ANIMATION: Anploupyia apxeiouv .gif and cuvduaoHO ELKOVWV

.00
A

Bripa 1: Avolypa tTwv elkovwy wg layers
1. Avoigte to GIMP.
2. Ao to pevou emiAe€te File » Open as Layers....
3. EmAete kattig 5 ekoveg PNG (umtopeite pe Ctrl fy Shift).

4. lMatnote Open.
Kabe eikova Ba epdaviotei we Eexwploto layer.

Inueiwon: H oelpd twy layers sival onuavtikn. To mavw layer taidetal mpwTto oto
animation.

Brjpa 2: Taktomoinon oepag layers
1. Zto mapdbupo Layers, cUpete ta layers WOTE va PTIOLV 0T CWOTA XPOVLIKN oelpd.
2. Avxpelaletal, petovopaote ta layers yla eukoAia (de&i KAK > Edit Layer Attributes).
Bripa 3: Oplopog duapkelag Kapé (TPoatpeTko aAAd CUVIGTWHEVO)
1. Kavte dumAo KAk oTo Ovopa KAbe layer.
2. lpooBeaote oto TEAOG TOL ovopatog T.x.: left_foot (100ms)
AuTO KaBopilel oo xpovo Ba epdavidetal To KABE KapeE.
Brjpa 4: Mpoemniokdmnnon Tou animation
1. EmAé&te Filters » Animation > Playback.
2. TMatnote Play yla va deite to amotéAeopa.
3. Avxpelaletal, mpooappoote Tn ospd n ta milliseconds.
Bripa 5: EEaywyn oc animated GIF

1. EmuAéé€te File » Export As....



2. Tpdayte ovopa apxeiou mou va teAslwvel oe .gif (T.x. animation.gif).
3. Matnote Export.
4. 1o mapdabupo Tou avolyel:

o Toekdpete As animation

o Toekdapete Loop forever (av BeAete va emavalapBavetal)

o Opiote Delay between frames (av dev BdAate ms ota layers)

o EmA&Ete Frame disposal: One frame per layer (replace)

5. TMatnote Export.
*** XPNOWUEG CUHPBOUVAEG ***
e 'OAec ol elKOVEC TIPETIEL VA £XOUV ISLEC SLACTACELG YIA CWOTO ATIOTEAECHA.

e [ pkpotepo apxeio GIF: Image » Mode 2 Indexed mpwv tnv e€aywyn.



