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Evyaprotieg

Me v TepAT®ON NG TAPOLGAS TTVYLKNG epyaciog Oa NBela va evyaploTiom amd Kapolds OA0LS
aVTOVG TOL G€ UIKPO N peydio PBabud cuvérafav otnv oAokAnpwon g epyociog. Oa avaeepBd
TPAOTO. GTOV EMOMTN HOL, KoONyNTy TOL TUAUATOS “Mnyavordywv Mmnyavikov Brounyovikoh
Zxedaopod” k. Xproto Opofa mov pov didaée ta pobuota “IIpoypappoticpod H/Y-Aopécg
Agdopévav”, “Eioaywyn ot Teyvnt) Nonpootvn” ko “Avtikeipevikov [poypappaticpod C++7.
Tov 0@eih® TOALY Yl TNV EUTIGTOGVVI] TOV TPOS TO TPOSOTO LoV, TV EVOEPPLVGT VO KUVIYHC®
TO EVOLPEPOV OV Y10 TOV KOGLO TWV VIOAOYIGTAOV Kot TNV oTHPEN Tov kald’ OAN TN odpkela g
pakpdg avtg mpoomdoelag, yio Tig VTodEiEelg Kot CLUPOVAES TOV, KAOMS Kol YOl TIG YVAOCELS TOL
amoKOUoo Ko’ OAN TNV SLAPKELN TWV POLTNTIKMV LoV YPOVM®V.

Emiong Ba nBeha va euyapiotiom moAd tovg kabnynteg k. [avayiwtn Kvpdron kot k. Nikoroo
EvkoAidn yu v kaBodnynon kot Tig TOAVTIHEG CLUPBOVAEG TOVG UHECH TOV UHAOMUATOV TOVG
“Kartaockeon [Ipotdinwv kot Kakovmmv”, “Texyvikny Merétn pe ™ Boneia H/Y (CAE)”, “CAD III”,
“Ynowkn KabBoonynon Mnyavaov (CAM)”, “IlepiParrovtikd EvaicOnrtog Zyedaopdc” ko
“Lyedopog [potdvtwv 17 6to TpoakTikd KOUUATL TOL EYXEPNHLLOTOG.

Tov kanynm k. Kovotavtivo Kakooin, kadnynm tov padnuatov “CAD 17, “CAD II” ka1 “CAD
[T yioe v moAvTiun Ponbeta Tov 610 BEWPNTIKO KOLUATL.

[dwitepa Beppég evyopiotiec BEA® Vo SDO® GTNV OKOYEVELD OV YLl TV GLVEYT CLUUTOPACTOON,
Yo TIG TOAVTILEG CLUPOVAES TOVG Kot Y. OAQ OGO OV £XOVV TPOCPEPEL OAA AVTA TO YPOVIOL TNG
Cong pov aAAG KOt TV GTTOVOMV LOV.
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IHepiinyn

>mv ev Adym mroylokn yivetor avageopd oto Blender to omoio sivon éva mpdypoppo oyedioonc
TpLeddotateV Ypaeikmv. [eprypdoetar ) dSwadwacio dnpovpyiag pag 3D oknvig, evog Animation
kot 1 onuovpyioe Shaders. Metd v elcaywynq mapovcsidletoan m 1otopia tov Blender o6mov
epLypapetar 1 dpvon g etapiog, TOV EKOOGEMV TOL Kot 1 ddgwn pe TNV omoio KukAopopel. Xt
ouvEyeln yivetal AemTopepns Eme€yNom TV TEXVIKOV OpoAOYIdV Tov Ydpov ¢ 3D oyediaong
KOG kol Tov TEYVIKGOV opoloyidv Tov Blender. ‘Emeita eneénysitan oe Pdbog n dwdikacio
onuovpyiog tov Animation TG €pyaciog, CUUTEPIAAUPBOVOUEVOV TOV TEYVIKOV OPOAOYIDV TOV
Blender, tov gpyaieimv Kot TV €0IKOV TEXVIKGOV TOL y¥pnoyoromdnkav. Télog, kataypdeovtal
TO. GUUTEPAGLOTO, TTOV TPOEKLY OV KaB OAN TN OLAPKELD TNG TTEPATMOONS TNG EPYUCING, TAVTH LE
6TOY0 TNV €EEMEN TOV GLYKEKPYLEVOV TPOYPELLLLOTOG,

AéEeic-Kiewd: Blender, Open Source (Avowktod Kddwa), Cross-Platform (AwmAatooppikn),
Animation, 3D (tpiodidotaro), Modeling (Awadikacioo Onpovpyiog TPLodoTUTOV OVTIKEIEVOV),
Shaders, Nodes, Rendering (Stadwkacio petatponng pog 3D oknvig o€ eikdva), Textures



Ewayoyn

To Blender sivat £va dmpedv TPOYPOLLLO OVOTKTOD KMOIKO GYESIOONG TPIOIACTATMV YPUPIKAOV TO
0moil0 TTPOGPEPEL SVVATOTNTES INUIOVPYING CTATIKMY EIKOVOV, TPICOICTATOV animation, oKnvov
pe omTIKA €€, kabm¢ kol dvvatdtn e emeEepyaciog video. Eival katdAAnio yioo atopukn ypron,
OAAG PITOpOLV Vo ETOEEANBOVV amd Tn YPNYopN KOl OTOOOTIKY) PON €PYACIOV TOL KOl HIKPA
studios.

Eivon pio cross-platform (moAlamhdv TAQTQOPUOV) EQAPUOYT TOL TPEYEL 6€ cvoTiuate Linux,
macOS kot Windows. "Exet pkpéc amaitoelg GLGTHOTOG LVIUNG KOl XDPOL o€ oxéon e dAla 3D
TPOYPAUUATO KOl TO EKTEAEGIHO TOV apyeio eivon pkpd, mpdypo Tov Tov divel TV dvvaTOTNTA
eopnromrag. To mepiPdrdov tov ypnoonotei OpenGL yio va wapéyetl o otabepn eumeipio oe
ola To. cupPoatd VAKE Ko TAATEOPES, TO omoio pmopel kot va eatoptkevtet pe Python (YAdooa

TPOYPOLLUATIGHOV).

To yeyovdg 611 to Blender £xet peydin mowidia epyadeiov - Onwg Modeling, Rendering, Animation
kot Rigging, Video Editing, VEX (Visual Effects, Ontwd E@é), Compositing (Z0vBeon),
Texturing(Yon), moAlobg tomovg I[Ipocopoidoemv - tov divel tn dvvotdtnTa Vo pmopel va
ypnoomrombet oxedov yio O o o £10M mTapaywyns péowv. Akpipog yio avtd o Adyo £yl o and
TIG O evePYES Ko PonOnTikég Kovdtnteg otov ywpo. Mepovopéva dtopa Kot studios oe 6A0 TOoV
KOGLO TO YpnoipomotoHy yio hobby, dlapnuicels kot Tovieg K.4.

To Blender kaBiotd duvatn v ekTtéAeon €vOg EVPEOS PAGLATOS EPYOCLOV KOl LTOPEL va, paiveTol
TPOUOKTIKO Y10 KATOLOV OV HOMG Eekvdl e Ta Pactkd. QoTdC0, [LE ETUOVI KoL UE TO KATAAANAO
EKTOOEVTIKO VAKO givon duvath 1 e€otkeimwon pe to Blender péca o Ayeg dpec.

[Tapd to 6ca pmopet va kavel, To Blender mapapéver éva epyaieio. Ot omovdaiol kaAATEYVES Oev
ONUIOVPYOVV APIGTOVPYTLLOTO TATMVTOG KOV 1] YPTCLLOTOUDVTOG TIVEAM, OAAY pabaivovTog kot
eEaokmvrog 0épata 6mmg n avBpomivn avatopio, 1 cOVOESN, 0 POTIGHOGS, 01 apyEG animation.

Aoylopkd  onuovpyiog tpodidotatmy  otoyeiov Omwg to  Blender mpocBitouv TEYVIKN
TOALTTAOKOTNTO. Kol opoioyieg mov oyetiCovral pe T vmokeipeveg teyvoroyies. Opot dmwg UV
Maps, Materials (vAikd), Shaders, Meshes kot “Subdivs” givon tor péca Tov YynEoKoH KaAMTEVN
KOUL 1] KOTOVONOT| TOVG, OKOUN KOt G YEVIKES YpaUUES, Bonbdet oty xpnomn tov Blender.



Aomn Epyaciog

H avdntoén tov Bépatog €yive og €61 kepdAata Kot 1 doun g epyociog stvat  akoAovdn:

270 TPMOTO KEPAANLO YiveTOL 1] 1IGTOPIKT avadpopn Tov Blender and v idpvon g etoupiog
NeoGeo péypt onpepa. EEnyeitan n évvora tov Open Source kot avaypdgovtal ot
onuavtikotepeg £kd6celg Tov Blender. Emiomg yivetan avapopd oty yprion tov Blender
o1t Brounyavia.

210 6e0TEPO KEPAAOLO avaAveTaL 1) dtadikacio dnovpyiag e 3D oknvig kot Animation
TV avtikelpnévov . Eniong emelnyeiton to User Interface, to Properties Editor kot
avéBeon vAkodv ko to Timeline Editor.

210 tpito KePdAao yiveTanl Aemtopepnc meprypaen twv Shader, tov Shader Editor kot tev
Shader Nodes, ¢ d1adikacio onpovpyiag Shader kot To animation TV 1O10THT®V TOVG,.

Y10 tétapto Kepdlaro mapovsialeron to Graph Editor kot avoivetol ) onpacio Tov
Interpolation.

210 mEUMTO KePAAao avardeTal 1) dadikacio tov Render.

210 £€KT0 KEPAAOO Tapovstaletal o Video Sequencer.

211 cvvEyeto divovTol T CUUTEPACLATO TG TOPOVCAG TTVYLNKNG EpYaciag émov agloloyeital To
Blender, tovileton 1 omovdodtnTa TOL, 1) ELPNUATIKOTITO TOV KOt 1] ¥P|OT TOL HECO Ao TNV
TEPATOON TNG EPYUCING LOV.

AxorovBel to Ae&hdyto 0pwv 6mov enelnyodviar ot ayyAOQmVEG 0pOAOYiEG TNG TAPOVGUG
TTUYLOKT|G.

Téhog KAetvel ) epyacia pe v Biproypagio ¢ epyoasios.



Kepaiao 1 - Iotopia Tov Blender

To 1988, o Ton Roosendall fjtav cuvidputig Tov oAlavotkov animation studio NeoGeo to omoio
yYpyopa avantdyOnke oto peyardtepo 3D animation studio otnv OAAavdia, Kot G Evav amd Tovg
Kopvpaiovg oikovg animation otnv Evponn. To studio avtd ompuovpynce Ppapevpévec mapoaymyésg
(European Corporate Video Awards 1993 kati 1995) yo peydrovg etoupikodc merdteg Omwg tnv
molvedvikn etapeio nAektpovikav Philips. O Ton Roosendall ftav vrebBuvog g KaAlTeyviknig
empéLEDG Kol avantuéng ecmtepkoy Aoyopkob (internal software). ‘Emeita amd mold okéym
aropdoioe 011 10 3D gpyaireio mov ypnoonolovcay oty NeoGeo ypetalotav va Eavaypaptel omd
™y apyn ywrl Hrov ToAd moAd Kot duckoAo va cuvvinpndel. ‘Etol, to 1995 Eekivnoe mé n
avartuén tov ko kotéAnée va yiver 1o 3D mpdypappa wov eivar onuepa 1o Blender. Oco n
NeoGeo ovvéyile va to Pertidvel, o Ton Roosendall cuveldnromoince 611 to Blender propovoe va
ypnooromBet mg epyareio Ko amd AALOVG KaAlTEyveg ektdg TG NeoGeo.

Aéxa ypovia petd v dpvon tov NeoGEO, kot ovykekpyéva to 1998 o Ton Roosendall
aropdoioe vo 10pvoel pio véo etorpio pe to ovoua Not a Number (NaN) wg mopokAdolr g
NeoGeo, yio va avartvéel kol vo tpowdnoet mepartépm 1o Blender. Baowr emdiowén aidd ko
embopioc g NaN 7frav va onuovpyndel wor va owveundel dwpedv pion cross-platform
(Samhatpopkn)) 3D epappoyn. Mio emavactatikn 10€0 Yoo TNV €MOYN, 0QOL TO TEPIOCOHTEPQ.
eumopik@ 3D mpoypdupata kdéotilov toTE YAbdec gvpm. H NaN nAmle va @épel epyareio 3D
modeling kot animation emayyeALOTIKOD €MTESOL, GTO €VPV KOWO YpNoTdV vroloyiotdv. To
EMYEPNUATIKO TNG HOVTEAO TEPIAGUPOVE TNV TOPOYN EUTOPIKAOV TPOTOVIMV KOl VINPECIHOV TOL
elyav oyxéon pe 1o Blender. ['io avtd t0 Adyo 10 1999 M NaN mrpe yoo TpOT QOPA HEPOG GTO
ovvéoplo SIGGRAPH, dote va mpowbnicetl evpitepa 1o Blender, to omoio £tuye peydAng amodoyng
Kot KEPOLGE TO EVOLOPEPOV TOV THTOV KOl TV TAPEVPICKOUEV®V.

Meta v emtuyio Toug oto cuvédplo ¢ SIGGRAPH, kot mepimov otig apyég tov 2000 n NaN
eEaopahoe ypnuatoddTnon 4,5 ekatoppvupiov gupd amd emevovTEC. AVTR 1 HEYAAN €16pON|
petpntov enétpeye ot NaN va enekteivel ypnyopa Tig OpactnploTnTEG TS, ZUVTopo oméktnoe S0
VIOAANAOVE GE OAO TOV KOGLO TOL doVAELAY TTAV® 01N BeATimon katl otnv TpodOnon tov Blender.
To karoxaipt Tov 2000 kvkAopopnce to Blender 2.0. Avti n véa €kdoon tov Blender evooudtmoe
éva game engine otnv 3D gpapuoyn, evd péxpt 1o téhog tov 2000 o apBuds eyyeypappévev
¥pPNoToOVv otov 1otdtomo T NaN Eenépace tovg 250.000.

Avctoymg Opmg ot eriodosieg g NaN kot ot cuykvpieg mov mpoékvyay, dev taiplalov He Tig
ovvOnkeg TG ayopdc ekeivn TV emoyn Kot Tig ovvotdTNTES TG €Toupiog. Avtd odfynoe otnv
enovévapén e NaN pe véo ypnuotodotnon and enevoutég Kot ot dnpovpyio piog pkpotepng
etaupiog Tov Ampido tov 2001. 'E&L unveg apyodtepa KUKAOQOPNOE TO TPADOTO EUTOPIKO TPOTOV
Aoyopkod ¢ NaN, to Blender Publisher. Avtd 1o mpoiov amevbuvdtay oty avadvopevn ayopd
ddpaoTtikav, dtadtktvak®y 3D Media. EEatiog OpHm¢ TV TeEViypdv TOANCEOV Kol TOV SVGKOAOV
OIKOVOUIKOD KAMUOTOG, Ol VEOL EMEVOVTEG AMOPAGICOV VO, SOKOWOLV OAEG TIG OpacTNPLOTNTEG TNG
NaN, pia and 11 omoieg Nrav kot 1 avantvén tov Blender. TTaporo mov vanpyov eAleiyelg otnv
tpéyovca €kdoon tov Blender —O6mwg o mepimAokn €0MTEPIKY APYITEKTOVIKT] AOYIOUIKOD, Ol
NWTEAEIG SLVATOTNTESG KOl O U1 TLTIKOG TPOTOC Tapoyng Tov GUI- 1 evBovoidong vrostpién amd
TNV KOWOTNTO YPNOTOV Kol amd Tovg TeAdTeg mov &iyav ayopdoet 1o Blender Publisher oev
enétpeyav tov Ton Roosendall va agnoet To Blender va yofei. Aedopévov 6t 1| emavekkivinon oG



etopeiog pe po apketd PEYAAN ORAd0 TPOYPUUUATICTOV dgv NTav €pikt, o Ton Roosendall
i0pvoe tov un kepdookomikd opyavicud Blender Foundation tov Mdéprtio tov 2002.

O mpotapykdg otdyog Tov Blender Foundation vjtav va Bpet tpdmo dote vao cuveyoTel 1 avantuén
Kot Tpo®Bnom tov Blender wg éva project avoiktoh kmoKe mov angvfhverar oty kowotnta. Tov
IobMo tov 2002 o Ton Roosendall, emiyeipdviag va kvkiopopricel 1o Blender wg mpdypappa
AVOIKTOU KMOKO, KATAPEPE Vo Teloel Tovg emevouTtég g NaN va cupeovicovy g éva oyéoto. H
exotpateia “Free Blender” emdioke va cvykevipwaoel 100.000 gvpd, dote to Blender Foundation
v umopécel vo e€ayopdostl o SIKOMUOTO TOV TTryaiov Kmotke tov Blender kot to dikoudpoto
TVELLLOTIKTG 1010KTNGI0G TOL amd Tovg emevouTég TG NaN, Kol 6T GUVEXEWL VO KUKAOPOPTGEL
elebBepa 10 Blender g mpdypappa avorktod kmdwa. Me pion evBovoumon opdda ebelovimv,
moALOl ad TOoVG omoiovg Nrav TPdNV vVtdAAnAotl ¢ NaN, Eekivnoe (o ekoTpateion GLYKEVIPOONG
ypnuatov yo to “Free Blender”. H koumévia métuye 1o o100 tov 100.000 gupd o€ entd poig
gBoopdoeg kar v Kvplaxn 13 OxtoBpiov tov 2002 to Blender kukho@dpnce vd tovg 6povg e
GNU GPL. H avdantuén tov Blender cuveyiletar £o¢ kot onpepo kaBodnyoduevn ond pio opdoo
aQOCIOUEVOY €0eAOVI®OV amd OAO TOV KOGHO HE EMKEQOANG TOV onuiovpyd tov Blender, Ton
Roosendaal.

1.1 - Free Software ko1v GPL

O opoc¢ “Free Software” onwc ypnowyonoteiton and 10 Free Software Foundation (dnpovpyoi tov
GNU Project kot tng GNU General Public License) éyet v évvola “ehedBepo dnwg n elevbepio’”
Kol oL TV évvola “ympig k6otog”. To “Free Software” pe avt) v évvolwa ivar €va TpdypapLo To
omoio umopei va ypnoyomondel, va avirypagel kKot va dtavepunel yopig meplopiopnd. AviBétmg ot
OpOl TOV AOEIDV OTO TEPIOCOTEPN EUTOPIKE TOKETO OEV EMTPETOVV TNV POPTM®GT TOV AOYIGUKOD
o€ MOPATAVEO Omd €vav LTOAOYIGTH, TNV ONUIOLPYIC aVTIYPAE®V Kol TNV €EETAOT) TOL TN yoiov
kdowa tov. To “Free Software” ouwg mposeépet peydin erevbepia oto ypnom. Enione, epdcov o
mmyoiog Tov KOdwaG etvor  eAledBepa S100éc10g VIApYOLV TEPLocOHTEPEG TOAVOTNTEG VO
EVIOTIOTOVV Kot VoL 510pHwB0ovV o GPAALTE TOL.

Otav éva mpdypoppa kKukAopopsi pe v Gdeto tng GNU General Public License (3 GPL) t61¢€ 0
XPNOTNG £xEL TO dkaimplo:

Na 10 ¥pNGYLOTOM|GEL Y10, OTOLOVONTOTE GKOTO,

Na 10 Tpomomocel Kot va, el TpOSPactn GTov Tnyaio KMok,
Noa to avtiypayel kot va o dtaveipet,

No 1o BeATIOGEL Kal VoL TO KUKAOPOPNGEL GE ATOUIKEG EKOOCELC.

Ot 6pot dravoung évog Tpoypappa ved v adete GPL givan ot €ng:

e Tlapoyn avtiypagov tov GPL pali pe 1o mpdypappa, €161 GGTE 01 TAPAANTTES VA Yvopilovv
T OTKOUOUATO TOVS PACEL TNG AOELOG.

e Tlapoyn Tov myaiov koK poli pe to Tpdypappa 1 0140ecn Tov dwpedy.

e Adeodomon and v GPL N pag ovpPoatig dodewag oe mepintwon mov tpomomombei o
KOOKOG Ko dtaveun Ot n tportomompévn £€k600M Tov.

e Amaydpevon ade0d0TNoNG TOV TPOYPAULATOg TEPO amd tovg dpovg ¢ GPL (dev pmopet
Vo LETOTPATEL OE 1O10KTNTO TTPOIOV).



Avtég o1 gvBiveg €yovv oyedlaoTel Yoo Voo TPOGTATEVCOLY TNV eAgvbepion TOL YpPNoTN KO TNV
elevbepia v GALOV.

1.2 - Ov onpovtikdtepeS ekd00€LS TOV Blender
1.2.1. H apym

e 1.00 — Iavovdprog 1994: Apyn avartuéng tov Blender oto animation studio NeoGeo.
e 1.23 — Iavovdpilog 1998: Kukhogopia éxdoong SGI oto dadvkrio, IriGL.

o 1.30 — Ampihog 1998: Kuihogopia ekddcemv yia Linux kot FreeBSD, port e OpenGL kot
X11.

e 1.3x —Iovviog 1998: Tdpvon g NaN.
o 1.4x —XentéuPprog 1998: Kvkhogopia tewv Sun kot Linux Alpha exddcewv.
e 1.50 — NoéuBprog 1998: Kvkhopopia Tov mpdtov Manual.

e 1.60 — Ampihog 1999: C-Key (véeg dvuvatdtreg emt mAnpoun, 95%), kvkiogopio g
ékdoong v Windows.

e 1.6x —Iovviog 1999: Kvukhopopia tov exkddcemv yio BeOs kat PPC.

e 1.80 — Iovviog 2000: Teppatiopdg tov C-key, to Blender yivetoat dwpedv kot i,

e 2.00 — Avyovotog 2000: AladpaoTiKy TPIGOAGTATN KOl TPAYUATIKOD ¥pdVoL engine.
o 2.10 — AexépPprog 2000: Néa engine, physics, kot Python.

e 2.20— Avyovotog 2001: Xbotnuo animation yopaKTp®V.

e 221 - 0Oxktopprog 2001: Kvkiopopia tov Blender Publisher.

2.2x — Aexéuppiog 2001: Kvkhogopia ékdoong yio macOS.

1.2.2 To Blender yiveTtor avolkToOU KOOIKO

13 OktoPpiov 2002
To Blender yivetat avoiktod kddika, TpmTo cuvédpo Blender.

o 225 — Oxtdfpog 2002 To Blender Publisher yivetar dmpedv kot onpovpyeitor to
TEPAUATIKO 0€vTpo Tov Blender.



2.26 — Oefpovdproc 2003: H mpmdtn Kuklopopio Tov avoiktov kmoika Blender.
2.27 — Mdog 2003: H dedtepn kukdlopopia Tov avotktod kdoka Blender.
2.28x — IovAog 2003: TIpadtn g 2.28x cepdc.

2.30 — OxktdPprog 2003: IMapovoiacn g preview kvklogopiog tov 2.3x Ul makeover 610
devtepo ouvédplo Blender.

2.31 — Aexéufpiog 2003: Avapaduion o otabepd 2.3x Ul project.
2.32 — Tavovdprog 2004: Avadiopdpemon TV ecmTEPIKMOV rendering SuvaToTHTOV.

2.33 — Ampihog 2004: Emotpoen tov game engine, ambient occlusion kot katvovpyuo
procedural (StadkacTiKOC) textures.

2.34 — Advyovotrog 2004: Particle interactions, LSCM UV mapping, evoopdtwon
Aertovpyikov YafRay, weighted creases oe subdivision empdveleg, ramp shaders, mAnpng
OSA, kot ToALG QAL

2.35 — NoéuPprog 2004: Axoua pio €éxdoon yepdtn Pertiooelc: object hooks, kaumvAmtég
TOPOUOPPMOCELS Kol curve tapers, particles SimAac106TEG Ko GALN TOAAGL.

2.36 — AexéuPprog 2004: 'Exdoon otabepomoinomng, normal kot displacement mapping
BeAtudoels.

2.37 — Iovviog 2005: Transformation gpyaieio ko widgets, soft bodies, medio dvvapewy,
extponéc, incremental subdivision surfaces, oa@aveic oxiég kot multi-threaded rendering.

2.40 — Aexéppprog 2005: ITapeg rework tov armature cvotiuatog, shape keys, yoova pe
particles, VYPA Kol AKOUTTO COUOTA.

2.41 — Iavovdprog 2006: [ToArég d10pBmaoelc kot pepucég duvatdtnteg tov Game Engine.

2.42 — Todhog 2006: Kukhopopio twv nodes, tpomomomtng cvototyioc, Vector blur,
Kawvovpyla physics engine, rendering, lip sync kot moALEG dAdec duvatotntes. Kukhogopia
petd to Project Orange.

2.43 — ®egPpovaplog 2007: Multiresolution meshes, multi-layer UV textures, multi-layer
ewoveg kKar Multi-pass rendering xot baking, yAvmtikn, retopology, mollamAd mpocOeta
mattes, nodes mapapudpemong Kot eiAtpwv, modeling kot animation BeATIOOCELS, KOADTEPN
Coypagikn| pe mtoAhamAd mvéda, vypd particles, proxy avtikeipeva, Sequencer rewrite, Kot
post-production UV texturing.

244 — Mdawg 2007: Avo véor tpomomomtés, emavévapén yw 64-bit OS, mpocHnkn
subsurface scattering, mov Tpocopoldvel light scattering Kdtw omd TNV EMPAVELL OPYAVIKAOV

KO LOAOK®OV OVTIKEWUEVOV.

2.45 — ZentéuPproc 2007: Aopbmcelg coPapdv cOAANATOV Kot Avon Tnudtov amrddoong.
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246 — Mduwog 2008: H xvkhopopioa tov Peach Mtav 10 omotéhecpo g TEPAGTIOG
mpoonddelng meptocoTep®V amd 70 TPOYPAUUATIOTOV TTOV Topeiyay PEATIOCE Yoo TV
POy LOAMOV/TPLYdV Kol Youvag, véo particle cuotnpa, BeATiopévn tepmynon eKovog,
cloth, pia seamless ot non-intrusive physics cache, rendering PeAtudoeg o¢
avtavakAidoels, AO, render baking, Mesh tpomomomt) MUPAUOPPEOONG YO HLG KoL
Tapopow, KoAvTepN vrootnpEn animation pécm armature epyoieiov kol oyedioong,
skinning, meplopiopdv kot Evav molvypopo Action Editor kot moAld dAda. Ilepielye ta
aroteAéoparto Tov Project Peach.

2.47 — Avyovctog 2008: Atopbwon cpaipdTmy.

2.48 — OxtdBpirog 2008: Kukhopopia Apricot, GLSL shaders, BeAtidoeig oe poto kot GE,
snap, Tpocopoimorn ovpavovy, tpomomomtrg Shrinkwrap kot Bedtidoelg o€ Python editing.
ITepieiye Ta amoteléspata Tov Project Apricot.

2.49 — Tobviog 2009: Node-based textures, armature sketching (Etch-a-Ton), BeAtidoeig e
Boolean mesh operation, vrootpi&n JPEG2000, projection painting yio QUECT] LETAPOPA
EIKOVOV o€ HOVTEAD, Kot €vag peydroc Python script katdioyog. Ov PBertivoelc GE
neplhapuPavav video textures, ota omoio pmopeic va maifelg video in-game, avofaduicelg
otV physics engine Zpaipmv, dome (fisheye) rendering, kot moArég axopo API GE calls
&ywav So0écLes.

1.2.3 Blender 2.5x — O gnavompoypoppaTIGROS

2.5x — Amo6 1o 2009, otov Atvyovsto tov 2011: Avti 1 oelpd KuKAOQOPNGE TEGCEPIS TPO-
exdooelg (amd 1o Alpha 0 to NoéuBpro tov 2009 wg to Beta tov Iobio tov 2010) ko Tpelg
otafepéc exdooelg (and 1o 2.57 tov Ampidio 2011 edg 10 2.59 t0v Avyovoto tov 2011).

‘Htav éva and ta onuoviikdtepa avantulakd project mov npdchece véeg duvatOTNTEG,

enavaoyedlacud tov internal window manager kot Tov cuatipoTog event/tool/data handling
Kot katvovpyro Python APL. H tehevtaio éxdoom avtov tov project fitav 1o Blender 2.59
oL KuKAOPOPNoE TOoV Avyovsto tov 2011.

1.2.4 Blender 2.6x €0¢ 2.7x — BeAtiwogls Kot ota0gpomoinon

2.60 — OktwBprog 2011: AeBvomoinon tov Ul, Pektidoel 6to chotnuo animation Kot T0
GE, vertex weight groups tpomomomtéc, 3D 1Myog kot Bivieo kot S10pHmon cpoipdtoy.

2.61 — Aekéupprog 2011: TIpocOnkn tov “Cycles” renderer, tov camera tracker, dynamic
paint yio. tpomomoinon textures pe mesh contact/approximation, tporomomtic Ocean yio
TPOCOUOimoN KeavoD kol o@pov, kavovpywn mpdcsbeta, SOPO®ON CEOANATOV Kot
neplocdtepa extensions oto Python API.

2.62 — OePpovapiog 2012: IIposbnkn g Piprodnine Carve yia va Bertiowbodv ot Boolean
operations, mpocoOnkn vroompiEng object tracking, mpocHnkn Remesh tpomomont,
Beltiwvoelg yio 10 GE, Pedtidoelg twv matrices kot vectors oto Python API, xovovpywa
npdcbeta Ko 016pOmon ceaipdTmy.
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2.63 — Ampidiog 2012: Zvyydvevon tov Bmesh, pe mAnpn vroompi&n ya n-sided polygons,
sculpt hiding, mavopapikn kauepa yio tov Cycles, mirror ball environment textures kou float
precision textures, render layer mask layers, ambient occlusion kot viewport display tov
background ewévov kot render layers. IIpooOnkn kovovpyimv tpodchetwv slooywyng Kot
eEaywyng ko d10pbwon 150 ceaipdtov.

2.64 — OxtoPprog 2012: IMpoohnkn mask editor poli pe évav PeAtiopévo motion tracker,
OpenColorlO, BeAtuwoelg yia Cycles, Bektidoelg yioo Sequencer, kaAvtepa mesh epyaieio
(BeAtimom Inset ko1 Bevel), kowvovpyla keying nodes, sculpt masking, PeAtunoelg yu
Collada, xowvovpyrog Skin tpomomom g, kowvovpylo compositing nodes back end, wot
010pBmomn TOAADY GEAALATOV.

2.65 — Askéufplog 2012: Bektidoelg oty @4 kol Tov Komvo, anisotropic shader yuo
Cycles, Bertudoelg tpomomomtadv, 10 gpyoieio Bevel €xet rounding, xaivovpylo mpodcheta
Kot Téve amd 200 d10pOmGE GOAAUATOV.

2.66 — Ogfpovdpiog 2013: Avvapukd topology, mpocsopoimon rigid body, Bertidoelg oto Ul
Kol ypnon (cvumepriapfavovtag vrootpiEn retina display), vmootpién hair otov Cycles,
vrootpEn pepovouévou vertex beveling yio 1o epyoieio Bevel, kaivovpyio Mesh Cache
kot UV Warp tpomomomtng, kawvovpylog SPH particle fluid solver. Ildveo amd 250
O10pHDGELG COUALATOV.

2.67 — Mduog 2013: TIpoobnkn tov Freestyle, BeAtuboelg oto paint cvotnua, subsurface
scattering yw Cycles, BipioOnkn Ceres oto motion tracker, koawvovpyla custom Python
nodes, kawvovpyla mesh modeling gpyaieia, kaddtepn vroompitn vy UTF-8 keipevo kot
Bedtivoeig otoug Text editors, xavovpyla mpoécOeta yioo 3D printing, whveo omd 260
O10pHmoElg CEAAUATOV.

2.68 — IobAog 2013: Kawvodpya kou Beltiopéva modeling epyaieia, tpia véa Cycles nodes,
Beltidoelg v tov motion tracker, Python scrips ot drivers amevepyomompéva oamod
TPOETIAOYN KATA TNV GOpT®ON apyeimv Yo Adyovs acpaieiog, mave oand 280 dopbnoelg
COOAUATOV.

2.69 — OxtoPprog 2013: Axkopa mepiocdtepo epyareion modeling, Bertidoelg yuo Cycles,
mpoodnkn plane tracking oto motion tracker, koAvtepn vmoot)piEn v FBX
gloaymyéc/eaywyés, mive and 270 610pfdcE GOEAAUATOV.

2.70 — Maptiog 2014: Volumetric vrootipién ommv CPU vy Cycles, mepiocOtepeg
BeAtidoelg 6to motion tracker, d0o katvovpylot modeling Tpomomontés, Lepkég PEATIOGELS
UI consistency, mavo and 560 510p0dGEIC GPOAUATOV.

2.71 — Tovviog 2014: TIpocsbnkn vroompiEng deformation motion blur kot TG/ KaTVOG
oto Cycles, Ul pop-ups eivar topa cvpopeva. Performance optimizations ywo sculpting
mode, kovovpylot Tomot interpolation yio animation, BeAtiwoelg yio GE, mdve arnd 400
O10pHmoElg COAAUATOV.

2.72 — OxtoBpirog 2014: Volume kar SSS vroompiEén otv GPU yia Cycles, mposOnkn pie
pevov kot PeAtimon twv tooltips, mpocHNkn tov modeling epyaieiov Intersection,
kawvovpylo Sun Beam node yiwo 1o Compositor, to Freestyle doviever pe to Cycles,
Beltimon g pon epyaciog tov texture painting, Tave amd 220 510pOOGES COUALATOV.
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2.73 — lavovdplog 2015: BeAtiwpévn volumetric vmootpi&n v Cycles, peydin
avaPaduion tov Grease Pencil, mpocOnkm Input Method Editors (IMEs) yia tnv ékdoon tov
Windows kot yevikég Bedtunoelg oto painting, Freestyle, Sequncer kot tpdcbeta.

2.74 — Madaprtiog 2015: Ymootmipién yw custom normals, viewport compositing Kot
BeAtidoelg og hair dynamics.

2.75 — Tovhog 2015: Evoopdtwon stereo/multi-view pipeline, Smooth Corrective
tpomtonom g kat véo developmental dependency ypaonpo.

2.76 — NoéuPprog 2015: YmoompiEn Pixar OpenSubdiv, avénomn g amddoong tov
Viewport ka1 File Browser, node auto-offset, kot éva text effect strip yio to Sequencer.

2.77 — Madaptriog 2016: Ymoompién OpenVDB 7y caching xomvov/volumetric
npocopoiwoswv, Beltiopuévo Cycles subsurface scattering, Grease Pencil stroke sculpting
Kot BeAtiopévn pon gpyaciag, kot reworked library handling ywo v dwyeipion yopévov n
ofnouévev data-blocks.

2.78 — ZemtéuPpiog 2016: Cycles vmootpién v spherical stereo images ywo Virtual Reality,
to Grease Pencil Aettovpyel mo moapopowr pe GAAa 2D oyxedl0oTIKG TPOYPALLOTO,
vroopiEn Alembic swoayoyn xor eayoyn kot Peltiwoelg oto Bendy Bones yuo
EVKOAOTEPO KAt TTLO AAd rigging.

2.79 — XentépuPprog 2017: Kavovpyteg duvatotreg yia Cycles: Denoising, Shadow Catcher
ka1 kavovpylo Principled shader. BeAtidoeig oto Grease Pencil kou Alembic. [TpocoOnkn
vrootPEng yio application templates.

1.2.5 Blender 2.8 — Avavempévo Ul

2.80 — IodAwog 2019: "Eva minpog emavacyedwacpévo Ul yi gvkolotepn mhonynon-
Bedtiwpévo viewport, gizmos kot gpyoireio. Me v Eevee onpiovpyndnke éva katvovpyo
real time renderer. Avadiopopemon tov Grease Pencil kévovtdg to eva minpeg cvotua 2D
oxedlacpov kot animation. Ta collections, £évog kavoOpylog TPOTOC OPYAVMGNG
avtikeévov avtikabiotobv ta layers. Bedtuwoewg oe Cycles, Modeling, Animation,
Ewcayoyn/E&aywnyn, Dependency Graph.

2.81 — NoéuPprog 2019: Revamped sculpting tools, Cycles OptiX accelerated rendering,
denoising, PeAtidoelg oe Eevee, library overrides, BeAtiwoeig UL

2.82 — DePpovaprog 2020: YroompiEin UDIM ko USD, Mantaflow yia mpocopoiwon
vypoV kot kamvoL, Al denoising, Bertuvoelg oto Grease Pencil.

2.83 — Tovviog 2020: 3D Viewport virtual reality scene inspection, new volume object type,
Cycles adaptive sampling, Cycles viewport denioing, feAtidoelg sculpting.
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1.2.6 Blender 2.9 — BeAtimon tov 2.8

2.90 — Avyovotoc 2020: Beltioon texture ovpavov, Eevee motion blur, BeAtidoelg yuo
sculpting, avavéwon tov Ul twv tpomomomrtayv, PeAtiwpéva epyoieic modeling,
ypnyopdtepo motion blur oto Cycles.

2.91 — NoéuPprog 2020: Bertiwvoeig Outliner, property search, feltioon tov mesh Boolean
ddkaoumy, animation curvers, feAtioon volume object ko display, kot o ekAentuouéva
sculpting epyaieio.

2.92 — ®ePBpovdpiloc 2021: Geometry Nodes, primitive add tool, BeAtidoelg Tov sculpting,
Grease Pencil curve editing, Cycles vertex color baking, APIC mpocopoiwcelg vypav,
Beltuwoelg tov Video Sequencer.

2.93 — Tovviog 2021: Kawvovpylo Geometry nodes, BeAtidvoelc tov sculpting, Grease Pencil

Line Art modifier, BeAtiopévo DOF yuwn 1o Eevee, avaoyedioon tng pong epyoaciog tov
Cryptomatte.
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1.3 — Xpnon tov Blender otn Bropnyavia

To Blender Eekivnoe wg éva ecmtepkd epyaieio yio v etaipio NeoGeo, £vo 0OAAAVIIKO EUTOPIKO
animation studio kot €yet ypnoponomdei ota e€ng:

Xe TOAAEG TNAEOTTIKEG OLPNUICELS G€ TOAAA LUEPT TOV KOGHOL CUUTEPIAAUPAVOUEVDV TNG
Avotpariag, Iohavoia, Bpaliiia, Pococia kot Zoundia.

Anuovpyia 3D povtédmv ard v Nasa ta otoio eival onpocing dtabéciuo

Avéantoén pog AodtkTuakng OldpacTIknG epappoyns omo v Nasa, to “Experience
Curiosity”.

2t animatics Kot TPO-0TTIKOTOWOELS Yo TO TN storyboard tov “Spider-Man 2”.
2ta edwd e@é TG YorLOpwvn s tauviag “Friday or Another Day”.
e moAd show tov History Channel.

Ev pépn yuo  dnuovpyia g tawviog “Tomm Moore’ The Secret of Kells”, n onoia éuye
npotabel yio Ookap oty katnyopia “Koaidtepn tavia kivoopévev oyxediov”

>t onuovpyia g animated touviag “Plumiferos™.

>ta Special E@é tov engicodiov 6 Ttov “Red Dwarf Season 10”.

>10 CGI kon to Compositing g towviog “The Man in the High Castle”.
Y& moALNG amd To omTIKA EQE TNG Toviag “Sabogal”.

Y& moALEg oknvAeg Tov “Lights Out” xon “Annabelle: Creation” an6 tov oknvofétn David F.
Sandber.

2tov titAovg TéAovg g taviag “Wonder Woman” kot to animation tng “Cinderella the
Cat”.

Y& oplopéva dupnuiotikd artwork yio to “Super Smash Bros.” yio to Nintendo 3DS «at
Wii U.

2y mopaymynq Music Videos and 1o Experimental Hip Hop cuykpotnua Death Grips.
Xt mpn dnpovpyia tng tauviag “Next Gen” tov 2018 and 1o studio Tangent Animation.
2ty onovpyia Tov yapaxktipa “Murloc” g taviag Warcratft..

2y ev pépet onpovpyio g touviag “Wolfwalkers”.

Eniong 1 etapio Khara kot 1 Buyatpicn g etanpia Project Studio Q €yovv vroypdyet og etaipid
uéAn Silver koau Bronze oto Toapeio Avantuéng xkou to 2021 1o studio SPA Studios apyioe va
npocrappdavel kadltéyveg Tov Blender.
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Kepaiaro 2 - Anpovpyia 3D oknwilg kor Animation oto Blender

2.1 - User Interface

Me v exkivnon tov Blender gpgavifetor to Splash Screen (Ewkova Exkivnong) (Ew. 1) ko to
default (£ opiopov) mapdbvpo tov Blender. To Splash Screen mpocépel mAnpopopieg dmwg v
éxdoon tov Blender mavm 6e€1d Ko eMA0YEG GYETIKA pe TV Onuovpyia 1| To dvoryuo Project amod

KAT®.

"% seulpting (s

% General T Manual

2D Anirnation Blender Website

o Credits

VFX
"% ideo Editing

B Cpen.. r,, Release Notes

ecover Last Session Development Fund

Ew. 1: To Splash Screen Tov Blender
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Me v emioyn tov General oty Aiota Tov New File (Ew. 1) avoiyet éva yevikd project Blender
oto default mapdBvpo. To mapdaBvpo tov Blender ywpiletar ota:

Topbar (Ek. 2) otv kopven 10 omoio mepi€yel ta pevov File (Avorypo,Amodnkevon ko
Anpovpyio project, swoayoyn,efayoyn aviikeywévov k.o.), Edit (Undo,Redo,History,
avanmon pevov, tpotyunoelg k.0.) Render (Render tg oxnviig oto tpéywv kapé, Render
tov Animation, mpofoAn Render x.a.) Window, Help. Emiong mpocoeéper éva cuvoro
Kaptel®v Yoo v emioyn Workspace (Ewk. 3) mov moapéyovv mpokabopiopéveg d1atacelg
Tapabvpov 6mwg 1o Layout yioo TPOEMOKOTNGN TG CKNVNAG KOl TOV OVTIKELEVOV KOl TO
Shading mov mapéyel epyadreio yio Tov kabopiopd Tov 1010tV TV VMKOV Yoo Rendering
(Rendering givot 1 dtadikacio petatpomig pog 3D oknvng o€ diodidototn kova 1 Pivteo).

XD File Edit Render Window Help

Ew. 2: Mgvoy Topbar

Modeling Sculpting UV Editing  Texture Paint ~ Shading Animation Compositing Scripting +

Ew. 3: [Iposmieypéva Workspaces

Areas o0 omoiog gtvat 0 ydpog otov onoio ympilovtal ot enelepynctés oto mapdbupo (Ew. 4,
Ew.6).

Scene Collection

L E‘ Collection

‘I:.; |_|E| LT_. Lamp

T_. w Lamp

(4

v Transform

Ewk. 4: IIpoemioyn meproy®v ywa 3D Viewport, Outliner ko
Properties
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* Status Bar (Ew. 5) kdto younAd to omoio mopéyel mANpo@opieg OM®G GLVTOUEVOELS
TAMKTP®V, OTOTEAEGLOTA 1] TPOEIOOTOMGELS KO GTATIGTIKA.

1.000
1.000
1.000

Marker e e d P re [é] 1 End: 250

Ewk. 6: Ilpoemieypévn owataén 006vig tov Blender. Topbar (Mnig), Areas (Ilpdcivo), Status Bar (Kéxkkivo)
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Xpnowonowwvtag to pevov File mov Ppioketor oto Topbar (Ewc. 7) sivor dvvoaty n elcaymyn
avtikelévov oto Project - apxel va eivon oe ocvuPatny popen apyeiov onwg ta apyeia FBX,
STL.DAE «.4. - pe v emroyn Import (Ewcaymyn). Avtd to oviikeipevo pmopel va givor 3D
Objects (tpiodidotata avrikeipeva), Motion Capture ( Kataypagn Kivnong) k.d. oto onoia pmwopet
va yivel mpoemiokomnon kot 1M enefepyacioa tovg ota avdioyo Editors (IIpoypapparta
Enelepyaoiag). Eniong umopel va sivon avrikeipeva mov ompovpynnkav oto Blender 1 o€ kdmoto

dAlo  mpéypappo  opkel  va  €yovv  ovpPory  popen  apyeiov.

Help Layout

Add  Object

Collada (Default) (.dae)
Al i
nal Data

(=P
2N

tor Graphics (.svag)

Clean Up

Stanford (.ply)
Defaults St (.stl)
() Quit FBX {.fhx)
([.glbps ~l
efront {4+ Load a FBX file.

xtensible 3L [x3diwrl)

Ew. 7: Mevot File kan o1 emAoyég Tov
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To default Workspace (ydpog epyaciog) tov General Project eivan 10 Layout (Eik. 9) oto omoio
YIVETOL TPOEMIGKOTNON TOV OVTIKEWEV®V GTOV YOPO KOl TOPEYOVTOL EPYOLEin Yia TNV emeEepyacia
TOVG, TO animation Tovg kol TV WtV T0Us. Too Workspaces etvar mpokaBopiopéves dotaelg
owpopwv Editors Tov Blender. Ta Editors sivon mpoypappota eneéepyaciog dS10@Opmv TTUYDOV VOGS
Project. To Layout nepihapfdavet ta Editors 3D Viewport, Timeline, Outliner xou Properties (Euw. 9).

Ew. 8: [Iposmieynéva Workspaces otnv péon tov Topbar

To 3D Viewport ypnoiponoteitat yo v oAAnAeniopacn pe v 3D oknvi yio dtdpopovg GKOmovg
OTMG LOVTEAOTTON|OT| Kot animating. Xtnv mopokdto kova (Ew. 9) eaivetar to 3D Viewport 6to
omolo @aivovtol To OVTIIKEIHEVO, TNG OKNVNAG TO OCTEPLO KOl TO TATOMHO Kol To epyoreio
enefepyaociog apLoTEPE Kot oe&la.

oY

©
©
©
@
@
©
©
©
©
©
©
©
©

o HeA P

Ew. 9: To Workspace tov Layout pe ta Editors 3D Viewport (Kékkivo), Timeline (Maig), Outliner (Kitpivo),
Properties (Ilpdcoivo)
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To 3D Viewport mapéyetl epyareio enelepyaciog TV avTiKeEvoy avdioya [e To emtheypévo mode
(Ew.10, Ew. 11).

Orientation: «: Default ~ Drag: Select Box 12, Global

ey O

:.: Object Mode +« View Select Add Object

W Object Mode

tod Sets the object interaction mode: O

aint

e Paint

Ew. 10: To pevov emioyic Mode tov 3D Viewport advem apriotepd Kol oL ETA0YES TOV
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2. s+  Orentation: &+ Default +  Drag: Select Box 17, Global ~ (9
v
B Object Mode -~ View 5Select Add Object

!"':': Camera Perspective

Vo=l

(353) Scene Collection | 305out

Ew. 11: H Aicta gpyarer@v tov 3D Viewport yia o Mode Object Mode nave aprotepd




Emiéyovtag to Object Mode pmopet va yivel eneepyacia g B€ong, Tov pey€Boug Kot TepioTpoPn
TOV OVTIKEWWEVOV TNG OKNVIG Le Ta epyareia Tov. EAeyyog Tov ontikov mediov g kdpepag yiveton
HE TNV EMAOYN TOL KOVUMLOV TNG TPOPOANG TOL onTkoV Tediov TG Kapepag mov PpiokeTot de&io
oto 3D Viewport (Ew. 12).

Ew. 12: To 0pBoy@dvio pe SOLOKEKOPPEVES YPURPES EIVOL TO OTTTIKO TEGIO TG KAPEPUS (KOKKIVO) KOL TO KOVUTL
npofoig Tov ontTiKoV TEdiov TG KApepas oto dELd (KiTpivo).
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To 3D Viewport mapéyet kot 4 pefddovg yio v emhoyn Tov TpOTOV TPOPOANG TOV OVTIKELLEVOV
™¢ 3D oxknvrg (Ew. 13).

E: . [.: Empty

*‘l’ W~ Empty

=] ¥ Transform

Ew. 13: 3D Viewport pe ta Kovpmda emmAoyng pedodov npofoing g 3D oknvig mave Sedua
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Ot péBodot Tpofoing etvar o1 €€ng:

*  Wireframe o omoiog eupaviCer v winpn oknvi mpofdiloviag HOVO TIG GKPES TV
avtikeévov g 3D oknvig (Ewk. 14).

(Camera Perspective
(51) Scene Collection | Empty

Ew. 14: Wireframe
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*  Solid to omoio mpofdiier v oxknvn ypnoponowwvtag to Engine tov Workbench yio va
Kével v tpoPoin ™ 3D oxnvig (Ewc. 15).

‘Camera Perspective
(51} Scene Collection | Empty

Fw. 15: Solid

26



* Material Preview 1o omoio gpoavilel tnv oxnvn pe 1o Eevee Engine pali pe éva mepipdiiov
HDRI (High-Dynamic-Range Imaging, movopopukn @oToypagios Tov KoAODTTEL OAES TIC
ontikég yovieg) (Ew. 16). Asttovpyior katdAAnAn yio TpoemiokOTNon VAKOV kot Texture
GTNV OToi0 UITopovV va emAeXH0VV Kot 0169popec GLVONKES POTICHOD.

Ewk. 16: Material Preview
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* Rendered pe v omoio mpofdiietonr m okmvny pe v emdeypévn Render Engine yia
dwdpaotikd Rendering (Ewc. 17).

Ewk. 17: Rendered
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2.2 Properties Editor ka1 Avafgon vikov

H enelepyacio moA®V 1010TMTOV OTTOC TNV BE0M EVOG OVTIKEWWEVOL Hmopel va emitevyBel Ko pe
v enefepyacio Tov Object Properties (Id16tnteg Avtikepuévav) oto Properties Editor (ITpdypappa
Enelepyaciag Idomtov) (Ew. 18). Xto Properties Editor mapéyovior oSwpopa pevod pe
TAPOUETPOVG Yo mv eneEepyacio SpoOpmV TTUYOV TOV Project.

Mo 1 ' e,
[, Rainbow Star

B - Rainbow Star

¥ Transform

Location X

Rotation X

Mode

Object Properties

Ew. 18: Mevov Object Properties yio tnv enelepyacio mapapéTpov 6Tms TS TIRES
X,Y,Z g 0¢omg €vog avTIKEIPEVOL
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210 pevov Object Data Properties (Ewk. 19)umopet va yiver eneepyacio S10pOp®V TOPAUETPOV TNG
KAUEPOS EMAEYOVTOG TNV OTTMOC O TOTTOG TOL PAKOV.

Type  Perspective

Focal Length S0 mm
Lens Unit  Millimeters

Shift X 0.000

Y Lo

Clip Start 0.1m
End 100 m

Depth of Field

> Camera

Object Data Properties

ind Images

Ew. 19: Object Data Properties Tng xépepaog
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To pevod Material Properties (Id10tnteg vAkdv) tov Properties Editor emtpénel v emelepyacia
TOV VAIKOV TOV OVIIKEWEVOV KOl YPNOLOTOIOVTAS To £ytve 1 avabeon vAikov Emission
(Exmoumn], otV ouykekpluévn mepintmon eoToc) 6To 0CTEPLN Kol G KATOlo omd T avTIKEILEVD
TOL JUmMESOL EVM OTO LWOAOMO Odmedo avaTédnke UETOAMKO VAKO Yy vo dmpuovpynOovv
avtavakAidoels (Ew. 20, Ewc. 21). Eniong 6to pevod tov 10THTOV TV DAKOV VIAPYOLV O14popot
TOPALETPOL TOV UTOPOVV VOl ETEEEPYAGTOVV OTTMS TO YPMLO TOL VAIKOV Kol 1) SUVAUTN TOL PTG,

3050ut &) 305 material20

305_materialla
305_maternall9
@ 305 material20
305_material21

305_material0o

&~ 305 material20

=g Modes

Surface @ Ermission

Color

Strength
* Volume
 Settings

- .';[."l g W

Ew. 20: Mevov Material Properties pe Emission
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"'_.i 305 _material00

305_material18
305 matenalls
305_material20
305 matenal2l

i05_material00
=

&2~ 305 material00

* Preview
¥ Surface

!.! .:' Use Modes

Base Color
Metallic 1.000
Specular 1.000

Foughness 0.000
= Settings
* Viewport Display

Material Properties  (perties

Ewk. 21: Mevov Material Properties yia Metallic Y k6
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Camera Perspective
(286) Scene Collection | Camera

& Hed] el End 500

Ew. 22: H 3D oxnvi] pwv T1jv 0va0£61] VAKAV 6T0 aPI6TEPH KoL HeTd TNV 0va0go1 YVAKAOV 6T 0e&1d
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2.3 Animations, Timeline Editor

H onuovpyla twv animations yivetonw pe tqv Ponfeta tov Timeline Editor (Ew. 23) to omoio
EMUTPENEL TNV €MOKOMNGON Tov Animation delyvovtag to Frames (Kopé) xor Keyframes tov
emieypévou avtikelnévov. ‘Eva kapé eivor éva and ta otrypudtono ond to omoio amoteAeiton pio
Kwvovpevn ewoéva (animation). To Keyframes eivor onpoadepéva kapé to omoio mepiéyovv
TANPOPOPIES TOV 1OOTHTOV TOL OAVIIKEWEVOL Omwg v Tiun 3 pétpa yoo v Béom evog
avtikeévou otov dEova X oto kapé 1. xondg twv Keyframes eivar va emirpémovv Interpolated
Animation. [IpocOétovtog éva akdpo Keyframe oto kapé 10 pe v tyun 20 pétpa otov a&ova X 1o
Blender vtoAoyilet avtdpota TV oot 0401 TOV AVTIKEWEVOD Y10 OAO TO KOPE AVAUESH GTO KOPE
I xou 10 avédroya pe v emieyuévn puéboodo interpolation (m.y. Linear Interpolation). O Timeline
Editor mopéyet ko epyodeio avomapoywyng Kot €yypagng Tov Animation kol €mTPEMEL TNV
enefepyacio Tov TANOOVE TV Kapé dNAaON TNV ddpKela Tov Animation.

0O P eying v View Marce w6 @ sat 1 Ed S0

Ew. 23: Timeline Editor pe ta Keyframes (dwopavtia), Playhead (nmie opBoy®vo), Scrollbar (koto pikog tg Kdtm
TEPLOYNG), EPYUALEia avamapay®yns oty péon Tave Kot KopE EKIvoNg Kol TEAOVS TAVE 0ESLA

34



H ecaymyn Keyframes yio ka0e avtikeipevo yiveron pe v emhoyn Insert Keyframe (Ew. 24) to
omoio mpocPépel AMota tov tHnewv tov Keyframes (Ew. 25) xor Bpioketar oto pevov Object

Context Menu mov epgaviCeton pe to mhTnpo Tov de&i KAk,

Shade Smooth

Shade Flat

et Origin

Duplicate Objects
Duplicate Linked
Ren

Mirror

Snap

Parent

Mowve to Collection

vith menu of availal ying Sets if un

Ew. 24: Object Context Mevov

Available

Location

t, with menu of available ifundefined: Location

Visual Location

al Rotation

Ew. 25: Insert Keyframe Mgvov
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Me myv gicaymyn evog Location Keyframe 6to mpdto Kopé oty apyikn 0éon evdg avtikepévon
onAavete M apywn Béon tov oto Timeline. Apa av n apyikr Béon evog acteplov otov déova Z
elvar 7,5 pétpa avty eltvor m tun mwov kotaypdeete oto Keyframe tov mpmtov xopé (Ewc. 26).

Ew. 26: 3D Viewport oto np®@to kapé, Timeline Editor pe ta Keyframes tov emieypévov aoteprod kot n Tipi) tov
agova Z ywo 1o kapé 0 otov Properties Editor ota oe1d
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Me mv eloaymyn evog Location Keyframe oto kopé 75 yia 1o 1010 aotépt pe v tipn 8,8 pétpa y
tov G&ova Z xotaypapete 1 Tyun 8,8 oto kapé 75 (Ew. 27). Apa oty didpkela peta&h Tov TpdTo
Kapé PéEYPL T Kopé 75 €xel kataypoap 1 Kivion mov akoAovOnce To aoTéPt Yo va petakivnel amd
ta 7,5 pétpa ota 8,8 otov déova Z. Avtrypdeovtag to mpdto Keyframe oto kapé 150 kataypdopete
M apyn T 7,5 tov déova Z oto kapé 150 dpa amd 1o kapé 75 péxpt 1o kopé 150 £xel kataypoaen
N kivnon mov akoAoHONGCE TO AGTEPL YO VO EMGTPEYEL GTNV OPYIKN TOL BEom. AkoAovOdvTag avn
Vv Aoy yivetor tomobétnon emmAéov Keyframes oto Timeline kot dnpovpyeitor £va animation
YL TO. OGTEPLOL TOV EMEEEPYAGTNKOAV TO OO0l PaivovTiol Gov vo alwpovdvtal otnv dapkew 500
Kopé.

jon | Rainbow Star002

HeCAd B résl

+

Ew. 27: 3D viewport oto kopé 75, Timeline Editor pe ta Keyframes Tov emieypévov aeteplov kot 1 Tipq Tov
agova Z ywo. to kapé 75 otov Properties Editor
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AxolovBdvtag v 0 dwdikacio pe Scale Keyframes yivetor xotaypogn tov oAloydv TOL
emAeyHEVOL aoTEPLO Yo Tovg dEoveg X,Y,Z ¢ kAipakog tov (Ew. 28).

q

e d pren

R S S S S S S S S

Ew. 28: 3D viewport oto np®To kapé, Timeline Editor pe Ta Keyframes tov emdeypévov aoteprod kot ol
Tipnés X,Y,Z g khipaxag Tov otov Properties Editor
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AvTo €rel ¢ OmOTEAEGLO TO animation TV EMAEYUEVOV OCGTEPLOV TO. OTTOil0. (AivOvTOL oV Vo

oo téAAovTol omd TNV OPYLKY] TOLG T GTNV TN TOL avaTEONKe KOl Vo GLGTEALOVTOL TGW GE
avt(Ewk.29).

tion | Rainbow Star007

¢ He AP e

Ew. 29: 3D viewport oto kapé 23, Timeline Editor pe ta Keyframes tov emeypévov aoteprov ko ot Tipés X,Y,Z g
KMpokag Tov otov Properties Editor
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Me Scale Keyframe yiveton kot to animation TV avTIKEWEVOV TOV damEOOL Ta. omoio poivovtot
cov va Tnyoivouv KOTO and TO £001pOg (Ew. 30), (Ew. 31).

o HeA P

Ew. 30: 3D viewport oto np®dto kopé, Timeline Editor pe Ta Keyframes tov danédov kot or tipég X,Y,Z g
KMpokag Tov otov Properties Editor
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& HeA P e 250 at 1 End 500

Ew. 31: 3D viewport oto kapé 250, Timeline Editor pe to Keyframes tov damédov kan o Tipnég X,Y,Z T KAMpokog
70V otov Properties Editor
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Xpnowonowwvrtag to mode Edit Mode tov 3D Viewport yivetatl duvath n vrodiaipeon (Subdivide)
TOV TPOCAHTOV KOl AKPp®V TV emAeyuévav avtikelpnévov. H emloyn Subdivide ywpilel ta dxpa
Kot To TPOCMMO. TOL EMAEYUEVOL OVTIKEWWEVOL KOPBovVTOG TO oTnv HECN 1 KOl TOPATIVE
TpocBETovTag vEeg KOPLQES Ko LITOdtpdVTaS avaioya e Ta Tpdcomna (Ewu. 32, Ewuc. 33).

Ew. 32: IIpw v vwodwaipeon

Ew. 33: Metd v vmodwaipeon
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H emioyn Subdivide eivan d10éoyun pévo oto Edit Mode ko Bpicketor oto Vertex Context Mevoo
T0 omoio avoiyel pe 1o de&l KAk (Ewc. 34).

Subdivide

Extrude Vertices

Subdivide selected edges.

Bewvel Vertices

MNew EdgefFace from Vertices
Connect Vertex Path

Connect Vertex Pairs

Ew. 34: Vertex Context Mgvov pe tnv emhoyn Subdivide
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Me v emloyn] tov damédov kot TG emioyng Subdivide epeaviletar To pevod tov 10 0omoio

ToPEYEL

eEMAOYEG OmmG TNV emeCepyasia Tov  aplBuov

1

o Create M-Gons

Straight Cut

Ew. 35: Megvov Subdivide

tov  koyudtov (Euc. 395).
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Me Vv ypnomn g vrodlaipeong 10 eneCepyYaSUEVO AVTIKEILEVO £XEL TEPIOGHTEPA TPOGOTA, AKPL
KOl KOPLEEG To omoia TPoopEPOVY o Agio empdveln Ko peyoivtepn elevbepia ko {oviavia
kivnong(Ew.36,Ew1k.37).

Ew. 36: IIpéommo ka1 Kopv@ES TOL damEd0V TPLY TNV vTodaipesn

Ew. 37: IIpéommo ko1 Kopu@ES TOL SamEdOV HeTd TNV vTodIaipEST
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Metd v vrodiaipeon yiveton mpocsOnkmn evog Displace Modifier 6to aviikeipevo Tov damédov 6To
pevov Modifier Properties tov Properties Editor (Ewc. 38).

Ot Modifiers givon avtopateg dlepyacieg mov ennpedlovy TNV YEMUETPIN EVOC OVTIKEILEVOD LE [N
KataoTpoPkd Tpomo. Kdvouv dvvat) v ektéheon mOAAGDV €p€ avtdpata mov Bo MTay TOAD
KOVPAGTIKO Vo Yivouy yelpokivnta Kot ympig va emnpealovy v Pocikn Ye®UETpia TOL ETIAEYUEVOL
OVTIKEILEVOU.

To Displace Modifier petatonilet Tic kopveég o éva mAéypa pe Baon v évtaor evog Texture. To

pevov mapéyel epyoreio yioo v emloyn tov texture poali Ko mpoemileyuévor textures Ommg Ko
SAPOPES TAPAUETPOVS GOV TNV SUVOLT KOL TIG GUVTETAYUEVEG TNG LETATOTIONG.

Add Modifier

¥ L= Displace ':';.::' E:; TN = R

EEH w Texture.002 r' |'_||3 p 4 E

Coordinates  Object

Object 'MW Empty
Direction MNorma

strength J1.50H)
Midlewvel 0.500

~

Vertex Group

Modifier Properties

Ew. 38: Mevov Modifier Properties pe to Displace Modifier
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Eniong oto pevov Texture Properties pmopodv va eneepyactodv ot 1d10treg tov Texture dmwg t0

ypoOua, TOTog Ko puéyefog tov (Ewc. 39).

[= Displace
o~ Texture.002
Type Eﬂ Clouds

¥ Preview

¥ Clouds
Moise Basis  Blender Original
Type  5Soft
Color Grayscale

15.00

Texture Properties pEh u

wabla

Ew. 39: Mevov Texture Properties
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Ao yivel 1 emioyn kKo eneEepyacio tov Texture akolovBel n TpocOnin evog Empty déova oty
oxnvn (Ew. 40) péow tov pevov Add tov 3D Viewport (Ewc. 41).

Ew 40: Afovac

j'q's Grease Pencil

K Armature

R | attice

.--""""-.‘-TH_

=Y, S Plain Axes
T—r .:':'.I'I'lj-,-'-,-s

Image J
T cirale Arreee Add an empty object to the scene:

e : Single Arrow  Add an empty

Light =

Jn
N
°
%

Light Probe » O Circle
| Cube
Camera
i Sphere

Speaker Cone
Force Field : Image

Collection Instance

Ew. 41: Mevov Add tov 3D Viewport
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O d&ovag Ba ovvoebel pe to Displace Modifier (Ewk. 42) kot 1 aAloyn TOV GUVIETAYUEVOV TOV Oa
emmpedlel T1g cvvteTaypéveg Ttov Texture TG HETATOTIONG.

Displace TETE A -

EEE w  Texture.002 W, L-B

Coordinates  Object

Object ::..' Ernpty
Direction MNorma

strength 1.500

Midlewvel 0.500

Vertex Group

Ewk 42: Opiopdg avtikeipévov og ovvietaypéves g petatoémong (Coordinates - Object) ko
opropnég Tov Géova (Empty) og avrikeipevo
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Me v mpocOfkn evog GEova Kot TNV GOVOEST] TOV OTIS GUVTETOYUEVES TNG UETATOTIONG YiveTal
ovvotd vo yiver Animation yio v petotdémion tov Texture tov Modifier. Me v mpocOnkm
Rotation Keyframes otov d&ova yivetar n kataypoaen g nepiotpoPng Tov ond 0 poipeg 6to mpdTo
Kkapé péxpt T 360 oto teAevtaio M omola TEPIGTPOPN EMMNPEALEL AUESO TIG GUVIETAYUEVES TOL
Texture g petatomong (Ew. 43, Ewc. 44, Ewc. 45).

¢ He AP e

Scene Collection | Empt

Ew. 43: 3D Viewport 6to 7p®T0o Kopé 600 QaiveTal 1 0¢on Tov damédov 6tav n Ty Y tov dova givan 0 poipeg
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Av10 €xel oG amotédespa TV Kivnon tov Texture g HETATOTIONG TO 0010 EMNPEALEL TIG KOPLPES
TOV JOTEOOL Ko OMpovpYeital Eva animation 1oV HOldLeEL GOV KOUATO.

o Heid Pronl

Eiwk. 44: 3D Viewport oto kapé 51 émov @aivetar 1 0£on Tov danédov 6tav n Tiun Y tov dEova givor 36.8 poipeg
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User Perspective
(353) Scene Collection | Empty

In Range

o HeidPredl

Ew. 45: 3D Viewport oto kopé 353 6mov @aivetal 1 0éon Tov damédov otav n Ty Y tov dova givar 255 poipeg
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Kepdraro 3 - Anpuovpyio kot animation Shader
3.1 - Shaders

210 YpopiKa vrtoloylot®v, To shader etvar €vog TOTOC TPOYPAUUATOS TOV YPNCLUOTOIOTOV OPYLKA
Y. okioon o€ TPIoAIoTOTEG OKNVEG (Tapay®Yn KOTAAANA®V EMITEI®V MTOG, GKOTAO0D Kot
ypouratog o€ pia rendered eikova).

[TAéov 1o Shaders extedobv o moKIMo EEEIOIKEVUEVOV AEITOVPYLOV GE Oldpopa Tedia, otV
KOTNYopio TV EW0IKAOV EPE, YPUPIKADV, VTOAOYIGTMV 1] YPNCLOTOI0VVTOL Y10 TV UETA-ENEEEPYATTOL
(Post-Processing) Pivieo, mov dev oyetiletor pe okioon 1 ekteA0DV KOl AEITOLPYIEG TOL OV
oyetilovtot Le Ypopika.

To mopadoctokd shaders vmoloyilovv ta rendering epé o€ LVAKO Ypo@k®dV e LYNAO Poabud
gveMélag.

Renderer eivan 10 mpdypappa mov ypnoonoleiton v 1o Rendering, pog tpiodidototng oKnvig
ONAadn yia TV dadtkacior dnpovpyiog piag dSieddoTatng EIKOVaS amd o TPIoddcToTn OKNVY.

To meprocotepa shaders KmdkomotoHvton (Kot TpEYOLV) Yo pie povdda enelepyoasiog YpoQKmV
(GPU) yopig va eivar avompn omaitnon. Ot yAoooeg Shading ypnoyomolovvion yio TOV
npoypoppaticpd tov rendering pipeline tov GPU, o omolog ®g enl tov mAeiotov £yxet
avtikataotioel 1o fixed-function pipeline tov mapelBOvTog mov enétpene Pdvo amAég Aettovpyieg
LETOOYNMOTICHOD YEMUETPIOG Kol okiaoT gikovoatolyeimv (pixel-shading).
H 0éon xor 10 ypodpo (amdypwon, Kopeouds, @OTEWVOTNTO Kot oviifeon) OAwv ToV
€IKOVOOTOlYEIWV, KOPpLO®V N Kol vewV (Textures) Tov ¥PNGIUOTOIOVVTOL YioL TNV KOTAGKEVT UI0G
teMkng ewovag evog Render (omotédecpo g Swdwaciog Rendering) pmopel vo aAld&et
ypnoomolmvtog aiyopifuovg mov opilovionr oe éva shader kai umopel va tpomomomBel amod
eEotepcég peToPAnTéG N textures mov €16AYOVTIOL OO TO TPOYPOLLO VTOAOYIOTH OV KOAEL TO
shader.
To Shader ypnoipomolovvtal €VPEMC OTIS KIVNUATOYPAPIKEG HeTa-emeepyacies, €KOVEC TOV
dnpovpyovvTal amd LIOAOYLIOTY Kot PBivteomatyviola ylo v mopaywyn €eé. Tlépa and to amhd
HOVTEAN POTICUOV, 01 IO TEPITAOKEC YpNoels Tov shaders mepthapfavouv:

*  AlMaoyn g anoypwong (Hue),

*  AAM\ayn Tov kopeopo¥ (Saturation),

*  AMayn g eotewvotntag (HSL/HSV) 1 avtiBeong (Contrast) puog ewova,

*  Tnv mopaywyn Borlotrag (Blur),

* Light Bloom (¢vtovn exmoum ¢wtdg),

*  Oykopetpkd potiopnd (Volumetric Lighting),

*  Normal Mapping (yaptoypdenon/onuiovpyia Textures yia epé BdBovg),
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Bokeh,
Cel Shading,
Posterization,

Bump Mapping (yaptoypdenon/ommovpyio Textures yio TV Tpocoueiwon putidmv Kot
egoykopdatov) Iapapdpewon,

Chroma Keying (yio ta Aeyopeva epé “Bluescreen/Greenscreen”),
Edge kot Motion Detection (aviyvevorn akpung Kot Kivnong)

Poyedehucd epé
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Camera Perspective
(353) Scene Collection | Empty

(353) Scene Collection | Empty

Ew. 47: ®dévto g 3D oxknviic pe Shaders
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3.2 - Shader Editor xon Shader Nodes

Mo v dwdwascio dnuovpyiog kot eneepyacioc Shaders oto Blender ypnowonoteitar to Shader
Editor (Ew. 48). Ta viwkd mov ypnowonotovvion omd ta Renderer Cycles kot Eevee tov Blender
opilovtar pe v xpnon evog dévipov kopPmv (Node Tree) (Ewc. 48). Emopévag 1o kvpro mapabupo
tov Shader Editor eivon évag enefepyaotig koupav (Node Editor) (Ew. 48). Avtoi or xdépupor
ovopdlovtar Shader Nodes (KopPotr Xxiaong) ta omoia opilovv vMkd, ¢oTo, @OVTH K.0. Kot
e&ayouv Tég, ypopata, shaders kot dStavoouarta (Ew. 48).

e & Use Nodes

¥ Mapping
¥ Texture Coordinate ¥ satara_night_2k.hdr ¥ RGB to BW
Vector
Generated Color

Normal Type:  Point v 3 ;
[a]v satara_night_2k... ) [C @ ® Color

uv Vector
Linear
Object Location:

Camera X Equirectangular

Window Y ' Single Image

72

Reflection Color Space Linear

- Rotation: Vi :
Object: W, 2 . ‘ector

From Instancer

Ew. 48: Shader Editor kot ta Shader Nodes Texture Coordinate (Zvvtetaypéveg Texture) Mapping Node
Xaproypagnon) Environment Texture Node ( Texture Iepipariovrog) kot RGB to BW ( RGB o¢ acnpépavpo)
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3.3 - Awwdwkacio onuovpyiog Shader ko Animation tov

3.3.1 - Anpovpyia “@ovro”

"o v mpocHnkn Aentouépetog ot 3D oknvn ypnoomomdnke pio potoypagio ¢ Background
(®6vto) ko Ta Nodes tov Blender 6to Workspace tov Shading. 1o ydpo epyaciag tov Shading
yivetar yprion Tov 3D Viewport kot tov Shader Editor. Ta Nodes npocOétovton pe tmv emthoyr Add
tov Shader Editor kot mpoo@épovv atéhelmteg duvatdTTeg emeEepyaciog Kot ONUIovpyiog
dweopov mtuydv Tov 3D kdcpov péca amd To. OPopa €I01 TOLG KOl TIG TOPAUETPOVS TOV
npoceépovv (Ewk. 49).

Y

(286) Scene Collection | 3050ut

©
©
©
©
©
@
@
©
©
©
©
©
©
©
©

Ewk. 49: Tehxko amwotéleospo Tov Shading pe toShading Workspace pe 10 3D Viewport kot tov Shader Editor ané
KOT®
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[Na v mpochnkn peg eotoypaeiog ot oknviy o Texture ypnoporomOnke to Environment
Texture Node (Ewc. 50). To Environment Texture Node ypnoiyomoleiton yio va @oTiceEL TNV OKNVY|

YPNCLOTOUDVTOG po ewToypoio [0l

¥ satara_night 2k.hdr

Color

o]~ satara_night 2k.hdr ) [C g

Linear
Equirectangular
Single Image
Colar Space Linear

Wector

Ew. 50: Environment Texture Node

Ew. 51: To ¢évto g 3D oknvic y®pic To Environment Texture Node ota apiotepd kou pe o Environment Texture

Texture (Ewc.51).

]

Node oto €14 pe pio etkéve g Texture
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INo v petakivnon tov Texture (tng eoTOypOapiag) — Yo va Goivovtal TEPIGGATEP OGTEPLO KO
ovpavog — ypnoworomOnke éva Texture Coordinate Node (Ewc. 52) to omoio ypnoipomoteitol yio
TG ovvtetoypuéveg tov Textures kot éva Mapping Node (Ew. 52) to omoio emutpémer tnv
enelepyacia Tov TGOV X,Y,Z Yo v tomobecio, kKApoaka kot tepiotpoen tov Texture. To Texture
Coordinate Node cuvoéetar amd v €000 tov Generated otnv gicodo Vector tov Mapping Node to
omoio ovvdéeton amd Vv €€odo Tov Vector otnv eicodo Vector tov Image texture Node.

v Mapping
¥ Texture Coordinate

Vector

Generated

Morrma \ Type: Point

L Wector
Object Location:
Camera A
Window ¥

e
Reflection

Rotation:

Ohject: ' o

Frorm Instancer

1.000

1.000

1.000

Ew. 52: Texture Coordinate Node ko1 Mapping Node
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2V ovvéyewa yivetoan ovvoeon evog RGB to BW Node (Ewk. 53) to omoio petatpémet g £xpoun
gwova oe aompopavpn (Ewk. 54), and v £€odo Color tov Image Texture Node otnv £é1c0d0 Color
TOV RGB to BW Node.

¥ RGE to BW

Colar

Ew. 53: RGB to BW Node

Ew. 54: To @6vto g 3D oxknviig yopic To RGB to BW Node ota apiotepd kot pe to RGB to BW Node ota deiia
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H ¢&ooog Val tov RGB to BW Node cuvdéetar pe v eicodo Color evoc RGB Curve Node (Ew.
55), 10 omoio mapéyel v dvvatdTTo S1OPOONS TOV YPOUATOV Yoo KAOE KOVAM YPOUOTOC Kol
poduong tov  emmédwv TtV xpopdtov  oto  mepPdiiov  obvBeong  (Ew.56).

v RGB Curves

1000

Ew. 55: RGB Curves Node

Ew. 56: To ¢évto g 3D oxnviic ypis To RGB Curves Node ota aprotepd kol pe 0 RGB Curves Node ota oe&1d
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3.3.2 - Anpuovpyia 6vo Texture Bopvpfov ko Animation Tov £vog

H €£060¢ Tov RGB Curves Node cuvdéetan pe v eicodo Colorl evog MixRGB Node (Ew. 57), to
omoio avapyviOeL elkdveG S0VAEVOVTOG GTO. LELOVOUEVO Kot ovTioToryo pixel tov eikovav e166d0v.
To Blending Mode TOL MixRGB Node glvan o€ Aettovpyio Color.

~ Clamp

- Fac 1.000
@ Colorl
® Color2

Ew. 57: MixRGB Node
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[Na v dnuovpyia evdg Evtova kopespévou kat BopuPddeg Texture ypnopomomOniay €va Noise
Texture Node 10 omoio onpuovpyet éva texture epaxtar BopvPov Perlin, éva Magic Texture Node to
omoio dnpovpyel £va yoyxedehkd texture ypopotoc, £va Bright/Contrast Node pe to omoio pmopet
va avénbel N petwbel n potevotTa Ko avtifeon g e10dov ko éva Hue/Saturation Value Node
(Ew. 58) 10 omolo mapéyet tnv dvvatdta enelepyasiog TOV YPOUNTOS GTOV YPOUATIKO Ydpo HSV.

¥ Noise Texture
Fac
Color

D

Vectar
Scale 11.000

Detail 7.200

0.500

Roughness

S
f.all
1.all

Distortion

¥ Magic Texture

Depth
Vector
Scale

Distartion

Color
Fac

0.600

2.800

¥ Bright/Contrast

Colar
Erght

Cortrast

Color @

5.000

3.300

¥ Hue Saturation Valug
Color @

Hue 0.500

Saturation  10.000
Valug 1.000
Fac 1.000

Color

Euwk. 58: Noise Texture Node, Magic Texture Node, Bright/Contrast Node, Hue Saturation Node
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H £€€odog Color tov Noise Texture Node cvvdéetar pe v €icodo Vector tov Magic Texture tov
omoiov 1 €£060g Color cuvdéetar oty gicodo Color Tov Bright/Contrast Node tov omoiov 1 €£000¢
Color ocvvoéeton pe v gicodo Color tov Hue Saturation Value Node. Téhog n €Eodog Color
ovvdéeton otnv €icodo Color2 tov MixRGB Node 1o omoio cuvdvdlel dvo ewodveg dovAeDOVTOG
ota pixel tov 600 gOvVOV €16600V, dNAadY To Ypopatiotd Texture mov dnpovpyndnke pe to

Texture g opyIKNG POTOYPOPING [LE ATOTEAECLO TOL OGTEPLO TOV POVTIOVL VO PAIVOVTOL YPOUOTICTA
(Ew. 59).

Ew. 59: To Texture wov dnprovpyeitor and Tov cvvovaopd Tov Noise Texture Node, Magic Texture Node,
Bright/Contrast Node ko1 Hue Saturation Value Node 6T1a aploTepd Kot T0 0TOTELEGNO OTO TNV AVAREE) TOV
Shaders 6Lov Tov Node péco tTov MixRGB Node 6ta 8g&1a
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H ¢Eodog Color tov MixRGB ocvvdéetar pe v gicodo Color evdg Background Node to omoio
YPNOOTOIEITOL V1oL TV TPOSONKN ekmopmng ewtdg edvtov. H é€odog Background avtov kon evog
akopo Background Node cuvdéeton pe 11 €106dovg Shader evog Mix Shader Node 1o omoio
ypMNOoToLEiTOL Y mv avapetn dvo Shader (Eu.60).

¥ Mix Shader
¥ Background ¥ Background

. Shader @
Background @ Background @&

L Fac
Color @ Color
Shader

Strength  3.000 ®  Strength  1.000

® Shader

Ewk. 60: Background Nodes ko1 Mix Shader Node
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Xpnowonownwvtag éva Texture Coordinate Node, éva Mapping Node, éva Noise Texture Node ot
éva, ColorRamp Node (Ew. 61) to omoio ypnoyomoleiton yio tnv avadeon TH®V 6€ YPOUATO LE
v xpnon KAipaxog onpovpyeital éva acmpdpovpo Texture to omoio Bo HEDVEL TO PO TOL
mepvael amd T aotéPla Omov givor o okovpo (Ew. 62). Me v avdbeon Keyframe otig Tipég tov
otov d&ova Z pécw tov Mapping Node dnpuovpyeital éva animation mov €yel ¢ OMOTEAEGHO TO
AOUTTOPIG O TV KOVKIOMV-TAVTTOV-0GTEPLADV.

¥ Mappirg
Texture nate
¥ Texture nate ¥ ColorRamp
Gemerated
Mormal
LI
Lecation:
Object
Camera e . Vector
Window ; .38 n Scale 100000

Reflecton -} Detail 2.000

" ¥ Roughhess 0,500

Object: H
Distortion 4.200
From Instancer

Ew. 61: Texture Coordinate Node, Mapping Node, Noise Texture Noe kot ColorRamp Node
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Ewk. 62: Actpépovpo Noise Texture wov dnprovpyeitor amod Tov 6vvovaopd Tov tapardve Nodes
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H é£odog Color tov ColorRamp cvvoéeton oty eicodo Fac tov Mix Shader Node to omoio
ovvdéeton oto Surface tov World Output Node (Ewc. 63) 1o omoio givon vevBuvo yio v €£odo
TANPOPOPLOV GTOV KOGLLO ™m¢ 3D GKNVIG.

v World Output

Eevee
®& Surface

§ Volume

Ew. 63: World Output Node
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To telMkd Node Tree tov kdcpHoL kol 1 cuvdesporoyio Twv Nodes @aivovtal 6TV TOPAKAT®
ootoypagio (Ew. 64):

v RGE 0B ¥ AGE Cuves

¥ Mix Shader

¥ gt

Ew. 64: To mapdBvpo tov Shader Editor kot 6Aa Ta Nodes mov ypnoipomwon|dnkay
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Kepaiaro 4 - Graph Editor

O Graph Editor mapéyet mAinpogopieg yio ta. animation OA®V TV OVTIKEWWEVOV TOV project Kot
enmutpénel v enefepyocio TV animation KaUmvAdv, ot oroieg ovopdlovtal F-Curves (F-kopmdieg)
OLwv TV animatable Wiot)toVv (Ew. 65).

2V TEPITTMOTN TOL GLYKEKPIUEVOL project ota aplotepd gaivovtor OAa To OVTIKEILEVO Kot Ol
1010TNTEG OV Yivay animation Kot 6TO KEVIPO TOL TapaduPov GOivovTal Ol KOUTVAEG TV animation
TOVG,.

To xpOUATO TOV KOUTUADY OVTIGTOYOVV OTIS WOI0TNTES TOV OVTITPOCMTEVOVY OO TO OPLGTEPC.
Aniodn vy to avtikeipevo Rainbow Star 007 ot 1d10tteg Tov X,Y kot Z £xouv KOKKIVO, TPAGGIvo
KOl UWTAE YPOUO OVAAOYOL TOL OTTOT0L YPTCILOTOIOVY KO 01 KOUTVUAES NG Kabeuidg 1010t tag. Eniong
0 X®POG 6ToV 0moio Paivovtal ot KoumdAes powalel pe to mapdbvpo tov Timeline Editor pe v
mpoemokonolon OAwv tov kopé, to Keyframes ta omoio Asttovpyodv kol wg poyAoi ot omoiot
UTOPOvV Vo, peTakvnBovv yia v enelepyacio Tov KopumvAwyv TV animation, kot to Playhead to
omoio givar M UmAE KAOETN YPOUUN TTOV AVTITPOSHOTEVEL TO KOpE 6TO 0moio PpioKeTal 0 YpnoTNg Kot
TO animation.

elect  Marker  Channel

Ew. 65: Graph Editor pe 6La to animated avtikeipeva Tov project kon Tig animated 1616TNTEG TOVS 6TO APLETEPA
KO TNV KOPLO. TEPLOYN TOV 6TO VTOAOLTO TOPAOVPO GTO 07010 YIVETHL TPOETIOKOTOIGT TOV KOpE pe To. Keyframes
TV animation Kot TI§ KOAPTOAEG TOVG,.
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4.1 Interpolation

AoV yivel animation kamotag 1010t10g oto Blender ypnowyonowwvrog ta Keyframes givor dvvarn
1N ene€epyacio TOV KOUTLADY TOVG.

Orav kdtt yiveron “animated” aAAdlel pe 1o mépacua Tov ypdvov. Avth 1 KapmvAn ovoudletor F-
Curve (F-xapmoAn) n omoio avtiotoryel oto interpolation petagd 6vo animated otV dnwg TV
Béom n v KAlpaKo eVOG aVTIKELLEVOUL.

Interpolation ovopdletor n dwdikacio pe v omoia. To Blender vmoAoyilel OAec Tic Tég piog
animated 1016t10G avdpeca oe dvo Keyframes.

H povdda pétpnong tov ypdvov yio 1o Blender eivarl 1o xapé to omoio dapkel yio KAAGHO TOV
0eVTEPOAETTOL avaAOYa LE TO pLOUO KapE TNG OKNVIG (TGO KapE avh TO OEVTEPOAETTO).

"Eva animation amotedeiton omd adhoyEc Tov eKTEIVOVTOL 0€ TOALOTAG KOPE Kot Y10 dvTd TO AOYO Ol
1010t TEG OEV TPOTOTTOLOVVTOL YEPOKIVIITA Kapé-Kapé ylotl Oa Emaipve awveg kot Oa ftov ToAd
dvoKoA0 Vo dnpovpynBovv oparég aAlayég TG 10T TOG.

Me 10 Interpolation to poévo mov £xetl va Kavetr o xpnotng eivor va kabopicet 600 Keyframes kot to
Blender vtoloyilet Tig TIHEG TV EVOIAUECOV KOPE KOl COUTANPDOVOVTOL GVTOUATO.

1o Graph Editor to pevod F-Curve Context mov epgavifetor pe 1o 6e&l KAk kdver dvuvory v
aAAayn tov Interpolation Mode o¢ Linear (Ew. 66) 10 omoio €xel og amotéAecua animations mov
Tp€xovv opard og Bpoyo (loop).

Paste Flipped

Handle Type

Interpolation Mode W Interpolation Easing by strength) Dynamic Effects
Easing Type * _[ Constant v ~J Back

ieart e ~ Linear ' Bounce

frames virames: Linear
£5

Mirror
it ] Exponential
anap =

4 Circular

Ew. 66: Mevov F-Curve Conext
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Kepahiaro 5 - Anpovpyia

Render

Rendering eivai n dwwdwosio petatponng pag 3D oxknvig oe diedidotartn ekova 1 Bivreo. T to
Render tov animation ypnoiponombnke 1o renderer Eevee 1o omoio pmopet va emheybel and to
Render Properties otov Properties Editor (Ew. 67).
210 pevov Tov Render Properties umopovv va emideyfovv Kot didpopa Ypopikd yio TNV oknviy 6mwe

ok1ég, Bloom kot Ambient Occlusion (Ew. 67).

-
-

.ﬁ:‘; Scene

Render Engine

¥ Sampling
Render
‘iewport

" Wiewport Denoising

| Ambient Occlusion

# Bloom

Depth of Field

» Motion Blur
Voalumetrics
Performance
Hair

Shadows
Indirect Lighting
Film

Simplify

Color Management

Ew. 67: Render Properies Tov Eevee
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210 pevov Output Properties emdéyetatl 1 avaivon (Resolution) tov render, ta Frames Per Second
(xopé avd devtepOLEnTO) OV TOULEL, O PAKEAOG EENYMYNG KAl O TUTTOC TOL TEMKOV apyeiov (Euk.
68).

E: L A SCEne

T Dime
Resolution X 1280 px
720 px
101
1.000
Output Pro g f 1.000

Fender R

Frame Start
End
Step

Frame Rate

* Time Remapping

¥ Output

CihlUsersimiylod 20y ttopihelp

Sawving & File Extensions

Cache Result

File Format  [§7] PNG
Color BW RGEA

Color Depth 156
Cormpression
IITIE';IE SEqUENCE " Chverwrite

Placeholders

Ew. 68: Output Properties
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To Render Eexwvbier pe v emdoyn tov Render Animation omd to pevod Render (Ew. 69) oto
Topbar. H diadwcasio tov Render ompuovpyet pio eucova yia k@b kopé Tov Animation.

Render | Window Help Layout

U E_F' Render Image arker
@ Render Animation  Ctrl F12

1+2

Render Audio...
- Render active scene.

View Render

View Animation

Lock Interface

Ew. 69: Mevov Render
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Kepaiaro 6 - Video Sequencer

AoV tedewmaoetl 1 ddikacio tov Render ypnowonoteitan 1o Editor Video Sequencer (Ew. 70) yia
va dnpovpyn el éva Bivteo Tov animation.

To Video Sequencer Editor eivon éva minpeg ocvotua enelepyaciag Pivieo mov emtpénel Tov
GLVOLOGUO TOALUTAGV KavoAM®V Bivieo Kot TNV TpocHnKn € o€ avTA.

To kOp1o mapdBvpo Tov Ywpiletan oplovtia oe kavaiio (Channels) ta omoio pmopoHv va mepiEyovv
TG Awpideg (Strips) (Ewc. 70).

Ta Strips pmopovv va givar pio €iKOva, £va animation 1 0T010coNToTE APlOUOS EPE.

KéBe xavdir pmopel va €xel 6ca Strips yperaletat apkel va unv KaAOTTOLV T0 éval T0 dALO.

blender_9jcvGViBih.

o e pren

#) Select )" BoxSelect

Ew. 70: Video Sequencer Editor
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Me v yprion tov Video Sequencer gival duvarth 1 TpocOkn OA®V TOV EIKOVEOV TOL ONUOVPYNOE
to Render og éva tov Strip pe v emhoyn tov pevod Add kot v emhoyn tov Image/Sequence
(Ew. 71).

Ew. 71: Video Sequencer Editor kot To pevov Add pe v emdroyi] Image/Sequence

Emdpevo elvar n addayn tov tomov apyeiov eéaymyng tov Render oto Output Properties ce thmo
apyelov Bivteo kot n emhoyn Render Animation Eavd 1o omoio Ba onpovpynoet éva Pivieo pe to
animation tov project.
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YOUTEPACUOTA,

H mapovoa mruyaxn epyacio okomedel otn peAétn tov mpoypdauatoc 3D ypagpikdv Blender, kabdg
0 1pémog avdmtuéNg tov eivar afloonueimtog. H 01d0eomn evog avBpdmov va oyedidost kot va
amodMOoEL 6TO €VPYH KOWO &va TPOYPOUUUN HE TOCEG MOAAEG OLVATOTNTES EPYUCLOV OAAG Kol
ocuveydv PeATiOcE®V Kol TPOoONKN AErTovpyldv péca oto 1010 mepPdriov epyaociag sivor
a&lobavpactog. Or mpoontikég mov onpovpyet 1o mwpdypappa Blender ywo éva oyediooty Ko
TPOYPOUUATIOT Elvar TEPAOTIEG YOt divel T duvatdtnTa Vo £EpELVNGELS LOVOG GOV Ta OplaL TNG
oavtociog aAAd kot vo TomofeToelg 10 O1kd cov MOAPAKL GTIG ATEPES EMAOYEC TOL GOV SiveL.
Apa va TpocBEicelg KATL 6TV TEPACTIN VKA TOV ETAOYDV TOV TPOVTAPYOLV.

To Blender eivor £éva Open-Source mpodypoppo to omoio dwtifetor dwpedv, PeltidveTon
npocBétovtag véeg Asttovpyieg cuvéyela kal Bpioketal oto 1010 €Mimedo LE TO YVOOTH EUTOPIKA
TPOYPAUUOTO T 07010 Y p1cIponotovvTal omd etatpieg Onmg T Disney ko tn Pixar.

Kdmoteg and T1g TpokANGELS TOL TPOYPAUUOTOS Elvar 1 eveM&ia TOL Yia ypnom ond avBpdTOVG GTOV
yopo 6Awv Tv Media, dnwg:

* animated tovieg

* Visual Effects

*  Kolov Teyvov

* 3D printed povtéia

* Motion Graphics

*  Jdwdpaotikés 3D epappoyEs
* Virtual Reality

* Video Games

Méoa and v gpyocio Lov @oivetal 1 xpnon, To e0pPog 1 TOAVTAOKOTNTA Kot 1) EEPETN TOLOTNTA
TOV SVVOTOTHTOV TOV, 01 0Toieg a&tomotiOnKay yio tnv dnovpyia pog 3D oknvhg, Animation T@v
avTIKEWEVOV NG Kol TEAOC Yo To Shading kot to Render .

Avopopikd £ytvav ol Epyaciec:

e 310 3D Viewport ypnowomomdnkav to epyoAeio Tov Yoo vo yivel tomoBétmon twv
AVTIKEWWEVOV Y1a v dnpovpyn et 1 3D oknvi| mov opapatictnka.

*  Méow twv Material Properties oto Properties Editor £ywve avdfeon vAkdv oto avtikeipeva
Yl VoL TOVG 00000V 1010TNTES AVTOVAKANONG KOt 1O10TNTES EKTOUTNG POTOG,.

*  Xpnowonowwvtog to Render Engine tov Eevee oamewoviletanl o€ real time to render tov
WO0TNTOV TOV VAK®OV kot Tov Shading g oxnvic.

*  Me mv ypnon tov Keyframe péow tov Timeline Editor o€ cuvepyaoia pe 1o 3D Viewport
onuovpynOfKev animations yio To AVTIKEILEVA TNG GKNVIC.

e Emiong pe mmv ypnon evog Displace Modifier péow tov Modifier Properties kou Texture
Properties dnpiovpyndnke €vav animation mov potdlet pe Khpota yio To 64medo.
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*  Mzeg m ypnon tov Shader Editor kot twv Shader Nodes €ywve dnpovpyio £vog moAdTAOKOL
Node Tree to omoio avabéter éva cvvovoaoud amd moAlomAd Shader ywn Texture oto
Background mov potdlet pe poTtevég KOuKidEG-TAAVITEG-AGTEPLO.

* ’Emetta €ywve animation t@v 0ot)tev tov Texture yio va dnpovpynBodv evarrayég oty
QOTEWVATNTO TOVG Kot Vo Lotdlovv cav va Aapmupilovv.

e Tw va Tpéyovv opard og loop ta animations ypnoporomOnke to Graph Editor.

* Téloc yww too Render towv kapé xou 10 Render tov teAwcod Pivieo g oxknvig
ypnowonomOnke to Render Properties, to Output Properties kot 1o Video Sequencer Editor.

['evikdtepO GTOV YOPO TOV TPOYPOUUATOV TPIGOACTATOV YPAPIKOV LILAPYEL TANODPA ETAOYDOV
ov e€edkevovtal oe ovykekpiuéves Asttovpyiec. H kovotopio tov Blender 6vtag dmpedv kot
Open Source kol T0 Yeyovog Tov OTL €g1dkebeTon o€ po. TANBopa epyocidv to kabiotodv pio
afloonpelmTn EMAOYN OV £XEL APNOEL TO ONUASL TOV OKOHO KOl GTOV YMPO TNG Propnyoaviag twv
Media.
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Ag&hoyo Opov

Ambient Light
To pw¢ mov poépyetar amd 10 YOP® TEPPAAAOV GTO GUVOAD TOV.

Ambient Occlusion
Mo avaroyia yio to moco Ambient Light pmopet va Aapet éva onueio pog emodvelag. Eva
onueio emedvelag mov givor kKAT® omd éva modt 1 Tpaméll Oa kataAnEel TOAD MO GKOTEWO
amd 10 TAVEO PEPOC TOL KEPAALOD KATOL0V 1 TOV TAV® UEPOC TOL TPOTeCLOV.

Animation
[Ipocopoimon kivnone.

Bézier
Mo TeYVIKT YPOPIKOV DITOAOYIGTY] Y10 TV ONUIOLPYIO KO OVOTAUPAGTACT) KOUTLAMY.

Bump Mapping
Teyvikn  ywoo TV TPOCOUOI®ON WKP®OV  EVOAAAYOV O©TO VYOS LG EMPAVELNG
ypnoorolmvtog éva “Heightmap” texture otnv KAipoka Tov ykpt.

Cel Shading
Tomog un pwtopeaiotikod rendering mov HUEITOL TO GTUA €vOG KOMIK 1) cartoon. Kot divel
oto render 10O YOpOKINPIOTIKO texture Tov potdlel pe yopTi.

Cross-Platform
2TOV LTOAOYIGT] TO AOYIGUIKO TOAAUTAGDV TAOTEOPUGOV g€ival évo AOYIGUIKO TO OmOil0
epapuoletal o€ TOAAATAEG VITOAOYIOTIKEC TAATQOPLES.

Edge
EvBeia ypoppn mov evavel 600 Kopueég Kot Umopel va eivatl HéPog VoG TPOSAOTOL.

Empty
‘Eva avtikeipevo yopig Kopueéc, akpa Kot TpOcmma.

F-Curve
Mo kopumOAN Tov mEPIEXEL TIg TYWEG EVOG animation po GUYKEKPLUEVNS 1O10TNTOG.

Face
Yrorgelo mA&ypatog mov kobopilel éva koupdtt po empdvelag. AmoteAdeiton and Tpio N
TEPLGGOTEPA AKPOL.

HDRI

High Dynamic Range Image
‘Eva. 6OVOAO TEYVIK®OV OV EMTPEMOVY €V, TOAD UEYOADTEPO €0POG ekBEGEMV (exposures)
amd TIC KOVOVIKEG TEYVIKEG YNPloKN g anetkovions. H mpdbeon eivar va avimmpoconevtel pe
axpifea 10 VPV EAGHO TOV EMTESMV EVTAONG TOL PPICKOVTAL GE TPUYUATIKEG CKNVES, TOV
Kopoivovtot and 1o dueco nAMoakd ewg £mg Tig Pabvtepeg oKié.
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HSV
MOoVTELO YPOUATOV OTTOV TO YPOUOTO AVTITPOCOTEVOVTAL OG OTOYPMOT], KOPEGHUO KOt TIUT.

HSL
Movtélo YpoUdTOV OTOV TO, XPOUOTO OVITPOCSOTEVOVIOL OC OTOYPWOOT), KOPEGUO KOl
QPOTEWVOTNTO.

Interpolation
H dwdwaocio tov vroroyiopod véwv dedopévev petald dVo onueimv pe yvooTég TYEG,
ommg 0vo Keyframes.

Keyframe
‘Eva xopé o po animated akolovBio mov oyeddoTnKe 1| KATAGKELAGTNKE anevbeiog amd
Tov animator. £10 KAooo1kd animation 6mov OAa T Kapé oyedtdlovtoy and Tovg animators o
avaTepog KaAMTEYVNG Ba oyediale povo ta Keyframes kot 6o donve to vréAouma 6Tovg
pafntevopevous. Znuepa 0 animator ONovPYel LOVO To TPMOTO Kot TO TEAELTAIO KOpE oG
amAng akoiovBiog (Keyframes) kot o vtoloyiomg vroroyilel To virOAoUTA.

Mesh
Eidoc avtikeypévov mov amoteleiton amd KOPLOES, AKpa Kol TPOCEOTOL.

Modeling
Movtelomoinon - dnpovpyio TPIGOIECTOTOV AVTIKEUEVOV.

Modifiers

Mo un KotaoTpo@ikn dlepyacio 1 oroio epaproleTol Thvw 6€ KATO10 100¢ 0EO00UEVMV.

Motion Blur
To @oawopevo mov cvpPaivel O6tav KAMOOG OVTIAAUPAVETOL €vol YPIYOpPd KLVOUUEVO
avtikeipevo. To avtikeipevo eaivetal va gival BoAd. H mpocopoiwon tov Motion Blur kévet
T animation VTOAOYIGTH VO PAIVOVTOL IO PEOAICTIKG.

Normal Mapping
Teyvicn yaptoypaenong Texture mapopown pe to Bump Mapping mov ypnoylonoteiton yio
TNV OO O POTIGHOV TOV EE0YKMOUATOV Kot BaBovA®UATOV.

Object
Aoyelo yla évav tomo (mesh, kopumoAn, empdvela, keipevo, armature, lattice, empty, kauepa,
0mq) kot Bactkd dedopéva 3D petacynUaTicpov.

OpenGL
2OoTNHO YPOPIKOV TOV ypnoiponoteital and 1o Blender yia v angwdvion 3D ypapikov.

Open Source

Aoyiopikd Avotktod Kddika. O avoiktdg kmokos ivor o mnyaiog koK mov dwatifeton
elevbepa Yo Tpomomoinom Ko avadlovour).
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Pixel
H ppdtepn povado manpoeopiog o€ o d1o01dototn €KOVa, TOL OVIUTPOCOTEVEL VA
UOVOo YpOUO TOV amoTeAEiTOL 0O KOKKIVA, TPAGIVO Kol UTAE KOVOALOL.

Render
H dwodcasio tng vroroyiotikng onpovpyiag po 2D gwdva amd Tpiodidotatn YEOUETPiaL.

RGB
‘Eva ovomua  ypopdtov mov Pooiletor oto  mwopadociokd  PoCKE  XPOUOTO,
Kokkwo/llpdootvo/Mme.

Rigging
H dwdwacio tg onpovpyiog ¢ ootikng odoung &vog 3D poviéhov m omoio
YPNOUOTOIEITOL Y10l TOV YEPIGUO TOV LOVIEAOL GV LLOPLOVETA Y10 animation.

Saturation
['Vooto Kol g YPOUATIGHOS, 0 KOPEGUOS glval 11 TOGHTNTA OTdYPMOONG GTO PO (Ao
OTOKOPEGHIEVO (L0 ATOYPOGT TOV YKPL) EMG KOPEGUEVO (POTEWVOTEPA XPDUATA) ).

Shaders

210 Ypopikd vToAOYIeTAOV, To shader givatl évag TOTOG TPOYPAUUATOG TOV YPTGLLOTOLOTOV
apyd ywo. okioon o€ TPIEOoTATEG GKNVES (TOPAY®YN KATOAANA®V emMmEd®V QMOTOC,
oKOTAd10V Kot ypdpoTog o€ pa rendered swdva).

[TAéov to. Shaders extelovv pior mowKiAia €EE10IKEVUEVAOV AEITOVPYLOV GE d1APOopa TTeEdio
oTNV KOTNYopio TV EWIKOV EPE YPUPIKOV VITOAOYIGTAOV 1 YPTCLLOTOLOVVTOL Y10, TV UETO-
enelepyacia (Post-Processing) Pivieo mov dev oyetileton pe okioon 1 ekteAodv Kot
Aertovpyieg mov dev oyetilovion e YPAPIKA.

Shading
H dwadikacio g aAloyng Tov ypORATOS VOGS AVTIKEUEVOV/ETPAVELNS GTNV TPIGOIACTOTN
oknvn, Paoel g yoviog Tov 6To OTA Kol TNG OMOCTACNS TOL om0 To PMOTO Yo TNV
ONovpyio EVOG POTOPEAAITTIKOD EQE.

Subdiv
Mé£B0odog e v omoia dnpovpyeital po Ao EMPAVELN TEPIGGOTEPMV TOAVYDV®V 1 OTToio
umopel va €xel wg €i6000 eva mesh younAdtep®V TOAVYOV®V.

Subdividing
Teyvu yia v TpocsOnkn meplocdtepng Yempetpiog oe éva Mesh. Anpuovpyet véeg KopueEg
€ VIOOIPEUEVEG GIKPEG, VEEC OKUEG METAED VTTOOIMPECEMV KOl VEEG OYELS e Pdon TV
véov akpov. Edv ot véeg dxpeg daoyicovv pa véo Kopuen onpovpyeitol o véo Kopuen
670 onueio 01EAELGONG TOVG.

Texture
KaBopilel ontikd potifo o€ empdveleg Kol TPOGOUOLDVEL TN PLGIKT SOUN| TNG EXLPAVELNG.
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User Interface
210 Brounyovikd oyedacpud ™ OAANAETIOpaoTG avOpPOTOV-VTOAOYIGTY|, 1| OLlETOPY] ¥PNOTN
glvat 0 YdPog 6OV TPAYUATOTOLOVVTOL AAANAETIOPAGELG LETAED OVOPAOTOV KO UNYOVDV.

UV Maps
Opiletl o oyéon peta&d e emeavelong evog mesh ko evog 2D Texture.

VFX
H dwdwacio pe v omoia dnpiovpyodvtar 1 yewpilovion eKOveg ekTdg TOL TANIGIOV oG
Covtavig Myng 0pacng otn dnuovpyio Tovidy Kot Ty topaywyn Biveo.
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