrovioov kai Avvo
Apyrtektovioov mwov TV ekmovnooy. 2to  TAaIol0 NS TOMTIKAG  OVOIKTHG TPOGPacns, o
OVYYPOPEAS/ONUIOVPYOS ekxwpel ato Aiebveg Tavemoriuio e EAAddog adera yprons tov oikaimuatog
QVaTOPOYWYNS, OOVEIGUOD, TOPOVTIOCHS OTO KOIVO Kol WHPIOKNS Ol0YDGNS THS Epyacios diebvag, oe
NAEKTPOVIKY UOPPH KOl OE OWOLOONTOTE UEGO, VIO, OLOOKTIKOUS KOI EPEVVITIKOVS OKOTOVGS, GVED
avtallayuoaros. H avoixtyy mpoofacn oto mAnpes keiuevo g epyooiag, dev onuoivel ko’ olovonmote
TPOTO TOPOYDPNON OIKOIWUATWV OLOVONTIKHG LOIOKTHOIAS TOV GVYYPOQYER/ONUIOVPYOD, OVTE ETITPEMEL
YV OVOTOPAYWYH,  OVOONUOGIEDCY, OVILYPOPY, TWOANOY, EUTOPIKY  ypHon, owavour], Ekooot,
uetapoptwon (downloading), avaptnon (uploading), uetdppaon, tpomomoinoy e 0TOI0VONTOTE TPOTO,
TUNUOTIKG, 1] TEPUNTTIKG, THG EPYACIAS, YWPIS TH PHTH TPONYOOUEVH EYYPOPY OUVOIVECH TOD
OVYYPOPEA/ONULOVPYOD.

H éykpion g sumhopatikig epyaciog amd 1o Tunpo Mnyavikov [Tinpopopikng kot Hiektpovikdv
Xvomudtov Tov Atebvovg Iavemiomuiov g EALGSOG, dev DTOONADVEL OTAPULTTMSG KOl 0ATOd0YN
TOV OTOYEDV TOV GLYYPAPED, EK LEPOVS Tov TunuaTog.



«APiepwuévo oty 01KOYEVELD. LLOGCH






IIpoioyog

Metd omd TNV GOUUETOYN HoG 6TV opdda Draive mov €yl ®g GTOY0 VO EXTUYEL TNV TANPT| OLVTOVOUN
00nynon, TpotTabnkay BEpato IIMAGUATIK®V GYETIKA Le To Draive amd tov koplo Alapavtapa Kot vo
and avtd Mrav 1 povteromoinon tov ALITALE g Zivdov dote apyodtepo va ypnotiponowmbel og
nepipaiiov efopoimong odnynong. Apéowg deitope evdlapépov kabang elyope acyoinbei pe 3D
povtehomoinon o€ pabnuo mponyovpevov e€apnvov, «Ipoaeikd YTOAOYIGTOV» KOl GUYKEKPLUEVO
£ytve ypnom tov 1010V wpoypdppatog, Blender. Eniong n Suthopatikn avt epyacio Tov OLAdIKY Kot
€POCOV Kol Ol 000 &yovpe KOowo evdlapépov yia 3-didotatn poviehonoinon Paloviag oy e&icwon
TNV KoAn ovvepyacio petald pog, Oempodue 0TL fTav 1 KOAVTEPT ETAOYT SMAGUATIKNG EPYACIOg Yio
EULAG.

Katd v dudpkelo ekmovnong g SmAouatikng, eEeAiéaue tig yvooelg pog oto Blender oe molw
peyorutepo Pabuod kabog o xaptng tov ALITA.E amotekel pio pkpn «moAn». Avtd cuvemdystor 0Tl
TEPIEYXEL TOAAG LOVTEAD, OTTOL TO KAOE €va ypeldleTal SLopOPETIKY TEXVIKY. Bempolpe OTL VTG Ol
YVOGELS B povoDV apKETA YPNOIUEG GTO LEALOV EITE OE EMOYYEALATIKO 1) GE TPOCMTIKO EMITEDO.



Iepidnyn

H moapovca dumhopotikn epyoacio mapovstdlel v onovpyia tov Aebvoig IMavemomuiov g
EMGdog, g Xivoov, oe 3D povtého pécm tov mpoypaupotog oyediaong 3D ypapikmv, Blender.
Yxomdg G dnuovpyicg avtod Tov povtélov egivor va evoopatwbel o mepifdiiov eopoimong
odNynong £€tcl dote vo SOKIHOoTEL éva ewkovikd Oynuo péca otov ympo tov ALITALE.
Xpnowomoonke n tomoroyia tov xaptn ALIIA.E w¢ Baon kot votepa £yve amdmelpa ypiong evog
GUOTHHOTOC YE@YPUPIKMOV TANPOPOPLOY Yo, TNV OLVATOHTNTO GLAAOYNG KOl OVAAVCNC YWOPIKMOV Kot
Ye@ypapkdv dedopévev. H kataypagn avt duotoymg, dev NTav ETTUYNG AOY®O TOV TEPLOPIGUEVOV
YEQYPOUPIKOV JEOOUEVAOV TNG Xiviov, Opmg onpovpynce o Paon 1 omoia Afednke vaoyw. To
HOVTELO Omuovpyndnke pe v Pondela evog peydlov LAIKOO pmToYpapldyV, Bivieo kot tnv Pondeia
™G d0pLPopkne Owng tov Google Maps. To amotédespia, Tapd v EAAeYN TV akpiPn HETPOV KaOE
LOVTELOL, BYNKE KAVOTONTIKO Kol TPOoPEPEL OTL ypetdleTar yio v eEopoimon odnynong ntéve ce
aLTo.



« Creation of a 3D Model of THU Sindos for use in a Driving
Simulation environment »

«Anna Architektonidou & Valentina Architektonidou»

Abstract

This thesis presents the creation of the International Hellenic University of Sindos, in a three
dimensional model through the 3D graphics design program, Blender. The purpose of creating this
model is to integrate it into a driving simulation environment in order to test a virtual vehicle within
ILH.U. The topology of the .LH.U map was used as a basis and then an attempt was made to use a
geographic information system in order to collect and analyze spatial and geographic data.
Unfortunately, this approach was not successful due to the limited geographical data of Sindos, but it
created a basis which was taken into account. The model was created with the help of a large material
of photos, videos and the help of the satellite view of Google Maps. The result, despite the lack of the
exact measurements of each model, came out satisfactory and offers what is needed to simulate driving
on it.



Evyoprotieg

Oo 0éAape va guyaplGTIGOLUE TOV KOPLo Atapovtapa yio. OAn v Ponbeio mov pog £00GE ¢
eMPAETOV OLTAG TS AMAOUOTIKNG Kot TOL Tpoomabovoe va PpickeTol o€ emtkotvmvia fdopadiaio.
Emiong, evyoapiotodpe v vmootipiln oL TPOGEPEPE 1| OWKOYEVELN KOl Ol (IAOL HAG, KOTO TNV
EKTOVIOT QTG TNG EPYUTTaG 0AAG Kol KaBOAN TNV SLIPKELN TOV GTOVIMV LS.
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BSDF Bidirectional Scattering Distribution Function
AirSim Aerial Informatics and Robotics Simulation
UE Unreal Engine
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Ewayoym

Kepalao 1o: Ewsayoy

1.1 Ewayoy

H avémrtoén tng texvoloyiag pe 1o mépacpa tov ypdvev, £xel Pondncel molhéc mTuyéc g va
eEelyBolbv Kot va pTdcovv o€ adtavonta enimeda yio Ty 1ot €moyn. O dVo TTLYEG TNG TEXVOAOYING
mov oyetiloviol pe ot TNV SWMAGUOTIKY €ivol Ta YPAOIKO TMV LTOAOYIOTMV, GUYKEKPIUEVA TO
KOUUATL TNG TPLOSIAGTATNG LOVTEAOTTOINOTG, Kal 1 €£010imoT auTOVOUNG 001 yNoTS.

Piyvovtog o potid oto mwopelbov, ta OgpéMo TOV YPUEIKOV TOV VTOAOYIGTOV WTOPOLYV Vo
EVIOTIOTOVUV GE KOAMTEXVIKEC Kol poadnuatikés «epevpéoeicy. H Evkleldewa yemperpia, yn
TOPASELY LD, TOPEYXEL 0L BACT) Y10l YPAPIKEG EVVOLES, 1| OVOALTIKY YEOUETPin, £dWGE TN PAon yuo TV
eplypoen g BEomc Kot TOL GYNUOTOG TOV OVTIKEWWEV®OV OTO OAGTNHO Kol 1) EQELPECT] TNG
onueypoeiog matrix, 1 omoio ¥PNGYOTOLEITAL EKTEVADC GT YPOUPLKE VTOAOYIGTOV[2]. ATd To TPDOTO
xPoOVIa Em¢ TOpa pe Bepéda o LOOMUOTIKG, TO YPOUEIKA TOV VTOAOYICTOV £XOVV KAVEL TEPAGTIO
TPO0do pe TNV €EEMEN TG TEYVOLOYIOG KOl £XOVV PTAGEL G onueio vo pumopel va avamopactadei o
TPOYUATIKOG KOGHOG, GE EIKOVIKT Lop@1|. Exovv dnpiovpyn0el moAld Aoyiopikd tov fonbodv og auth
Vv vAomoinon Ady® ™G wavotTnTag Yo TpLedidotatn povieioroinon. ‘Eva amd to avtd, ivol to
blender mov ypnoomodnke ce avTAV TV €PyAciaL.

Enmiong, m texyvmt vonupoovvn €yel egeiybel eficov oe tepdotio Pabuo, éxel kKotagéper yio
TOPASELYLOL VO EMTPEMEL GTA, POUTOT VO, CKEPTOVIOL KOl VO EVEPYOVV oav GvOpmmol, dAld Kot o€
oynuoTa, €xel dMOEL TNV KOVOTNTO Vo Agrtovpyovv yopic avOpomvn exéupaon[l]. H tedevtaia
mePinTOON, €ival Yvoot| ®¢ avtovoun odnynon. I[TAéov vrdpyovv Aoyioukd mov eEO0HOIOVOVY TV
avtdvoun odMyNom o€ EIKOVIKA TepIPariovTa, Tapadeiypato aroteAovv to AirSim kot o Carla.

e auty TV gpyaocia, povielomomdnke 3D nepifdiiov Tov TPAyHoTIKOD KOGHOV GE EKOVIKO, LE TO
Blender kot ywo mepiddiiov emriéyOnke o yaptng tov ALITA.E. v cvvéyeia Eywve e€oyoyn Tov
povtéhov kot ewonNydn oto Unreal Engine omd 6mov pe 1o AirSim 0o emirevyBel n eopoimwon

OVTOVOUNG 00N YNONC.

1.2 Aopn Kegoraiov
H dumhopotikn omotedeiton amd 8 Ke@AAata, To 0Toio avaAHOVTOL TUPUKATO.

Kegaiaro 1: Ewcaymyn. Amotelel 10 €160y@YIKO LEPOC TNG EPYOTIAG, YiveTal uio cuvVTOUN avadpoun
010 TOoPEABOV TV TEYVOAOYL®V TOL oyeTilovTal UE TNV OMAMUATIKY EPYOCIN Kol TEPLYPAPETOL
GULVOTTIKA TO OEp0 TNG.

Ke@aharo 2: Blender. Xg avtd 10 KEQPAAOLIO OVOADOVTOL CMULOVTIKEG TANPOPOPIES Y10 TO TPOYPOLLLLOL,
O TANPOPOpPIES Yo TNV PaciKn TAONYNON KOl BOGIKEC YVMOGELS Y10 TO GTASLO UIOG LOVIEAOTOINGNG,
oamd v oyediaon ¢ to TeAkd Render.

Kepahraro 3: Teyvikég mov ypnoypomomiOnkav oto 3D povrého. Edd meprypdoovior 6Aa Ta

gPYOAElD KO O1 TPOTOTOMTEG, TOV YPNCIUOTOMONKAV KOTA TNV SLIPKELR TNG LOVTEAOTOINGTG, MOTE
va dnuiovpyn0ei to TeEMKO LOVTELD. AKOuN, avaAveTal 1 LEDOSOG KOVOToinoNg TV apyEiV.
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Ke@aharo 4: Blender Add-ons. X& avtd T0 KeQAANO YiveTal avaivtikny weptypoen tov Add-ons ta
omoia TPoGEPEPAY ALTovPYieg mov Pondncav oty LovteLOToinon Kol dtakpivovTal dV0O Katryopies,
Yo KOAVTEPT KATOVONOT).

Kepdhrawo 5: Movrehomoinon ALITA.E. [leprypdpovior Aemtopepdc to fpota yio v dadtkociol
ov oLVvEPN v va dnuovpynbodv OAa Ta povtéda TG epyaciag, ové kotnyopia. Metd yivetan
avaeopd og &vav oNUAVTIKO, O¢ TPOg TNV Hoviehomoinon, enelepyactiy UV 6mov 1 Aettovpyia tov
glval ocuVOETIKOG KPIKOG Yo TO EMOUEVO OTAS10 avaBeong VALKOD Kol TEAOG KAEIVEL TO KEQPAAALO LE TNV
TEPLYPOON akOUN eVOG emeepyaotr|, TG {OYPAPIKNG.

Ke@ahraro 6: Rendering. Avaldetor ektevidg 1 610d1kacion 1oL cuuPaivel HETA TV povteromoino,
yivetal avo@opd GTOV TOTO TMOV LAIK®V oL OvOTEONKOY OTo HOVTEAN, TTOL JloKPiveTol G€ VO
Katnyopie kot TEA0C, TapovcLalovTol Tapadelyata and GKNVEG TOL TEMKOV OTOTEAEGLLATOG.

Ke@ahiaro 7: AirSim. Ze avtd 10 Ke@dAAIO yiveTol pio. GOVTOUN TTEPLYPOPT TNG EYKOUTAGTUCTG TOV
AirSim pécw Unreal Engine, meptypdeovrol kamoleg Pacikég Asttovpyieg e AEltovpyiog Tov, Kot
avaAdetol 1 dwdikacio pe TV omoia Eva poviélo uetagépetol omd to blender oto mepiPdilov tov
Unreal Engine kot AirSim.

Kepdhrowo 8: Xvpumépacpa. Avoldovtol Ol TPOKANGELG TOV OVIHETOTICANE, KOl TEPLYPAPOVTIOL TOL
GUUTEPACIOTO TTOV TPOEKLYAY KOTA TV OMUIovPYio. TOL UOVTEAOL KOOMDC Kol OKEWELS Yol TNV
HETAYEVESTEPT XPNION LTOV 0TO TTEPIPAALOV e€opoimon.
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Kepdalaro 20: Blender

2.1 Ewoayoym

To Blender eivor éva dmpedv AOYIGUIKO avolyToh KMOWKO TPIGOIICTOTNG MUOVTEAOTOINGNG 7OV
YPNOLOTOLEITOL EVPEMG OMO KOAAMTEYVES KOl EMOYYEAUATIEC OTN Plopnyavic TOWVI®V, KIVOLUEV®V
oxedlov OMTIKAOV €€, TEYVNG, TPLOOACTATMOV EKTVTMUEVOV LOVTEA®VY, SLOOPACTIKGOV gpapuoymv 3D
Kot Pivteomayvidliov. Alobéter po peydAn Kot evepyny KowoTnto ¥pnoT®v mov cupPdAlovv oty
avamTuén Tov AOYIOUIKOD Kot MOpAlovIiol TIG YVMGEIS Kol TOLG TOPOLS TOLG GTO OlAdIKTLO.
Kvkhopopnoe yia tpmtn gopd tov lovovdptlo tov 1995 kot amd tote, £xet e€ehybel o€ €va amd Ta To
EVPEMG YPTCLUOTOLOVUEVO AOYICHIKE TPIGOIACTATNG LOVTEAOTOINGOTNG KOl KIVOUUEV@V GYESIOV OTN
Brounyavia. Eivar dt6éoipo yio Windows, Linux kot Mac OS.

To Blender £yet éva gvpd PAGHO YOPOKTNPIGTIKAOV KOl SLVATOTHT®V, KOOIGTOVTOG TO £Va 00 TO O
guéMkTOo gpyareio yu TN Onovpyio tpledidotatov mepieyopévov. Tleprhappdvel xopakTnploTikd
OM®G TPONYUEVO EPYOAEID YALTTIKNG, VONG KOl KIVOUUEVOV EKOVOV, EVOOUUTOUEVY] UNYOVY|
T VOOV KOl EVOOUAT®ON HE GAAa AOYIoUIKA Om®S oOvOeor kol emelepyocia Pivieo. Alnbétet
EMIONG UL EVOOUOTOUEVY] UNYOVY] QUOIKNG, T OToio, EMITPEMEL TN ONUOLPYID PENACTIKMV
TPOGOLOIDCEDY Y10 TPAYHOTH OTMOS VPUCUO, HOAAMG Kol vYpd, KaBd¢ emiong Kol ™ YAM®OOO
wpoypoppatiopov Python yuo ecwtepiko scripting..

Av Kol VITApYEL ATOTOUN KOUTOAT EKUAONONG, AOY® TNG LEYAANG EVEPYNG KOWVOTNTOG VITAPYOLY TOAAA
OO UOTO Kot TEKUNPIOGELS Slobéoia oTo S10diKTVO, LE OTOTEAEGUN Ol VEOL YPTOTEG VO LTOPOVV
YPRYOPO Vo evUEP®BOVV KOl Vo, apyicouV va OMUIOVPYOUV T OIKA TOVG TPLGOAoTOTA LOVTEAD,
KIVOOUEVO GYESL0L KO TOAAG GAAQL.

2.2  Boaou IThenynon

Katd v exkivinion n denapn tov Blender 3.1.2 yopileton oe tpio kOpra pépn: to Topbar otnv
KOPLEN OV OTOTEAEITAL ATTO TO KVPLO LEVOD TO OTOI0 YPNGUOTOLEITAL Yio 00BN KEVLGN, ELGAYWOYT KoL
e€ayoyn apyeiov, dopdpemon pubuicemv kol amodoon peto&d GAlov Acttovpyudv. 3D Viewport,
mov givar 0 KOPLog xdpog epyaciog kot to Status Bar oto kdtw pépoc, 1o onoio gpeavilel Tpotdoeic
GUVTOUEDGEMV KL GYETIKA GTATICTIKA GTOT E DL

To 3D Viewport yopiletol oe d1AQopeG TEPLOYES, CUUTEPIAAUPAVOUEVNS TG TPIOOIAGTATNG TPOPOANG,
tov 7ivaka Properties kou to Toolbar. H 3D wpofoAn gival o ydpog mov umopel o ypiotng vo det Kot
Vo GAANAETIOPAGEL Lle TN oKNVA TOL, VA 0 Tivakag Properties kat to Toolbar mapéyovv mpodcfacn oe
Suapopa epyaAeinl KOt ETAOYES YO TNV GKNVY).

H mionynon oto Blender pmopei va ypelootel Alyn efowkeimon otic apyég, €0KA G OGOV
GLGTIVOVTOL GE AOYIGUIKO TPLGOLAGTUTNG HOVTEAOTOINGNG Yiot TPOTN (opd. Ta KOpLo YoPAKTNPIOTIKA
oL ypelaletol Kamolog va yvopilel eivol To¢ vo Kveltol 610 ¥Opo KAl TNV GOOTNH YPNoN TOV
gpyaeiov Tov blender.

Mo v petakivnon 6Tov Y®Po, TOTOVTIOS TOPATETUUEVO TOV TPOXO KOAIOTG TOV TOVTIKIOD TEPIPEPETOL
N wpoPorn ko totdvtag SHIFT e cuvovacud e TO TATNUO TOV TPOYXOD KOAIOTG LETOKIVEITOL GTOV
Y®OPOo. XPNOYOTOI®VTOS TOV TPoYOd KOMONG TPOG T eUMPOS KAvel peyéBuvorn v mpofoin evod M
KOAION TOV TPOG TO. TowW KAvEL GUiKpLven. Yrapyovv kot Ghiot Tpodmot vo tepmyn el kaveic otov 3D
Y ®Po O6nw¢ amd Tovg apBuovg oto Numpad. Ta minktpo “Numpad 17, “Numpad 3” kou “Numpad 77
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Umopohyv vo xpnolomonfovy yio eVOALoyn GE UTPOCTIVH, TAGYIN Kol EXave Oyn avtictoyyo. Me 1o
mkTpo “Numpad 07 yivetou petapaocmn otnv TpoPoin g KAUEPUC.

To blender mapéyer éva edypnoto Navigation Gizmo otnv mive 0edld yovio TOv EMTPEREL TNV
HETaKivon Kol TNV TEPIOTPOPT] HOVO HE TNV YPNON TOV OPLGTEPOV KAIK, KATL TOL WITOPEl va ivat
YPNOULO GE XPNOTEG TTOL deV givarl cuvndiouévol atny mapadociakr 3D Thonynon.

@biender

Yynuo 2.1: Launch Interface

Avtd etvon pepikd omd ta Pacikd epyaieio TAONYNONG TOL YPTGLOTOLOVVTOL Yiol LETAKIVIOY GTO
Blender. A@dtov vmap&er peyodvtepn efowceiowon pe 1o Aoyiopkd, eivar €QIKTO kavels va
TPOCAPUOGEL TIG SIKEG TOL GUVTOUEVCELS KOl POEG EPYOGING Yo VO ToupldlovV OTIC TPOCMTIKES TOV
OVOYKEC.

2.2.1 3D Cursor

>to Blender, o Tpiodidortarog Képoopag (3D Cursor) avtimpocmnedel £va onpeio 6Tov TpoddoTaTo
YHOPO Kol YPNOUOTOLEITOL ®G onueio avaeopdg Yy ddpopeg Aertovpyieg, Om®G 1 TPOcHNK
avtikeévav N 1 petatpont| Tovg. O 3D képoopag avimpocwnevetal 6to 3D Viewport pe éva pikpod
GTAVPOVILLAL.

H pertaxivnon tov yivetoar pe amhovg 1pdmovg Om®S T0 Vo €MAEYEL TO €1KOVIOO0 TOV GTNV UTAPQ
gpyolreiov kot pe éva aptotepd KAk vo £pBel otny emBount) 0éomn. AAdg matodvtag SHIFT kot de&i
KAk petokveiton e€icov oty extount 0€om ToAD ypyopa.

Xpnoyonoldviog tov cuvovacud tAnktpov Shift+S divovial emiloyéc moAL®Y dVVOTOTHTOV, OTMC
oaivetal oto Zynua 2.2. H emioyn "Cursor to selected", yio mapdadetypo, KOOUTMOVEL TOV KEPCOPO GTO
KEVIPO TOV EMAEYUEVOL OVTIKELEVOL 1| oTotyeiov evad ) emthoyn "Cursor to World Origin" kovpmmver
TOV KEPGOpa 6T0 KEVTPO Tov 3D Viewport, ot apyikn tov 0éom.
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¥ Selection to Cursor

¥ Selection to Curso { ¥ Selection to Active

T Cursorto Grid ¥ Selection to Grid

Cursor to Waorld Origin :i:::i: Cursor to Active

':' Cursor to Selected

Zynpa 2.2: Options of shortcut “Shift + S”

Moig o 3D Képoopag Bpioketar otnv embounty 0éom, umopel va tov ypnoyorombei og onueio
avagopdg ywo ddpopeg Aettovpyies. o mapdderypo, umopel va mpootedel éva vEo avtikeilevo ot
0éon tov motwvtog ShifttA ko emdéyovtag tov emBountd tomo avtikepévov. O 3D xképoopag
umopel emiong va ypnopomomel yio v TEPIETPOPN N TNV KAUAK®OGOT) VOGS AVTIKELLEVOD.

2.2.2 Toolbar

To Toolbar eivor o GLAAOYT KOLUTIDOV KO EPYOAEIDOV TOL UTOPOVV VO ypnotpomotnfodv yio v
EKTELEDT] O10POPOV gvepyeL®V. AvAAioya Ue TV Asrtovpyio otV omoia PpickeTal VTLAPYOLYV KOVE Kot
SLpOPETIKG epyareion Tpog ypnomn. Mepikég and Tic ypoupég epyoreiov oto Blender mepilapfavoovy
70 3D View toolbar, T ypouun epyaieimv Properties kot ) ypapun epyoreiov Outliner. Ot ypnoteg
UTOpPOOV Vo, ONUIOLPYHGOVY TPOCUPHOCUEVEG YPOUUES epyoieimv Kot va mpocBécouvv 1 va
aeOPECOVY KOLUTLE omtd T vdpyovta. Ta kovumid, oto 3D View toolbar, mov éyovv €va pikpd
Tpiyovo oty KOT® de&1d Ywvio Tovg gival opades pyOrEi®V TOL UTOPOLV VO AVOIEOVV KPATMOVTOG TO
LMB méave tovg yio pia otiyun (1 ovpovtag to LMB yia va avoi&ovv apécmg).

User Perspective
(1) Collection | Cube

Zynua 2.3: Buttons in 3D View Toolbar
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Av tomofetnOel o deiktng TOV TOVTIKIOD WAV amd Evo EPYAAEIO Y10, GUVTOUO YPOVIKO d1dcTna, Oa
EUQOVIOTEL TO OVOUA TOL, evdd av KpatnBel eAdylota mapamdve o epeaviotel 1 TANpNG eneiynon
oV gpyareion. AAMMGC, gival ePikTd va @aiveTol To OVOUO TOV EPYOAEIOD HOVIHO EMEKTEIVOVTAG TNV
TNV Ypouun epyaieiov oplovria.

; Jbject Mode -

] i = BCH

User Perspective
{1} Collection | Cube

F==
| Select Box

Cursar

Transform
.. Annctate
Measure

+—
1| Add Cube

Yynua 2.4: To Toolbar petd v enéktacn

2.2.3 Viewport Shading

To Viewport Shading eivat o tpdmog e Tov omoio gppavilovtor ta avtikeipeva 6to 3D Viewport tnv
opa TG epyaciag otn oknvi. Yapyovv 4 emloyég Asitovpyiog okiaong, Wireframe, Solid, Material
Preview kot Rendered, evd 10 avantuocdpevo Kovumi avoiyel Tpocheteg emloyEc.

Yrdpyovov kot iAol Tpdémotl va, aAldlel M TPoPoin OTMC Yo TAPASELYHO TOTOVING TO TANKTPO Z
avoiyel éva Pie pevol yuo addhayn tng Aettovpyiag oxiaong. Iatwvtag Shift-Z cvykekpéva yiveta
gvaAlayn peta&d g tpéxovcog Asttovpyiag okiaong kat tov Wireframe.

H Wireframe Aeitovpyio epoavilel ta avtikeipeva g povtélo wireframe, ta oroia ivar yproipa yio
va @oivetal o Kafapd 1 VTOKEIIEVN YEMUETPIO TOV HOVTELOL. X1V ovGia eUEOvVIfel LOVO TIC AKpPEeC
(wireframes) @V avTiKeWEvoy 6T GKNVY.

H Solid Asitovpyio eivar 1 Tpoemdeypévn A0y oKiooNG Kot ELPAVICEL TO OVTIKEILEVO (G GLUTAYN
oynuato pe Eva POVo YpOUA 1 VAIKO 0AAG ¥PpTNOLLOTTOlEl ATAOTOMUEVT OKIOGT) KOl QOTIGHO YOPIG TN
ypnon kouPwv okicong. H Solid Aettovpyio eivar kaAn yio poviehomoinon kot YALTTIKA Kot gival
TPAYUATIKA YPNOIUN LE TOAAEG EMAOYES Y10 VO TOVIGTOVV OPIGUEVO YEMUETPIKA YOPAKTNPLOTIKA.

H Agitovpyla Material Preview eivar 1dioitepa KaTtdAANAN Y100 TPOEMGKONNON VAIK®V KAl VOOV
Loypagumc. Epepoviler ta avtikeipeva pe ta DAKG TOVG TOL €00V €QUPUOGTEL, divovtdg o TTo
aKpiPn avamapdotaot Tov Tog Oa paivetol o avtikeipevo otov Oa yiver Render.

H Rendered smihoyn sivor pion mPOEMIOKOTNON TOV TPOTOL EUPAVIONG TNG TEMKNG EKOVOGC 1
Kivoopevng ewovag oto Render. Eivar yprioyun yio tov édeyyo 100 QOTIGHOV, TNG oKiooNG Kot GAA®V
TTUYDV TG OKNVNG TPV Yivel eaymyn NG TEMKNG EIKOVOG.
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Studio MatCap
» Collectic

2 Annotati .'

> Geoscer

Material Object

Single Randorm

Waorld Wiew port

»" Specular Lighting

Yymua 2.5: Viewport Shading options

2.3 Modeling

H povtehomoinon oto Blender oavaeépetar ot dSwdkacio dnuovpyiog HWG  YNOuKNg
aVaTOpACTACTG €VOG TPIOOAGTATOL OVTIKENEVOL 1) oknvic. H dadwacio g tpiodidotatng
povtehomoinong propel vo avaivdel o€ 3 Pacikd oTado:

Movrtehomoinon Paong 6mov o ypnotng onuovpyel éva Pactkd oyfua, mov ovopdletor polygon
mesh, kot aroteAet T fAon ToL LOVTELOL.

Beltioon Tov povréhov 6mov o xpnotng tpochitel Aemtopépeleg 610 HOVIELD, OGS VPES, PMTICUO
KOl VALK

Rendering H tehikm gikova dnuovpyeital yio Ty Tpocopoimct ¢otog Kot 6KIAG 6T GK1V.

Yrdpyoov ko dAla otadia oty 3D poviehomoinon 6mmg Rigging kat Animation 6tav mpdKeLTOL TO
LOVTELO vaL £(EL KIvnon 1] VoL apopd KIVOOUEVT EIKOVA YEVIKOTEPO.

2.3.1 Mesh

>to Blender, éva mAéypo (mesh) eivoar po cvAdhoyn omd kopveég (vertices), akuéc (edges) kot
ovyei/apocwna (faces) mov opilovv to oyfua evog avtikelévon. To TAéypata gival To Kupla SOUIKA
oTolyEln TOV TPIEOAcTATOV HOVIEA®Y KOl Hopovv va onpovpyndolyv, vo encéepyactody Kol va
YEPLOTOVV pE S1GPOPOVG TPOTOVS XPTCLLOTOIMVTAS L0 TOIKIAIY epyaAeimV, copneptlapufovouévmy
TOV gpyareinv YALTTIKNAG, TV epyoleiov poviehonoinong K.4. ‘Evo mAéypo amoteleitoar amd Evav
apldpd moAvydVeV, To. omoic eival emimedo GYNUOTO TOL UTOPOLV VO, Xpnolomonfodv yio ™
dnuovpyia mo mepimiokmv tpiodidotatwv oynuatov. Kédbe moldywvo €xel tpelg 1 meplocOTEPES



Kepdiaio 2

KOPLQEC, Ol 0Toieg eivar Ta onueios OTOV GUVAVTAOVTOL Ol OKUEG TOV ToAvydvov. Ot akuég givar ot
YPOUUES TTOV GLVOEOLV TIG KOPLPES EVOS TTOAVYDVOV.

Mog dnuovpynbei 1o mAEypa, UTOPEL Vo XEIPLOTEL TEPULTEP® YPT|CLLOTOLDVTAG OLAPOPES TEYVIKES
OGN YAurTikn, 1 peromoroyio, UV unwrapping ko to texturing. EmumAéov, Ta mAéypato pmwopoldy va
ooV, GGTE Vo LTopPovV Vo KIvohvTal 1] Vo ¥pNoIoromovy 6€ TPOCOUOIDGELS.

SUVOTTIKG, TO TAEYHO &ivol po OgueMmong mTuoyn TG TPLOOoTOTNG HOVIEAOTOINGoNG Kot
YPNOLoTOlEiTOL 08 OAN TN dadikacio and Tn onpovpyic Tov Pactkod HOVTEAOL UEXPL TNV TEAIKO
animation 1| rendering..

2.3.2 Structures

Onwg avapépbnke Topamdve to TAEYHOTH Eivol KaTaokevaouéva amd Tpelg Pacicég dopég: vertices,
edges ka1 faces. To blender mpocpépel TOAA epyareion TOV UTOPOHV VAL XEPIGTOVY OVTEG TIG OOUEG
oG T pyaieio move, rotate kot scale Omwg kot gpyorein £10IKA Yo TOV XEPIOUO TOL KaBEVOGS.

D File Edit Render Window Help  Layout

-TE* ¥ Edit Mode ~ Bl ml view Select Add Mesh Vertex Edge

] St iit
User Perspective
(1) Cube.204

ynqua 2.6: Vertices, Edges and faces in a Mesh

‘Eva vertex (kopugn]) gival éva onueio 6Tov TpIod1AGTATO ¥MPO TOV UVIUTPOCHOTEVEL L0 YOVIO 1] Uiot
TOUN €VOG TOAY®MVOL. X1 Asrtovpyia eneepyaciog, avamapicTavTol O WKPEC KOVKIOES.

To vertices (kopv(éc) ypNOWOTOOVVIOL Yo TOV KaBOPopd Tov GYNUATOS €VOG TPLGOAGTUTOV
OVTIKEWEVOL Kol OomoTeEAOLV Ta Pooikd dopwd otoyeio evog mAéypotoc. Opiletor amd Tig
ocvvtetaypéveg X, Y kot Z kot cuvdéetor pe edges to omoia pe TN GEPA TOVG cLvOEovTaLl e GALD
vertices oynuatifovrag évo moAdvywvo (polygon) 1 éva face. To vertices umopovv vo yeploTody
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YPNOUYOTOIDOVTOC Mo TOWKIAMO EpYOrEi®V, OT®G epyorein Kivnong, mEPIGTPOPNG Kot KAIUOKAG,
EMTPEMOVTAC GOG VO OAAAEETE TO oYL Kot T BE01 VOGS TPIGOLAGTATOL OVTIKEUEVO.

‘Eva edge cvvdéel mavta dvo vertices pe po gubeia ypapun yrowtd kot £xel KaBopiotikd polo 610
GYNUO TOV HOVTEAOD KOl OTOTEAEL oNUAVTIKO 6TotKElo Tov TAéypatog. To edges mailovv onuovtiKo
POAO GTNV TOTOAOYiO EVOG TAEYUATOG, TOV GNUAIVEL TOV TPOTO LE TOV OTTOL0 T, AKPO. KOl TO, TOADY®VOL
glval dotetaypéva yio vo opicovv 1o oynuo evog avtikelévov. Xto Blender, ot kaAég mpaxTikéc
tonoAoyiag dtacparifovv Ot To TAEYHO givan e0KOAD otV emeepyacia, mapapdpemaon Kot Kivinon. Ot
GKPEG UMOPOVV EMIONG VAL ¥PNGILOTOM OOV Y10 TN OMLOLPYIN ALYUNPOV GKP®V 1 Yo TOV EAEYYO TNG
OLOAOTNTOG TNG EMPAVELNG.

To faces ypNGLLOTOOVLVTOL YLOL TNV KATOGKELY TNG MPAYLOTIKNAG EMPAVELNG TOV avTikeévov. Eva
“TpOcOTO” glval i ETITENT) EMPAVELD TTOV ATOTELEL TNV EMPAVELD EVOG TPIGOIACTATOV OVTIKELLEVOV.
Eivail ovté mov gaivetan 6tav yiveton rendering to mAéypa. Edv avth n meployn dev mepiéyel mpocwmno,
0o glvarl amhog dapavig 1 avOTapPKTo 0TV KOV Tov amodidetol. Emiong mailovv onpavtikd poro
GTO VAIKO Kol TNV VO VO TAEYUATOC. MTOpoOV Vo, TOVG OVTIGTOLYLGTOVV SLOPOPETIKAE VAIKE Kol VOES
mov kaBopifovv Tov TpoOTO pe ToV omoio eUPAVICETAL 1] ETLPAVELD TOV OVTIKELLEVOV.

2.3.3 Primitives

Y10 Blender évo primitive givar €va Bacikd TPIGOACTOTO GYNIO TOV UTOPEL va ypnolporomfel wg
aQETNPIO Yo TN OMpovpYio Mo TEPITAOK®Y HOVTEA®MY. AvTtd To oyfuate ovopdalovtol «primitivesy
enedn elvar ta 7o Pactkd Sopkd oToryeio TV TPIEACTATOV HOVTEA®Y. Zuvndicpuéva mapadetypota
glvar o kKOPog, o1 ceaipeg, 0 KOAVOPOG KoL 0 Kdvoc. Ta primitives pmopovv va Bpebolv oto pevod Add
ot0 3D Viewport, otnv katnyopio. Mesh. Apod dnpiovpyndet to povtéro yio mapdderypo Evog kbpog,
umopel vo eneepyaotel, vo mapopopembel kol va petatpoanel e éva KTiplo Tpochétoviag opoOPovg
KOl OpOOT).

" |:| Plane
[ cube

Torus

Grid

Monkey
Bolt

Light Archimesh

Light |_:'|'|:|l',:|j

Camera

ry

Field

Yynuo 2.7: Primitives
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2.3.4 Modeling modes

Yrdpyovv moAAEC AEITOVPYIEC LOVTELOTOINGNG TTOL UTOPOHY va ¥pnoiporombody yia ) dnuovpyia
KOl TO YEPIOUO TPLOOLACTAT®V HOVTEA®VY, KaBEva amd ovtd €Yl TO S1KO TOL CUVOAO gPYOAEI®V Kot
YOPOKTNPIOTIKE. Oplopéva epyaieio OL®G EVOEXETAL VO £Ival KOWVA GE KATOLEG AEITOVPYIEC.

To 3D Viewport éyet €€1 Aertovpyieg: Object mode, Edit mode, Sculpt mode, Vertex paint, Weight
paint kot Texture Paint, ard Ti1g 0m0ieg 01 TPELG TPAOTEG EIVAL OL TTO KVPLES KOTIYOPIEC.

To Object mode emitpénel vo YEPIOTEL KAl VO LETATPOATEL OAOKANPO TO OVTIKEILEVO MG Lo EVioin
ovtotnta. Mropei va petaxivnfet, va meplotpaesi kot vo kMpoxkmBel, va aAlael n mpoélevot) Tov 1
va Tpoctefovv TEPLOPIoOL Kl pUOIKT, va evebel pe dAha avtikeipeva

1o Edit mode sivol gQikto Vo xE1pIoTOVV LEPOVOUEVE Ta vertices, edges kat faces vog mAEyuaTog.
Avt 1 Aettovpyla mapéyel Eva gupv QAcHO epyaAeiwv yio TV emeepyacia Tov TAEYUATOS, OTMC
Extrude, Bevel, Knife, Sculpt kot Ao ta omoia Ba avaivBodv tapakdto.

To Sculpt mode ypnoiponoleital yio T YALVTTIKNY KOt T1 SLUOPPOOT) TPIGOAGTATOV LOVIEAMY [LE MO
opyavikd tpomo. Avti n Aettovpyio TapPEXEL Eva GUVOLO EPYAAEIV YALTTIKNG TOL EMITPETOLY vVl
nmpootedody Aemtopépeleg Kot vo, Olopopembel to mAEyud, OTMG O YEPIGUOC TOL TNAOV GTNV
TPOYUATIKOTNTA.

7% Blender

@' File Edit Render Window Help Layout

+*. W ObjectMode ~ View Add  Objec

Yynua 2.8: Modeling modes in left top corner

O vréAouteg Kot yopieg €EE10KEVOVTAL TEPIGGOTEPO GTNV LOYPAPIKT] YO VO TPOSPEPOVY JAPOPES
pocheteg Aettovpyies. o mapddetypa n Aettovpyia Vertex Paint emitpénet vo Poagtel 1o xpdUO EVOG
vertex evog TAEYUATOG, TO OTOI0 UTOPEL Vo QOVEL YPCUO Yiot TNV VEN 1 Yo TNV TPOCGONKT KATOL0G
YPOUATIKNG TOPOALAYNG 0TO TAEYHO. ATO TV GAAN, otnv Asttovpyioa Weight Paint enttpéneton va
Loypaeilovtor Papn o100 TAEYHO TOL ¥PNGLULOTOLOVVTOL YO, TNV TPOCAPLOYH TOL TAEYUOTOC Yio
KvoOpEVO GYESLOL 1] YEVIKOTEPX Y10 GKOTOVG TPOGOLOIMONG.

H Aeitovpyla Texture Paint emtpénel va (oypaeiotel angvbeiog 1 empaveld Tov TPLOSIAGTUTOL
HOVTELOVL, UTOPOLV Vo, TPooTedobv ypodpata, potifo Kot vEEc. Xvvhbwng ypnoyomoteitar yio T
dnpovpyio VENG LOVTEA®Y GE KIvoOUEVA GYESLN, TToyVidla Kol AAAEC O10.0PUCTIKA EQPUPLOYEC.
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2.4 Material

To Material oto Blender givar éva cOvoro 1dtot)teV Tov kabopilel Tov TPOTO EUEAVIONG EVOG
TPLGOAOTOTOL OVTIKEIEVOL OGOV 0POPA TO YPOUA, TNV LEN Kol T yvaidda tov. ‘Eva material
EKYMPEITL GE €VO GLYKEKPLUEVO OVTIKEIUEVO 1 OE L0 GUYKEKPLUEVT] OYn €VOG OVTIKELLEVOD KO
kaBopilel Tog Bo aivetar avtd To avtikeipevo katd to Render. Mmopei vo €xel moAAéG 1010TNTES
OT®G:

Diftuse, kaBopiopdg tov facikol ypdpHaTos.

Specular, xaBopiopdc g yvarddas.

Gloss, kaBopiopodg g e&dmimong tov specular.

Translucency, kaBopilel v TocOHTNTA TOV POTOC TOV TEPVE HECA OO TO OVTIKEILEVO.
Reflectivity, kaBopiopog g avtavixiaons 6to tepidirov.

Emission, kaBopilel TOGO pmG EKTEUTEL TO OVTIKEILEVO.

To Materias pmopovv emiong va €yovv LEEG, ol omoieg eivor ewkdveg 2D mov pmopodv va
ypnowonromBovv yw vo mpocBécovv o Aemtopuepeic mANPOQOPiEG, OMMG YPOUA, TPOYLTNTA
(roughness) 1 avopoiies (bumpiness). To Blender gmitpémer nv dnpuovpyia kot v eneEepyacio tov
material ypnowonoidvtag to Material Editor, 6nov yiveton mpocappoyn to@v 1810THT@v Tov material
KO 1] OVTIOTOLY101 VPOV GE AVTO.

Mio axoéun ypnown 1010tTo givat 6Tl UITopovV Vo YPNCLOTOMOoVV Yol TN ONUIOVPYIo PEOMOTIKOV
TPOGOUOIDCEMV OGS VEPD, PMTIE, kamvos Kot ToAld dAAa. To Cycles render engine, to onoio givon
éva amo ta eveopoatouéva render engines oto Blender, mpoogépel mponyuéva yopaKTnploTikd, Omwmc
to subsurface scattering, 10 0m0i0 TPOGOUOIDVEL TOV TPOTO UE TOV OTOI0 TO POG GAANAETOPA UE
NudLPavi LAMKA.

2.5 Render

>to Blender, to Render givar n dtodikacio dnpovpylag piog TEMKNG EIKOVAG 1] KIVOOUEVNG EIKOVOG LE
TOV VTOAOYICUO TOV PMOTIGHOD, TV materials kot GAL®V 1O10THT®V TG GKNVAG KOl TOV AVTIKEUEVOV
¢ o va kévet render po oknvi oto Blender, npénel mpdta va pubuietei t oknvn tpochitovtog
ovTIKEIPEV, VAKE, QAOTO KOl KAUEPES. XTN GUVEXELW, TPEMEL Vo dpopemBodv ot pvbuicelg tov
renderer, 0T®G N avadivon g ewovag £660v, 0 aplBpd TV derypdTov Kot 0 THTO Tov aAYOPIOLOoV
QOTIGLLOV TOL YPTCLLOTOLETAL.

To Eevee ka1 10 Cycles eivar 000 dwopopetikd renderers dwabécyio, oto Blender otov mivaka
Properties 6nw¢ eaivetar oto Zynua 2.9. Eivatl kot to 600 wavd va Tapdyovv eIkOVeS Kal KIVOOLEVOL
o010 LYNANG TodTNTaG, OAAG €YOUV SlOPOPETIKG dLVOTA orueio. Kol TEPMTOOELS ypnong. To
Workbench, and tv dAAn, givar kot avtd éva amd to mpoypdupota render oAAd €xel oxedlootel
KUPIOC Y10 Vo TAPEXEL YPNYOPT) KOl OTOTEAEGUATIKT OTTTIKY OVOTPOPOSOTNOT KATA TNV EPYNGio GE piaL
TPLGOAOTOTY GKNVI).
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Render Engine

« Sampling

Render

Viewport

Ambient Occlusion
Bloom

epth of Field

» Subsurface Scattering

Zynpa 2.9: Ow unyavég Render ota Properties

2.5.1 Eevee & Cycles Render engine

To Eevee £yel oyedwootel yio va gival ypnyopo Kol GTOTEAEGUATIKO, EMITPETOVTAS VO (OivOVTaL Ol
OAAOYEG OTI OKNVI] GE TPOYUATIKO ¥pdVO KATA TNV gpyacio Tov ¥pnotr. Avtd 10 Kabiotd KatdAAnAo
Y0 OPYLTEKTOVIKT] OTTIKOTOINGT, Kivovpeva oyxédia kot avantuén moayvidiwv. To Eevee vrootnpilet
emiong moALA omd Ta yopakTnplotikd tng anddoong Cycles, 6nwg volumetrics, subsurface scattering
Kot Bébog mediov.

To Cycles, amd tnv GAAn TAevpd, eivar o euotkog renderer tov Blender. Xpnoonotel pa teyvikn mov
ovopdleton "tracing tracing" mov TPOGOUOIDVEL TOV TPOTO LE TOV OO0 TO PWG CUUTEPLUPEPETOL GTOV
TPOYUATIKO KOGUO, GUUTEPIAAUPOVOUEVAOV TOV AVTUVAUKAAGE®DY, TV SIUOAICEDY KOl TV KOVGTIKMV.
AVTO 1OV EMUTPEMEL VO TOPAYEL EEAPETIKA PEAMOTIKEG EIKOVES KOl KIVOVUEVE, GYESLOL LLe LYNAO Paduod
akpifelag. QoT1000, EMEWON TPOCOLOIDVEL TO PO LE TOGO AETTOUEPT TPOTO, EIVOL TTLO OTALTNTIKO OGOV
aQOopd TNV VTOAOYIGTIKN 1oy Kot Uropel va ypetaotel meptocoTepog xpovog yia va yivel Render.

H emdoyn tov renderer yiveton avaioyo LE TIG GUYKEKPLLEVES ATOTNOEL TOV £pyov. [o Tapddetypa,
glval €va €PYo OPYLTEKTOVIKNG OTTIKOTOINGNG Kol TPEMEL VO, GOivovTal Ol GAAOYEG OE TPUYUOTIKO
yxpovo, umopei va ypnoiporombel to Eevee engine. Awd v GAAN TAgLpd, €0v TO £pyo gival o Tovia
peydlov pnkovg 1N €va ox€d0 mPoidvtog, OmoL amoiteitol LYNAO eninedo peaAlcpol, umopei va
ypnoponomnBei to Cycles. EmmAéov, pnopodv va ypnotporombodv kot ta dvo wpoypdppatae render
omv dw oknvn dnpovpydvtag dtapopetikd "Render Layers" woat "Collections" kou kaBopilovrog
drapopeTikd renderer yio kabéva amd avTa.

2.5.2 Workbench Render engine

To Workbench eivor évag amd tovg real-time renderers mov sivon dtabéoipol oto Blender, mov xet
oEO100TEL Y10l VOL TAPEYEL YPTYOPN KOl AITOTEAEGLATIKY OTTIKY OVATATPOMOPNOT) KATA TNV EPYOCio o8
po tprodidototn oknvl. To Workbench mpocoéper pio omAn kol goypnotn oemapn pe Pacucég
EMAOYEG GOTIONOV Kol material, yeyovog mov 10 kab16Té eEUPETIKN EMAOYT VIO GYESOCUO 1OEDV,
OPYLTEKTOVIKT OTTIKOTOINOT KO GAAEG EPYAGIEG TTOV AMALTOVY YPIYOPT] OTTIKT AVATANPOPOPNON).
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Eivai dwaitepa yprioyog 6tav o ypnotg epyaletal oe HoviEAa mov £xovv LYNAO polygon count 1
OTOV 0 VTOAOYIOTIG OeV £XEL APKETN oYL Y10 VO YEPLOTEL TIG VTOAOYIOTIKEG amattnoels Tov Eevee 1
tov Cycles. Eivai o ypnoipog dniadn yuo tnv eLOAVION LOVIEA®V HE OTAO POTIGUO KoL VAIKMV Kot
dev €yel oyedaotel ylo potopeoioTikd rendering 1) teAko output.

Mnopei vo yiver eOkolo evaAloyn petald Tov SweopeTikdv render engines emAEyovtag TNV
KATAAANAN emloyn and To avamtuocdpevo pevod Render Engine oto mapdBupo Properties. EmimAéov,
umopobv va pocappoctovv ot pubuicelg tov Workbench otnv kaptéda Render Properties.

2.6 Emiloyog

Ye auTO TO KEPAAOLO ovaPEPONKaV POCIKEG YVOGES Y TO AOYIGHIKO 0OVOLXTOD KMOWKE TOV
ypnowonoonke ywo to 3D povtélo, To Blender. Xty cuvéyeia meptypaenKoy To KOPLOTEPH GTOLYEI
yio vo propet évag véog ypnotng va mepmyndei oto mpdypappa. [apovoidotke eniong n dtadikacio
g 3D povtelomoinong kot ta Pocikd Prjnota to omoio mpémel vo yvopilel kavelg. Emmpdchero,
avaAOONKav pe TEPIoGOTEPN AETTOUEPELD Ol dOUEG TPV €€NynBovv ot factkol TpoOTol LovTELOTOINoNG.
Téhog, 600nKe avaAivon yio To TelevTaio fripate onpovpyiag evog peaAloTikod LOVTEAOD Kal eENynon
TOV 0LVOTOTNHTOV Tov Blender pe Tig eVO®UATOUEVES UNYOVES PEAAIGILOV. .
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Kepaiarwo 30:  Epyaieia mov ypnoponon)dnkav

3.1 Ewayoym

¥to Blender vmdpyovv moAld Swabécio epyodeic 6T YPOUU| €PYOAEI®V KOl TO WO YPNCIUA
e€optdviar omd v oknvi mov OéAel vo dnuiovpynoel o kabévag. TNV GUYKEKPIUEVT] EPYACIia TO
HovtéLo Tov dnovpynonke sivon pio pikpn mteployn e KTipto, oo kot 0pdpovs. I'a Ty dnpovpyia
€vog 11010V povTéLOL Yperdlovtol apkeTd and To mo Pacikd epyaleio tov Blender uéypt xon kdmowa
mio e&edkevpéva Tov Ba avaivBodv TopakdTo.

To, epyaieio Tov Blender pmopovv va kotnyoptomoimbovv 6e didpopeg katnyopieg:

Anpiovpyia twv Primitives
Epyoleio petacynuatiopnon
Epyaieio e£dbnong

Epyodeia yhomtiknic

Epyoleia vrodiaipeong empdvetog

Yrorowma epyoreio Mesh, mov emitpémovv moAhéc Aettovpyieg oto mAEyUa, Onwg Knife,
Spin, Loop cut, Rip, Merge, Separate.

Me 10V GUVILAGHO CVTOV TOV EPYUAEI®V Eval EPIKTO Vo dMpovpynHovy and Ta mo arid EmG T To
TOADTAOKO LLOVTELQ, LLE TNV GMOOT YPHOT| TOVG.

3.2 Transform Tools

To, epyoreio petaoynuatiopod (Move, Rotate, Scale) sival amapaitnta yio Tov yepiopd g 0éong,
NG TEPIOTPOPNC KOl TOL LEYEDOLG TOV OVTIKEWEVOV GE U0 OKNVI Kol €lvol pepkd amd o mo
ypNoLoTolovpeva epyoieio petacynuaticpod. H npoécPaon o avtd eivor @ikt HEG® TNG YPOUUNG
gpyoleiov kol emiong pHéow TV TAKTpoV cuvtopevong G, R kot S, avtictorya. Ola avtd ta
gpyoreio umopolV vo ypnoomoinfovy oe JPOPETIKES Aettovpyieg, Ommg object mode, edit mode,
sculpt mode, KAm. OT®G ovailoyo HE TN Agttovpyia otnv omoia gpydletar o ypNoTNG, Ta EPyOrein
propel va £ouv SLoPOPETIKY] AELTOVPYIKOTNTA.

3.2.1 Move Tool

To epyadieio Move, mov avtimpoconevetal ond 10 mANKTpo "G, emurpémel va petaxwvnOel éva
avTIKeipEVo M éva otolyeio Katd UKo omolovdnmote amd toug 3 d&oves (X, Y, Z) otov Tp1oditdotato
y®po. 1o edit mode TatdvTog dVo Popés “G” emitpémel TNV petakivnon Twv vertices, edges kot faces
pévo otig vbeieg mov NN vdpyovv Ywpic va emmpedlovv kdmolo material otV mepinTmon mov Exel
npootebel. O gvbeieg mov eivan dabéoyieg va petaxvnBody amoTuTOVOVTHL GTO TPLGOLAGTUTO XDPO
g KiTpiveg gvbeieg Ypoupés.

3.2.2 Rotate Tool

To epyaieio Rotate, mov aviummpocsmrevetal and 1o TANKTpo "R", mepiotpépet £va avtikeipevo 1 éva
otoyelo yopm oand omolovdnmote amd tovg Gfoves X, Y, Z oTOV TPIodldotato y®dpo. YTapyouv
TEPTMOEL; OTlG omoieg kabdg yrileTton 1 HovieEAOmOiNom NG OKNVAG KOTOWL HOVTEAD Ogv
neploTpéPovtol and to kKEvTpo toug. Otav cvuPei avtd ypedletar v pvduon oto Object Context
Menu => Set Origin = Origin to center of mass(Surface).
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3.2.3 Scale Tool

To epyadeio Scale, mov avtimpocwnedetal omd to TARKTpo "S", oAhalel To uéyebog evog avVTIKEUEVOL
N otoyeiov katd ko omolovdnmote amd tovg déoveg X, Y, Z oto 3D ydpo. Mmopel emiong va
oAAGEEL péyeBog €va avTikeipevo ypnotpomoldvtag tov mivaka Properties. Xtov mivaka Properties,
omv kaptéra "Object Properties", vmdpyet o evotnta "Scale" mov emtpémel vo oplotovv TIHEG
KAipoxog v toug aéoveg X, Y kan Z. Eivor onpavtikd va onueiwbei 6tL 6tov yiveton scale og éva
avtikeipevo, uropet va ennpedoet ta UVs, T1G DOEG K.6 TOV aVTIKEYUEVOV. L€ OPIGHEVES TEPUTTAOCELS,
Umopel va ypelaotel va E0VA-TPocapIOGTODY avAAOYa OVTEC TIG pLOLUGELS LT TNV KALAK®ON.

3.3 Primitive Creation

H dnuovpyia Primitives eivar o omd dwadikacio dnpiovpyiog Pacikedv oynudtov mov pmopet va
yiver ypnowomolovrog to pevod "Add" oto 3D Viewport 1 matdvtog to tinktpa Shift + A oto 3D
Viewport kot emAéyovrog éva omd to primitives: Plane, Cube, Circle, UV Sphere, Ico Sphere,
Cylinder, Cone, Torus, Monkey.

Edv Bpioketar oto Object mode Bo dnpovpynoet véo avtikeipevo evad av Ppioketar oto edit mode Oa
EVAOOEL TO KOVOUPYL0 primitive e o o emheypévo avtikeipevo kata tnv emioyn Add mesh.

3.4 Extrusion Tools

Ta, epyadeio e&mbnong emttpémovy v dnuovpyio véwv vertices, edges kot faces ompmyvovtog Tpog
T £ M TpoPdvtag pEPN Tov TAEYHOTOC, OTTMG Ta epyareia Extrude, Inset kot Bevel.

3.4.1 Extrude

To epyareio Extrude eivar éva gpyaleio mov emttpémet vo dnuovpynbovv véa faces 1 edges amd éva
emeypévo face N edge oe éva mAéypa. Avtd 1o gpyoieio ypnoiponoleitar o edit mode kou givon
YPAOO Yo TN OMpovpyia véag yempetpiog kot Ty adénorn e ToATAOKOTNTOG EvOC TAEYHoTog. H
véa yeopetpio dnpuovpyeitan tpog v KatehBvvon tov moviikiov. Mmopel emiong va yiver eEdbnon
Katd punKog evog cuykekpluévov aéova, X, Y 1 Z, KpaT®OVTAG TATNUEVO TO OVTIGTOLX0 TANKTPO KOTA
v g&mbnon. To epyareio Extrude pmopei va ypnopomombel pe S10popetikods TpOmTovg, OTMS Yo
TOPASELYLLOL:

E&mBnon evog face yia ) dnpuovpyia evog véou face i edge mov eivar kaBeto oto apykod face.
EEbOnom evog edge yia ) dnpovpyia evog véov face mov givor mopdAinin pe to opyko edge.
E&mbnomn evog vertex yia tn dnuovpyia evog véou edge 1| face mov givan kdBeto 610 apyikod vertex.

Emiong 10 epyareio Extrude Aertovpyei Stopopetikd Otav £@opuoletal 6€ SopOpPETIKONS THTOVG
emAoyns. Edv emieyBodv moArd edges, to epyoieio Ba dnovpynoel €va véo face mapdAinAio pe ta
edges kot cvvdéovtag ta emieyuéva edges. Edv emieyBobv modAd faces, to epyaieio Ba onpovpynoet
éva véo face mapdAinlo pe to emdeypéva faces Ko cuvdoovtag OAa Ta vertices.
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Yynua 3.1: Extrude selected Vertices

3.4.2 Bevel

To epyaieio Bevel gival évag tpomoc yioo va Tpootebel otpoyyvAdtnTa 11 AoEGTUNGN OTIS AKPES N TIC
yovieg evog mAéypotog. Emutpémel va dnuovpyovvtal véa faces yopm amnd €va edge 1 éva vertex,
ONUIOVPYDOVTOG HLa TTLO OHOAT Gkpn YOP® amd TO EMAEYUEVO GNUETD.

INo va ypnoponomBei to epyareio "Bevel", npénel va givar o€ edit mode kot va emideyodv o edges 1
vertices mov 0éhovv va yivoov mo opaAd. A@od emieyBel to emBuuntd ompeio, TUTOVTAG TN
ocvvtopevon "Ctrl + B" 1 motodvrog oto onuewo “oe&i kuk” => Bevel Vertices gvepyomoigitan to
epyodeio Bevel.

0278 m

0.500

1

~" Loop Slide

Sharp

Sharp

Grid Fill

Mone

Superellipse Custom

Yynuo 3.2: Bevel Tool
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Orav to gpyareio gival evepyd, Ba vadpyovy PEPIKES EMAOYEG Y10, VO TPOGOPLOCTEL, OTMS 0 aplOudS
TOV TUNUATOV, TO TAATOG Kol 1 LETATOMION. XT0 Zynua 3.2 eoivovtal 0Aeg ot emhoyég pubuionc. ‘Etot
umopet vo dnpiovpyndet pior otpoyyvAepévn dkpn YOpw amd To exBuunTo onpeio Kot vo BEATIOGEL TO
GUVOMKO GYNLLOL KOL ELGAVICT) TOV LOVTELOV.

3.4.3 Inset

To epyaieio Inset ypnowomoteiton yo ) dnuovpyio véwov faces péca oe vapyovra faces oe éva
mAéypa. Ta faces mov eppavilovior amd 10 gpyodeio Inset «eioépyoviony o610 apylkd, Ovii va
eEwBovvtan Tpog to EEm. AVTO pmopel va lval yPIOLUO Y10, T ONUIOVPYI TO AETTOUEPDV LOVTEA®Y
N yio T dnpovpyio Ao&oTuntev dkpov oe Eva TAEY .

INo va ypnowomombei to Inset epyadeio apiel va Exel emAeybei éva face N meprocdTEPA KO GTNV
GUVEYELN TATOVTOG TO TANKTpo “I” evepyomoteitan to gpyodeio Inset. "Yotepa ypnoiuomoldviog to
ToOVTiKL TPog Ta Léca 1 TPog Ta £E® N Tpocapuoletar to péyefog Tmv Evletwv Oyemv.

3.5 Sculpting Tools

To epyoieio YAOTTIKNG EMTPETOVY VO SLOUOPPOVOVTOL TPIOOAGTATO LOVTIELD [LE TTO OPYOVIKO TPOTO
KOl Vo, TEPLYPAPOVTOL AETTOUEPDS TO HOVTEAD YPTCILOTOIOVIOG [0 TOKIAMO TIVEA®VY, OTMG TO
gpyoAeia, Cloth Brush, Draw brush, Clay brush kot Smooth brush. Kabe mvédo €xel m ki tov
Aettovpyio KoL CUUTEPLPOPA OUMG Omd oVTA To epYdAei LOVO TO TPADTO YPNOLUOTOONKE GTNV
dnpovpyic Tov HOVTELOL.

3.5.1 Cloth Brush

To epyareio Cloth Brush givar éva epyodeio mov pmopel va ypnoiponomOel yio T YALTTIKY Kot T
SUOPE®ON TPOCOUOIDoE®MY TToL potdlovv ue Heacpua. O Tpdmog TpodGfacng 610 gpyoieio eivat o
id1o¢ pe to Sculpt brush amAdg oto sculpt mode 1 emAoyr Tov gpyareiov Ba givai to “Cloth”. MoAg
emieyel pmopel va ypnoponomBel aockdvtog mieorn e T0 aplotepd KAIK TOL TOVTIKION TAVE® OO TN
EMPAVELL VPAGHOTOG, MTopovV va ypnoipononfodv dopopeTikoi THTOL TVEA®Y Kol pubuicelg yio
TNV enitevén SLQOPETIKOV EQPE, OTMC AiOVOT), AKOVIGLLO KOl YAVTITIKEG AETTOUEPELEC.

78pe ¢ | Stength 00 @ snsn + Texure v Stroke

Zynua 3.3: H Bovptoa Cloth oAlalet oynua ota Vertices yia va Tdpet Ty Lope1| VOAGLLOTOG
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3.6 Subdivision Surface Tools

To, epyoieio vVTOdIOPESN S EMPAVELNG EMITPETOVY VO EEOUAADVOVTAL KOl VO, TPOCTIOEVTAL AETTOUEPELEG
o€ éva, mAéyua vrodwapmvtag Tig Oyelg tov. Kdamown omd ta epyodeia sivor to Subdivide xon to
Smooth.

3.6.1 Subdivide

To epyaieio Subdivide etvor éva gpyaieio poviehomoinong mov pmopel va ypnoponomdel yio va
avénbel n Aemtouépela oe évo mAEYUA VTOdlpdvTag To faces Tov. Tuykekpuuéva €Xoviog To
emBountod face emleypévo matdvrog deéi KAk ko v emaoyn subdivide ympilel o face o técoepa
faces. Iatwvrag Eava v 10w emhoyn 6Aa To emheypéva faces vodiapovvtal e Técaepa véa faces
10 kaféva. Me avtdv Tov TpOTO Katapépvel va tpootebel apydtepa TePocOTEPT AETTOUEPELL GTNV
EMUPAVELL TOV LOVTELOV.

Subdivide

Yynua 3.4: Subdivide emthoyn pe de&i Khk

ducwkd, 10 va vrodtapedel apketég Qopég emPapbvel To GUVOAMKO HOVTEAO KaOMOG ov&dvetar o
ap1Buog polygon count Kot LILAPYEL TO EVOEYOUEVO, OVAAOYO LE TNV VITOAOYIOTIKY| 1GYV, O YEPIGUOC
TOV HoVTELOVL va givat o dVOKOAOG AOdY® eEAVTANGNG TNG VTTOAOYIOTIKNG 1oYVG.

3.6.2 Smooth

To egpyaieio Smooth ypnoipomoleital Yo vo KAVEL [ ETIPAVELD VO POIVETOL TO GTPOYYLAEUEVN M
Aeto. Avto elvon XpNOUO Yo apKETOVG AdYOVCS, KOOME TPOGdidEL PEOMOTIKOTNTO GTO LOVTELD ETTELON
eEopaAvel TIg 000VTOTEG Akpec. [ va TO ¥PNOYLOTOGEL KATO10G apKel Vo EMAEEEL TO AVTIKEIIEVO
10 omoio 0éAer va otpoyyvhomomoet, Kot omd to Object Context menu vo gmiléEer Shade smooth.
Aéilel va onpewwbei 6T 600 TEPIocOTEPQ faces Kot vertices LIAPYOLY TOGO PEYOADTEPNG akpiPetog Oa
glvar n oTpoyyvAomoinon oAAG 660 TEPIOTOTEPT AETTOUEPELD. TOGO 10 PopD YiveETOL TO HOVTEAOD KO
UTOpPEL VO ETNPEAGEL TOV VITOAOYIOTN.
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3.7 Other Mesh Tools

Y10 Blender, ta epyoleio TAEypOTOC €ival Vo GOVOAD EPYOAEIDV TTOV ETTPETOLY TNV OMLOLPYia, TNV
eneepyacio KoL Tov ¥EPIOUO TNG YEMUETPIOG eVOg TAEYLOTOC. AVTH T EPYUAEiN XPNOUOTOLOVVTL
oe Edit Mode kot éyovv oyediaotel Yo va fonbncovv v dnuovpyia Kot v enelepyasio TG SOUNG
evog tprodidotatov poviédov. [apokdto axoiovBoldv pepikd mapadeiypoto epyoreinv TAEYLOTOC
oto Blender.

3.71 Loop Cut

To epyodreio "Loop Cut" eivar évag tpoémog vy va mpootebobv véa edges, oe éva mAéyuo Omov
avtopato avEavovral aplfuntikd kot ta vertices kot to faces. Emtpénet vo mpooteBovv Ppdyyot
axpov (o axoiovdia dkpov Tov ekteivovTal TOPAAANAN GE PO VTAPYOLGO GKPT) OE €va ALY
kaBopilovtag Tov aplBpud Kot T BEom TOV TOUOV KOTa PWAKOG HL0g AKPNG.

INo vo ypnowomombei to epyareio "Loop Cut", npémnel kdmolog va Ppioketal oe Edit mode kot va
TOTAGEL TNV GLvTOpELoT TAnktpoAoyiov Ctrl+R 1 aAldg, va emieyel oto pevod Edge > Loop Cut
and Slide. Ze ovtd T0 ONUELD O YPNOTNG UTOPEL VAL YPNCYLOTOMGEL TV POdEAN TOV TOVTIKIOD Yio. VOl
opioel mooeg popéc BENeL va komel To TAEypa (Zyfua 3.5) kot aeod emideyel n Béon mov emBopuei va
ouuPel To KOYIUO, aPKEL VO TOTNGEL TO APLOTEPO TANKTPO TOV TOVTIKIOD Yol Va. 0ploTtikomombel avtm
1 xivnon.

Zympa 3.5: To preview kot m pvOuon tov Loopcuts Mo 3.6: “Slide” option yia opiotikomoinon Béong

EmumAéov, divetar n emthoyn 61OV ¥pNoTN VO UETAKIVIOEL TO/To loop cuts KOTO UAKOG TNG GKPNG
(Zyéo10 3.6). Avtr| etvon m emhoyn "Slide", n omola empémel va yivouv mpocappoyés otn 0éon tov
VE®V AKpOV OUECHG LETA TNV TPOooHNKN Tovc. AVTod pmopel va givar yproo otav 1 tpoctnkn loop
cut yiveton o€ U0 KOUTLAMTH EMPAVELD 1) OTOV TPETEL VoL Yivel evBuyplppion Tov vEémv Bpoyyov pe
VILAPYOVTEC GKPEG GTO TAEYLLAL.

"Etol avt6 10 gpyaieio pmopel va ypnoomomBel yio v avénomn tng mukvotntag evog TAEYLOTOS GE
opwopévec mePOYES Kol mpocBitoviog meplocotepa. loop cuts mpootifevial mEPLGGOTEPECS
VTLOJIOPETELG KOl AVTO GUVETAYETOL TEPIGGOTEPEG AETTOUEPELEG.
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3.7.2 Knife

To epyareio Knife sivor éva oyvopd epyalreio povielomoinong mov emttpénel vo, yivovtar akpipeig
Touég ota vertices, edges kot to faces evog mAéyuatog. Mmopei va ypnoiponomBei yia tn dnuovpyia
vémv edges, v Komn M TV vodiaipeon Tov faces Kot 1 SOUOPP®ON TOV TAEYUATOG e aKplpn
TpOTO.

INo va ypnoponomoet kaveic to epyoieio Knife, npénel mpota vo Ppicketar oto Edit mode tov
avtikewévov mov 0éker va emefepyoaotel. Oo mpémel va moatnbel o mAKkTpo "K" mov eivan M
GUVTOUELOT TANKTPOAOYIOV 1 0AMMG KAvovTag KAMK oto kovumi "Knife" otn ypapur epyoieimv tov
3D Viewport.

ymua 3.7: Xpnowomoinon tov Epyaleiov Knife yio otpoyyviomoinom totydpotog

Otav 10 epyoieio elvar gvepyd, o ypnog Umopel va EEKIVAGEL VO KOVEL TEPIKOTES OTO ALY
Kévovtog KMK o€ pio dxpn Kol cOPOVTOG TO TOVIIKL G€ €moOuevn Aaxpmn. Mmopei, emiong, va
ypnoonotiosl to TAkTpo Shift yio va meplopicel v Topn va yivel evbeia 610 KEVTPO 1 TO TANKTPO
Ctrl yio va kével v toun kéOeta oto face. EmumAéov, n yprion tov epyaieiov o cuvdvacud pe i,
omwg ta epyareia extrude, move 1 bevel, fonBdet oto va dnpovpynBovv mordmioka oynparta. A&ilet
va onpewwbei, 6tL N Tpaypartonoinon mepikondv pe o gpyareio Knife tpomonoiel v tomoioyia tov
TAEypaTog Kol pmopel va gival dSuokoho Vo avolpedel, ETOUEVOC GLVIGTATAL VO VTTAPYEL TAVTO £Vl
STAO ovTiypapo TOL TAEYLOTOC PEYPL VAL YiVEL Giyovpo OTL TO TEMKO amoTéAES LN Eival TO emlBuunTo.

3.73 Rip

To epyoieio "Rip" eivon €va epyodeio mov umopel va ypnoomombel pe dd@opove TpOTOVE. XT0
GUYKEKPIUEVO LOVTEAO YPTCLUOTOONKE Kupimg Yo va “omdoel” éva vertex pe moAld edges €161 doTe
va umopéoet va petaxvnbodv Eexopiotd. Zvykekpyéva, To epyaieio daywmpilel ta vertices, edges Kot
faces and Ta cuvdedepéva eaptpota. [a vo ypnoiporombel to epyaieio Rip, npémel va emieyei o
edit mode to onueio mov yperdletarl vo daymplotel, va watndel To TANKTPo "V" 6TO TANKTPOAGYLO,
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Kot Aoy dlaywplotel akoAovBel TV mopeia Tov KT TOL TOVTIKION PEYPL VO Yivel aplotepo 1 Oe&i
KK y1o va tomofe el 1 va axvpwbei n petaxivnon tov avtictoyyo.

L] 14 44 d b o bl

Zyfiua 3.8: Ripped Vertex

3.7.4 Merge

To "Merge" givar éva epyaieio mov emtpénet va cuvdebovv 800 N TepiocdTepa vertices, edges M faces
og éva povo vertex, edge M face. Avtd umopel va gival ypfHoLLo Yo, TNV amrAoToinoT TG Ye®UETPiag
€vOG TAEYLLOTOG, TOV KOBUPIOUO TNG TOTOAOYING KOl TNV apaipesT) TNG avemBOUN TG Ye®UeTpiag.

Yrdpyovv d1dpopot TpoémotL ypnong tov gpyareiov "Merge" oto Blender. Ot mo ovyvoi katd v
onuovpyic. TOL POVIEAOL MTAV T CLYYOVELOTN TV vertices, edges kou faces. Ze edit mode,
EMAEYOVTAG, YO TopAdeyno, 600 vertices yi va yivel ocvyyovevorn Oo mpémel va moatnbel to
TMKTPo”M” ka1 otV cuvEyeln divovTal ol eTAoYEC: at center, at cursor, collapse, at first, at last ko
by distance. Avédloya pe 1o povtédo yivetor 1 kKATOAANAN €TAOYN. XTO HOVTEAO YpNCLOTOLONKAY
Kupiog Ta eéng:

Y70 KEVTPO: GUYYOVEDEL TO, ETIAEYLEVO, GTOLYEIN GTO KEVIPIKO GNUELO TNG EMAOYTG.
2T0 apyIKo: cuyYOVEVEL Ta EMAEYUEVA GTOLXELD 0T €GN TOL TPDOTOV EMAEYUEVOD GTOLYEIOV.
Yto TeLEVTOAIO: CLYYWOVEVEL Ta EMAEYUEVA GTOLXELD 0T BEoM TOL TEAELTAIOL EMAEYIEVOL GTOLYEIOL.

[Ipéner va emonpavisl g N cvyYO®VELOT TOVG PTopel emiong Vo aALAEEL TO GYNILO TOL TAEYUATOG,
EMOPEVMG ElvOl OMUOVTIKO va KoTovondel 1 cmot) Aettovpyia Tov EPYOAEIOD GLYYDOVEVOTG TPOTOD
ypnowomroindei oe TOATAOKA LOVTEA.

Yynua 3.9: Merge choices
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3.7.5 Separate

To epyaieio Separate eivar évog TpOmMOC vo YOPIOTEL €vo, PEUOVOUEVO OVTIKEIUEVO GE TOAAA
avtikeipeva pe Paon to emieyuéva otoryeio. Eivar apketd ypnoo yuo ToAAEG epyaciec, OTMG O
SO OPIOUOG SLOPOPETIKDOV TUNUAT®V €VOC OVTIKEEVOL TTOL TPOKELTAL Vo EpYOoTel aveldptnta, N
TPOETOLHOGIN EVOG OVTIKEILEVOD Y10 TPLIOOLAGTATY EKTVTMON 1 1 €YY TUNUAT®V EVOG LOVTELOV OF
OLPOPETIKEG LOPQEG apyeimv. Xvykekpyléva oto poviého Ponbnce oty emelepyoacio mOAADV
SLOPOPETIKOV HOVTEA®V OAAG TOVTOXPOVO TUPOUOIDV £TCL MGTE VO OLOWOPLIOTEL TO HOVTEAD 7OV
ypealotay enelepyacia. O Tpdmog pe Tov omoio Eeywpilovtot To avTikeipeva ival pe to TAnktpo “P”
mov dtvel Tig emhoyég “Selection”, “by material” xou “by loose parts”. H mpdtn emhoyn dnpovpysl
éva véo avtikeipevo yo kKabe emAeypévo otoyyeio pe faces edges kau vertices. H dgdtepn emhoyn,
éyovtog emleyuévo GAOKANPO 10 apykd object, dtaympilel pe Pdon TV SopopeTikdv material Tov
umopet va. €xel o ovtikeipevo. Téhog, N tpitn emAoyn onpovpyel €va véo OVTIKEILEVO Yo KABE N
GLVOESEUEVO TUNILO TOV OVTIKEUEVOU.

Selection

Zyfqua 3.10: Separate choices

3.7.6 Join

To Join ypnowonoteitor yio. T ovvévwon 000 1 TEPIGGOTEP®V OVTIKEWEVOV OTO TEAELTAIO
emeyuévo Evepyd avrtikeipevo. Xpnouevetl yio To GLUVOVAGHO TOAADY OVTIKEIWEVOV GE Eva VIO
HOVTEAO M YW TN CULYYAOVELOT] OVIIKEWWEVOV TOL €yovv Oloywplotel Yoo Kamowo Adyo. o va
ypnotpononBei Tpémer vo matnBodv ta mAnkTpa “Ctrl + J” xon yperdletrar va €povv emheyel dvo M
TOPATAVEO OVTIKEILEVOL.

3.7.7 Spin

To epyareio "Spin" gival vag Tpodmog dNUIOVPYING VENS YEDUETPIOG TEPIOTPEPOVTAS L0 VTTAPYOVGT,
akun (edge) 1 emAoyn akudv yop® amd £vo onpeio mepiotpopnic. To epyadeio dnuovpyel véa vertices
Kau faces, ONUOLPYDOVTOG VO KUKAIKO GYALLO YOP® OO TOV AEOVAL.

INo va ypnoponomBel to epyaieio "Spin", mpénet va eivan o edit mode, va emdeyBovv o1 embBupunTéc
douég mov yperalovtol mePLoTPon, va £xel TomobetnOel to 3D cursor KOvTd 6TO GNUEID TEPIGTPOPNC

Kol va matnBel and to toolbar apiotepd oto 3D Viewport 1o epyaieio “Spin”. MoOAG evepyomombel To
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gpyoreio mePLOTPOPNG, diveTan 1 EMAOYT Vo, puOIGTOVY Ol ap1Bpol TV PNUATOV Yo TV TEPITTPOPT],
N yovio TEPIoTPoPNg Kol dAleg emhoyés. Xpnoipomolgital Kupimg yio Ty dnuovpyio KUKAK®V
oYNUATOV.

Zynpa 3.11: Spin tool yia TepioTpoPn KaykéAov

3.7.8 Proportional Editing

To proportional editing eivor o Aetrtovpyion povreromoinong tov Blender mov emitpémer v
enekepyacio TOV KOPLEOV EVOC TAEYUATOS AVAAOYO, LE TNV EYYOTNTA TOVG GTO KEVIPO TOV dpouéa
eneepyacioc. Avtd onpaivel 601t 660 TO KOVTA Ppioketal [ KOPLEY GTO KEVIPO TOV SPOoUén
eneepyaciog, 1660 meplocoTEPo B enmmpeactel and TG aAlayég mov yivoviat. Avti 1 Asrtovpyia
UTOPEL VO QOVEL YPNOLUN Y10 AETTOUEPEIS TPOCAPUOYEG OTO YN EVOG TAEYUATOG 1] Y10 TV YAVTTIKY).

INo va evepyomoinBei umopel va matnOei n cuvtouevon TAnkTpoAoyiov, To TANKTPO “O” 1 vo ot el
7O Kovumi wov Ppicketon endvm Kot 6to kEvpo tov 3D viewport mepiPdiioviog. H Asitovpyio tov
ypnowonoteitar kuping oe Edit mode tov poviérov.

Ortav eivan gvepyomompévo 1o proportional editing, eivar dvvatn 1 Tpocapuoyn g eUPELeng TG
epoyng mov Bo emmpenctel pe TV ypNoM TNG POOEANG TOL TOVTIIKIOD. YTAPYOLV EMioNG Kot
dwpopetikoi tOmoL pe Pdon tovg omoiovg Oa emmpeactel To oyfue Tov poviélov. Ot TOTOL
Sdwkpivovtar oe Aglog, GOAUPIKOS, YPOUUKOS, oyUnpOc, CLVEXNS, TLYOIOC K.G. XTO HOVIEAO TOL
ALITA.E ypnoipomomfnke o Tpdtog tHmog, To smooth, yia va yivouv Aeieg kdmoteg empdaveles.
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3.8 Modifiers

Ot tpomomomtég eivol €va GUVOAO €PYOAEI®V 7OV EMITPEMOVY TNV  EQPUPUOYT) OPICUEVAOV
UETACYNUATIOUDV 1 TOUPUUOPPDOCEDV OE TPIOOIIOTUTO OVTIKEIHEVE Kol TAEyuoTo. ALTEC Ol
TPOTOTONGELS OEV €IvVOL OPIOTIKEG, OVTO CNUAIVEL OTL LUITOPOVV VO EPAPUOCTOVY GE £VOL OVTIKEILEVO
YOPIG TNV TPOTOTOINGT TV OPYIKMOV JEGOUEVEOV TOV TAEYLOTOG KOl LITOPOVV VO TPOGOPLOGTOUV 1 VA
aeapebodv ava maoa oTiypn. Yrapyel Oumg 1 XAy va Yivouv oploTikég ot aAAayES Kot 0T Yot
glvar avaykaio oe kdmoleg mepumtdoels. Otav yio mapdoetypo, yivel Evoorn 000 OVTIKEUEV®VY UE
SLOLPOPETIKOVG TPOTOTONTES TO KABEVA, O TPOTOTONTIHG TOL TEAEVTAIOL OVTIKELEVOD TOV EMAEYONKE
Ba vteployvoEL KOl TO TPOTYOOUEVO LOVTEAO Bl XAGEL TNV OTOONTOTE oppoToino gixe. ['a va unv
ocupPel owtd, apkel va €QOPUOGTOHV OPIOTIKG Ol CAAOYEG TPV TNV €VEOT aVTIKEWEV®DY. Mepikd
TOPUSEIYLOTO TOV TO GLYVAE YPNCUOTOOVUEVOV TPOTOTOMTOV mePAoupavouv to: Subdivision
Surface, Mirror, Bevel, Lattice, Screw, Cloth k.d. Avtd mov ypnoiporomOnKoy yio T0 HoviéAo Ba
avapepHodv TapaKdT®.

3.8.1 Subdivision Surface

O tpomomomtig Subdivision Surface eival éva epyaieio mwov ypnopomoleital yo. va wpochécet
TEPLOCOTEPT] YEMUETPIOL GE €V, OVTIKEIUEVO KOl VO KAVEL TNV EMPAVELD, VO QaiveTol o Agio kol 710
oTPOYYLAELEVT. Agttovpyel vrodialpmvtog ta faces evog TAEypatog og pukpdtepa faces, 1o kdbe Eva
pe ta Okd Tov vertices. AvtO av&lvel TV TUKVOTNTO TOL TAEYUATOSG, KAVOVTOG TNV EMPAVELN VA
aivetal mo Agia.

Mo va ypnowonombel o Tpomomom ¢ aVTOG TPEMEL, APOV EMAEYEL LOVTEAO TTAV® GTO omoio Oa
€QopurOooTEl, Vo TPpooTedel amd TV KapTéda TV Tpomomont®v to subdivision surface.

Ytig pvbuicelg tov Tpomomomtyy Subdivision Surface, pmopel vo mpooappootel o aplBuog Tov
vrodwopéoev airdlovtag T otig pvbuicelg "Levels Viewport" kot "Render”". H avénon tov
apBpod T@v vrodlpécewv Ba kKavel TNV empaveln va aiveTol To Agia, aAld o avénoel emiong Tov
oplOUd TOV KOPLE®OV KAl TV OYEMY GTO TAEYLLA, YEYOVOS TOV Uopel va emPpadhvel TOV LTOAOYIOTH.
Ye mepintmon mov BEANGEL 0 XPNOTNG VA YIVOUV OPIOTIKEG Ol AAAAYEC, TPETEL VA TATHOEL “epaproyn”
and to dropdown menu M.

Mropei va yivel ypnom d00 dapopeTik@v TOmmV adyopibumy Subdivision Surface, yio wapddetypa, o
oAyopiBuog Catmull-Clark sivor xoddg yioo opyoavikd oynuoto evéd 0 amAdc oAydplBuog sivon
KOADTEPOG Y10, LOVTEAOTOINGT CKANPAV EMPOVELDV.

382 Solidify

O tpomomointrg Solidify eivar éva, epyadeio mov ypnoyomoteiton yio Ty mTpocstnkmn mayovg o€ Eva
TAEypo. Agttovpyel Onuovpydvtog vEo YE®UETPio Kot OTIG 000 TAEVPEC TNG EMPAVEWNS EVOG
OVTIKEWHEVOD, «OTEPEOTOIMVTOCY) OMOTEAEGUOTIKG TO OVTIKEILEVO Kol OIVOVIAG TOL TPIGOICTOTO
o OG.

INo v epappoctel 0 TPOTOTOMTAC EMAEYETAL TO OVTIKEIIEVO TTOVL YpeldleTol vo mpooTtedel mhyog Kot
uetafaivovtag oto mapdbvpo Properties oty kaptéha “Modifier Properties” > Add Modifier kot
emiéyovtag otnv katnyopia Generate tov modifier Solidify epapuoletror oto povtéro. Amd Tig
puBuiceig lvar epiktd va pubuiotel to Tayog av&dvovrtag tov apBud oto “Thickness”. Mropei emiong
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va eleyybel 1 petatodmion g véag yeouetpiog ypnoonowmvtag tnv emthoyn "Offset”. TeAeidvovtog
npémel va yivel “Apply” o€ object mode yio udviun papuoyn.

[Ipéner va AneBel vedoyn o611 o tpomomointig Solidify pmopel va avénoet v molvpérpnon tov
OVTIKEWEVOL Kot Umopel vo emiPpaddvel TOV VTOAOYIOTH OTOV VIAPYOVV GTNV OKNVI Kot GAAQ
avTikeipeva vynAov apiBuov polygon count.

3.83 Array

O tpomomomtg Array ERITPEMEL TNV OVOTOPOY®YN EVOC OVTIKEWEVOL TOAAEC QOPEG G€ Eva
oLYKEKPEVO HoTifo N dudtaln. Avto sivat ypriciuo yio T dnpovpyia eravaiopuBavopevov Hotifov,
CLUCTOLIOV  OVIIKEWEVAOV 1] OKOUO Kol 7y, T Onpovpyio. 7O TEPITAOK®Y  LOVIEA®V
EMOVAAAUPAVOVTAG OTAG OYLLOTA.

lNo va ypnowomombei o tpomomontrg Array 7pémel, 0@oD emheyel 10 HOVTEAO Tov Oa
moAlamAacilaotel, va mpootedel amd TV KOPTEAN TOV TPOTOMOWTAOV TOTOVIAG TO Array. XTiC
pulpicelg Tov TpomomoMTY|, UTOPEL VO TPOSUPUOGTEL O aPlOUOS TOV AVTIYPAP®Y TOV OVTIKELUEVOD
oAralovtog v T "Count". H amdéotacn kot 1 kiion amd v omoio Oo emextabel 1o array
enekepydletor amd v katnyopia “Relative Offset” mov givar  Lyetikn petatdnion, aAralovtag Tig
Tés X Y M Z.'Eto, pe 11g pubpicelg mov mepthapufavel, to ToOAAATAG avTIiypapo eVOC OVTIKEUEVOD
uropotv va kKivnfovv katd unkog evoc kabopiopévov déova, oe Kabopiopévn andctacn o £va and To
Ao, pe kabopiopévn TEPIOTPOPN Kol KAMPOKO. YTTAPYOUV Kol GAAEG ¥pNoleg Aertovpyieg Tov
TPOTOTONTH OAAG UOVO M ZyeTIKN peToTtomion ypeldotnke 610 poviého tov ALITALE. Zvykekpéva,
PBonbnoe omv onpovpyia TOV KAYKEA®V TOV €EMTEPIKOV TOTYOVG, TTapdbvpa oe KTiplo Kol GAAEC
PIKpOTEPEG AETTOUEPELES Y10 EVOVYPOUUGUEVT OTOCTOOT) LETOED OVTIKEIUEVAV.

L] ecd P ren

Yynua 3.12: Epappoyn Array modifier ota kdykela

[Ipocoyn BéAlel To yeyovog OTL pE TNV OPLOTIKY EPAPLOYN TOV TPOTOTOUTH Array, Td TOADY®OVA TOV
TOALOTTADV AVTLYPAP®OY UETPAVE GTO GUVOAO TOV OPYEIOVL, KOl OV TO GPYIKO UOVTEAO NTAV LYNADV
TOAVYMV®OV, 1 OPLOTIKY| OVTIYPAPT TOV G MOAAG avTiypago UTOpEl vo, 00NYNOEL 6€ GLUVTIPIPN TOL
apyeiov.
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3.8.4 Mirror

O tpomomointig Mirror givor éva epyaieio mov dNUIOVPYEL GUUUETPIKA LOVTELD avTIKOTOTTPILOVTOGC
éva avrtikeipevo katd pnikog evog kabopiopévov afova. Mmopel vo efotkovouncel ypovo Kot
TPOoTADELD, EMITPEMOVTAG VO LOVTELOTOINOEL LOVO TO GO GUUUETPIKO OVTIKEILEVO KOl GTI) GUVEYELL
OVTIKOTOTTPLOTEL Y10 va dnpovpynBel to dArlo pico.

Onwg oe kabe dAlo modifier, yio va ypnowomombei o Mirror modifier, apov &xer emtheydei T0
avtikeipevo to omoio Oo avikatomtplotel mpootifetar o Tpomomomc Mirror Gto TapdOuvpo
Properties kdvovtag khk oto Kovuni "+" oty kaptéda Modifiers. Ztig pvBuioelg tov tpomomon
Mirror, pnopei va kabopiotel o d&ovag KOTd PNKOG Tov 0moiov B aVTIKATOTTPIOTEL TO OVTIKEIUEVO

A

emiéyovtag petaly "X", "Y" 11 "Z" oto avantuoodpuevo pevoo "Axis".

EmumAéov, pe v emioyn “Merge” cuyy®vevovial To vertices Tou apykoD OVTIKEWEVOL Kl TOV
avTikelévoy mov avtikatontpiletar. AAMmg, umopel va puBuiotel 1 amdoToon mov Ba £yovv 1O
apykd omd to GALo mov avikatonTpileTor. MOAG Teletdoovy ot puBpicelg umopet va “epappooctel”
uévie pe v emhoyn Apply.

O tpomomou g Mirror pmopel vo, e£01KOVOUNGEL TOAD YPOVO Kal TPOOTADELD, KATH TN LOVTELOTOINGN
CUUUETPIKOV ovTIKEWEVOV. Emionc o tpomomomtig Aettovpyel o€ edit mode, mov onuaivel 6t pmopet
va yivel enegepyocio  pio TAELPE TOV OVTIKEUEVOD Kol Ol aAlayEg Oa avTikatonTpilovtal oty AN
TAgLPAL.

3.8.5 Geometry Nodes

1o Blender, ot kopupot yemperpiog eivar pio 1oyvpn SuVATOTNTO TOV ENXITPENEL TOV YEPICUO KOL TOV
LETUCYNUATICUO TPLOOIIOTATOV HOVIEA®MV YPNOLOTOIOVTAG Mol pony epyocioc mov Pacileton o€
KOpPovg. Avtol ot kKOpPot HTopovV va xpnolpononfovv yia T dNUOVPYic TOAVTAOK®V GYNUATMOV Kot
LOPPGOV, KaBMS Kot Yl Tr dSnovpyio Kot TOV YEPIGUO TNG YEOUETPLOG YPTCLOTOIOVTOS OO UATIKES
ocvvaptioels. Emiong ponbodv ot dnpovpyia Tponyuévav shaders, vAK®OV kot €.

I'o va ypnoonomosel o ypnog KOUPovg yempetpiog, mpénetl va PAAEL TO AVTIGTOL(O TPOTOTONTH
and to pevoy tpomomoumT®v. la va 1o enefepyootel pmopel va petafel oto mepiPdiiov tov
aAralovtog To 3D Viewport oe Geometry Node Editor, 6mov cav nepipdiiov ival apkeTd TopoHolo
ue to Shader Editor kafag kot ta dvo &xovv va kdvovv pe v eneéepyacio kouPov. Exel propei va
OMUOVPYACEL 0 YPNOTNG HEXPL Kot dikd Tov geometry nodes kot va o amobnkedoel. Amodnkevovtog
10 apyeilo pe to eTypévo geometry node, 6tav £vag xpnotng dovievetl og €va véo blender file, pe v
ypnon append péoa amd tov edakelo NodeTree, yivetal vo @épel Ta TpocoTIKA geometry nodes 6to
KOVOOPYLO ALTO OPYELD KOl OTIG ETOUEVEG OOVAELES.

26



Epyaieia mov ypnocipomomonioy

> & Poles.001

e 3.13: Geometry Node yio TV 01 TOV PHETAALOV GTIG TIVOKIOES

Avt 1 terviKn ypnoponombnke oto poviélo tov ALITALE kaBd¢ yperdotnkoy moAAd d1opopeTIK
apyela blender mpwv petapepBodv oto tehkd. Ta £tona geometry nodes petapépovtav pe append og
k@0 file yio vPEG Ko AAAEG LOPPOTOMGEIS KOl £TGL dgV YPELILETAL VO OTIYVOVTOL amd TNV apyn,
001 Y®VTAG O AYOTEPO YAGILO XPOVOU.

3.9 H dwdwkaoio kowvig ypnons apyeiov

Katd v exmévnon g SUAOUOTIKNG, XPECTNKE TOALES POpEG M| Kotvomoinor apyeiov. [a va yivel
avt 1 dadwkacio edkora, Ppénke N Aettovpyia append & link 1 omoia petd amd doxiun anodeiytnke
TOAD ypnown. Xtnv gpyacio ypnoyomombnke n append Aeitovpyio enedn dev yperdleTon Kdmola
oLVOEST LE TO OPYIKA apyeio, kol poAoto Tomikd, €mpeme vo eivor emeepydciua. [Hopakdtom
avaADOVTOL O JPOPES TV 000 Asttovpyldv. TToAd Bondnrtikd Ntov 1 dnuovpyia Collections pe ta
aviikeipeva mov  émpeme  va  petakwnBodv, kabdg To append ewsdyst  oAdKAnNpo  TO
Collections(data-blocks) xoi €101 dev ypeldonke vo yiver 1 Sodikacio Yoo OA0. TO OVTIKEIPEVO
Eexoplotd.

3.9.1 Append & Link

Avtég ot Agrtovpyieg Ponbodv vo emovaypnolpnonomBody VAIKA, OvTIKEipeVe Kot GAA0 pmrhok
dedopévav mov €yovv @optmbel omd dAla apyeio blender. Mmopobv va dnpuovpynbovv Kot
BiprroBnkeg Kovol mepleyopévou Kot vor Lotpdloval 6g TOAAATAN apyEic ovapOpIC.

To Link onpuovpyei pior avagopd oto 6ed0UEVE GTO 0pyEi0 TPOEAELONC, £TCL MOTE Ol OAAAYEG TTOV
yivovtot gkel va avtikatontpiloviol 6To apyeio avapopag v exOUEVT POopa oL Ou emavapopTmOet.
Inuavtikd opog givar to 6Tt ta linked data dev etvan enelepydoia.

To Append dnuovpyei éva TApeg avtiypoeo tov dedopévev oto apyeio blender, yopic va dotnpel
Kdmola avapopd oto apykd. 'Etol umopodv va yivouv mepartép® aAlayéG GTO TOTIKO OVTILYPOPO TMV
dedoUéveV, Kol QUOIKG ol oAAayéc avtéc Tov  emTepkoh apyeiov mpoélevong dev Oa
avtikatontpiloviol 6To apyeio avapopdc.

Katd 1ic petokivioeslg tov oapyeiov peta&d Tov 00 VTOAOYIGT®OV, TOAD cLyvé To material
OTOKTOVGAV POl YpMUA, avTi T0 KAvovikd Tovg. Avtd cuppaivel engidn to blender dev pmopei va Ppet
to material Tov tov £xel avatebel, site emeldN pmopel va Exel oAla&el Béom, 1 va Exel dlaypaet, 1
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oV mepimtwon avtig ™¢ A.E. gite dev petokivodvtav dha ta material Tov NTov anapaitnta, gite
EMEION M OOUN TOV KATAAOY®V NTOV d10QOPETIKN, TO blender apyeio dev pumopovoe vo avayvopicel To
Katvovplo path. Tl v avtpetdmion ovtod ToV GEAALATOC YproioTomonke n emhoyn amd to File
=>External Data=> Find Missing files. To blender 6o yd&el otov pdkero mov Ba Tov avatebei, kKabng
KOl GTOVG VTOPUKEAOVG OLTOV Yol va PBpet To “yapéva’” material kot Oa emovagépetl To apyeio oty
apyKn Katdotaon, xopis pol veéc.[13]

3.10 Emiloyog

210 KeEPAAOO avTd avapépOnkay Kot eEnyndnkav ta facikd epyaieio wov ypnoipoTomonKay yio tnyv
onpovpyia tov povtédov ALITALE. ITo cvykekpipéva €ywve avaivon tov mo Pacikdv epyareiny Tov
Blender xofd¢g ypnowomombnkav ce peydho Pobud oo ™V OAOKANP®GT TOL HOVTEAOL. XTNV
ocuvéyeln 600nke epunveio v Tovg Modifiers mov mapéyel to Blender kot avaAdOnkav ektevdg ot
ovykekpyévol modifiers mov ypnoipomomOnkay vy v vAomoinon tov TeMKoV povtéiov. To
KEPAAAIO EKAEICE PE TNV TEPLYPOON TNG OAdIKAGING KOWOTOINoTG TV apyelov Kot evog Pacikov

TPOPANLOTOC KOt TNG ADGTG TOV KATA TNV d1adIKAGI0 QVTH.
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Kepalaro 40: Blender Add-ons

4.1 Ewoayoym

To, add-ons eivol mpodcheta Kopudtior AOYIGHIKOD 1 0AMGMC, deVTEPEBOVTO SCripts, TOL UTOPOVV VO
gykatactabovv oto Blender yio ) Belticoon g Aettovpytkdtntag ToV. Mmopohv vo tpochiécovy véa
epyadeia, emmAéov Aettovpyieg N va aAAAEOLY TNV TPOEMAEYEVT] cuumepLpopd Tov Blender.

i Official Cormmunity Testing o Imstall.. £ Refresh

Themes Enabled Add-ons Only
View port » : BagaPie Modifier
Lights
Editing
Animation
et Library
Add-ons
InpLt
Mavigation

Addon

File Paths

Yynua 4.1: Blender Preferences Add-ons section

To add-ons, OT®G @oiveTol OTNV TOPATAVED EKOVO UTOPOVV €VKOAO VO EYKATACTOHOOVV, Vo
gvepyomomBovv kot va amevepyomonfovv omote 10 ypetdleTor o ypnomgs. I va odnynbodue oty
kaptého tov add-ons, matdue oto Edit =¥ Preferences =» Add-ons. Yzndpyovv moAld dwoféoipa
Add-ons ta omoia £éyovv onpovpyndel amd Tovg 1010VG ToVE KaTackevLaoTég Tov Blender, aAld e&icov
opkeTA pmopel va Ppel 0 Kabévag o€ d1popeg SLadIKTLOKEG KOVOTNTEG Kol (OPOVLL OTTOV Ol YPTOTES
tov Blender powpdlovtor tig dikég toug dnpovpyiec. Mdliota vapyovv kémola add-ons mov Exovv
eleyyBel kou eykpiBel amd tovg mpoypappatiotég tov Blender kot Oempovvor otabepd yio ypnon.
Eivar kot ovtd evoopatopéva ota add-ons tov Blender.

Yrdpyovv morrol dropopetikoi Tomol add-ons mov dwatiBevial, pmwopovv va avaivbBovv oe epyareia.
povrehomoinong(modeling tools), 6mov ovtd to add-ons wpochBitovv vén epyareia kot Asitovpyieg
LOVTELOTIOINGTG, OTTMC VEOLG TUTTOVG TIVEA®V YLl YALTITIKN M VEEG EVTOAEG Yo TNV emelepyacio TV
meshes. EmmpocOeta, dwatiBevion kol gpyoieia kKivodpuevov eikovov(animation tools),ovtd ta
add-ons avrtiotowo, pmopoldv va mapéyovv véa epyoleio Kol AErTovpyiec yio To animation, TG
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mopomave bones kot rigging tools, 1 kawvobpylovg enebepyaotég yio To animation. Yapyovuv akoun
kol rendering tools 6mov pmopolv vo mpooteBovv kovovpyle materials kot shaders, 1 akopa
emmAéov  emAoyég yw v pobuion TOvV @OtV Kot TtV kapepov. Ta  add-ons
sroayoyic-eSoayoyng(import-export) sival pio ond T1g Mo onuavtikég kotnyopieg add-ons kabadg
YPNOUYLOTOLOVVTAL GLYVA Yo Vo eEAYEL 1] ELGAYEL KATOL0G, TPIOOIACTATO LOVTELD GE SLOPOPETIKO TVUTO
apyeiov kdvovtag €tol to poviéAa ovuPatd kot pe GAlo mpoypdupota. Mio akOun yproiun
katnyopia amoteAovv ta add-ons mov oyetiovral pe v demai] Tov ypicTn(user interface), ovtd
umopov vo oAAdEovv M va tpocbécovv véa ototyeio oto interface tov Blender, 6mwg véa mavel 1
KOVUTLEL.

Xmv ovvéyela, avarvovtor to add-ons mov ypnoiporombnkay oty gpyacia kail yopiloviol og avtd
nov dtatifevtor amd to blender apxel va gvepyomomBovv, Kol 6€ aLTA TOV OMOLPYHONKAY OO
GALOVG YPNOTEG KOl EYKATASTAON KAV Y10 TO LOVTELO.

4.2 Built-in blender Add-ons

To, built-in add-ons mopéyovior amd 0 blender omv €Wk koptéha ota  Preferences, ommc
avagépOnke mopoandvm. EvepyomomOnkoy, népa and to mposmideyuéva mwov €xel to blender avtouara,
VT TOL OVOADOVTUL TOPAKATO.

4.2.1 AutoCAD DXF format (.dxf)

‘Eva apyeio DXF eivor eite dvadwn eite ASCII avomapdortaocrn evog apyeiov oyediov. Zvyva
YPNOWOTOLELTOL Y10t TNV KON ¥p1on dedouévav oyediaong uetaé&d dalmv mpoypappdtov CAD. Apov
d00nKe apyeio popeng “.dwg” yia v tomoroyio tov ALITA.E. ypnowomombnke online converter yia
va petatponet og apyeio DXF yia va pmopéoet va gioayBei oo blender. I'ia v elcoywyn ypetdotnke
1 evepyomnoinon Tov cuykekpiévou add-on.

Animation
L]

Add-ons Description:

Location:
Input
File:

Lz Author:

Keymap Version:

Internet: Documentation

System

Yynua 4.2: Enable Add-on AutoCAD

INo va ewooyBel oto mpdypappa apkel va watnOei to File =¥ Import = AutoCAD DXF 6nmg aiveton
TOPOKATO.
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Quit

Yynua 4.3: Import Add-on AutoCAD

422 Import Images as planes

Avti va ¥pnouomolobvTol POTOYPUPIEC LOVO Yo avaeopd 6To VITOPabpo, eival ¥pNGIUO OPICUEVEG
QOPEG, VO €1GAYOVTOL GE LU0 GKNVY KOl VO ¥PNCUYLOTO00VTOL ¢ UEPOS avTNG. Avtd Yo va yivel
ypewletar va eilcayfovv og planes kot m emAoyn avt) eivor dtobéoiun pe TV gvepyomoinomn tov
ocvykekpyévov add-on.

INo va swoaybel oto wpoypaupa apkel va matndel to File =» Import = Images as Planes, 6mog
QOIVETOL TOPOKAT.

Collada (Defal

Yymuo 4.4: Import Images as Planes
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H swdva, mov giodyston £xel popen plane 66o Ppiokdpacte oto Viewport shading-solid kot propodpe
va enefepyaotel akpifdg Onmg €va Kovovikd plane, aAld otav oArdEel to viewport shading cg
material preview mapatnpeiton 6t to plane £yet yio material v gikdva mov emdéybnke va eoayBel pe
TNV EMAOYT import.

Xpnowomomonke opketég @opéc oto poviédo tov ALITAE yw va BonBioel ommv dnpovpyia
UOVTEL®MV OTMG TO. KTipLo K.0., GAAG Ko ¢ material Tave 6To LOVTEAQ.

Zynua 4.5: TIpoohnkn ewodvag wc Reference

4.2.3 Archimesh

Av16 10 add-on givar €101KA GYESAGUEVO Y10, VO ONULOVPYEL GTOLYEID APYITEKTOVIKNG, OTT®MG OMUATLA,
nopteg, mopdabuvpa, vrovAdmia kovlivag, phelo, OKAAES, KEPUPOOKEMES Kol GAAC OVTIKEIPEVA Yl
dwaxdounon onme, Aaumes, Pifiia, otdplo kKot KOvPTived.

Mo vo glvar gpuet n xpnomn tov yperdleton N gvepyomoinon tov amd 10 Tavel twv add-ons. A@ov
gvepyomomOei, pe v ovvropevon ShifttA vy ewoaywyn primitives, oty xotnyopic. Mesh,
epopaviCeton mhéov n vmokatnyopia Archimesh, and 6mov pmopel va emidexBel 6moo avrikeipevo
Belncovpe Omwg paiveror oto Zynua 4.6.
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yqua 4.6: Archimesh menu

Yrmapyer ko n emrioyn va dnuiovpynBodv amevbeiog to poviéla avoiyovtag to mapdbvpo Tov
archimesh add-on amd v Aloto mov Ppicketan kabeTa Ko de€1d ad To navigation pe dvopa create.
To «éBe avtikeipevo pmopel va €xel TIG OkEG TOL PLOWICELS, HEPKA £YOVV OPKETEG EVAD AN
TEPLOPIGUEVEC.

Joor
Fr 1.00
Fr 0.08
Rotation
Right o
I
Handle: Handle 03

» Create default Cycles mat...

limesh

= Elements

Room Column
Door
Rail Windows  Panel Window
Cabingts Sh

Stairs Roof

Larmp

Synua 4.7: Tlapaderypo poviélov toptag tov Archimesh Add-on
Epgavileton mapoamdve n deragr tov archimesh add-on xotd v ypion.

1o povtéro ypnoomomnke yio va tpochécel moptes, Tapdbupa Kot KOAMDVEC.
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4.2.4 Sapling Tree

To "Sapling Tree" eivar éva add-on Blender mov emitpénetl tn ypriyopn dmutovpyion evoc 6évipov
kaBopilovtag opiopéveg mapopétpovc. To add-on ypnowwomotel pio teYVIKA 7oL ovoudletal
"otoYaoTIKN SetypaToAnyia" yio va SnpovpynoeL £va SEVTPO LE PEAAICTIKN ELPAVION HETAPAAAOVTOG
Toyaio To péyebog, To oYU Kol TO oE010 SOKAAOMONG TOV KAASIDV KOl TV GOAA®V TOV SEVTPOV.
‘Exel kdmolo wpokabopiopéva pHovtéro 6Evip@v(opevodut, medko, 1T K.G.) Kol 0QOTov ETIAEYEL TO
emBountd €idog dévipov, cvveyilel o ypNotng Vv enelepyacio Tov pe TIg VIOAOEG pubuioels, ot
omoieg mokidovv. Mmopel va aAldEetl To pnKkog kot 1o TA00¢ TV KAASUDV, TO VYOG Kal TO TAY0G TOV
0évipov, 10 TAN00g TOV EUAA®V OKOUN Kol TO GUVOAKO OYNUE TOV KAAOIOV, dniadn éva mo
GTPOYYVLAO 7| KOAIVOPIKOS K. 4.

I'o va ypnoomonBei, pe v ocvvidpevon Shift+A yia elcaywyn primitives, otnv katnyopia Curve,
eppaviferon mhéov 1 vrrokatnyopia Sapling Tree Gen.

r:JI.u'I:us Curve

urbs Circle
- A Path
Grease Pencil 7
T}y Sreeee Ee :} Sapling Tree Gen

K Armature

.ll'.l' Lattice [undocurmented operator).

J- Ernpty
ﬂ Image

Zynua 4.8: How to use Sapling Tree Gen

‘Etol, pmopel va ypnoomomBei yio ™ onpiovpyic pog PEYAANG TOKIAIOG Sl0QOPETIKOYV TOTMV
SEVTPOV Kal YL 0TO €lvar Eva xpNoo epyaieio Yo T dnulovpyio TPIGOIACGTATOV TOTI®V, 0OV Kol
QLOIKOV CKNVAOV. ZTO LOVTELO YPNCUYLOTOONKE Yot TV dNuovpyio 1TidV Kot TEVKMV.

4.2.5 BoltFactory

To BoltFactory etvaw éva add-on mov ypnoiponoteital yio tn dnpovpyio poMOTIKOV HITOVAOVIDV KO
Bwov. Emtpéner 1 Onuovpyloa pog mOWKIAIG SOQOPETIKOV TOTMV UITOLAOVIOV Kot Ploddv
kaBopilovtag Tapapétpoug 0nmg o apldudc vnudtoy, o THrog orelpmuatog Kot to uéyebog. Emiong
glval gQktd va mpooTtebolv peaMOTIKEG VOEC OTA LOVTEAN QVTA Yp1oiponolmvtag displacement maps
kot normal maps. To BoltFactory givar apketd ypriolo yo ) dnpovpyio unyovikedv eEaptnuiTmv
KoL £pY®V UNYOVIKNAG N OTIONTOTE AALO omattel TN ypriomn Proov.

A@ov evepyomomBei 1o add-on, pe v cvvtopevon Shift+A yia eilcaymyn primitives, otnv Katnyopio
Mesh, eppaviletatl n vrokatnyopio Bolt.
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- |:| Plane

Metaball

In) Grease Pencil

K Armature

¥ | attice

Empty

Image Archimesh

Light » . E!DH:
Light E'l'l:ltllj

Construct marmy types of Bolts.
Camera

yua 4.9: How to create a Bolt after enabling the Add-on

Y10 povtédo ypnoomombnke oe poviéla omwg ot mvokideg KOK, mivakideg tov ALITALE ya v
KaB0dMyNoT TOV EOITNTAOV GTA TUAUATE TOVG, Kol G€ GAAN LOVTELD OTTC 6TV PAcT amd TIG AAUTEC 1)
Kol fAcT OTEYUONG OVTOKIVITAOV GE TAPKIVYK.

4.2.6 Import BrushSet

To "Import Brush Set" givai éva add-on mov emitpénet v €160 y®YN OET TVEA®V A0 GAAO AOYIGHIKO,
omw¢ 1o Photoshop, Bridge 1 to Krita k.d., oto Blender. Eival 1diaitepa xpnoipo yo ynelakovg
Loypaeovg, KOAMTEYVEG Kol E1KOVOYPAPOLE OV epYALoVTaL GE LAPOPETIKA TPOYPAULOTO AOYLIGLULKOD
Kot B€Lovv va g16AyoVV Ta GOHVOAN TIVEA®MY TOVG Ao TO £va AOYIoULKO oto blender. 'Etot pe avtdv tov
Tpomo dev ypedleTor 1 dnuovpyio TOV TVEA®V TOVg EOVA Kol TAVTOXpOva £ouv mpocfacn oe
UEYOADTEPT] TOKIALD TTIVEA®V 0TO LTIV TOL TPOGPEPEL TO blender.

TN v xpron tov, mpénetl vo matnOei: File =¥ Import = Import Brush Set, va entieyei n ekdva tov
mTvéAOL, M ontoio popel va etvat popeng .jpg -png k.&. Topa &xel mAéov evtaybei oto blender ko etvon
OtoB€o1po Yo EMAOYN KaTa TO text painting amd TNV KOPTEAX ETAOYNG TIVEAOV.

35



Kepdiaio 4

Data Prev

s, Import
Export
ntion (.us
External Data il
e ci
Clean Up
- Alembic Files

Defaults

Quit

G

fSpy (fspy)
Brush Set

Zynpa 4.10: Import Brush Set

310 HOVTELO YPNOIUOTOMONKE Yo VO SNUIOVPYNOEL PEAACTIKY] VON GE CKNVIKG OVTIKEILEVO GTOVG
dpoUovE, KOOMG KOl G KOADVEG Y10 GKOLPILA.

427 Node Wrangler

To Node Wrangler givon évo add-on mwov mopéyet pio cuALOYN epyareimv Yo epyacio ue KOUBovg 6to
Blender compositor. Ot koppot givar £vag Tpdmog dnpovpyiag Kot YEPIoUov EKOVOVY Kot fivteo oto
Blender cuvdéovtog Srapopeticong Tomovg "kOpPov" peta&d toug og éva mpdypappe eneEepyaciog
kopuPov. Eivar éva 1oyvpd epyareio mov amromoiel tn dwdikacio exeéepyaciog KOUPOV TapEyovTog
éval Vpv PACUN YPNCIUOV AELITOVPYLDY Kol cuvTopevoemv. Tlapéyet shortcuts to omoia, fonbodv cto
va yivetar n dwdikocion o ypriyopa, gubuypappiler Kot dtavépel Tovg kKOPPovg 610 TPOHYPOAULLY
enekepyaciog KOUPoV GOTE v daTnpeitol opydvmon katd Ty emefepyacio Kol eMITPERMEL TNV
avirypopn KOUPwv. ATO TNV oTIYU TOV EVEPYOTOLEITAL, Ol YPNOTES UTOPOVV Vo, £xovv Tpdofacn ot
OA0L ALTE TOL AVAPEPON KAV TAPATAV®.

Xpnowomonke katd v eneEepyacioa OAwv TV KOUPmv Kabmg ol cuvtopedoelg tov Bondncav
otV ypnyopotepn eneEepyacio KOUPwV.
4.3 Aopedv Add-ons ywo gykatdotaocn oto blender

Metd amd Sidpopeg avalnTioels Yo TNV €0PECT TEXVIKAOV KOl VAIK®V, TO OTOTEAEGUOTO 0dTYOVGOV
ce Aoylopiko tpitwv. Add-ons to omoio TPoypappATICTKAY KO QTIEYXTNKAV ATd TNV KOWOTNTO TOV
blender kot mpocpépoviar aTovg vdAomovg dwpedy. PuGKAE VTdPYOVY Kot el TANPOUNG, AALL GTO
povtédo tov ALTTIALE ypnotponomOnkav pévo dwpedv add-ons, avtd avoaidovtol ToapoKiTo.
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4.3.1 Poliigon Addon

To Poliigon &givol €vag 16TOTOTOC MOV TPOCPEPEL Uia. LEYOAN PPAIOONKN VEMOV KOl VAIK®OY VYNANG
TOLOTNTOC TOV UTOPOVV VO YPNCLOTONB0OV 08 AOYICUIKO TPIGOIAGTOTNG LOVIEAOTTOINGNG, OTMG TO
Blender. Avtd ta textures pmopodv vo oyopaotodv Kot v ANeBoldv omd Tov 16TOTONo 68 SLIPOopPES
poppég, cvpmeptrappavouéveov JPEG kot PNG. To Poliigon add-on Aowdv, éxel avoamtuybei e okomd
TN obvdeom Tov 1eTdToToL poliigon pe to Blender, £ét61 dote o1 ypfoTEG VO UTOPOLV Vo, avalnTohV Kot
va glodyovv textures 1 assets amevbeiag ota £pya Toug 010 Blender.

A@ov vyivet install tov add-on, Ba eppoviotel 6e&16 omd to navigation otnv mAaivi AMota(sidebar), pe
6vopa Poliigon.

~ Poliigon

All Assets

B+

& Purchase (FREE} w

Zynpa 4.11: Poliigon in Blender

Ao autv TV AloTo 01 XPNOTEG UTOPOVV Vo, avalnTioovV, Vo £YKOTOGTICOVV Kol VO EQAPUOGOVV
amevbeiog 6TO LOVTELO TOVG OTL DVAIKO TOVG OPECEL.

4.3.2 BlenderKit

To Blenderkit eivon mapoépoto pe to Poliigon, kabmg givar éva dwpedv add-on yio to Blender mov
enupémel v avadnmnon, ANyn kot ypron vyning mowwtrtag 3D otoyyeimv amevbeiog péca oo
Blender ko1 dwBéter ko avtd ducd tov wotdtomo. Ta otoryeion mov dwatiBevron péow tov Blenderkit
TepLoUPAvovy HovTEAD, VAMKGE, TVEAD K.G. 7OV ONUIOVPYOVVTIOL KOl GUVEICPEPOVTOL OTO pia
KOWOTNTO KOAMTEYVDOV Kol GYEOI0GTAOV.
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* Blenderkit Profile

» BlenderKit Login
Find and Upload Assets -
Search a8 Upload

Models

4 Materials

Scenes

£ HDRs

] 5 Brushes
Login

Sign up

Zynua 4.12: BlenderKit tpdoPacn and to sidebar

Emumiéov, yuoo v kodotepn avalitnon, Topéyetol Eva gupd QA0 TopauéTpmV Yo vo fonbnoet
YPNOWOTOIDOVTOC PIATPA 6T amoTELEGHATA ova(TNONG, OTTMG Katnyopia, apldpd morlvyovay, Lopen,
adela xpnong KA.

A@ov yivel install tov add-on, Ba eppaviotel degld amd to navigation otnv wAaivi Aota, pe dvopa
Blenderkit.

Axoun Ba eupavictel pio umdpo 010 KEVIPO NG OETMUPNG Omov M avalftnon yiveral ToAd wo
YP1yopa.

Zynua 4.13: Zovroun tpdcPacn BlenderKit and 3D Viewport

370 HOVTEAD YPNGIUOTOM ONKOAY VAIKA, DOEG KOl GKNVIKA avTIKEipEV 0o avto to add-on.

43.3 JARCH Vis

To JARCH Vis eivan dwpedv add-on yw 1o Blender 3D mov Bonfd otn onovpyia opiopévav
OPYLTEKTOVIKAOV OVTIKEWWEVOV HE TPOTO TOL T0. KaB1oTd €0Kolo mpooapuocipa. Ileprapfdvet
apdbupa, 0poQEC-OKETES, TodUATO Kot matopa. Eppaviletar oty aplotepn pepld kdto ond to
Toolbar.
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v JARCH Vis

E[] Corvert Object

IE‘ Add Flooring
[l Add siding

M, Add Roofing

ﬁ] Add Window

yqua 4.14: JARCH Add-on in Blender

To ka0 éva povTéLo €xel SLPOPETIKOVS TOTOVG KOl UTOPEL £TGL 0 ¥PNOTNG VO EMAEEEL TO KOTAAANAO.
XV TopaKkdTe ewovo epeoviletal pio oKen TOTOL KEPOUIDLN Kot ApIGTEPE GTO TAVEA PAIVOVTOL O
SLapopeg pulpioceig OV puropovv va aArLGEovy T0 LLOVTEAO.

Cube.001

Total Length

Tile Radius.

Zympa 4.15: Hopdderypo okenng tov JARCH

Y10 ALITA.E awtd 10 add-on ypnouonombnke oe mapdbopa kot opopéc.

4.3.4 Mtree

To mTree givon éva add-on ywo o Blender mov emttpénet evioda tnv dnpovpyio peaAGTIKOV SEVIP®V
kot dacwv. To add-on OSmuovpyel éva TpLodidoTato TAEYHO €VOG OEVIPOVL KOl EMITPEMEL VO
TPOCAPUOCT] TNG ELPAVIONS TOL OEVTPOL TPOooapuOlovTag S1APOPES TAPAUETPOVS, OTWOC TOV aplOud
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TOV KLSIOV Kol Tov eUAL®V. Elval apketd mapopoto pe to add-on wov tpocseépet To blender, sapling
tree pe kvpa dtopopd 0tL 1 eneEepyacio Tov Mtree yiveton péow KOUPwv.

[T ovykekpyéva ot puBuicelg tov add-on mepiiapfdavovy mowidia epyolreiov yio v eneéepyacia
TOV OMNUIOVPYOVUEVOL TAEYUATOG, cvumeptlapfoavouévng tng dvvatdtntag vo Avyilovy kKot va
otpifovv ta. KAAOIE, TPOGAPUOYNS TOV GYNUATOS TOV GUAA®Y KOl OAANYT) TOU GUVOAKOD GYNILOTOG
tov dévtpov. To mTree cuvodevetal emiong amd pia PAOONKN TPOKATACKEVUGUEVOV EWOMV OEVIPOV,
EMTPETOVTOG T YPNYOPT| ONUOVPYIL CLYKEKPEVEOV TOT®MV dEVIPMV. AKOUN, EYEL TLYOLN YEVVITPLL
Yo TV dnpovpyio S10.QPOPETIKOD GYNUATOG EVOG OEVTPOV UE TIG 101eg pubuicelg Kabmg Kot TpdypapLe
enekepyaciog oyNUATOg @OAAOD.

AoV gykatactabel To add-on, yio v ypMon Tov Ba TPETEL VO PN GLOTOCOVIE TOV ENEEEPYAOTN
MTree.

av Playback - g~ View

Nonlinear Animation

Zyqua 4.16: MTree Add-on mg Editor

Onoc eaivetol oty TapakdTo €1KOVA, 1 ONHIOVPYIN TOV SEVIPOV KOOMOS Kol 1] TPOsONKn GUAL®Y G
oVTA, yiveTal e TV ypnomn KouPmv.

Zyua 4.17: MTree workspace interface
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10 povtéAo YpnoLomomOnke yia Ty dNUovPYic TELK®YV, EAATOV KoL GAADV E0AOV.

4.3.5 BagaPie modifier

To BagaPie Modifier eivor éva add-on mov mepilopfdvel TopapeTpikéc TPOEmAOYES, epyaleio
dlaomopdg, Tuyaiovg mivakee. Ta epyaieia dtacmopdc amotelodvTan amd: paint, camera culling, proxy,
object mask, layers, textures mask, security features, randomization, precision instancing. Ot
TOPOUETPIKES OPYLTEKTOVIKEG OmoTEAOVVTOL amd: stairs, pipes, fence, handrail, beam, windows, tiles,
cables, beam, column, wall. Ot Tuyaiol nivakec (random arrays) diakpivovton og: circular, grid, linear,
array along curve deform, array along curve without deform. Mia axdéun ponbnt) katnyopia Tov
nepthapPavel to add-on elval n dwyeipton ko Pedtictomoinon mov €xel TIG EMAOYEC: group, group to
instance, proxy, save assets, save material.

Scatter
Displace Scatter Paint
Instances Displace Point Snap Instance

Deform Iy

Wall Brick
Wi n dow
Fipes Colurnin
CLve Bearn Wire Beam

Stair Linear Stair Spiral

EI oor t|ErIl:|I'Ei|

= Union

Group

Zynua 4.18: BagaPie menu interface

Mo T0 povtého ypnoyomombnkav ta epyoieios dSl00TOPAS Yo TO YPOGidl Kot To okOpmio dEVTIpa
KaODC Kol 01 GKAAES GE GYNUOL GTTIPAA.

4.3.5.1 Blender-osm

To Blender-osm givor éva dwpedv Kot avorytov kddwka add-on yiwo to Blender mov emtpémer v
gloayoyn dedopévov OpenStreetMap (OSM) amevbeiog oto Aoyiopkd. To OSM eivan éva tpotlekt
OV dNUIOVPYEL KOl TOPEYEL OMPEQY YEOYPAPIKA EOOUEVA, OTWOC XAPTEG OPOUMY, KTIPIMV Kot GAA®V
YOPOKTNPIOTIK®Y, o€ Omolov 10 Bérel. Me 10 Blender-osm, pmopet va yivel glcoywyn ovtov TV
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OEJOUEVOV OKOUT KOl YPOTN KOUUATL YNG Kal, GTN GUVEXELD, Vo ypnotpomombel yio tnv dnuovpyia
3D povtéhmv, kvoduevov oyedinv katl didpopeg ancikovioels. To add-on emitpénet v mpocapuoyn
To glo0yopevev dedopévav aAhalovtag S1Apopes TOPAUETPOVS ONMOG TO EMIMESO AEMTOUEPELNS, TA
YPNOYLOTOLIOVUEVE, DAIKG KO TO EXITEDO OMAOTOINGTNG.

A@ov gykataotabdei 0o epeaviotel 0e€1d amd To navigation oty TAaivi AMota, pe ovopo OSM.

Impor.. s

Terrain: WA
30
» Import builldings
" Import water objects
» Import forests
" Import other vegetation
» Import roads and paths

Irmport railw

Zynpa 4.19: OSM access from toolbar

210 HOVTEAO Ypnoilponomdnke katd to TpdTa 6TAde, 6TV Tpoonddeia va dnpovpyndoly ot dpdpot
KOL TO KT{POL PE TIG OMOTEG O100TAGELG Kot VT 0e00UEVOL OTL AAUPAVEL aVTA TaL SEdOUEVA. AVGTUYADG
petd v elcaymyn tov covietaypuévov tov ALITAE Xivéov 1o amotédeoua £0e1&e 0Tt To dedopéva
dev MoV opkeTd Yoo avtv v tomobecia. Eival opmg éva apketd Pfondnrtikd add-on mov dovievet
onmwg Oa énpene oe dAleg TEPLOYES.

L] He P rer

Yynua 4.20: OSM & GIS result
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43.6 GIS

To GIS elvan por teyvoroyio TOV YPNCUOTOLEITUL YioL TNV ATOBNKELGN, TO YEPIGUO Kot TNV avdAvon
YEOYPUPIKOV dedopévov. X1o mhaicto Tov Blender, to GIS add-on avaeépetor otn xpnon dedopévov
Kot teyvikav GIS yw ™ dnuovpyio TPLodGCTOTOV LOVIEA®V, KIVOOUEV®V EIKOVOV Kl d1APOp®V
OTEIKOVIGEMV YEQYPUPIKDOV YOUPOKTNPIOTIKOV, OT®G TOTin, KTiplo kot vrodouéc. Eivoar apxetd
Topololo pe 1o mponyovpevo add-on KaBOC kAl To dVO TAIPVOLV TO YEOYPUPIKA OSdOUEVE, Kot
umopobv va ypnoomomBovv yia tn dnpovpyio Piog HEYAANG YKALN TPIoOIAoTATMV LOVIEA®V Kol
OTEIKOVIGE®V, OnO PENMOTIKG OOTIKA TOTIO £0GC AETTOUEPELG OPYLTEKTOVIKEG OMEIKOVIGELG, OAAG KOl
TPOCOUOIDCELS TEPIPAALOVTOG KOl TTOAEOSOLKOD GYESAGILOV.

Metd v gykatdotaoct, 8o epeaviotel 1 emAoyr GIS 0e€1d and 10 object Onw¢ @aivetal 6To oYL
4.21

Edit Render

GIS
515 ' I.‘ L1 :.:' ‘ﬁ Preferences

Top Orthographic @ Web geodata
{1} Collection | EXPORT GOOGLE SAT WM
100 Meters

Yynua 4.21: GIS access button location

EmAéyovrac v komyopio Web geodata = basemap sugaviletat o ydpmg g yne.
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Top Orthographic
(1) Collection
Kilometers

Yynuo 4.22: GIS earth map view

Ytov ybptn avto, pe plo avalpmnon oty Zivoo gpeaviCetar to ALITIALE 6mov pe 1o mdtnua tov
mktpov E anotundveral to onpeio Tov yoptn mov £xel emAeyel, o€ plane.

Zynpa 4.23 GIS map turn to plane

¥t0 povtélo viomomdnke avtd 1o add-on poli pe to OSM oty mpocmabela va amotvnwdody Ta
oMOTA pETPa OMMG avapépinke vopitepa. Ovte avtd to add-on KaTdPEPE VoL ATOTLIIMGEL TO. KTipLla
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kot Toug dpouovg tov ALITALE kot wpogoavde 00te kdmolo AL apoD To, YEOYPUPIKE SEGOUEVA TNG
2ivdov o€ avtd 10 onueio glvarl eAm.

4.4 Emnihoyog

Hopoandve meprypdoniay ot katryopieg tov add-ons, mwov eivor omd To OMUOVTIKOTEPA KOL TO 71O
YPNOULO YOPOKTNPLGTIKG TOV TPOoPEPEL TO blender. Avoivdnie o TpdTOC e TOV 0010 UTOPEL KAUTO10G
VO TOL XPNOLOTOUCEL Kot Yo, KOAVTEPT Tagvounon ta add-ons ympiotnkov o 600 opddes, o€ avTtd
mov divovtal amd 1o 1o 1o blender kot g avTd OV pmwOPovV Vo TpocTeBoHV TNV AMoTa PETA 0md
gykatdotoon add-ons KATOGKELOGUEVO OO GAAOLG TPOYPOUUOTIOTEG GTNV KOwOTNnTa ToL blender.
Téhog, avaivOnKoy oNUAVTIKEG TANPOPOpPieg OTmg To. fnata Yo TV xpnomn tov add-ons to omoia
viomomOnkav oto povréro tov ALITALE
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Kepalaro 50: Movrteronoinon ALITAE

5.1 Ewoayoym

Onwc oM avaeépbnke 1 dtadikacio SNUIOLPYING TPIGOACTAT®V AVTIKEWUEV®VY, CYNUATOV KOl CKIVOV
ovopdletor povielomoinon kol omoTeAEl TO TPOTOPYIKO Prue Yoo TNV SNUOLPYIN PEAACTIKGOV
oKNVOV Kot Hoviédmv. 'Etol kol otnv mepinTmon NG GUYKEKPIUEVNG OIMAMUOTIKNG, YPELICTNKE
OPKETOC YPOVOG GTO VO LOVTEAOTONOODY OAGL TOL AVTIKEIPEVO OLTNG TG UEYAANG oknvig. A&ilel va
avaeepBel mog 1 Ponbeio Tov Kvpiov Alopovidpo Kotd TO TPOTO GTASM TNG HOVTEAOTOINOTNG
Bonnoav otmv opBdtepn kan ypnyopdtepn ovdmtuén kobmg d08nke M tomoloyia tov ALITALE og
popon “.dwg”. Eionybn oto blender ce poper DXF péow add-on 6mwg avaeépbnke oto kepdiawo 4
KoL a@ov yopiotnkay o kadfkovta oty péon, N kabepio Eexivinoe v dovAeld tng o€ Eeymplotd
blender apyeio. H évoon tov poviéhov cuvéPatve avd 600 1 Tpelg efdouddes Kot To TeEMKO povtéo
“ouvopuoroynnke” otov vroloylot mov umopel va vrootnpigel to blender kaivtepa. Xpeldotnroy
OpKETEG POTOYpOpieg amd Tov ydpo tov ALITA.E, 1 yprion google maps kar google street view(£otm
Yo TIC €16000V¢) Kot fordnoe axdun og avagopd, Pivteockomnuévo vikd ard drone, tov ALITALE to
2017(nponv ATEI®) ov €yel dnuocievdei oty mAateoppo YouTube.

5.2 Ta povréra

Kémota povtéha dnpovpynnkay €€ oAokAnpov ond gudg eved dAla Ppédnkay amd Etowa assets, Kot
d€ymnKav oA N Alyn eneepyacia yio vo pTAGOLY 6T0 EMOVUNTO ATOTEAEGLO KOl VO Lo1dlovV OGO TO
duvatov yivetan pe 1o ALITALE. Zto povtédo ytiomkov dpopot, telodpouia, Ktipto, AAUTeg, TvaKideg
001K1G KuKAoQOpiag, eavapla, dEvipa, cuvipdvia, | ekkAnoia Ayiov [ldviov, To ekkAncdkt Ayiov
Nektapiov, kddot okovTIdImV, ddpopa oknvika avtikeipeva tov ALITA.E. TTapoakdto avaivovtal e
KOTIYOPieC, Ol AETTOUEPELEG TNG SL0OIKOGI0G TNG LOVIELOTOINONC.

52.1 Kripw

To mpdTo Ko Packd Prpa, eivor n dnpovpyia g yeopetpiog Tov ktipiov. H dnpovpyia dAov tov
ktpiov &ywve amd évav kOPo. Me avoaeopd TV TomoAoyio. 6€ Guvdvaoud pe T0 google maps kot v
nwpoPorn) amd drone, o kKOPoG peTATPAMNKE 0TO KATAAANAO oYNUo Tov KGOE KTipiov pe To epyaAeio
Extrude, Scale, Rotate x.4. Apod teheudoel 1 KOpLaL dopr), TNV GUVEXEW TPOGHETOVTOL AETTOUEPELES
omw¢ mapdbopa, TOPTEG Kol GAN apYITEKTOVIKG YapoKTnploTikd. ['o va enttevybel avtd ypeidoTnKoy
oL pOToYpaPiec g avapopd, eite planes pe TIC EIKOVEG Y10 AVOpPOPA, €iTE 01 €1kOVEG MG material 6To
KTip1o, £€T61 OGTE VO CYESOTOVV GMOTA Ol OaoTAoELS UETOED mopabvpwv KA. o avtég Tig
Aemtopépeleg otV dopr| TV KTipimv ypnoomomBnkay kupimg ta epyaieio Loop Cut ko Extrude og
Edit Mode. To Loop Cut mpenel va yivel o€ kdbe onueio kabetng 1 opldvTiog Ypopung £Tol OCTE Vo
dnuovpynBovv ta katdAAnAa faces, e kdmola amd o omoia Ba eQopPUOCTEL extrusion TPOG To TO®
yio BaBog. Xpnoomombnke n Aettovpyia Evoong Tov vertices pe to ctrl+m oe moAhd onueia wov
GUVLTINPYOV TOAAG vertices, OTmG kot 1 Aettovpyio doywpiopod twv vertices pe to ctrl+v yu tov
avtifeto Adyo. A&ilel va onuelwdel n dwdikacio povreromoinong evog ktipiov, umopel va gival o
TEPIMAOKT] AVAAOYO. TO KTIPLO, KO UTOPEL VO UTOLTEL TOPUTAVD PRt 1 TPOGAPUOYEG GE GUYKPIOT
pe GAAa, ov To emiBounto eninedo peaiiopol Tov KTipiov gival vynidtepo. o Tapddetypa, Ta KTipto
Om®G aVTO TOL TPONV TUNHOTog Mnyovikov Oynudtov, Teyvoroyiog Tpopipnmy Kot Tov TUNHATOG
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Hlektpovikng dtabétovv €va o TOAVTAOKO Gy, 0td avTd ToL TPONY Mnyavikav [TAnpopopikig
Kot GAAQ TOPOHOLD LE QVTO.

g AUTEG TIC MEPUITMOELS YPEWICTNKE TEPIGCOTEPOS YPOVOC, TEPLOGOTEPES EVIGELS KOl dayMPLoHOL
TV vertices AOY® TV S10pOpOV VYOV TOV KTIPiV.

Zympa 5.1: Kripro tov Tpipatog IIAnpopopikng Kotd v povteAonoinon

Yynuoa 5.2: Ktiplo oty gicodo tov ALITA.E koto v povtehomoinon
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522 @voq

O ydpoc Tov ALITA.E mepiéyel apketd npaotvo, moALd €idn dEvTpmv, d1dpopa AOLAOVILN Kot XOPTO.
‘Hrtav pio mpoxkAnon 1o av o ywvotav Mot avilypapi OA®V ToV 0OV ToV dEVIp®V, N av Kde
nepoyn Oa elye 10 cwOTO TOMO YPOUCIWOOV. ATOPACGIGCTNKE VO TEPLOPLOTEL TO HOVIEAO OTO O
OTUOVTIKG €101, VIOl VO DTLAPYEL HEYOADTEPN ECTIOGT GE OTUOVTIKOTEPH LOVTEAN OTI®G O OPOHOG. X&
VT TNV amdPAcT GUVEPOAE KOl O TEPAGTIOC OYKOG GMTOYPAPIOV OTOL Kibe puépa, Metd amd pia
OVOOKOTN G TOV DAIKOD, TOPATNPOVVIOY KAlvovpyLa 10N.

Yrdpyovv dibpopot Tpdémot Le Ta epyareio tov Blender mov emitpémovy v onpovpyio goong. Xty

OMA®UOTIKY vt ¥pnoipomomOnkay toAlol kat dopopeTikoi Tpdmot. o evkordTEPN KOTAVOT|ION OOt
YOPIOTEL 1] avAAvoT 6€ D0 KATNYOPIES, TO YPUGidL Kl To OEVTPa.

=T v poviehomoinon TV 0&vipoV, Onwg avaeépnke oto 40 KeEQAAL0, ¥PNGLLOTOM O KOV
add-ons. IIpdta €ytve avookOTNOT TOV EOTOYPAPIKOD VAKODV, £T6L doTE Vo mapatnpndel Tt €160¢
énpene va, OTLoyTEl.

'Etol, yuo mopddetypa, apov mapatnpninke oe moAAEC eKOVES OTL LITAPYOVLY TEVKA, PN CIUOTOM ONKE
Kot 0o to 000 add-on, To TPoKAOOPIGUEVO LOVTELD Y10 TO TEVKO.

i Node ™ ofitl

v Trunk Node ode [~ Branch Node

v Branch Node.002 Tree paramteters

fength
radius
amount 2 5 T - utio 6 branch_numbe &
S : angle
split angle 0.97
. radius
radius =
start leaf am 3
start T
resolution 3 115 length leaf max_0.10

Yynua 5.3: Two pine trees from each Add-on

Metd omd puvOuicels oTIG TMOPAPETPOVS YL TWEPIGCOTEPA 1 KOl TUKVOTEPA KAMSIE Tpémel va
OTOKTIGOLV TO YOPUKTNPLOTIKA QOAAA-BerdVeG. 1o add-on sapling tree, n dnpovpyia avtdv Eyve pe
Baon TV TapaUETPOV, OTMG OIVETAL OTIV EIKOVA.

48



Movtehomnoinon

(1) Collection | Tree.001

Zynua 5.4:Sapling Tree settings for needle leaves

1o mtree, ydpng TNV WOTNTO TOL £YEL VO, eMAeYel object ue eyedrop teyvikn, apkel vo, dnpovpyndet
TO0 UAAO PBerdva, Kot va emideyel amd to twig node. Etotl pohig emiéEovpe va epeaviotody Ta OAAY
Ba dovLE TO dEVTPO Vo TEPLEYEL TOL PVUAAC TTOV T LLOVPYTCOLLE.

Sample 81024

Yynuo 5.5: Mtree Pine tree with the addition of leaves
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Synua 5.6: Mtree, preset example of twigs plus self added needle twig

AQOV ETOWWOCTOVV TO OEVIPA, LE TNV EMAOYN TNG TUYOIOG YEVVIATPLOG ONUovpYEiTtal OEVTpo LE
TOPOUOIEG TOPAUETPOVG OAAG WIKPEG OANOYEG OTO AVYIOHO KOPUMV Kol KAOOIDV OT®G Kot
SLOPOPETIKEG KAMOELS, £TOL MGTE VO, VITAPYOLV JAPOP GYNLOUTO QVTAOV TOV OEVIPOV KOl QVTOUATO, VO
Yivel o peaAloTikd TO TOTiO.

e pia meproyn tov ALITIALE, dimha oto vocokopeio kot tnv X.A.0. vdpyovv dV0 QPOIVIKES, Yo TNV
dnuovpyia avtdv dev ypnoyomomnke add-on kabdg o1 pvOpicelg v Topapuétpov ToVg dev gival
KaTdAANAEG Yoo TNV dnuiovpyio. Tov €idovg avtov. Etol, M povtehomoinom £ywve ¥pnoIUOTOIOVTOG
KOAWVOPO ¢ KOPLO, 0 omoiog e epyareia OTmG To scaling epaprdcTNKE OOTE va £xeL 1010 oYM LE
avtd tv powvikov tov ALITALE kot yio to 1dtaitepa OAAL TOL XPNOLUOTOWONKE pia TEXVIKY OTNV
omoia yperdotnke pia 2D giwova tov @OAA®@V pe transparent vofadpo.
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Sample 7/1024

Zynpa 5.8: Palm tree in render view

lNo va emtdyel vty N te)viKn ¥Ppedlovial cLYKEKPIUEVEG PLOUIGEIS, TPOTO TPETEL VO, UTEL OC
material 11 ewovo TOL EOAALOV TOL £)El EMAEYEl, KAl GTNV GLVEXELWN, OTIG pLOUiceEl Tov material,
viewport display settings mpénet va aAlhdEel to blend mode oe alpha blend kot To shadow mode oe
alpha hashed.
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port Display

Pass [ndex

Zynua 5.9: Settings for transparent image texture

Xpewaletar akoun pio eneéepyacio v UAL®V-planes yio éva QLGIKO AVYIGHO, OTOTE POV Yivel
subdivision yio va gppavietovy vertices pe 1o proportional editing apkei vo onkmBovv kdmolo amd
OVTA TPOG TOL TAVE.

Yynua 5.10: Subdivision, Proportional editing & Smooth effect

Ye ovtqv v mepintoon Pondast m Swdwkacio g povredomoinong o€ solid va yiver pe
gvepyomompéEVN TNV emhoyn va epeovifetat o texture g ypodpa 6nmg eppavifetatl oto oxfua S.11.
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Yynua 5.11: Settings for solid view with Texture for Color

‘Eva mapddetypo amd @uta mov otypotiloov 1o ALITALE eivol 10 ypaoior tng mapmag, yo va
dnuovpynBel avtod, ypnopworomdnke 1o sapling tree add-on 6mov wg Pdon emhéydnke n id, pe
duapopeg pubuicelc OTIC TOPAUETPOVG GYNUOTICTNKE TO QLTO KOl YO, TO YVOLO®TA AOLAOLON
ypnoomoonke 1 01 TeEYVIKN TV VALV ToL Qoivika. Anladn Bpédnke 2D ewkdvo evdc pampas
AovAovdiov, éywve transparent to voPabpo Ko pe T pvBuicelg Tov blend mode ko shadow mode

UETATPANIKE OTO TEAMKO QUTO.

Yynua 5.12: Sapling tree add-on for Pampas plant creation
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[Tépo omd avtd ta cvykekpuévo €ion, péow tmv add-on kot Etoywov asset pe OGpvovg Kot pikpa
dévTpo cupmAnpoOnKe éva peydlo TAn0og dtapopeTikdy d0évipwv tov ALITAE.

=T 10 ypaocidl, ypnowonombnke to add-on BagaPie emedn m d0tta tov yioo v Tv)Oia
dlomopd divel peahotikotnto, 610 povtéro. [ va emithyel avty 1 dwdikoacio apkel vo ETAeyoDY
povTéLa Ypaoldtoy kot pe to shift mopotetapévo va emheyel o plane dnAadn 1 exipdveln TAVD TNV
omoia givol emBuunTd va, amokTioel ypaciol. Tnv dpa mov givar Kot To 600 emdeypéva, [LE TO TANKTPO
J anoktdror mpodcPaon oto pevod tov BagaPie and omov mpémer va emiheyel Scatter yio v Tuyoia

dlomopd e mopapéTpovg, N Scatter Paint av 0éAel kdmolog va (wypagicel To povomdrtt Tdve oTo
omoio 0é el vo vrdpyel ypaciot.

o ecapren

Zynua 5.13: Bagapie Scatter function example

Yynuo 5.14: Grass made with BagaPie add-on in render view
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Axoun ypnoonombnke to sculpting dniadn epyolreio YAOTTIKNG €6GPOVG Yo Vo dnpiovpynoet Eva
AETTOUEPES KoL PEOMOTIKO £0000G, Ympig E&tpa poviéda pe oAnbwva €idn xoptov. Avtd copPaiver
YTl To. gpyoieln EMTPETOVY TV TPOCUPLOYN TOV GYNUATOSG Kol TOL VYOLS TOL €84.QOVG, KaODS Kot
v dvvatotnta va Tpoctefovv Bpdyot 1| TETPEC.

523 Apopor

H onpovpyia dpduov oto Blender dev givarl mold d0ckoAN kabdC umopei e0KOAN VoL GYNUOTICTEL 00
éva plane, pe epyaiein O6mwg to extrude, scale, bevel. H viomoinon tov dpoéuov tov ALITAE
YPEWICTNKE YPOVO Ylo. Vo YivEL O OpOUOG OKPIPNG, aKOAOVODVTOG TIG YPOUMUEG TNG TOTOAOYING.
XpeldoTnKe TPOGOYN OTIG AETTOUEPEIEG KOL OPKETT SOVAELY GTIG GTPOPEC, UAAIGTO, KATOL0 GNUELD TNG
TOTOAOYIOG OEV GCLUUEMVOLGOV LE TNV TPOPOAT Tov google maps, 6 OVTEG TIC TEPITTOOELS YPELACTNKE
OVOOKOTNON TOV POTOYPOOLDY TOL TPAPYTNKAY, Yo v katovondel mANpmG To oYU Tov SPOOL
Kot vo. oXed0TEL 00OOTA.

Apyikd oyedidotnke 0Tl dopaitog vanpye pe Eva object plane kol 6TV cvvéyela pe to Separate tool
yopiotnke o€ TOAMG object o kobéva e To d1kd Tov material Kabmg dev Exovv dGLot o1 dPOLOL TOV
ALITA.E v 3w von. Mepwoi dpopot givar and dopolto eved pepucd Parking £yovv moAlég métpeg M
YOO Kol ¥0pTa. e auTéG TIg TEPTOOES avalntinkav ta mo Toplaotd Material péow Bridge,
Poliigon ka1 Blenderkit ko1 apod PBpédnkov xkdmowa mwov va powdlovv pe to emBountd material

gpapuootnkay peow UV unwrapping.

Mo 5.15: Apdpog and plane mesh
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5.2.4 XKNVIKG avtikeipeva

To, oknvikd avtikeipeva eivat dtdpopa, Kpd 1 pueydda avtikeipevo Tov tpochétovv oto mepipdiiov
PEAMOTIKOTNTA. XP1OUOTOLOVVTOL GE i GKNVI O¢ OVTO 1 VITOCTNPIKTIKA GToLYEl, Yio TOpAdEty Lo
To émmAa, oynuata, kéoot, Adumeg K.0. To ALITALE éyel dupopo oknvikd avtikeipeva kol yio Ty
e£0oQAMOoT TNG PEAACTIKOTNTOS, VAOTOMONKAY T0 TEPICCOTEPA GO GLTA. XE QVTN TNV KOTNyopia
ypnowomomOnkay apketd avrikeipevo and add-ons 6nmg to blenderkit to omoio Tpocépepe Etolua
HOVTEAD OTTMG KAMUOTIOTIKG Yo TO, KTIPlo, KOVOL Y10 TOVG OPOHOVS, KAOOVG OALG KOl TOYKAKLN. €
vt To. povtéda vinpEe IKpY| emegepyacion oe YPOUOTO N KoL G OGN, £T01 ®OTE v £pBovv mo
KOVTGQ otV popen mov cvvaviovtal 6to ALIIAE. AAlwote, n dnpovpyia piag oknvig “modAng” oto
Blender, pmopei va gival po moAdmhiokn kot ypovoPdpa dwdikacio, y' avtd 1 ypnon ETOU®V
otoyeiov fordnce oty emtdyvvon e,

ZKNVIKA avtikeipevo to omoio BepOnkay onUOVTIKG Yo TO LOVTEAO Y10l VO GYESIGTOVY OTOTEAOVV
To. GUVTPIPAVIL, TA KIOOKLM, Ol TvaKideg mov Ponbodv v KabodNynon Tov eornTov oTIS OYOAEG
TOVG, Ol TVOKIOES 0OTKNG KUKAOPOPIG, TA PAVAPLO, KOO0l CKOVTIOUDV.

7 nPOXOXH
AYTOMATH MIMAPA

l EAEYOEPH EIE0AOX

Zymua 5.17: Anuovpyia yépupag pe reference image
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Zymua 5.18: Anpovpyia 'Epyov tov ALITA.E

Zynua 5.19: Anpovpyia tov Kookt

5.3 UV Editing

Apéomg Petd v povielomoinon épyetal 1 dpa vo, Tépovv kdmolo material dha To LOVTELD T OOl
&yovv otwoytel. Edad eppaviCetor to UV editing. Zro Blender, 1 eneepyacio UV eivon 1 dradikacio
dnuovpyiog kol mpocopuoyng tov yapt@v UV mov ypnoipwomotodviolr yio. v TpoPoin Ttwv
ocuvtetaypévav 2D vong oe éva tpiodidotato povtédo. To UV Unwrapping, etvor pio teyvik] tov
blender mov emitpénet pia gikova 2D va epapproctel og Vo TPIGIACTATO AVTIKEILEVO GO va gtvor Eva
avtokoAinto. To UV editing ypnoiponomdnke kdbe popd mov umotve mg material pio eikova, kabdg
dev epappolotay étol omme Oa Nrav 1Wovikd kKot péow tov UV editing pe ta kotdAAnia epyaieia,
ovTo yivetar epktd. H teyvikn pe v omoia yivetol avtd ovoADETUL TOPAKATO.
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5.3.1 UV Unwrapping

Onwg avapépdnke, agod poviehomombel éva poviélo, ypelaletal va dnuiovpyndel xaptng UV vy
oVTO, MOOTE VO UTOPOoLV VO EPAPHOCTOVY VEEG TTAve Tov. O ot1dyog Tov unwrapping UV eivor va
ONUIOVPYNOEL P SIATOEN OV EAAYIGTOTOLEL TNV TAPAUOPPOOCT) KOl LEYIOTOTOLEL TN (PTIOT) TOV YDPOL
UV. "Eva koA6 unwrapping 0o 1e0koAbVEL T BAYIHO TV VOOV Kot o 0To@VYEL TO TEVTIOUE TNG VOGS,
T0 omoio pmopel vo KAvel TIc veég vo eaivovtal BoAég 1 pe pixel. [o v onovpyia UV yapt
vrdpyel n emdoyn "Unwrap" oto pevod UV. Autd Ba dnpovpynoetl avtopata vav xaptn UV yo to
LOVTELO, aALG pmopel va ypeloTel KOADVTEPT TPOSAPUOCT). YTapyovv kot dAlol péBodol 6mwg ot
"Smart UV Project" kot "Lightmap Pack" mov onpovpyovv yépt UV pe mo Peltictomompévo kot
OTOTELECUATIKO TPOTO o€ avyKplon pe T pébodo Unwrap. ‘Evog axdun tpdmog mov vadpyel yio, Ty
dnuovpyia yéptn UV elvar 10 “Project from view” oto pevod UV. Avt 1 uébodog Eetvriyel to
povtého TpoPdAlovids 1o amd o emMAEYUEVI] TPOPOAT KALEPHS KOl €lval OPKETA YPNOUO OTOV
ePYALETOL KATOLOG UE OPYITEKTOVIKA HOVTEAD 1| HovTELD emupavelag omov 1 ddtaén UV mpénetl va
Taupldlel pe po ovuykekpipévn ontikn. [o va ypnoponomBel avt n pébodoc, npémel va Ppicketor o
ypnomg ot Aswtovpyio emefepyoasiog UV kot va emiéser ta faces tov povtéhov mov 0éhel va
EetvAitel. Metd v emthoyn, oto pevov UV, umopel va emiréEer "Project from View" kot va puBpicet
TOV XapTn Onwg BELeL and to TepPdrdov enelepyaciog UV.

vode v &) View Select Add Mesh Vettex Edge F

I ‘lﬂlImWWH}HHHHHHM il I HHIIHIH‘KHII TTRT T EI, T

T I
g HIIIJII‘IMI\M!)\(IW\I Rl“'}g!"l - Tﬁ.

Zyqpa 5.20: ToroBétnom tov vAiuov pe UV Unwrapping
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T @O Dtk 26 Abedoirs RENICH

ymua 5.21: Xpnon Rotate oto UV Editor yio am6doon vong pe toyaio tpdno

H enefepyaoio pumopel va yivel pe pio mowkidio epyadeiov. [ToAld amd to omoia eivor KOwa pe avtd
OV YPNCLLOTOL0VVTOL KOTO TOo modeling.

=>Select: Emtpénel va emieyovv ta faces/vertices/edges/island avdioya pe to moto Selection mode
glvar emieypévo.

=>Scale: To epyaleio TOL EMTPETEL VO LEYOADCOVV 1} VO, LUKPOVOVV TO, ETAEYUEVA KOUUATIOL.
=>Rotate: To epyaAeio mOV EXTPETEL VO TEPIGTPOPOVY TO EMIAEYUEVO KOUUATIAL.
=>Move: To gpyoieio avtd emttpénet Ty petaxivnon.

No onpewwdel 011 o1 erkodves oto UV editing Ppiokovton o repeat ondte av pe 10 scale peyahdGoLvV Ta
emieypéva faces yio mapdderypa, n ewova Bo apyiocel vo emovaropfavetol ToAAEC POPEG, Yo Vo
QOVEL AVTO TO €QE, OPKEL VO EVEPYOTTOINGOVUE TNV €MA0YN repeat oand to View, Display otov UV
editor.

Yynpa 5.22: UV Editor Repeat function result
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O UV editor ypnowomombnke o 6Aa ta povtéha to. omoio EhaPav material extdc amd ekeiva mov
EloPav povo ypodpo amd to €101kd material tab 1 avtd Tov EAaPav ypopa pécwm nodes amd tov Shader
Editor. Xto povtédo tov ALITA.E xvping ypnoomombnke to Project from view d16t1 ta faces énpene
Vo ToPLdEOVY PE GUYKEKPIUEVEG OTTIKEC,

5.4 Texture Paint

H C{oypagwn verg oto Blender gival pio d1adikacio epapuoyng voov o€ £va TPIodtioTaTo HOVTELD
amevBeiog oV eMPAVELR TOV TAEYUATOC PN CILOTOIOVTOG Otdpopo mvéla Kot epyaieio. To blender
owbétel emhoyég mvélwv pe TIC omoleg o ypnotng Umopel va oyxedidoel TOAAG TpdypoTa.
[epthappdvovior Tomikd TvEAQ Yo Papr] YpOUATOV 0AAG EXEL OKOUO KOL TTLO TPOTYUEVE, TIVEAD Y10l
TPocONKN AEmTOUEPEIDY OTMOC YPUTGOLVIES, Ppopés kot @Bopd. Extdc avtodv ouwmg, Ommg
avaeEépOnNKe oe TPONYOOUEVO KEPAAOLO, VTTAPYEL KOL 1) EMAOYN VO TPOGHEGEL KATOL0G TPOCMIIKE
mvéAa, €ite oamd GAAES ePAPLOYES 1 akoua vo Bpel ETola TvEAD G SLAPOPOVS IGTOTOTOVS TTOV TA
TPOCPEPOLY Kol Vo, To. Eldyel 6to blender yio va ta ¥pnOLUOTOMCEL G KATO0 HOVTELD. AKOuN,
VIApYeL M dvvaTotNTo Vo 0AAGEEL To péyeBog Tov mvEAoL pe v odhayn g Tng Radius, m
adLPAVELD TOL YPOUATOC e TNV oAAayn TG TG Strength aAAd Kot o mtpdcbetec pvBuicelg Ommc
pio mowidio and blending modes.

INo va ypnoiponomoet kamolog tnv Asttovpyia Texture Paint Oa ypelaoctel va vapyel TpdTa am’ dAa
éva povtého. Xtig pubuiceic Loypapikng 0o mpémel To mode va eivan single image, kot ov eV VITAPYEL
glKova, v oty omoio BéAel kdmolog va oyedidoet, 1dte mpémel va dnuovpyndel Kavovpya.
Apéomg Bo mpémer vo aAldEel To material Tov povtédov oe Base color=> Image Texture kot va
emleyel 1 €wova oL PoOAS dnpovpyndnke. Todpa umopei o ypnotng va Loypapiocet gite oto Texture
Paint wepipdAiov 6mov N ewkdva, eppaviCeton o 2D popen, gite 610 3D mepiddiov Kot ot aArayég Oa
EVNIEPDOVOVTAL Kol 6T d00 TePPAALOVTA GE TPAYHOTIKO YPOVO. XE AvTO TO GNUEIO VO TOVIGTEL OTL OV
1o UV unwrapping dev €xet cupPetl cwotd n {oypaekr o pavel S0GKOAN kot 6yl TOAD TPAKTIKY GOV
pebodoc yio to material tov povréhov. Axopn, BElel Tpocoyn ool TELELOGEL 1] GYEJINON TG EIKOVOC
oV amoteAel TV LEN TOv poviélov oto mepPdAlov Texture Paint wpémer omwodnmote va
amodnkevtel 1 ekdva, aAMDS TV enduevn eopd mov avoifel to blender apyeio dev B vapyeL VET
GTO HOVTELOD, KO 0 YpNoTnG Ba avaykaotel va emavaidfet Ty dadtkacia.

210 povtéro ypnoomomdnke 1 texvikn tov Texture Paint og material oknvikdv avtikelpévov Tov
OpOLOL OTOC PALVETOL GTNV EIKOVAL.
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Yynua 5.23: Xpion avél@v yuo Snpiovpyic peaAGTIKAG VONG

Ao v Kotnyopia Yo To TvéEAa, emAéyxOnke véo pe image tov tomo clouds, agov emiieyel To 1010
mvédo oto mepPdAiov tov Texture Paint, umopei mAéov o ypfOTNG VA TO YPNGILOTOUGEL Y10, VO
{oypapicetl kGl 010 material tov povtélov. Eniong and to Bridge, €101y6n oto blender £toipo mvéro
OV VA UTopel va dMGEL TO Q€ oL EaiveTol otny eikova. Méow Bridge eionydnoav 0o akdun mvéia
TOMOV  YKPAPITL Yoo vo, d00el peyoddTEPN PEOAMOTIKOTITO GE TIVOKIOEG OOIKNG KLKAOQOPIONG TOV
ALITA.E 6na¢ @aivetol oty Topokdto eKova.

Zynpa 5.24: Xpnon avél@v yKpaeitt yio Snpovpyio pealoTIKOV VOOV
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5.5 Emiloyog

Xe ovTo TO KEPAAOLo ovoAvBnke To Tmwg onpovpynonke 1 Pacikn| yewuetpia, ava Katnyopio, TV IO
onuovtikov povtédwv tov ALITALE. Yrip&e avapopd og teXVIKEG Ol OTTOIEG KOTEGTNGAV SLVOTH TNV
onuovpyia Toug péca amd ToAAG Topadeiypata. AKOUN, EYIVE EIGTYNOT G £V LEYAAO KOUUATL TNG
3D povtedomoinong yio v ve1| TV HovTEAmv, To EeTOArypa yaptdv UV. Téhog avarbnke  nébodog
enegepyaciog vEdV, TOV HOVTEA®V, péow ¢ ueboddov (oypapikng mov mapéyel to blender pe v
YPNON TVEA®V.
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Kepalarwo 60: Rendering

6.1 Ewoayoym

Render eivar m dwdikacio Snpovpylag oG TEAIKNG €KOVAG 1] KIWVOOUEVNG €KOVOC omd Eva
TPLEOIoTOTO HovTEo 1 oknvi]. Zto Blender, 1 diadwkacio rendering meptiapfével GuVOTTIKA TOL €ENG
pruoto, wpoto pvduileTor Kot eToydleTon 1 oKNvY, €ivol TO KOUUATL TNG HOVTEAOTOINGNG, TNG
amodoong Ve®VY, PHOON T KAPEPAS OAAA KAl TOV QOTICUOV. ANECHG UETE amd avTO YiveTol M)
Swpopowon tewv Render pvBuicewv, mpémer va emieyovv o aplBudg tov derypdtov mov Ha
xpnooronfovv yio Tov QOTICUO Kot emiong TPEmel vo emdeyel n unyavh pe v omoia Ba yivel to
render. To Blender vmootnpiler unyavéc onwg Cycles, Eevee, Workbench «.d. To Cycles mov sivat
oVTd TOL YPNCUOTOMONKE, TPOGOUOLDVEL TNV GUUTEPIPOPH TOL PMOTOG GTOV TPAYUATIKO KOGLO.
Aol orlokAnpwBobv O6Aeg ot pubuicelg, pe v emhoynq Render Ba Eekivioetl 1 dadikacia, 1 oroia
avéAioyo TNV ToALTAOKOTNTA UTOPEl VoL SLpKEGEL O PEPIKA AENTE £WG OUPKETEG DPEC.

6.2 Materials

Onwg &xel avapepbei To materials eivar ohvoro WothTEV ToL Kabopilovv Twg Ba eppaviotet To 3D
OVTIKEIUEVO OGOV apOopd TO YPMUO TNV VEN 1 TNV YvaAidda tov. [ v gdpeon TV KATAAANA®Y
Material yioo oAokAnpo 1o ALITA.E nm épevva €ywve kvpiog oto Bridge, oto Blenderkit kot oto
Poliigon.

@F'DLIIGON Textures  Models HDRIs  Brushes Pricing

Textures

Textures

Verde Alpi Marble

Zyfqua 6.1: Material search in bridge & poliigon

Agv givar gokoro oG vo, Ppebel kKdTL TOAD GUYKEKPIUEVO GE UEPIKEG TEPIMTMOGELG OTOTE TO material
o€ OUTEG, QTIAYTNKE 0o gKoOveS Tpafnyuéveg amd to ALITALE kot petd and katdAInin enelepyooia,
and GAAo Aoylouiko, £tol dote v, £yovv ocwotd Perspective yia vo pmopodv va €QOpROGTOVV 7O
peoMoTikd. o avtég TIg Tepmtdoelg ypnolonomdniay ol €€Mg epapproyés, Photoshop kat ibisPaint
X.

H dodwcacio mpocOnkng material givar amdn oAAd ToLTOYPOVE VITAPYOLY TOAAEC pLOUicels. Apyukd
eMAELYETOL TO OvVTIKEINEVO oTO omoio Ba mpootebel 1o material. ‘Emeita, otov mivaka Properties
petafaivovtag oy kaptéda Material vrdpyovv emhoyég oy kartnyopio Surface omd Tig omoieg n
mo ypnoiponomotiun frav to Base Color 1o omoio GAAeC QOpeg MOPAUEVEL KOL EMAEYETOL TO
KaTdAANAO ypduo, kol GAleg aviikabiotatol amd tnv emhoynq Image Texture. Ttmv emAoyn avt
epoavifovtar 600 véeg emroyég, “Anovpyia” Kot “Avorypa”. Znv €pyacio avTh YPNCLOTOONKE N
gm0y “Avotypa” Kot ekyopninkav emtoypapieg mov eneepydotTnkay KaTdAANAa.
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6.2.1 Types of Materials used in the model

Y7rdpyouv d1dpopot THTOL VAIKOV TOV HTOPOVV VO, YPTCILOTON000V Y10 T O1ovpyic S10popETIKOY
epupavicemv v tpodidotata oviikeipeva. Kdmowor and tovg tdmovg mov ypnoiorotfnkay oto
LOVTELO TTEPLYPAPOVTOL TOPAKAT®.

To Metal ypnoomombnke og OAeg TIg KOADVEG OO TIVAKIGES KOl GAAOV €I00VE KOADVES, TO GldEPa,
KO TO KAYKEAQ TTOV €00V TEPITOL TETOLL LON.

Zympa 6.2: Tlapdadetrypo LeTaAAMKNG VONG

To Glass ypnoyonodnke oTig emedveleg mopabipwv, o TOPTEG Ue TCAL KOl YEVIKG TO, AVTIKEILEVT
oV €yovv Tl

Yynuo 6.3: Tlopaderypo vong yuo téau
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To Glossy epapudotnke o€ EMPAVELEG 01 0TOlEG eivat adlapaveic Omwg oto Epyo (2002) amévavtt amd
to TuMqpa Atoiknong.

il on
User Perspactiy
S °
(1) Collection | = 2 =k = oot
Samy 2
on i
on
eon

ymua 6.4: Tlapdaderypo yio Agio KaOpemTikn v

Concrete emipdvelo mePEXOLY TEPIGGATEPO TO KPAGTEDQL.

Tymuo 6.5: Tlapdderypo veng concrete yio To Kpaomedo

65



Kepdiao 6

To vikd Asphalt ypnoomombnke kvping otovg dpopovg tov ALIIALE.

o= JCH G b ) =¥

Zynuo 6.6: YPEG aG@AATOV GTO HOVTEAO

To Grass ypnoponomdnie otovg Ydpovg mov to [avemotuio £xetl ypaciot Kot puTA.

Zynua 6.7: Material Grass pe fdon 1o ypacidl tov ALTIAE
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To Bark éye1 epapprootel 6Toug KOpHoUE TV SEVIP®Y TOL VITAPYOLY 6ToV YMPo Tov ALITA.E.

Zynpa 6.8: Bark material for palm trees

To Stoned floor material ypnooromOnke o Koupdtio Tov [avemiomiov mov &xovv £va TETPMOEG
TOTOLLOL.

Zympa 6.9: Yon yuo Ietpddeg voéc

Yoéc yoyooavidag (Plaster) ypnoipomomdnikoy e Toly®UATA TOV KTIPI®V.
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51} Scene Collection | Cube.001
mple 36/1024

Zynpa 6.10: Mapdaderypa Plaster vong otovg Tol)0us TG TOANG

6.2.2 Self-made surfaces

Y& OPICUEVEC TEPITTAOOCEL] YPEIACTNKE VO QTIOYTOLV materials ylo. vo, UTOPECEL 0L EMPAVELL VL
powaler mepiocdtepo pe v empdvela tov [avemompiov. Apyikd tpafnytnkoy moAréG AMYELS TOV
ALITA.E yw mepiocotepn evkpivela. Xnv mepintwon Tov edapovs/matdpatog etvat gbkoro pe pio 2D
gwova va omotunodel peaiotikd kot oto povtéro. Emedn ouwg or 2D ewtoypaeieg givarl Alyo
duokoAeg va tpoafnytovv eneEepydlovtag To perspective givat epiktd va dnutovpynbodv ypnoueg 2D

2 &

EIKOVEC.
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[
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]
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Mo 6.11: Anpovpyia ewdvav yia xpion o nelodpopa
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NMPOEQXH
AYTOMATH MIAPA
EAEYBEPH EREOADE

30 arrow diagonal arrow attenticn sign

A

hole reverse hole turn left spray turn left turn right

Awoiknon NARKTPONSHE

diasundesh sD02 HAEKTPOMIEH 8T no left

F’PAQEIO
AIAZYNAEEHE

Zynua 6.12: Anpovpyia KOVOV Yo PO 6€ TIVOKISES

6.3 Shading

H oxioon eivon pia Aetrtovpyia tov blender yio mpocsOnkmn ok1dg o€ éva oyxedlOGUEVO LOVTELO, TO OTTO10
€YEL KOO VPN, Y10, VO SDGEL AVTN TNV AETTOUEPELN TOV KAHIOTA TLO PEAAIGTIKO TO LOVTEAO, divel pia
avtiinyn Pdbovg eEAéyyovtag TOV TPOTO LE TOV OTOI0 TO QMG AAANAETIOPA UE 0V TO. TNV TPIoIACTATH
povtelomoinon eivar oAb onuovTikd Pripo, Yi avtd Kot vrapyel Eexyowplotd mepiPdAiov yuo v
enelepyaocio Twv okdv, to Shader Editor.

User Perspec
(1) Collection| Cube

Use semicolon - ; to hide or show the AssetBar.

Yynua 6.13: Shading editor interface
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KéBe vikd mov €xer dnuovpynbei oty oknvi pmopel va eneepyactel, omd to Slot mov PpiokeTon
otV péon g demaeng tov mepiPdilovtog Shader Editor. Ta va yiver emelepyacia evdg dArov
VAKOVO TG oknvNg, apkel va to emiéEovpe omd to drop-down pevov dimha amd to slot. Emiong, dev
€Youv UOVO TO DAIKG KOl Ol VOPEG TOV OVIIKEWEVOV ETA0YN Yo okiaon, avuth 1 pvbon eivar
Stobéotun axdun Kot yuo Ty 10t v oknvn. Avtd sivor dvvatd va yiver omd to drop-down pevon
aplotepd omd 1o Slot, emiéyovtag world avti object.

O Shader enetepyaotrg and npoemihoyn ywpilel 10 Pacikd mepiPdilov o 4 Koppdtio. To Eva mepiéyet
v e€epedivnon apyeimv, and OTov g0KoAM 0 XPNOTNG £yl TPOSPacn yio TV xprorn Tov material.
Kétow amd avtd sueoviletor o emelepyaotng €wovog o 2D popen], Kol Tov VTOAOUTO YDPO TOV
popdalovtor to 3D Viewport o eneEepyaotng Shader yia tov yeipiopd tov képpwv okioong.

O yepopodg g okioong o€ OAM TO HOVTEAD Kol OTNV oknvh yivetal pe touvg koppovg okiaong. Ot
KopPot avtoi pmopel va givar Alyo mepimlokol aAld givar apketd oyvpol. Apyikd, kaOe avtikeipevo
éxel évav mpoemAeypévo KouPo okiaomng kol 6to TEAOG OAOL ot kKOUPOl KATOAYOUV GE évav, TO
Material Output. Ot k6pPot mTov éyovv BSDF otnv ovopacio tovg, onpaivel 0Tt ovtavakAody 10 g.

O mpoemieypévog kOpPog pe tov omoio dha ta VA givon eEomhiouéva, givor to Principled BSDEF.

0.500
Specular Tint 0.000
Roughness 0.400
0.000
0.000

0.000

earcoat Roughness

Transmmission

Transmission Roughness

m

1.000

1.000

Zynpa 6.14: Default node for every new material

"Exet moAAEG TOPOUETPOVG Kot PTOpPOVV va dnpovpynfodv apketd Kot dtopopeTikd materials amd
avto. Ymapyovv opmg kot dArot BSDF koppot mov pnopodv va avtikatacticovy to principled BSDF
Kot givor o kol yio v katnyopio Tov material wov ypeldleTarl o ¥PNGTNG, ETOUEVAOC EXYOVV KOl
MYOTEPEC KUl OTOYXEVUEVEG ToPaUETpovg dwabéoipec mpog emeepyacio. Tlapadeiypoto avtdv TV
KopPov epeavifovtol 6Ty TapaKIToO EKOVA.
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£ BsDH

Glass BSDF

Transparent BSDF

Synua 6.15: AlAeg katnyopieg yio BSDF koppovg
>ta povtéda tov ALITALE ypnoponomdnkay kupimg ta eng shader nodes:

Glass BSDF
Glossy BSDF
Principled BSDF
Bump
Displacement

Roughness

Mepa mapadeiypato pe shading kopfoug eppavifovron Tapakdtm:

Synua 6.16: Air condition pe €161K6 KOUPO Yo GKOLPLE
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i Mode &% Use Nodes ~ @3 WH metal2

WH_metal2

Zyfqua 6.17: MetaAlikn ven ota oidepa g AEH péow koppov

View Select Add Mode & UseNodes

7 Torus001 > @ Wood brown

Mo 6.18: Material yio to morykdxio pécw koppov
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6.4 Light settings

O ootiopdg sto blender sivor po onuovtik TToyn TG OMUOLPYING PEOAMGTIKOV KOl OTTIKY
elkvotikav 3D oknvav. Ot pubuicels eOTIGHOD eMTPEMOVY VoL EAEYYETOL O QMOTICUOS TNG GKNVIG
TPocapUOlovTag TG 110TNTEG TV TNYDV GMTOG Kol ToV TEPPAALOVTOG.

Ot pvBuicelg Tov POTOG Kpivovtal kol amd Tov Renderer aldd vadpyovv kowvég puuicelg 6mmg o
TOTOG TOL PMOTHG KO TO YPAUA TOL OOTOC.

Yrdpyovv téccepic TOTOL PTOC:

e Point Light, 10 omoio eivan éva mavikotevBuviikd onueio ewtodg, dnAadn €va onueio wov
aktivoPoiel TNV 010 TOGOTNTA POTOG TPOC OAEG TIC KATEVOVLVOELC.

e Spot Light, sknéunel po déoun oTOC 68 GYNUE KOVOL amd TNV GKPN TOL KOVOL, GE L
dedopévn katevBovon.

e Area Light, 10 onoio mpocouoldveL TO QWG TOV TPOEPYETAL A Evav TOUTO empdavelns (1)
ooV ETPAVELD) OTTMG Yo TOPAOELYHLOL Pl TNAEOPOLOT).

e Sun Light, mapéyel pog otabepng évtaong mov exméunetal og pio poévo kotevbuven omd
ameipmg pakpid. Eivor Boliko yio évav opotdpopeo kabopd poTicrd avorytod xmpov.

¥to Cycles ka1 oto Eevee vmépyovv mepiocodtepeg pubuicelc @otdg aAld 610 poviédo dev
YPEWCTNKAV TEPOLTEP® PLOUICELS POTOG TEPO TOV TPOETIAEYUEVOV.

pective (Local)
ne Collection | Point.002
o Done

1/7
141

Zympa 6.19: Hopdderypo tov Point light
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I to Render t@v oknvav dgv ypnotpomomdnkay emta, 6Tmg avtd 1oL avaeépinkay topandve. o
va arotunmbel n peaiiotikdTnTo Ypnoonomnke to SKy Texture node. Eivou £vag kdppog mov
tonofeteiton péom Shading Editor otnv meployn mov oyetileton pe o vroPabpo. Q¢ mpoemihoyn OA
ta blender apyeia £xovv évav background ko6ppo mov divel oto tedkd World Output képpo 10 ckovpo
vrpt xpopa. ‘Etot yio va addayel autd o€ ovpavo, apkei va cuvdvaotel o koufog Sky Texture pe to
background Node mov odnyet oto World Output node. O pvBpuiceig mov dabétet eivor n vapén Ao
KOL 0V VTN €IVOL EVEPYOTIONUEVT), HIVOVTOL KO Ol EMAOYES OAAAYNG LeEYEBOLG, EvTaomg, Dyoug Kot
TEPIOTPOPNG TOV NAL0L. AKOUN S10béTeL 3 EMAOYEG, Y10 TOL LOPLY TOVL GEPA, TNG OKOVNG KOl TOL
6lovtoc. H pubuion tov aépa otnv péyiotn tiun 6ivel pio uépa pe vynin puTavVoT), Ue TV 6KOVH 6TV
péytotn Tyun diverl pia aicOnon “povving” nuépag evod 1 puouon ya ta pdpia tov 6{ovtog
kaBopilovv to OG0 pmhe gpeaviletor 0 ovpavac. Ztnv HEylotn T epneaviletal évag ovpavog o pio
nAtdAovotn kKabopn nuUépa.

"Evag ovpavog o va paivetol o peaAloTikog YpeAleTal Kol GOVVEPQ, GVTO EXITVYYUVETAL [IE TNV
GUUTANP®OT] GLYKEKPIUEV®VY KOUP®V 6to mhaicto Tov Shading editor mov Bpickovtar ot pvBuicelg Tov
ovpavov. Eivon amapaitntoc o Musgrave Texture k6pfog o omoiog dwayelpiletor tov B6puPo(noise)
éto1 6nwg kot To Noise Texture, pe avtiBeon Opwc, 6TL EMTPENEL LEYOADTEPO EAEYYO GTOV TPOTO
ouvovacpov TV oktdPfov.[12] ITpocsbétoviag Tov kOuPo ColorRamp vrdpyet n dvvatdTnTa
pOOLOT G TG €viaomg TV GOVVEQ®MVY. X aVTO TO onpeio Ta cuvvea Ba eppavifovtol og 6A0 10 TOTiO
aKoOpa Kot Kato arnd v vrotifépevn “yn”. I'a va 610pBwbel avtd yperaletor o képpoc Gradient
Texture vo evmbei pe tov background koéppo otov onoio Bpickovtot Kot To GHVVEQQ, Kol ETEDN AVTO
00 KAVEL TO GUVVEQQ VO, DTTAPYOLY GTOV GO oVpavo TPETEL va puOeTel 1 TepioTpoen Katd 90
noipeg kot ovtd 10 dtopbmvel 0 cuvdvacudc Tov kopPwv Texture Coordinate ka1 Mapping, 6mov 6tov
tedevtaio puOuiletar o Y d&ovag tng meptotpong og 90 poipec. O TeMKOG GLVIVAGHOG TNG TOPATAVED
uebodoroyiog eppaviCeTar oto oynua 6.20.

0.231
10.600

v ColorRamp

~ Mapping

Yynua 6.20: Sky Texture Node & peoliotikd odvvepa
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6.5 Render engine

Tnv otiypn mov 10 povtélo eivar £tolpo yio render Tpémet va yivouv kot ot katdAAniec pubuicels. £to
Blender odiveton m duvatdotnta va emideyel n “ocvokevn” oty omoia Ba TpéEel o mpoypappa. Ot
oAlayég mov &ywvav otov VToAoyloT Ntav 6to pevov edit => Preferences = System va emileyei n
kaptéha OptiX kot va toekapiotei 1 GPU. Yotepa otov mivaxo Properties otnv xaptého Render
Properties wpénel va aAAdEeL 1 pOOon kot amd “CPU” va yiver “GPU compute”. Mg avtov tov Tpomo
to Rendering umopet va yivel ypnyopotepa.

A% Blender Preferences — O by

Interface
Themes MNone CLUDaA
sport ~ NVIDIA GeForce BT

Lights 7 57005 wit raphics

Editing
< Operating 5
Animation
his installatio ur default Blen
AL Make Default

Input

b nde rmory Lirnit

System « Global Undo

& Load ¥ ollback Lines

File Paths ure Time Out

Garbage Co

Tirne Out

Garbage Collection Rate

sRUEncer

Mermory Cache Limit 4096

Zynua 6.21: System settings for using GPU instead of CPU while rendering

"Evag tpémog vo pewmbei o ypdvog tov Render givar vo petmbei o ap1Budg tov Samples, cuykekpiuéva
1 default Tyun frav 1024 ko katéfnie ota 500. Eniong ta Light Paths peidbnkav amd 12 Max
Bounces og 3 kot ot vrdéloumeg TIHES TOV TEdiov pelmdnKay 6to 3. AKOua Kot Le TIG puOuicelg avtég
QLOIKA Oev glval Giyovpo 0Tt Ba Katapépet £vag 0molocdNmoTe VITOAOYIOTG Vo Kavel Render.

6.6 Render Output

AQOV TEAEIOGOLV T TPONYOVUEVO PriHato TG Hovielomoinong, avabeong KatdAANAov VAIKOD Kot
okiaong, emduevo kot tedevtaio Pripa gival to Render. Katd to rendering yivovtol vwoAoyiopoi mov,
pe Béon v tomobETnon ewTOHS, TOVE TOTOVE EMUPAVELDY KAl AALES 1O1OTNTES, ONLLOVPYEITOL 1] OKNVNY
oe pa ekova[10]. Avt 1 dwdikacio avaloya TV TOADTAOKOTITO TOV HOVTEAOD KOl TV CTOTIOTIKMV
OV Umopei va dlopiécel amd Alya Aentd EmG TOALEG DPEG.
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AOY® TOV 0TL gival opkeTd amartnTikd o€ hardware vrdpyovy pvOuicelg ol omoieg EMTPETOVLY VoL UV
yiveton Render og OAeg 11 meployég Tov poviédov dmote 10 Povtéro glvar opkeTd peyddo 1| Tpdkettan
ylo animation. g avtv Vv A.E. ¥peldotnke va Ympliotovv To LOVTEAN OE TEPLOYES KO VoL KpOPovtan
pe v Aerrovpyia “hide” kdmola omd To poviéda, Kabmg 1 eneEepyaoTiKn 16Y0 TOL VTOAOYIGTH TEMKA,
dev Ntav apketn va To dtayelpiotel OAa pali. AkoAovBovv didpopa Tapadelypota.

2 Fle it R

Zynpa 6.22: Rendered Preview of Grass

Yynua 6.23: Rendered Preview of a Scene
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Yynpa 6.24: Rendered Preview of IT building

Zynua 6.25: Rendered Preview of the old bus stop area
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Zyfqua 6.26: Rendered Preview of the entrance

6.7 Emiloyog

YUVomTIKG, M 7o onuavtikh dadikacio g 3D povtelomoinong sival to Materials, To Shading, ot
eoTtiopoi kot o Rendering 310t amd ovtd KpiveTorl 10 TEAKO pEOMOTIKO OTOTELEGHA. AVAAOYQ UE TIg
pLOUICELS, TIS AMOITNGELS TOV HOVIEAOL KOl TO GUGTNHA TO omoio dtabétel Kavelg 1 dadikacio tov
render doQEPel, OAAOV glval To oA Kot oAV glvar apketd amontnTiky. o vo dtevkoivvOei kot va
metoyel M owdikocic Render otic mepiocdtepec meployés, EMPENE vo. KPUPTOLV GNUEID. TOL OgV
eppavifovtol oty Kapepa, OTMG Kol KATO GKNVIKA OVTIKEILEVO KOl OEVTPO, TOV EMIGNE KPOOTNKOV
Y v pnv emioaphvouy akdpLo TEPIGGOTEPO Ui GKNVT).
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Kepdiowo 70: AirSim

7.1 Ewoayoym

To AirSim gival pia, avolytod KOJSIKO, TAATEOPUN TPOGOUOIMONE Yo avtokivnta, drones kot GAA,
oL avoantOyOnke amd T Microsoft. To AirSim eival yticpévo oto Unreal Engine, mapéyovtag éva
TEPIPAAALOV TPOGOUOIMGNS VYNANG TIOTOTNTOG. ZTOXEVEL GTNV TAPOYN EVOG PEAACTIKOV, akplols Kot
OTOTELECUATIKOD TTEPIPAAAOVTOC TPOCOHOIOoNG Yo TNV avamtuén, TN SOKIUY Kol TNV EKTAidEVoT)
OVTOVOU®V CLGTNUATOV, OT¢ To. drones Kol To aVTOVopo avtokivinto. H mAateopio Tpocopoldvel
TO HOVIEAD QUOLKNG Kol OloONTAp®V TOV TPOYUOTIKOV OYNUAT®V, KOODC Kot 1o meptBdAlov,
GUUTEPILOUPAVOUEVOV TOV GLVONK®VY £dAPOVS, KAPOL Kol POTIGUOV.

Emutiéov, to AirSim napéyet éva obvoro API kot epyaieimv mov emiTpEnOVV TV €0KOAN EVOMOUATNOOT)
pe GAAO AOYIGHIKO KOl GUGTAMOTO, OTMG TAMIGLO UNYOVIKNAG UAONONG KOl POUTOTIKA AELTOLPYIKA
GUOTHLOTOL.

To mep1fdriov mpocopoiwong Exel KATAGKEVAOTEL Yo VoL givarl EPETIKG TPOSAPUOGILO, Ol YPTOTES
umopobv va dnuovpyodv Kot va emefepydlovranr mepiPaiiovta, vo TpocHETouy vE oYNUATO KOt
alcOntpec kot emiong, umopel vo ypnoiorondel yio £vo vpd PAGHO EPAPUOYDY, OTTMG aVATTLEN
Kol SOKIU AUTOVOU®V CLUGTNUAT®V, AVATTLEN POUTOTIKNG KOl GUOTNUATOV EAEYYOL, KOTAPTION Kol
ekmaidgvon, K.4.

7.2 Unreal Engine

H UE eivon o pnyovi mtoyvidiov 3D ypoaeikdv vroloyiot) mov ovartdydnke and v Epic Games.
Apycd, To 1998, avortoyOnke yio Toyvidlo 6 LTOAOYIGTH TOV APOPOVV TNV CKOTOPOAT, LE Kpepa
TPAOTOV TPOCOTOV, Ao TOTE OUW®S, £xel ypnotomoindel kot og AAAN S1apopa €101 ToLyVIOIMV Kot £YEL
vioBetnBel amd dhheg Propnyovies, kupimg T Prounyovic Tov Kvnpatoypdeov kot g tniedpaonc. H
Unreal Engine eivan ypappévn oe C++ kot draBéter vynio fabud popntotnrtag, vroostnpilovrag va
gUpy  QAcHO  TANTEOPUOV Yo emTPATECIONG VTOAOYIOTEG, KIvNTE, KOVGOAEC KOl EIKOVIKN
TPAYLOTIKOTNTO.[9]

H televtaio €ékdoon to UES kukhlopopnoe tov Azmpidio tov 2022, xou dAlage apketd and v UE4
€k0001, GAAG og ouTV TNV gpyacia, aeol mapatnpndnke Ot to AirSim dgv ftav cupPotd pe
Kawvovpylo €kdoor, eykatactddnike n UE 4.27 ékdoom, n omoio vrmootnpilel AirSim kot yopig tnv
omoia. eppavifovtal errors o€ KMOIKEG T®V OAA®OV €KOOGEWDY, AOY® OLOPOPETIKAOV OVOUAT®V OTIG
petafAnTéC.

Avotuymg to AirSim dev Ba AdPer mepartépw avaPabuioeis, pe dupeon woyw. To AirSim wg npodtlekt
kpatoe 5 xpovia[10] kot 6e avtdv 0 ¥povo(2023) ta oxédia g Microsoft givat vo kukAopopnoet
éva véo mpoidv mov Bo Eemepdoel 1o mopov.[11] T'evikd Opmg, emeldn o koo Oo mapapeivel
SL0BEGLOC Y10 TOVG YPNOTEC, EIVAL EPIKTO VO TOV YPNGLULOTTOLEL 0 KOBEVOC KOVOVIKE, LLE TIG KOTAAANAES
€KOOCELC.

7.3 Installation

To AirSim 0élel pio cuykekpipévn dadikacio yio va ypnopomombei. [pénel mpmdta va eykatactadel
10 “Epic Games Launcher”, va tpé&el ko and ekel va eykatactadei n unyavny UE, ékdoon mov va
vrootpilel To AirSim. H katdAinin €kdoon avtiv v otryun sivan n 4.27.2 6m®G avagEPEL Kol O
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odnyog. Ilpw mapatnpnbei 6TL 10 apyeio TPOTEWVE GLYKEKPLUEVT EKDOGN, £YIVOV OTOTEPEG UE TNV
kavovpla UES, kabmg kot pe v 4.18, kot o1 600 duwg mpoondBeieg eppdvilay errors ta omoio ogv
Advovtav TANPp®G.

INo va tpé€el to AirSim ypedletor n gykatdotacn tov “Visual Studio 2022” kot towtdypova Ta
“Desktop Development with C++” ko “Windows 10 SDK 10.0.19041”. Axoun kot 1o “.NET
Framework SDK”.

Oa ypewotel  xpnon tov “Developer Command Prompt for VS 2022” éto1 dote va kKAwvomondei to
repository tov AirSim.git kot apécmg PHeETd apov yivel cd otov AirSim @dkeAdo Tov dnuovpyndnke pe
NV KA@vomoinem, tpénel vo tpé&el  eviodn “build.cmd”. Avtd Ba dnpiovpyncet EToya TPog xpnHon
plugin bits 610 @dkedo Unreal\Plugins mov pmopodv vo pumovv oe onotodnmote Unreal project. Metd
ypewletar éva Unreal project 1o omoio Ba @iio&evel 10 mepifdrdov i ta oyxuata. To AirSim
dwbétel éva evoopotopévo "Blocks Environment” to omoio pmopel va ypnoytorondei | propei va
dnuovpynOel éva mpoocwnmikd. e authy TNV mepinTmon dnovpynnke to blocks mepipdilov kabmg
NTav TOAD 7o YPYOPO HE AyOTEPES TOADTAOKES SLOOIKAGIES.

INo v xpion tov AirSim, aeod otnbel mpémel va avoilel pe omAd KAk to apyeio .sln ya va
poptaoet to Blocks project oto Unreal\Environments\Blocks, 1 av £xet dnpovpynei tpocappocuévo
Unreal project cto .sln tov project avtov. Avoiyovtog to apyeio blocks.sln, oto Solution Explorer pe
okl khk mpémel va emieyel 1o blocks project owtd w¢ Start up project kot to Build config, otnv
umapa epyaieiov, mpénet va givar  emheypéva ta “DebugGame Editor” xor Win64. Metd apxel va
natnOel o kovuni FS5. Metd and Aiya Aemtd av 6da Egovv yivel cwotd Bo avoiel to Unreal Engine
project pe 6voua blocks kot av matnfel to xovuni Play, apov epotbei o yprotng av 0éiel va

YPNOLLOTOGEL OV TOKIVITO, Bl ELLPOVIGTEL 0VTO TOL TAPoLGLALeTaL 6TO TYpa. 7.1.

.

Blueprints

Yynuoa 7.1: AirSim blocks environment with car selected as vehicle

Me ta ferdiio pmopel o xpnoTng va 0dNYNoEL TO 0VTOKiVNTO, aplotepd eppavifovtal kdmola
GTATIGTIKA OTMG LLE O OVTIKEILEVA EPYETAL GE GVYKPOLGT), ToYVTNTA K.6. O ¥prjotng £xeL TNV
KovoTNTO Vo 0AAGEEL TNV Kapepa, divovtal 5 dtapopetikéc omtikég, To shortcut F yia v emhoyn tov
First Person View, to B yia to “Fly with me” view, 10 onoio icwg Taipidlel kolvtepa o drone, pe
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Baon Tov ovopatog 0AAG Kot 6TV TPAEN TapatnpOnkKe 6TL GTO CLTOKIVITO QLT 1) KAUEPO TPOKOAETL
OPKETEC GVYKPOVGELS KABMG 1) KAUEPO OEV KOITAEL LOVO UTPOCTA, KATL TOL EIVOIL OTLLOVTIKO Y1, VOV
0d1My6. Avti 1 Kbpepa yopvael Kot delyVeL KAt TO TPOGIA Tov apaSlov kot pumopet va “Caiicet”
TPOKOADVTAG CVYKPOLOT). AKOUN LVIAPYEL 1| Kdpepa “ground observer view” mov poidlel eldyioto
UE TNV TpONYOVUEVN OALG £XEL SIUPOPETIKEC KAIGELS, 0TH gvepyomoteitan pe to \ tAnktpo. To
ovVATOd0 TANKTPO / EMOVAQEPEL TV KAUEPO TNV KAUGIKT KAloT 0Tte¢ To oynpa 7.1, 6ov o ¥pHotng
00MYel TO QLTOKIVITO £XOVTOG MG EKOVA TO TG® UEPOS AVTOV Kot PAETOVTOG [iol apKETA LEYOAN
éxtaon Tov xaptn. Télog, vdpyetl 1 manual ypion ™G Kapepag 6wov divovior odnyieg pe molo
TAMKTPO UITOPET KATO10¢ VO KOTELODVEL TNV KAUEPA. TE AVTNV TNV TEPITTOGT OU®S OgV Eival EDKOAO
LE TO oMo KaBMG To TANKTPO [LE TOL 010l 00NYEiTAL, ATOTEAOVY TANKTPO TOV puBuilovy TV KAuEPQ,
TPAYL TTOV EVOYAEL TNV OpaAn 001 ynoT, I0MG av 1) 031 YNGT MTAY AVTOVOUT), QVTY] 1] ETAOYT KAUEPOS
va. tvat ypron.

Toggle debug
Toggle all sub-wi|
Toggle depth su
Toggle segmentatil

Yynua 7.2: F1 options for help menu

Emumiéov o ypnotng éxel v kavdTTo Vo TPochEcel Kaptkd Qatvoueva OTtmg Bpoyn, YOVt Kot
opiyAn av avoiéetl To pevov mov dwyepileTor Tov Kapd pe 1o koopni F10. Otav wotnBei to F10
eppaviferon o nudtaeaveic 086vn ota de€ld Omwg paiveTal 6To Zynue 7.4 Kot 0 ¥pNoTng UIopel va
emAEEEL va etvar evepyomotnpévn 1 pOBen tov kopov (weather enabled checkbox) kot petd apkel
VO GUPEL TIG UTAPES Y10, TO TOGOGTO EML TIG EKATO KO VoL Vo, TOTNGEL “apply” yio va amoBnkevutoly ot
oAAayég. Méoa og Alya devteporenta, aAAAlel 0 Kopdg oe avtd mov {nThHonKe.

Synua 7.3: Tlapdderypa yio x1ovi, Bpoyn Kot opiyAn avtiotoyo
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Settings Controls Levels

Traffic Density
Weather Intensity & Road Conditions
Westner Eranied [l

Rean

Violations

Zynua 7.4: Weather controls

AoV o ypnotng emhé€el va givat evepyomoinuévn n podutorn tov kaipov (weather enabled
checkbox) petd apket vo cOpeL TIC LIAPES Y10 TO TOGOOTO ML TIG EKOTO KO VoL va, ool “apply”™
Yo v amoBnkeutovv ot aArayEg Ko péca og Aiya devteporenta, aALALlEL 0 Kapdg GE aVTO TOV

mmonke.

7.4 Importing 3D Model to Unreal Engine

O xobévag umopel vo xpnoUOTOMGEL LOVTELD, atd S1AQOPOVE IGTAOTOTOVG Y1 VO, TIAEEL Hio KNV,
INo mapdderypa, éva pépog mov drabétet poviéda ent mAnpoun eivar to 1610 to Unreal Engine oto
marketplace. Ao v AN TAELPA OU®G LILAPYOLV Kot 16TOTOTOl Ontwg Turbosquid, Polypixel,
cgtrader K.¢.. 67OV SLOOETOVY KO dSWPEAV LOVTEL KAt £TGL iopovV va a&lomomBodv amd OAovg Tovg
YPNOTEC. BEAEL OUMOC TPOGOYN OTNV EMA0YY, KaODC TpEmel va AapuPdvoviot vdyn To ToAdYmVo Kot
To péyebog, mov pmopel va kataAn&et va givor ToAd mo Bapd amd avtd Tov givol tkavo va avtéetl o
vroAoyiotig. [Iépa amd To EToyo LOVTEAD O ¥PNOTNG UITOPEL VO, STLLLOVPYTCEL KA TOL LECM
Aoyopikev Yo 3D povtedlonoinon, kot va ta BdAel oto Unreal Engine. Avtd akolovOnoe petd tnv
dnuovpyia tov ALITA.E oto blender. Xto oyfua 7.5 yiverat import agov €yel tponynbei o export 6
apyeio FBX povtéhov piog oknvig tov ALITALE. Adyo peyding yewpetpiag Tov LOVTEAOD TOL
ALITA.E dokipudotnke va mepactel HOVO £vol KOUUATL TOV TEMKOD LOVTEAOD, 1 £16000G TOV
[Mavemopiov.
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Airsim

Importing

Zyqua 7.5: Apyelo FBX pog povo oxknvig tov Movtéiov

Sanua 7.6: Apyeio FBX olokinpov tov Movtélov

‘Eywvav mpoomdfetec vo popTdSEL TO TEAKO HOVTELD OAAL SVOTVYMG TO TPOYPOLLLL KPACAPE LIE
amotélecua vo, unv uropei va cuveyicetl 1 dtadtkocio. Evd pe pikpodtepa KOPUATIO TOV HOVTEAOL
UOAIG TEAELDGEL 1] POPTOGCT TOV AVTIKEWEVOV gpeavilovtol Oha Ta textures kat To LovTéAo GToV YDhPo

mov yepilovtar oto Unreal Engine.

Cylinder
Cone

Plane

Box Trigger

ere Trigger

© View Options~

Yynuoa 7.7: Imported FBX file in Unreal Engine
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Kepdiowo 7

YToVv ¥hpo avTo dnovpyeitan amd tov yprot éva Blueprint class kat votepo v emthoyn “Actor”.
To Blueprint givar awtd mov kpatdel Oha to apyeio padl kot Tatdvtag Stk popd Tived Tov divetar n
duvatdtra va eneepyaotel. Balovtag piktpa yia va opadomomBodv ta apyeio pmopovv e0KOAN va
mootovv OAha kKo pe drag & drop oynuatieton to povtédo 1o onoio emAéyOnke va mepaotel. ['ivetan
amofnkevon Tov Blueprint kot kAeivovtog to Tapdbupo eneepyaciog Tov givar epiktod pe drag & drop
ToV 1510V Tov Blueprint va gpeaviotel TAéov 10 HOVTELO GTNV okNvi| ToL AirSim.

2ty mepintwon tov poviéhov ALITALE kot mo cvykekpyéva g 160600 mov emAEONKe Yo dokiun
TO HOVTEAD NTOV OPKETA PEYAAO KO YL 0LTO NTOV SDGKOAOG O YEPIGUOG TNG KAUEPOG TPOPOANG TOV
Unreal. Ot pvBuiceic mov foridncov otov yeiptopd g tpoPfoing apopodcoay Kupimg TO TOVTIKL 0TS
TO VoL avEBEL 1 TXOTNTO TOV TOVTIKIOD KOTA TV KOAMOT| TNG POSEANG GE GUVOVAGUO LE GANEG
GUVTOUEVGELG. APYOTEPA LE TOV KOTAAANAO YEPLond Teplotpornc kot scaling To povtéro gpeavifetar,
oV KoL NUTEAES, OTOV YDPO OTWS POIVETOL 6TO Zyfuo 7.7 ko 7.8.

Steering: 0.000000
Handbralee: 0

ymuo. 7.8: Eicodog tov ALITA.E péoa 6to Airsim

To povtéro, Tapdtt amotedel KPOTEPO UEPOG TOV GUVOALKOV, dEV KATAPEPE VO POPTMOGEL OAN TO
vAka, surfaces kot 3D assets e tov id10 TpoOTo MOV givar PTioypéva 6to Blender. Avtd pmopet va
opeidetar otV eneéepyacio TOL £YEL YiVEL GTO LOVTEAQ T OO0 VO, UV Voot pilovTal TANP®G amd
avtnVv v ékdoomn Unreal gite vo punv katdeepav va avtiotoyndovv. Omwg eaivetot oto Zynpa 7.8 ot
dpopot kat to meCodporLo dev avoayvopioTnKay [ Tov 1010 TPOTo oL AvayvOPIGTNKOY GAAL VAMKG.
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Airsim

1L

Zymua 7.9: To dymuo pwopet va 0dnyNoetL HEGA OTO LLOVTEAD

Yiyovpa OUMC TO OVTIKEIUEVE TOV VITAPYOVY GTNV GKNVY QAANAETIOPOVVY Kal OEV EMTPETOVY GTO
oynua va tepdoet amd PHEGH TOVG.

i mE
- v ‘

e 7.10: Eicodog ALITAE mtpv v cwot pubuion peyébovg kot £ktaong

To pey€dn dev pubuilovran avtodpata, Kot aeov gloaybel To LoviéLo 6ToV YapTN, dEV UTOPEIG Vo EYELS
T0 OyMua Simha Yo GVYKPLoN €POGOV To OYNpo eppaviletar pe to koovuni Play. Katd tv didpkela g
0d1ynong dev givar epiktd vo aAraEovy Ta peyEON omdTe YperdleTon drakomn, rescale, kot play ova
uéypt vo Ppedei 10 cwoto péyeboc. Na onueimdel 6t to Unreal Engine ypnoyiomotei d1apopetika
TAkTpa amd 1o Blender, yeyovoc mov onpaivel 611 fTav opkeTd SOGKOATN 1) TPOGAPLOGT.
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Kepdiowo 7

Steering: 0.000000
Handbrake: 0
Target Gear: 0

Zynpa 7.11: Kripo ITAnpopopiknig pe el materials

Onmg Ko 6TV TPOTYOLUEVT OKNVT|, 0XEOOV OAN TO LOVTEAD EIGEPYOVTOL GTOV YAPTN TOL AirSim aAAd
ue errors oAl Avtd evoéyetatl va coppaivel e€uttiog g TOAVTAOKOTNTOG TV VPOV UEGD TNG
Shading dwadwcaciog oto blender, dev givar olyovpo dpwg kot dev Exet Ppedei 1 artia micw amd ovtd To
errors, ov AvBovv Opmg vidpyetl peydn mbavotnta va pmopel 6o to povtéro va ypnotponom el oto
AirSim xofmg petd v dwdikocia pe to Blueprint, 6Aa to poviéda Tov dNUoVPYoDV TNV GKNVN
0moTELOVV TAEOV €VOL LOVO LOVTELOD TO 01010 OeV dEyeTal TAEOV Emeéepyaoia, TOv Ue GAAN AOY10 0LTO
onuaivel Tog ovti va Tpénet va xTiotel puzzle my. 5 ymddov koppatidv, o UE & AirSim ta
petatpénet oe 10 xoppdrtia puzzle.

7.5 Enihoyog

Ye avtd 10 KEPOAoo avaAbOnke 1o AirSim, mEPLYpAPNKE O TPOTOG EYKATACTOONG TOL KOl GTNV
GUVEYELDL TAPOVGIACTNKOY GNUEin amd TNV Tpoomdbela EVEmUATOONG TOV LoVTEAOL 6To AirSim. Av
Kot pn TANpN EmTUng Tpocmdbeia, eival og évav kaAd Babud mpog TNV oAoKANP®ST) TOL GKOTOV OANG
avTnG ¢ epyaciog. Avaeépbnkav ot duokoMes mov cLVAVTHONKAV Kol VA KOTO TNV OAOKANPOOT|
Tov povtélov oto blender pavotav adbvaTn 1 EVOOUAT®ON EVOC TOGO PEYAAOL Kot Bapbd apyeiov oTo
AirSim, amodeiynke TmG eV gival OVEPIKTO.
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Kepdiow 80: Xvunépaopa

8.1 IIpoxinoseig

H onpovpyia evdc tpiodidotatov poviédov pmopel vo katodnéel og pio ToAvmhokn dwdikacio dtov
aeopd  peydAo aplBud OoVTIKEWEVOV Kol Ye®UETPlag. YMApYEL mepimtmomn, vo onpiovpyndet
ovTIKeievo pe peydAio apBuo vertices ympic va mapatnpnbei. Avtd petd v amobnikevon, avdioyo
TO. GTOTIOTIKG TOL VTOAOYIGTN, UTOPEL v Unv ovoifel 1o apyelo 10 omoio QTIoYVOTOV ML MPES.
Evtuydg oty dikn pag mepintwon, étav cuvéfn autd, vanpyov d00 VTOAOYIGTEG 0OTE COONKE M
dovAeld petagépoviag To opyeio otov avafabpiopévo -edkd Yoo OVTAV TV SUTA®UOTIKY-
VIOAOYLOTH, 0 0moiog dvolEe To apyeio ko apéows avalntinke n aitio. Xto TEAog avakaAldednke otL
£€QTOLyOV 01 TPOTOTOINTES, £TGL OTAV apapébnke o Tporonom g subdivision surface, To vertices evog
uovo Hovtédov, pei@bnkay omd 4 exatoppipio, e 350 yilddes.

AANeC TPOKANGEIC UTOPOVY VO ELPAVICTOVV KOTE TNV HETAKIVION HEYAAOL OYKOL OVTIKEWWLEV®OV GE
dAec mhateopues kabBmg dev €yovv ytiotel pe tov 10 TPOmO Kol M pio TAaTeOppa pmopel vao
Swyelpifetar S1opopeTiKd TOV OYKO de00UEVOV GE CUYKPION HE TNV OAAN. X& aUTEG TIG TEPUTTMGELS
vapyovv pubuicelc mov Ponbovv va pelwbei o OyKog YwPig Vo ENPENCTEL OTTIKA TOAD TO HOVTELOD
€161 ®oTe va givol cuUPoTo pe TIC AAAEG TAUTOOPLLEG.

H mo onuovtikn tpoékAncmn mov ovIHETORICHUE KOTA TNV LOVTIEAOTOINGT), TOV TO VO KOTAPEPOVLE
va Pydiovpe Render eikdveg oAdKANpov tov HOVTEAOVL, TPAYUE TO omoio Oempolie, TG pe TV
VTOAOYIGTIKN 1YY TOL EYOVUE, OeV eivar PikTd. [t avTd TOV AOY0 OVOYKOGTHKAUE VO YOPICOVUE TO
puovtélo o “oknvéc” péoa oe collections, étol dote va umopel va kdvel Render povo v oxknvi mwov
elvar evepyn. AvoTuy®dG KATOEG OKNVEG &lyav mOAAG Oedopéva, KOl OVOYKOOTIKO HOVTEAD OTMG
PEAMOTIKO YPAGidl, AOVLAOVSIN, KATOLOlL KOO0l AGUTES KOl GAAO CKNVIKA OVTIKEIUEVO, ETPETE Vo
KpvPovtotl amd TV Kabe oknvn kaTd TV d1dpKeLe Tov render.

H peyoddtepn mpoéxinon katd tnv €VoOUATOON ToL HovtéAov oto AirSim ftov 1o va mepdoovv
o®GTA OAO TO. LOVTEAD KOl 01 VPES, KAOMOG otnv vIOAouTn S10dIKAGIo HETA Amd TNV EYKOTAGTACT OEV
vnpée dvokoMa. Katd v gykatdotacn Kord eival va yivetor koA €pguva Yo TNV ETAOYY TOV
EKOOGEMV TTOV TO &Va TPOYPapLpa Voot Pilel To GALO apoD dev avaPaduiloviot TavTdYpove TAEOV.

8.2 ZXvumépaopa

Otav éptace 1M epyocic oto TEAOG KOl QAVNKOV TO OTOTEAECUATO TNG OOVAELNG MAG,
cvveldnronomoape OTL UmopovV Vo yivouv TOAAG HE TOV GULVOLOCUO TMOV TEYVOAOYLDV TTOV
UeAETAoOE, OT®G dnuovpyia TEPPAAAOVTOC Yo oy vidla, eEOMPAYHOTIKEG OKNVEG, animations,
KOTAGKELT TPOIOVIOV, dNUIOVPYIO, LOVTEA®V Y10 EKTOIOEVTIKT XPNON OE TOUEIS OTMG O WTPIKOG K.OL.
Axoun, Oeopodue OTL glvar mOAD OMUOVTIIKY 1 €pELVE. TOL TPEMEL VO YIVEL TPV TNV YPNoM
mpoypappdtov. Koatd v ddpkelo ekmovnong g epyoaciog, pobaivape oloéva Kol TEPIGGOTEPESG
TEYVIKEG YO TNV VAOTOINGCT KATOIOV TPAYHAT®V, Tov ov TS yvopilape vopitepa Oa giye yivel
KoADTEPN 60VAELD N dev Ba ypelaldTov Vo YOPOUIGOVUIE OPKETO YPOVO GE KATL TOV UTOPOVGE VO
emtevybel oA o ypryopa pe GAAOV TpOTO TOL SV elyape LAbeL akdun. £to GUVoro dU®S, AaPape
YVOoELG TOV 0ev Ba Eeydioovpe Kol oiyovpa Ba egliovpe mepatépm.

87



KepdAato 8

8.3 Merayevéotepa Xyiona

‘Eva omtd To peAlovtikd oyédia eivor o va ypnotpomombei avti 1 dovAeld yia to Draive wov 6nwg
avaEPONKe, aoyoAeital L TNV EMITEVEN TG TANPNG aVTOVOUNG 00N yNoNS. Oa sipacToy
EVYOPICTNUEVES OV KOTOPEPEL 1) OUASO VO, VDAOTOUGEL TNV GVTOVOLT 00N YNOT| GE TPAYUATIKO OYNLO TO
onoto apov Ba £xel ekmardevtel oTo gkovikd mepiBaiiov tov ALITA.E o pmopéoet va dokipaotet
070 TpayHoTIKo TepPdiiov Tov [avemotnpiov.

To apécmg emdUEVO GYEDI0 Y10 VOL ETTVYEL TO TOPOUTAV® EIVAL PLGIKA 1) EVPECT TNG OLTING TOV
CQOALATOV, £T61 AGTE OA TO LOVTEAL VO AAPOVV TIG VEES TOV TOGO Kapd avabéTape 6€ aVTA.

"Eva axoun peAloviikd mAdvo, kabapd yio oicintikodg Adyovg, eivar 1 oAdayn T eUoMG Kol KATOmV
axopun Aertopepeidv oto 3D poviédo tov [avemotnpiov wote vo vdpyet pia £kdoon yuo kabepio
amo Tic 4 emoyEs, POVOT®PO, XEWDVOGS, AvolEn Kot KaAoKaipt.
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