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TUTORIAL Blender

TOY XPHETOY
ZMAIAH

0 Xprjotog ékave Ta
npwTa PruaTd Tou oTo
Blender mpwv ané téooepa
XPOvia, aAd aoxoAeltat
Kal pe Tov
TIPOYPAMUATIONG.
Mrnopeite va
emKowvwvioete pali Tou

oto
greekblend@yahoo.gr

80 LINUX FORMAT

3D MONTEAOMOIHZH

Blender: EnekTaoeic
€ Tnv Python

Ca)

1T0 DVD

m Apxela Tou
tutorial.

EIEE se autd o TeUX0C Ba HABOUME NMOC VO ENEKTEIVOULE TN ASITOUPYIKATNTA

TOU Blender, xpnoiponoidvtac tnv Python...

TIq TipoNYOUHEVES POPES EldApE TIWG UTOPOUKE Va
E dnuoupyriooupie HoviéNa kat animation oto Blender. 2e

autd 1o TeU0g, OUWG, Ba aoxoAnBoUpe e KATL eviEADS
dlaopeTiko. Oa paboupie va gTidyvoupie scripts Tou Ba erektefvouy
10 Blender, xpnotuonoiwvrag m yAwooa Python. Ze avtiBeon ue
a\\a ripoypdppara, o Blender dev efvat otatiké. AnAady), propefte
va BeATlwoeTe ™ AetoupykdTd Tou Xwplq va xpetdletal va
aMGEete Tov Tnyaio kwdlka kat va Tov petayAwttioete. Yndpyouyv 2
TpoToL yia va emektelvete 1o Blender, To Python Scripting kat ta
Binary plug-ins. Eneidn, dpwg, ta Python Scripts efvat o o
dladedopEVOC TPOMOG, Ba aoyoAnBoUle HOVO [e auTr| Tr) péBodo.
©a avaAiooupe, Aotrdy, kdrola and Ta Baoikd epyaieia mou
TipooPEpel To Blender péow Tou Python AP Tou, @ote va gridEoupe
gva ar\d script, To orolo Ba dnpoupyel autdpara terrain pe Apoug.
Molovatl o xpriomg Ba uropel va divel KAmoleg TIUES Yia va
kaBopioel To Twq Tiepimou Ba defyvel To TENKS aroTéAeopa, kKabe

o

@opd, To terrain Tou Ba mpokUmTel, Ba elval eANaPEMOS dIAPOPETIKO
arnd T meonyoUevn, akoun kat We Tiq (Bleg pubuioelg. Mptv
TIPOXWPHOOULE, OHWS, TIPEMEL va Toviooupe wg kaAd Ba fitav éxete
1dn kdroleq BaolkéS yvwoelg oty Python.

EeKivovtas

Kart' apydg, Ba fitav kahd va tpé€ete To Blender péow eviq
TEPUATIKOU, TIPOKEIUEVOU Va BAETETE GAA T InvUpaTa TIou oxeTidovtat
ue To debugging Tou script. To Teppatiké autd Ba oag eavel eniong
XONOLUO OTIC TIEPITTWOELG TIoU BEAETE va elodyeTe 1 va eEAyeTe
dedopéva PESWw TG KOVOOAQG, XONOIUOTOLWVTAS TO SCript (TLX., UE TIQ
EVTONEQ print Kat raw_input). e autd To onelo, mpérel va emwoel wg
70 Blender riepihapBdvet évav Python interpreter, aMd kat évav apketd
KaAS kelpevoypd@o, Uéow Tou omoiou uropoUje va GTIdEoUE Kal va
Te0Tdpoupe TO script pag. Apou, homdv, avoiEete To Blender,
HeTae(te oToV Kelevoypapo, kKAikdpovtag To koupri Window Type
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(Ba to Bpeite omv aplotepr) dikoen Tou header Tou Buttons Window) kau
emAéyovtag To 'Text Editor" and o avaduduevo pevod. Metd, and to
uevou File Tou Kelpevoypdpou, KAvte KNIK 0To new yia va Eekivioete
gva véo script. Onoladnote ottyur) BeANOETE va TO eKTEAECETE,
uropefte va namoete Ta mfjktpa ALT+P. EvaMakTikd, pnopefte va
natoete My eyypaen Run Python Script and to pevou File. Av
UMAPXEL KAMOLo 0pANUa OTO KOJIKA, TOTE, GTav EKTEAEOETE TO SCript,
Ba eppaviote! OXeTIKO Wrvupa, To orofo Ba oag TPoTPETEL va
KottéEete To TeppaTikd ard To orolo TpéEare To Blender, mpokeluévou
va evnUepwOe(Te yia v artia Tou opaAuaTog.

Aq apyxiooupe, duwg, va ypdgpoupe kadika! Ma apyxr, 6a elodyoupe
Ta modules Tou Blender API g Python mou 8a pelaotoUe:

import Blender
from Blender import Draw,Mesh,Object,Scene,Modifier,Mathutils

To "Blender' g 1ng ypauung eivat to Bacikéd module Tou API.
Méoa ané autd, aroktoUpe npooBacr oe submodules, Tou To kabéva
TIPOOPEEL EEEIBIKEUUEVN ASTOUPYIKOTNTA, QVAAOYN TOU OVOHATAS TOU
(yia tapddetypa, To Mesh module miepiéxel Aeroupyieg mou agopolv
ota Hovtéha, To Scene agopd ota Teplexdpeva Mg oknvig 3D K.0.K.).
Aq ouveyiooupe,, BUWG, Yia va doUpE TG UTOPOUE VA TIPOOBECOULE
éva plane ot oknvi pag, To omofo Ba aroteAéoel ) Baon mavw oty
orola Ba gridEoupe To terrain. Ma va To KAveTe autd, ypdwte Tov
akdAouBo KadIKa (UNdpxet oto ouvodeuTikd DVD):

def
createterrain(size,cliff1y,cliff2y,cliff3y,cliff4y,randomness):
#AnuioupyoUpe pla "Mesh" oviémra pe évoua "mountain”
object=0bject.New("Mesh","mountain")

#bnidixvoupe éva Plane pe péyebog size(=5)
mountain=Mesh.Primitives.Plane(size)

#2UvOEoupe TO HoviéENo We Tnv ovtdTa object
object.link(mountain)

#Avtiotolx(Coupe Ta dedopéva TG OKNvrg OTn scene
scene=Scene.GetCurrent()

#ouvdéoupe To object pe ™ oknvn

scene.link(object)

#Epoavifoupe 1o plane

Blender.Redraw()

Onwg BAEneTe, dnuioupyoUpe pia véa ouvapTnon Ue Gvoua
createterrain, n orofa Ba eivat urtelBuvn yia m dnuioupyia Tou terrain
JOG. 2NV TIPWTN EVIOAY] NG, XPNOILOTIOIOUE T OUVAETNON
Object.New mou avriket oto submodule Object yia va dnpioupyriooupe
uia véa 3D ovrdnra. H ouvdptmon aut| déxetal Tq e8fg
TIAPAPETPOUG: 1) Tov TUMO G OVTOTNTAS, TOU 0TI OIKN Hag
iepimoon efvat éva ovtéAo ("Mesh'), kat 2) To dvopa g ovidtnrag
(mountain). e autd To anpeio va Sleukpivicoupe Twg To submodule
Object pdg mpoapépel ouvapTroelq Kat TANPOPOpPIES TToU apopolv Oe

0AEC 01 CUVAPTNCEIC MOU XPNOIUOMOIOUME OE
auté to napdsdelypa, nepInauBAvovTal oTo
Blender API. OuwG, ota 8IKA oag oKpINTaKia
{0WG XPEIAOTET Va XpPNCIMONOINGETE Kal GARa
modules nou NPoodEpel n Python (n.x., TO
module math). Z& auth th nepintwon, NPENEl
Va €YKATACTACETE TNV Python kal va SWOETE
oto oUotnua Ta paths Nou avtioToIxouv otnv
£YKATAOTAON TNG. AV EXETE EYKATAOTAGEI TNV
Python ané to package manager tng
S1avoung oag, TotE To path tng 6a éxel Sobei
Adn 6to cUoTNUA.

OuwG, av petayiwttioate tnv Python, Ba
npénel va KAveTe autn th diadikacia
XEIPOKIVNTA. Z€ AUTAV TNV NEPINTWON,
aKonouBnote thv akéAoubn dladikacia.
AVOIETe €va TEPUATIKO Kal SWOTE TNV EVIONN
python. Ta va Bpeite ta paths tng yawooag,
&wote import sys kai print sys.path. H £€£060¢
nou 6a AGRete, 6a MOIAZEl UE TNV akGAoudn
(o€ €046 6a dladEpel Aivo):

[/ramdisk/home/dsl’,
"Jusr/local/lib/python25.zip’,
"fust/local/lib/python2.5’,
"Jusr/local/lib/python2.5/plat-linux2’,
'Jusr/local/lib/python2.5/lib-tk’,
'Jusr/local/lib/python2.5/lib-dynload’,
fust/local/lib/python2.5/site-

packages’]

AUTO MNou JEVEI va KAVETE, Eival va aVOIgETE
TO apxeio .bashrc, To onoio 6a Bpeite otov
npoowniké GAKENO oag, Kal va YpAYste kel
Ta path Ttng NnponyouuEVNE EVIOANG. O1
YPAUMEG Nou Ba NPENEI VA CUMNANPWOETE, 6a
HOoIAZouV KANWE £T0I:

export
PYTHONPATH=/usr/local/lib/python25.
zip:/ust/local/lib/python2.5:
/usr/local/lib/python2.5/plat-
linux2:/usr/local/lib/python2.5/lib-
tk:/usr/local/lib/python2.5/lib-
dynload:/usr/local/lib/python2.5/site-
packages

Mapathpnote Nwe Ta paths nou Banaue oto
.bashrc, givar autd nou pag enotpddpnkav
META TNV EKTEAECN TNG EVIONNAG print
sys.path, aARA xwpiZovtal JETAEU TOUG LE TO
xapaktipa ( :) kar 6x1 uE anootpddout
KOupata! APpoU GWOETE TO ApXEio,
ANOCUVSEBEITE KAl ENAVACUVSEBEITE via va
edappootouv ol anfavEs. Twpa, Ba Npénsl va
MMOPEITE Va XPNOIMONOINGETE 6Aa Ta modules

NG Python oTo script Tou Blender nou
dudxvete!!!

kdBe eldoug "3D ovrémra’, N orola uropel va undp&et oe pia oknwr

Tou Blender, 6nwg kdpepea, MOVIEAT, GATA KATL.

370 enopevo Prua, dnuoupyoUle To HovIEA evdq plane. AUt To
EMITUYXAVOULE, Xpnaluorolmvtag 2 submodules. Mpwta,
¥pnotuoroloUpe To Mesh submodule (to oroio uag divel ipdoBaon oe
AeIToupy(eg OXETIKER TOOO e Tn dlaxelplon S YEWHETPIAg HOVIEAWY
600 Kat e T dnploupyia Toug) Kat déoa amnd autd Kahoupe To
submodule Primitives, TIou TEPIEXEL OUVAPTAOEIG OXETIKES e TN
dnutoupyia Twv primitive LoviEAwy Tou Tiepiéxet 1o Blender. Mia and
QUTEG TIG ouvapToelq elval kat 1y Plane, Tiou XEnolUomoLoUpE Yia va
dnioupyriooupe To ev Adyw LOVTEND. H OUYKEKPIUEVT ouvAETNoN

[3 |~ GD Ado_ Tielne Gane Render Help | <[5h2-Model X | | <[5CE dcene x Ve16641 | Fa16304 | 0631 La)

g 5
View select_Objeet [ & object vose <]
Fle Eot Fomat [IJEP8] [c[oauvess [x]

Edw pmopeite va deite Tov Kelpevoypdpo Tou Blender pe
EVEPYOTTOINUEVO TO GUVTAKTIKO XPWHATIOHO Kal TV
apibunon ypapuawv.

Taipvel wq povadikd dplopa To péyeBog Tou HovtéAoU. To QvTIKEluevo
TIOU ETOTPEPETAL, avTioToty(CeTal otn etaBAnTT ovéuatt mountain. Me
TIG eVIOAEQ TTou akohouBouv, avtiatoty(Coupe omv ovtdtnta object To
HovTEANO mountain kat otn ouvéxela v undpyouoa 3D oknwr| Tou
Blender ot petaBAnT) scene, xonotuomoliviag m ouvéptmon
GetCurrent() n orola avrikel oto submodule Scene. Emerta, ouvdgoupe
v oviomta object pe ™ 3D oknwr| kat eupaviCoupe To VEo OVTEAD
ue T ouvéptmorn Blender.Redraw().

MpogBérovras Adpous...

270 TeUxoq 17 efyape Oel g UnopoUpe va gridEoupie va terrain.
Av Bupdare, elyape dlaipéoel TV emipdvela Tou Plane oe mieploodtepa
Tujuata e To subdivide, wote va pooBéaoupe vertices Tou Ba pag
BonBouoav va oxnuaticoupe Adpous. Ermnpdobeta, efyape kavel 10
terrain va gaiveral Boaxndeg, xpnaotonolwvtag To fractal subdivide.
Autr) T popd, Guwg, Ba Kavoupe OAN ™ Mapandve dadKaca UEow
KWOJIKA, ZUUITANPwOoTe, Aoimdv, Tov akdAouBo KMJIKA OTr ouvapTnon
createmountain:

#Kdavoupe 2 popég subdivide oto plane

0 Kkeluevoypadog tou
Blender unootnpiZel
OUVTAKTIKO XPWUATIONO
Kal apidpnon ypaupoy.
1a va eveEPYOnoINceTe
TO NP®WTO, KAVTE KAIK
OTO KOuMni JE évoua
AB oto header tou
KeINevoypddou. Av

mountain.subdivide(0) Benete va
. — EVEPYOMOINOCETE Kal TNV
mountain.subdivide(1) e

#3nuoupyoue Toug AOpoug

mountain.verts[21].co[2] + =cliff1y*size
mountain.verts[22].co[2]+ =cliff2y*size
mountain.verts[23].co[2]+ =cliff3y*size

TOTE KAIKAPETE TO
KOUMNI UE TIG TPEIG
YpaupéG Sinda and to
Koupuni AB.

LINUX FORMAT 81

o
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NEPIZIOTEPA -:

NMATO

BLENDER API -
Av B€NeTE va pabeTe
nePICOGTEPA VIa TO
Blender Python API,
MMopEite va
GUMBOUNEUTEITE TO
"The Blender Python
API Reference", nou 6a
Bpeite otnv akéioudn
Sievbuvon:
wiki.blender.org. Ekei,
oto wiki Tou Blender,
népa ané nAnpodopieq
yia to Blender API,
MMOpEite va Bpeite
otiérinote BeAnoete
yia onoladnnote aAfn
AgItoupyia Tou
Blender.
Eva akéun nonu Kand
MEPOG yIa va
dnuoolsUoETE Ta
scripts oag, va
ZNTACETE CUMBOUNEG
Kal anavtnoeig oe
anopieg oag n va deite
Ta scripts mou éxouv
$ud&el annol, gival To
TuApa "Python & Plug-
Ins" Tou $6POUM TOU
blenderartists.org.
TENOG, av Exete OpeEn
yia akéun nepicodtepa
tutorials yia Tn xpricn
Tou Blender API (kai
VEVIKOTEPA VIa TO
Blender), eniokedOeite
TO ENiONWO Site Tou
Blender
(www.blender3d.org)

MeTakivwvrag autd Ta
vertices, QTiIdXvoupe
Aépoug!

82 LINUX FORMAT

mountain.verts[24].co[2] + =cliff4y*size

#eLopallvoupe TG TIAEUPEG TOU LOVTEAOU

for i in mountain.faces:

i.smooth=1

# Eavd subdivide oto povié\o

mountain.subdivide(1)

mountain.subdivide(1)

# KAvoupe v emedveld Tou o Baxddn

for i in mountain.verts:
i.co[0]+=Mathutils.Rand(0.0,randomness)*size
i.co[1]+=Mathutils.Rand(0.0,randomness)*size
i.co[2] +=Mathutils.Rand(0.0,randomness)*size

#eppaviCoupe Tig alMayég oro 3D view

mountain.update()

Apxikd kahoUpie dUo popég T ouvaptnon subdivide, n oroia
avikel ato submodule Mesh, yia va augrooupie Tov apiBpd Twv
vertices Tou povtéAou. AuTd €xel wg anotéAeoua va dlaipedel n
em@dvela Tou plane o oA Tetpdywva. Ot MAEUPES Twv
HeyaAUTEQWV TETPAYWVWY (T oTtola MEPIEXOUV MIKPATEPA UEDQ TOUG)
oxnuariCouv évav ataupd, To KEVTPO Tou orofou Tautidetat ke To
KEVTPO Tou plane. Emiong, BAEMoULE WG Ol TTASUPES TWV UIKPSTEQWV
TETPAYOVWV oxnuUatiCouv otaupougs, To KEVIPO Twv omolwv Tauticetal
1€ TO vertex aTo KEVIPO TwV HeYAAUTEQWV TETPAYMVWY TOU Ta
niep\apBavouv (Onwg eaivetal kat oy elkéva 2). Epelg pe Tiq
eVIOAEC ....mountain.verts[21].co[2] + =cliffly*size... avu@dvoupe Ta
vertices autd yia va oxnuatiooupe AOQoug! Zuykekplpéva,
avapepdpaaTe ota ev AGyw vertices Tou povtéAou, divovtag Toug
delkteq Toug ot Alota verts (n orola eivat uéhog Tou submodule
Mesh). EruriAéov, puéow g verts dlatpéxoupe T Alota cof ] uéow Mg
orolag propoupe va poadlopioouple T BEoN Tou emAeyUEvVou vertex
og onolovdnnote yewpetpikd GEova. To co[0] avtiotolyel otov dEova
X, 10 co[1] otov Y Kai 10 co[2] atov Z (Tov omoio Kal XPNOWOTIOIOULE).
©€toupe, horndv, T Béan (otov d&ova Z) Twv vertices, Tou
oxnuatiCouv kdBe Ao, (on pe ) petardrion nou BEAOULE va Toug
dwooupe eni To péyeBog Tou povtéhou. H petardrion yia kabe vertex
avtimpoowreUetal and Tiq uetapAntéq cliffly, cliff2y cliffdy ka cliffy,
V() TO UEYEBOG TOU MOVTEAOU avTIPOOWIEUeL 1 UETARANTY size. X
OUVEXeld, EEOUANIVOULE TIG AKPEQ OAWV TWV TTOAUYWOVWY TOU HOVTEAOU
KalL TIG Kavoue Tiio "amahéq”, Btovrag my 1diétnra smooth Twv
MeUPWY ToU povtéAou ae 1 (oav va kdvapie KAk oto set smooth). Metd
au&dvoupe yia AMn pia popd Ta vertices Tou oviéou, kdvovtag
subdivide AMeg dUo popég. Apou TIAEoV €Xoupe QpKeTA vertices,
XPNOoToLmvTag évav Bpdxo yia va Ta mpooTieNdooupe, divoupie oTo
kaBéva pia tuxala kareuBuvon, BEtovtag m B€an Toug oToug
AIdpopoUq YeWUETPIKOUG GEOVES, (0N e TO arotéheopa g
napaotaong Rand(0.0,randomness) *size. H ouvdpton
Rand(high=1,low=0) rou xpnaiuororjoae yI' autr T douAeld, avrikel
oto submodule mathutils (rou Tiepxel LaBNUATIKEG OUVAPTACELS) Kal

ETIOTPEPEL pia TUXala T MeTaEU Tawv TIHdV high kat low. Epeic, Aotrov,

(37~ GD s Tmeine_Game _Raner iy [ [SRz-tomel IX

Select_Mesh (93(@ -] [Oloma <] 2 ANEINO]
Panets (0[50 [O1[@ <l

Vd-25 | EG0-40 | Fa0-16 | Vel

nafpvouple pia Tuyaia T peta&y Tou 0 kat g randomness kat v
noAMamAaoldfoupe e To péyeBog Tou ovtéhou. Me autd To TpATo,
dnuoupyoUE TIG QUACKMOEIC TOU BAPOUG,...

Eppovi otn lentopépeia...

Méxpt Thpa, TO OKPTTAKL Mag Unopel va gTidEet To poviého. Opwg,
T0 arnotéheopa dev delyvel peaNOTIKS, yiatl dev €xoupe dWOEL OTO
terrain évav subsurf modifier, o ornoiog 6a au&fioet Tov apiBud Twv
TIOAUYWVWV Tou Kal Ba otpoyyuhéwel TIq Ywvieg. Ma va To kdvete auto,
an\wg rpooBéate Tov akdAouBo kMBI OTr cuvdpmon:
mod=object.modifiers.append(Modifier. Types.SUBSURF)
mod[Modifier.Settings.LEVELS]=3
mod[Modifier.Settings.RENDLEVELS] =3

Etal, Aotrtdv, dnpioupyoUpe vav véo subsurf modifier (LEow Tou
submodule Modifier) kat Tov ipooBétoupie o Aiota pe Toug modifiers
™G ovrdmrag object. Metd anobnkedoupe ™ Aota pe toug modifiers
Tou object o Alota mod. Me Tiq 2 endpeveq eviolég BEToupe Tov
aptbud twv levels Tou subsurf modifier oe 3, 1600 ata viewport 400 kat
ato rendering.

Anpioupyia GUI yia to script

Emeldn 1o okpUmtdkl pag eival apketd anio, Ba propodoe va
déxetal TV {00d0o ToU XONoT Héow Tou TepUaTKoU., SpwG, elval
KaAUTepn 1B€a va Tou PTidEoupie éva armhd ypagikd riepiBdMov (GUI)
yla va efvat o elypenato. Mpokelpévou va dnuioupyricoupie éva GUI,
Ba xpnouonomooule Ta epyakela Tou pag mpooépet To submodule
Draw (avrjket oto Blender module), yia va gTIGEOULE TPEIQ
ouvaptioelq. H mpw Ba ovopddetat event kau 6a xelpiletal m
yevikaten eloodo mou propel va dwoelL 0 XProtg oto script Uéow
TOV OUOKEUWV el06d0U (rovtikl, MANKTPOAGYIO K.AIL.) KOl Tal OXETKE pe
autr oupBdvra. H dedtepn ouvdpmon Ba €xet dvoua button event kat
Ba oyetiCetal e v aMnAenidpaon Tou xpriotn Ue Ta widgets,
dnAadr), Ba xepiCetal ta oupBavra. EmmAgov, n tpfm ouvdptnon Ba
ovopaZetal gui kat Ba epgaviel Ta widgets oty 08dvn. Ta widgets Tou
GUI mou Ba kataokeudooupe Ba elvat 5 Number sliders (sliders,
dnhadn, ota orola eupavicetal pia apIBuNTKr Tir) kat 2 kouprid. Ta 5
sliders 6a agpopoUv oTiq SlAoTACELG KAl TN OP@H TOU OVTEAOU, eV
{e T 2 KOUWTTIA 0 Xpriotg Ba umopel va otauatd Ty ektéAeon Tou
script kat va dnpioupyel To terrain. To TeAeutaio Briua mou mpérel va
Kk&voupe yla v kataokeur Tou GUI, efval n kArjon g ouvdptong
Register (uéhog Tou Draw), yia va kaBoplooupie Tiq epyaoieq yia Tiq
oroleq Ba efval uneuBuveg ol Tpelg MapaTdve CUVaPTHOELS (Tou Ba
elval mapdpetpol ot Register). Ag doUe, Guwg, Twg Ba
uhortorrooupie 6Aa Ta apANdvw, SNUIOUPYMVTAG TIG AraAiTNTeq
HETABANTEQ (oto global namespace):
#Ta sliders mou kaBopiZouv ™ HopPr] Tou e3APOUG
num1=Draw.Create(0.1)
num2=Draw.Create(0.1)
num3=Draw.Create(0.1)
num4=Draw.Create(0.1)
#To slider mou kaBop(Cel Tnv TpaxUtnTa Tou £3APoug
numrandom=Draw.Create(0.08)
#Ta Kouprd Teppatiopol Kal dnuioupylag Tou terrain
btncreate=0
btnexit=0
evtnum1=0
evtnum2=1
evtnum3=2
evinum4=3
evtrandom=4
evtcreate=5
evtexit=6

ApXIKd, Aoy, dnpioupyoue Ta widgets wg ortotxela Tou GUI,
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xenowornolgvrag m ouvdptnon Create Tou submodule Draw . H
TIAPAUETPOC TTOU DEXETAL N €V AGyw ouvdpTnon, efval n apxIKn Tr) Tou
widget, n ornola propel va eival Tumou string, integer 1) float. Emerra,
OTIG UETABANTEG TIOU akoAouBoUy, Twv oTtolwy 1 ovopatoloyia efvat
Tou TUTou evidvopa widget, BEToupe Tov aplBpd ouppdviog yia Kabe
widget. O apiBuéq autdg xpnotdomnoteitat oty button_event yia va
avtiAneBe( To script pe molo widget alMnAerudpd o xpromg. Aq
uhoTToIrooupEe TWPA, GUWC, Tr) cuvVdETNaT event:
def event(evt, val):
if evt == Draw.ESCKEY:
Draw.Exit()

e auT ™ ouvdpTnon, AoV, To HOVO TIoU KAVOUE, eival va
eNéyyoupe OTe 0 XPrOoTNG Matd To MAKTEO Escape (amag
eAéyxoue Tiéte 1) UeTaBAnTH evt efvat (on pe m otaBepd ESCKEY, kat
0e auTn T MepirTwon To okEUTtdkt Ba TeppatiCetal pEow mg KAong
Draw.Exit). ©a mpoogtare we wq MAPARETPO 0T GUVAETNOT £X0ULE
Kat ™ petaAnT val, n orola, étav looutal pe 1, uag evnuepdvel mwg
éva MANKTPO efval matmpévo kat, otav efvat {on pe 0, wg éva MAKTPo
aneAeubepwveTal (CUUMEDIAQUBAVOUEVWY TV KAK TOU TIOVTIKIOU).
IMapGAo Tou dev T ¥ENOIUOTIOULE OTO SCript, TTPEMEL va UMAPXEL OTIQ
TIOPAETPOUG TNG OUYKEKPIUEVNG OUVAETNANG, YiaTi oe avtiBet
Tieplmwon Ba ouvavirooupe MEGRANUA OTo va dHOOULE TNV event 1g
TIaPAPETPO otr ouvdptnon Draw.Register(). Aq doUpe, UaC, A
UIOPOUE Va XEIPIOTOUE Ta events Twv widget Jéow g ouvdpmong
button_event:

def button_event(evi):

global evinum1,evtnum2,evtnums3,

evtnum4,evirandom,evicreate, evtexit

if evt==evicreate:

createterrain(5,num1.val,num2.val,num3.val,num4.val,
numrandom.val)

if evt==evtexit:

Draw.Exit()

Edw, Aoy, eAéyyoupe Tdte 0 Xpromg Ba KAIKGPEL Ta Ko
btncreate kat btnexit. Me To mp@to kouur( Ba dnuioupyeital To terrain.
I’ autd, Aoimdv, tav oupBaivel To evicreate, ekteAeftal ) ouvdpTon
createrrain, omv orofa divoupe wg oplouata To PUéyeBog Tou OVTEAOU
(5), T apIBUNTIKEG TIWEG Twv number sliders (num1.val K.ATL.) Tiou
kaBopiCouv T pop@n Tou terrain kat, TEAOG, TNV ApIBUNTIKN T ToU
slider, rou kaBopiCel To Moo avawpaAn Ba eival n emipdvela Tou
£ddgpoug (numrandom.val). Zm meplrwon, Guwg, Tou 0 XProTng KAvel
KAK 0To KouuTt( btnexit, Téte kaAeftal n ouvépmon Exit() (arné to
submodule Draw) kat To okpUTTdkI pag teppaticetal. Ag mepdooulle,
OHWG, Otya-otyd kat oto oxedlaopd Tou GUI:

def gui():

global num1,num2,num3,num4,

numrandom,btncreate, btnexit

global evinum1,evtnum2, evtnum3,

evtnum4,evirandom,evicreate,evitexit

#dnuloupyia Twv number sliders

num1=Draw.Number("Hill 1

Height:",evtnum1,10,160,250,20,num1.val,-0.9,0.9,

"Enter a value")

num2=Draw.Number("Hill 2

Height:",evinum2,10,140,250,20,num2.val,-0.9,0.9,

"Enter a value")

num3=Draw.Number("Hill 3

Height:",evtnum3,10,120,250,20,num3.val,-0.9,0.9,

"Enter a value")

num4=Draw.Number("Hill 4

Height:",evtnum4,10,100,250,20,num4.val,-0.9,0.9,

"Enter a value")

numrandom=Draw.Number("Random:
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" evtrandom, 10,80,250,20,numrandom.val,0.01,0.12,

"Enter a value")

#3nuoupyla Twv KOUUMLOV

btncreate=Draw.Button("Create",evtcreate,10,50,70,20,

"Click to Create Terrain")

btnexit=Draw.Button("Exit',evtexit,90,50,70,20,

"Click to Exit")

21 ouvdpmon gui, apxIka evnepwvoupe v Python mwg €xoupie
dn\woel Ta widgets kai Ta events Toug wg global petaBAnTég. Metd
dnuioupyoupe Ta Number Sliders kat exxwpoUpe To kabéva om
UETARANTNA ToU. AUTG TO €miTuyXAvoule e Tr ouvdptnon Number() n
orola efvat péhog Tou submodule Draw. H ev Adyw ouvdptnon déxetal
¢ oplopara to évopa tou slider, Tov apiBud oupBdavtog Tou slider, Tiq
Béoelq X Kal y OTo TIapABupo, TO TMAATOG, TO UYOG, TNV TPEXOUO I
TOU, TNV NAXI0TN Kal MEYLOTN TIU TTou Urtopel va idpet Kat, TEAOG, TO
tooltip Tou widget. Apou, Aomdv, Tehetwooupe pe Ta Number sliders,
ouvexiCoupie pe Ta kouprd. Exel Ta mpdypara eivat eAappng
dlapopetikd. Auti T eopd, dpwg, kahoUpe T ouvdptmon Button()
(1€Nog Tou Draw) kat g divoupe wg oplopara Pévo To Gvopa, Tov
ap1Bud oupPdvrog, TIq BEaeIC X Kal Y, To AGTOG Kal To Uog Kat, TEAQG,
anag To tooltip. Ma v ohokArpwon Tou script pag, uével TAéov Jovo
éva Brua: n KArjon g ouvdpmong Draw.Register() yia va
kaBopiooulle yia rola Aettoupyia Ba efvat urteuBuvn n kaBepia and Tiq
TPelq apandvw ouvapTioels:

Draw.Register(gui, event, button_event)

Mriopefte va defte oe auT T YPQuUI KOJIKA TIwg Katd v kAjon
g Draw.Register(), g dwoape wg MapapETPOUS TIG OUVAPTACELS gui,
event kat button_event. H mpt mapdpetpog (ot neplmwon pag gui)
avtloTolxel otn ouvaptnon nou (wypadiCet Ta widgets, n dedtepn
(event) ot ouvaptmon mou Ba xelpiCetal Ta oupBdva eloddou and
OUOKEUEG OMWG TO TIOVT(KL KAl TO TANKTPOAGYIO Kal, TEAOQ
(button_event), akohouBel n cuvapton xelplopoU Twv oUPBAVIWY Twv
widgets.

Tpa, Aotrév, Tou oAOKANPWOae Tr) oUYypagr| Tou script, e n
(pa va 1o doKIpdooupe. And To pevou File Tou kelevoypdgpou
natmorte  Run Python Script, yia va To ekteAéoete. Augowg HONG
Eexivroel, Ba rpéel va defte To Ypagikd TepiBEMov Tou. Awote TIQ
TIWES ou BéAeTe ota sliders Tou agopolv ot Hop@r) Tou e5GPOUS
(Hill1, Hill2 k. Art.) kau ertiong kaBopiote To oo Tpaxid Ba defxvel n
empavela péow Tou slider, pe o Gvopa random. Metd narorte 1o
Kkoupn{ create yia va dnpoupynBel To terrain, e Bdon Tiq pubpioelq
Tou kavare. AUEong, To MOVTEAD Tou terrain Ba EempoBdel oTo
napabupo 3dview (drwg omv eikdva 3). Av BEAeTe va TepuaTioeTe TO
OKPITTAKI, UropefTte va TatoeTe To MANKTPo Escape 1| va khikdpete
T0 Koupnt{ Exit. To pévo mou Tou Aefrtel Aéov, elvar éva UNKO. AMG
autd Ba mpénel va To MPooBEoETe OVl 0ag ¥elpokivita pe Baon Tiq
YVWOELC TIOU €XETE AMOKToel and Ta nmponyoUpeva Gpbpa g oelpda.
Mnv oag Ta Aéw 6Aa TAAL...
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