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Evyaprotieg

Evyopiot® modd tov emPArémov owddokovia kvpro I[loyovAdkn mov pov €dwoe v
gvkapio vor avoAdBo auTv TNV TTUYLOKN KO TOV TOPEUEIVE DITOUOVETIKOS Kot Bondntikdg padi
LoV ot OeKAOES TPOPANUATA TOV GLVAVINGO GTNV OAPKEW OWTNG TNG TTVYOKNG KOl OTIS
peydieg kabuoTepNCELS TOV TOPOVGLAGTNKOV.

To mo onpavtikd PApa yio v emrvyio €vOg 6TOYXOL €ivol TO TPAOTO, Kol PE TO TEPOG
VTG TNG TTVYLKNG Ogv VITAPYEL ApEPOAid 6TO HVOAO pov Yo To av Ba To Kotapépw. O
acyoind®d pe to 3D design emayyeApoTikd OT®C OVEWPELOUOLY Kot Ba ypwmoTdm mhvTa éva,
KOUUATL 0T’ 0uTO GTOV SAGKOAO TTOV LE TAPOTPVVE VO TO TPOCTUONCM®.
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Abstract

In this paper we will go through the process of creating a complete game-ready 3D
character to be used in Unity Engine. There will be an analysis of the three core aspects of a 3D
model, namely the mesh, the textures and the animation and there will also be a brief analysis on
the software that is available for this cause. We will talk about things like concept art , sculpting
phase, retopology, UV mapping, rigging and animating; we will touch on more technical subjects
like polygons, vertices and many types of UV maps , we will analyse the different methods of
texturing an object and the two different schools of thought in animation. Finally we will go
through the process that was actually used to make the product of this thesis with screenshots and
brief explanations of each step. There will also be a market analysis for the jobs and opportunities
for a 3D artist as well as some actual strategies that are used in production.
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Hepiinyn

H mtoytokn oot €xel 6Komd v HEAETN Kol EKTEAECT] TNG SLodIKOGIOG dNUovpyiag
evog 3D yapaktipo mayvidov oe Unity Engine. Ta Aoyiopikd mov ypnoyoromnkay nrov:
Krita yia to Tpooy£dio (2D concept) kot opiouéveg dopbmoeic tmv textures, Zbrush yio v
yAortiky, MakeHuman yuo to telikd oyfjuo ko textures, Mixamo ywo animation ko Blender
v dropbmaceig, retopology, baking, texturing, dnpovpyio okeleton, dnuovpyio LOAM®Y,
kot e€aymyn telMkov makéTov wpog Unity. v mopeia g oyxedioong dokiudotnikay to e€Ng
Aoywopikd to omoio. amoppignKav Yoo AOyovg mov Oa avaAbvce mapokdto: - Maya,
Marvelous Designer kot Substance Painter.

Apykd O avorlvBodv ot avaykeg tng dnuovpyiog evog game-ready povtélov, 66ov
aPOPA TO GYNLO TOV, TNV VPN TOV KoL TNV KiVIOT) TOV GTOV TPLOOIACTOTO YMDPO, TIG OVAYKES
TOV amOITOVUEVOV TTOpOV dcTe va pmopel va ypnowpomomBetl, o avaivBovv teyvikd
TPAYHOTO OTIMG TO, TOAVY®VO, ot "pagés” , n Baen Papovg (weight-paint), n epapyio evog
GKEAETOV KOl TO MG AVTA APOPOLY TOV TPOYPOUUATIGTY] TOLYVIOV GTNV O1KIA TOV OOVAELD.
Oa avaeepbovpe oe Opovg ommg low-poly/high-poly, UV-mapping, baking, procedural /
image -based texturing, key-frame animation/ Inverse Kinematics kot 6a avaivfei n onpoocio
ToVG KOBMOG Oev VILdpyeL IKavomomtiky) EAAnvikn) petdppaon yuo ovtotg.

¥t ovvéyela Ba avaivBolv civtopa d1apopeg dadikaoiec epyaciog (pipelines) pe
Bdon tov otdy0 TG KaOe piog ko Bo meprypael pe Aemtopépelo ot TOL aKoAOLONONKE
Yo TNV GVYKEKPLUEVT epyacia. Ed® Oa yivel avapopd ota Aoyioikd Tov xpnoiLorotonkoy
Kol ovTd oL amopplpTiKaY. Oa avaeepfodv GTOYEIDOES PLAocoPiec Thvew otV KdaOe
dwdkacio kol 8o Tapovolactel Eva TPOGYENIO TNG CTEAEYMONG MOG OLAdNG KOAMTEXVAOV-
TPOYPOUUOTIOTOV TOV Tpoypoppotilovy éva maryviolr pe ovoaeopd otov aplud tovg, o610
APOVO OLEKTEPAIDOTG KOL GTO YPNUOTIKO OVTITILO Y10 TO €V AOY® EYYEIPMLLAL.
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1. Introduction

H Bropnyovio tov nAEKTPOVIKGOV TOVIOIGV £YEl KATOKTNOEL U0 TepdoTion Béom
OTNV ayopa Kol oTNV KafnueptvotnTo £vOg PEYAAODL HEPOLS TOL TANBVGUOD GTNV GOVTOoUN
vmoapén g omd to 1972 pe to pong oto Atari, etavovtag ta 197 61 1o 2022 (cvppmva
pe 1o dedopévo tng Statista.com). H Pounyavio ooty wiéov mpoceéper Oécelg oe
KOAATEYVES KOl TPOYPOUUATIOTEG OlPOPMV €EEIOIKEVCEWV GE U0, TANOMPO ETOPLOV Ol
omoieg €kOIO0VV MAEKTPOVIKA Ttoryvidlo TOALES Qopéc dvo Kot Tpelg Popég to Ypdvo e
drapopetikég ouddec 1 studio yio To kabéva.

To nepBdArov TAéov Exel emttpéyet T dnpovpyia cepvapioyv, KAEOTOV padnudtov
Kol QAA@V €0MV EKTAIOEVONG GE UNYOVIKOUG LTOAOYIGTMOV KOl WYNOLIKOUG KOAATEYVEC,
dNUOVPYOVTOG £TOL ol pikpootkovopio otov topéa g €edikevong otov KAGdo Twv Video-
game developers.

Ew. 1: TIpoypoppaticpdg motyvidiod 6 TPoc®TIKO VITOAOYIOTH

Ov evkoupieg Opmg oev otapatodv ekel kabmg m {Rmom €xer dmpovpynoet
10TOGEMOEC OMOL KOAMTEXVES YNPOUKOV TEYVAOV UTOPOLV VO OVERAGOLV OVOIKTA TNV
OOVAELY TOVG KOl TPOYPOUUUATIOTES TOLYVIOIDV N ETOUPIES LITOPOVV VO, AyOPAGOVV OTKOLMDLLOTOL
Yoo 0VTA 1 akdpa Kot Vo TPocAGBovv Tov KoAATEYN Yo va avoldfel Eva project tovg. H
7O YVOOTN Kol EVPEMS dradedopévn tétota ceAida eivar to Art Station kot ypnoyonoleitot
KO eIV amd YIAMAOEG EMOYYEALATIES Y10 EKOTOVTAOES EYYELPNLOTA, EYEL YOPAKTNPLIOTEL OOC
industry standard dniadr g amapaitny TAatEopua yio. Kabe emayyehpotio mov Oélel vo
aocyoAnOei pe ta video games.

To tpwodidotaro poviého eivar icwg to kévipo avtig ™G Propnyoaviog kot o
AVTOYOVIoUOG Eivol TEPACTIOC, 0 OYKOG TG TANPOPOPiag elval ameplOPLoTOg Kot Eivat EDKOAO
kaveig va maportnOel, mwop' dAa avTd 1 KOWOTNTU TOV KOAMTEYVOV ival TOAD QIAIKN Kol
VIaPYEL HEYAAOG aplOUOG avOPOTOV TOL APIEPOVOLY YPOVO Y10 VO PTIAEOVY EKTALOEVLTIKA
Bivteo erevBepa 610 Srodiktvo. H ayopd e&edikevpévav npoypappdtov kot hardware givot
e€apeTikd akpiPn, OpmG Kot TIAL VILAPYOLV EVOAAOKTIKEG KOl TOAAES POPEC T EAEVOEPQ
software eivor KoAVTEPO GO TO. GUVOPOUNTIKA HIOG KoL LTAPYEL UEYOADTEPOG OPLOLOG
plug-ins kot eAevBepov documentation. Mg Alyo Adywe to 3D design eivon pio tepdotio
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YKOUO, ETAYYEALOTIKOV TOavoTATOV (1 axouo kot youmt) O6mov umopel o kabévag va
acyoAnOel ywpig eumod0 amd YPNUATIKNG 1] YVOOTIKNG ATOYTG.

‘ Manager/ Director

Graphics Game Sound Quality Marketing
. Programmer . . .
Designer Designer Enginner Assurance Excecutive
. ul Level Sound
- UI/UX Artist | (= Programmer B Designer Designer Qojead Data Analystl
. Gameplay Concept Sound Game Online
— 2D Artist = .
Programmer Designer Programmer Testers Support
. 3DArist A || Editor
Programmer Designer
VEX/
Animator

Ew. 2: Tevikevouévn katnyopronoinon peidv evog game development team oand
apBpo tov Sudhir Kotila otnv ogAida unity3dtechguru.com

O eukalpleg va e€eATel KOVEIG LECO OE QUTOV TOV XWPO €lval TIOAEG. AKOMQ KL
av dev evtayBel moté oe opada ) studio 1 akdpa KL av dev avtapeiBeTal yLa YVWOELG KOl
SbaokaAio mou mpoodEPEL UTIAPXOUV OQUETPNTEG €UKalpleg va Plomoplotel €vag
KAAALTEXVNG amo tnv SouAeld tou oto 3D. Yrtdpxouv KAAALTEXVEC TTOU TUTIWVOUV SOUAELA
toug o€ 3D printers ta omola prints mouAdve wg Stakdounon 1 epyaAeia 1] aKOUA KAl w¢
POUXLOUO e BepatoAoyia XOUTTL, yia TapASeLya pio TTavormAla armo To ayannUEVO ToUG
Bwreomayvidy, Bnkeg kwvntwv, ¢dlyoupivia Kal omoloudnmote €idou¢ opolwpaTa OO
ayannta media Kal oTdAmoTe unopet va okedtel kaveic OtL pmopel va ayopale KATOLOG.

Ew. 3: 3D printer and GpBpo tov Samson Haileyesus oto smallbiztrends.com
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H véa téyvn tov 3D digital-art emexteivel to Opro. TG SMUOLPYIKOTNTAC OF
onueio TPOTOYVOPO Kol 1] GOVTOGIO TOL YOPAEL HEGO GE oVTA givor akopa aveéepebhvnr.
XKomOg ¢ epyaciag avtig givor va KatavonBodv ot de&lotnteg mov ypelalovtol yio va
umopécel Kaveic va EeKvioel va Tapdyet £pyo pHéso o avtd 10 TEPPAALOV, Ol SLUOIKAGTES
mpémel va. EEPEL KOl TEMKA TNV OTOPOAITNTY TEYVOAOYIKN KOTAPTION OTOV TOUEN TNG
TANPOPOPIKNG.

H oamdvimon dev eivar €dkoAn kot to dedopéva aArdlovv ovyvd. Ilpémer va
onuedel 41t N KMUAK®OON TOV £py®V, TOV OTOU®V TOL OOLAEVOVV GE OVTA KOl 1
€0WKOTNTA TOL KOs €vOg e€aptdtor Kupimg amd 10 KePAAlao mov evamotifetal oto KaOe
£pyo. Avalvtikotepa, oe peydlo project mold mbavo va cLUVOVINGEL KOVELS SLOPOPETIKN
oundda sculpting, oudda texturing, opdda povyiopov, oudda rigging, oupddoe animation
KOl oVTd 0popodV povo 1o avOpodmve poviéda. Qotdéco moAAG emrtuynuévo Projects
€youv yivel Kot amd HOVO €va ATOWO VO KAVEL OO OVTE GLV TOV KMOTKO, T, TOTT{0 Kot OAL TOL
dyoyo avtikeipeva.

Ew. 4: povtélo amd to Artstation tov Anton Krasko

Xmv wpdén n dvvordtTo Vo UmEL KavelG o€ auTOV TOV KOGHO Kol Vo, opyicel
va onpovpyel kKot va avortoel to ToAévio tov €optdTon pHOvo oamd TNV OIKNH TOL
a@ocimon kot v wpdsfacn Tov oto ddiKTLO, KABMG EIHNCTE N TO TUYXEPN YEVIAL TNG
£€0¢ TOpa 1oTopiog, £xoviag TPoOcPacn oe TANPoPopieg OPKETES Yo vo. LABOLUE Kol Vo
eEeMyTOoVE GTOVG TEPIGGOTEPOVS TOUELS, dwpedv. H xatdption otnv mAnpogopikn ciyovpa
dtvel éva TpoPadiopo KaBMG TPOSPEPEL YPACIUN YVAOCT Yol TO TMG TPEYOLV Ol JEPYACIES
nicow an' To Ul xou g etvan iepapynuéva ta mpdyuata otov H/Y, otnv pviun kKA.

10
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H mopodoa epyoasio amotvmmvel T onuovpyio evog 3D yoapokmipa yio ypron
oe Unity Engine amnd to pundév pe tov kaAidtepo duvatd tpoémo. Apyikd €ywve €pguva
ayopdc Yo TNV ETAOYN TPOYPOUUATOV TOL cLVIOWG {nTovvtal 6TV ayopd, OALL LETETELTA
avaAvon amédelEe 0Tt ot duvdpelg kot ot advvapieg Toug aAralovv, aAlalovtag pali kot
™V eoppornio otnv ayopd. 'Etol anopaciotnke n ypnon TPOYPOUUATOV LE KPLTHPLO TNV
€VKOATN pLabnong kot TpdsPaocng e avTdL.

To xevipikd mpdypapupe mov ypnowonombnke frav to Blender, éva elevBepo
npoypappo Aoyiopukov. H ypfion mov éywve oto Blender kdlvye tig avdykeg yia
retopology (yewypagikn ovatomoArdynon ywo peimon woépwv), UV mapping (dnuovpyio
xép Tave otn véo tomoAoyio Yo Payiuo tov textures), texturing (Bayyo g "veng”
oe 2D gwtoypoeia), rigging (oyediacpuog okeletod yo. animation), grooming (6t apopd ta
HOAALQ).

O «Oplog OYKOC OOVAELAG YL VO OTOKTAGEL OYNUO TO HOVIEAO &ylve OTO
Zbrush g Pixologic, éva  moAd dvvord mpdypoupa 2.5D to omoio emitpémet
sculpting  (yAvmtikr) cvvovalovtag 2D ko 3D teyvoroyieg yio va TPEYEL OKOMOL KOL LE
EKOTOULUOPLOL TOADYOVOL.

‘Eywe ypfion tov makehuman vy tnv avokatackevy Tov  poviéAov  Otav
avakoAveinke O0TL pio omoieotikn Sadikocio elxe dnuovpynoet mpoPAnuata. To
makehuman, éva elebbepo mpdypappo middleware mov Eexivnoe apyikd mg plug-in tov
Blender kot apydtepa £yve owtdvopo, enttpémet T ONovPYio avOpOTOEODV HOVIEADV UE
andlvto €leyyo, Etolua textures kot okeletd kot dabétel community KotdAoyo pe povya.
kot eCapmuota  amd  GAAovg  dnuovpyovs. Amd  ovtd oy mapodoo  epyocio
ypnoonombnke povo n yempetpio Kot to textures, kabdg Kot Kamoww amd To. povyo To
omoia vréotnoay oAAayEC o€ OAO. TOVG Ta EMIMEDN Yo Vo, amokoTaoTadel 1| epyacio otV
OpYIK TG LOPP. _ _

Ymp&e pepikn xprion Tov mPoypaupatog avolktov Aoywopikov Krita g Krita
Foundation yio oyedwaopd kot dopboon towv textures koi yw v dnpovpyio tov 2D
concept art.

XpnoworomOnke To mixamo g Adobe ywa To animation. Xto site avtd pmopel va
Bpet kavelg povtédo kot animations pe dvvatdtnra aveBAcUOTOC TOTIKOD HOVTEAOL UE
QUTOUOT TPOCOPUOY oTe LEApyovta animations tov Site, éva moAd Pondntikd
gpyareio vy Omolov Béler va ddoel Kivnomn oto povtéAo Tov Yopic va ypelacTtel va
pabel va kaver o dikd tov animations.

Téhog to povtéro e€dybnke amd to Blender oto Unity Engine 6mov ypeidotnke va
dnovpynBet éva otoryerddeg animation controller ywa v mapovsiocn tov.
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2. State of the Art

2.1 Avaykeg 3D povtélov

[Ipotod piAoovpe ywoo otwdNmote GAAO, TPEMEL Vo avOADCOVLUE TU &ivor €va
TPLOOIIOTATO HOVTELO Kol amd Tt amoteAeital. To kvplo cvotatikd mov ypetdleton Eva 3D
povtéro givar tpia: To oynua Tov, N VEN TOL Ko 1 Kivnomn Tov.

‘Eva povtého pmopet va gtvor €vag ympog, £va TpOCOTO/TAAGHO 1] £V AVTIKEIULEVO
- avtd givan ta Tpio peyarvtepa kediaio oto 3D design. Avth n epyacia apopd Kvpimg
o TPOCOTO. KOl TIG avOpmmoedeig avanapactdoels o 3D poviéla, dpmg mToAAd and avtd
7ov Ba avaivBovv apopovv e OAa T €101, TOLAGYIGTOV GE KATOo1o Babud.

To eldog apyeiov mov ypnowomoteitan otov ydpo tov 3D eivon 10 FBX, o
eEEIOIKEVIEVT] LOPPT aPYEIOV TIOV EVOOUOTMOVEL UéGO TG To Mesh, dniadn to oynua
tov povtélov, to UV maps mov apopovv v ven (8o avaivBoiv mopoakdtm) Kot Tov
OKEAETO pe TO. animations tov. Ymhpyovv Kot GAAQ OVTIKEIHEVO 7OV UTOPOLV VL
evoopatmboldv ce éva FBX o0mmg onueio potiopov, odnyleg yio v kapepo kot dAla to
omoia. telvouv va unv ypnouomolovviot Kabdg To TPOYPAUMIATO OV GTEAVOVTOL TO
povtéda Otov eivor étowa (6mwg game-engines 1 rendering softwares) &yovv dikég tovg
Aertovpyiec pe Karbtepn amddoon 1 TOALES POPES acVUPATOTNTA Yo QVTAL.

| N | N
Q| |9 D] |9 | D
STP MAX FBX oBJ X3D
| N | N
D29 |9 |D
VRML 3DS 3MF STL DAE

Ew. 5: A\ €idn 3D apyeiov amd to "8 best common 3d file formats" Tov Pallavi Mahajan

‘Eva dAlo €idog apyeiov mov ypnoyomotleitor Kupiwg 0T0 KOUUATL TNG YAVLTTIKNG
(sculpting) eivar to OBJ. Avtd eivarl éva €id0g apyeiov TOv UTOPEL VO EVOOUOTMOOEL £Val
mAéypo (mesh) kot tovg xapteg veng mov deiyvovuv g awtd, ypnotponowwvtag ASCII
Kodkomoinon. Adym Elhenyng animation kot SUVOUIKOTNTOG YEVIKG YPNOLUOTOlEiTOL
TEPIGGOTEPO GTA OPYIKA GTASLO THG YAVTTIKNG GTO AEYOUEVO KOUATL TOV "concepting”.

Onwc gatvetor ko otnv €ikova 5 vrapyovv moAAdd formats 3D povtélov ek TtV
omoiwv Kamota gival 1010kNTO 0o eTopiec Onwg to .3DS 10 omoio givar o TpdTOC TOL EEAYEL
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Ko droyepiCetar 3D poviéda to Aoyiopkd 3D Studio g Adobe (o cuyvd avoeepOUeEVO
o¢ 3DS) 10 omoio &ide evpeia ypron ota péoo g dekaetiog tov 90. Tuepa Bewpeiton
EEMEPAGEVO OO TOVG TEPICCOTEPOVS GYENOTES OAAL VIAPYOLV OKOUO POES EPYUGIOG
(workflows) ta omoia T0 cvopmepthapfdvovy, kabdg vrootpiletar and to peyorvtepa 3D
software.

[MAéov axopa kot to. Windows wepthapfévouy AoYIGHIKO amoTOI®moNS TPIGOA0TATMV
povtélmv Aeyopevo 3D Viewer. [Ipdtn @opd eppaviotnke ota Windows 10 ver.1703 xot
vrootpiler .FBX, 3MF, .OBJ, .STL kot dAla. Ymnp&av Kot cuvepyatikd AOYIGHIKA, Yio
napaderypa aveBalovrag éva poviélo oto Remix 3D pmopel

anevbeiog vo to avoiéer and to Paint 3D 1 to 3D Builder (mpdypoppa yoo 3D
printing).

Ola to Topandve avikovy otn Microsoft (And Wikipedia). Avto eivor éva ototyeio
mov delyvel mdco dradedopéva gival ta 3D ypaeikd otnv cOyxpovn TeXvoroyia Kot aKOpo Kt
oV TO TOPATAVE® AOYIGHIKE dev cuumeptlapupdvoviot TAéov pe ta kavovpro Windows 11, 1
vrootpiEn TV 3D poviéhmv gival €00 yia va petvet.

R) Mixed reality @) Off

Environment & Lighting

Themes

® Light 1

W§ Animation 1 =@ Quick Animations

Ew. 6: Bee.gbl oto 3D Viewer, 1o default povtélo tov.
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2.1.1 Yympo / I éypa (mesh)

To kVpLO YOPAKTNPLOTIKO OAMV TOV OVIIKEWEVOV YOP® HOG €vol TO GYNLO TOVG,
KON KU oV AGPE Yoo atpoOc M vypd, OTOV KOUTAUE KATL, TO TPMTO TPAYUO 7OV
npocéyovue gival to oynua tovc. Xto 3D avtd Aéyetar mAEypo 1| mesh to omoio eivan
OVLGLOOTIKG Ol GUVTETOYUEVEG KAOE YwViog o€ va oYM, Kol TO TOGEG YWVIES TEPIEXEL Eval
oynpo Kabopilel mOceC AEMTOUEPELEG UTOPEL VO ATOTVITAGEL TAV® GTO AVAYAV(PO TOV.

Ewc. 7: Awwpopd avéroya pe tov apiBpd kopveov og mesh ard Predrag Novakovic oto researchgate.net

2.1.1.1 Tris xon Quads

[ToAréC popég PAEmovUE povTéra OTtmg oty Ew. 7 émov 10 povtéro amotedeiton amd
Tpiyovo, to Aeyopeva tris aAld otV Topoymyn 1 TEPICGOTEPT OOVAELR YiveTon Le pOpuPoug
quads. Ta TPOyPAUULOTO YAVTITIKNG UTOPOLV VO SOVAEYOLV OKOLO KOl LE N-YmVA, ONANON
GYNHOTO OTTPOGOOPIGTOV KOPLP®V OALL TO TEPIGGOTEPO EPYOAEID TOV YPNGUYLOTOLOVVTOL
elvar Baciopéva. 6 GYUOTO TECCAP®OV KOPLP®OV KOl £TCL TEIVOLV VO TPOTYLMVTOL, [E
TO, TEPIOTAGLOK( TPIY®VA VO EMTPENOVTAL KOL UOVO GE OPICUEVO GTAOLN TG TOPOLYMOYTG.

2TV TPAYHOTIKOTNTO Ol EMPAVELES TOV LOVTEAOL gival Tavta tris, amAd 1 TomoAoyia
TNV Topoymyn etvon oA gukoAdtepn va enelepydletan oe quads. Avtd yiati ToAAL amd To
gpyoieior Tov divovtal 6tov oyedlaotn Asttovpyovv pe Bewpio mvakwv. [Tdvia dpmg oto
67010 NG KWOKOTOINGMG TO HOVTELO peTa@paleTon o€ Tpiymva (triangulation).

14



Avbpéag AudAKNg Inuavtneng

2.1.1.2  High-Poly/Low-Poly

Otav kdmotog Eekvael va onpovpyel Eva LovTEAo, £yl olyovpa KATOlo W& YL TO
nowo, Ba. giva 1 ypnon tov. Yrdpyovv mayvidio tpocopoimong, vapyovv cartoon renders,
vrapyovv 2D illustrations, 3D prints, CGI, kot auétpnteg GAAeg ypNOELG TOV UTOPEL VoL £YEL
éva povtéro. ‘Etol évag 3D artist pmopei vo otia&er éva high 17 éva low-poly model,
avopepouevol oto poly-count tov, dnAadn otov apOud moAvymdvmv mov Ba to amaptifovv.

Ew. 8: Iopdaderypo low-poly amd to artstation tov Ew. 9: Topdderypa high-poly and 1o
Christhian Gruhh artstation tov Jackes Tabach

To emBountd poly-count tov kdbe povtélov opiletor amd TG AVAYKEG TOVL E£PYOV
mov Ba maper pépog. Ocov apopd To moryvidl TO TUNUO TPOYPOUUOTIGHOD TPEMEL VoL
evnuepmosel Tovg 3D artists €yovrag Aafet veoyn to gAdyloTO YapakTNPLoTIKG hardware
mov mpémel va £xel évog H/Y yuo va tpé€er avtd 10 moryviol pe 1KovomomTikd TPOTO.
210 CGIl kot ota cartoon o k0plog mapdyovtag eivat Katd kvpto Adyo to TOG0 KOVIH GTNV
Kkapepa Ba Bpedet to kbbe poviédro.

H napakdto eotoypoeia givor n avoropdotacn tg nbomowot Gillian Anderson ce
3D povtéro yia trailer tov moyvidiov Squadron 42. To povtédo owtd gival yopm oTa
40.000 molvywva kot mepiEyet 600 apBpdoE Yo EKQPPACELS TPOCAOTOV GOUEMOVE UE
dedopéva ov eE€dmwae 1 etaupeia RSI 1o 2016.
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2.1.2 Yon (Texture)

Ew. 10: Gillian Anderson wg 3D povtélo oto moryvidt
Squadron 42

H von evdg povtéhov elvar éva onuoavtikd yopoktnpiotikd tov kabmg pmopel var Tov
dmaoel TV yevdaichnon tov VAIKOV mov gival gTiaypévo. Otav pkdue yo textures, tnv
ven MAaon evog 3D povtéhov, avapepopacte oe 2D yapteg mov mpocsapudlovior move
010 3D avdyAvpo TOL HOVTEAOL Kot €YOoLV SLVOTOTNTO VO TOL OTOdMCOLV  YPOLO
(color map), yvorada (specular map), vypoacio (roughness map), E®TOSOTEPOTOTN T
(subsurface scattering), wevdéc Pabog (bump map) 1 axdpo kot oAnOwd  Padog
(displacement map) kot oAAG GANO.

Ew. 11: Auipopa Texture Maps ywo £vo. material toiyov

16



Avbpéag AudAKNg Inuavtneng

Ew. 12: TTopaderypo Subsurface Scattering omo
youtube tov Marmoset

Méoa OTLC IKAVOTNTEC EVOC texture artist eival n apTLOTIKN Tou afloAdynon oTo Tou Kal
TOte Xpelaletal va xpnotpomnotnBel kaBe eldoug XApTNG KAl N LOOPPOTINGCN TNG AEMTOUEPELAG
HE TIC QAVAYKEC TOU ouothpoto¢. KaBe yxaptng eivat duvatov va mapaAndBel kot va
{wypadlotel wg amAo xpwpo TAVw oto color map. Mmopel va mapatnprosl Kaveig oto
ayamnnuévo tou Bvteomalyvidt av Pacel va Ppel Ta pHéEPN OV OL OXESLAOTEG amodAcLoav Vo
KAVOUV OLKOVOLLLOL OTOUC TOPOUC TOU cuoTNUAToC {wypadilovtog pia oKLd [ Lo pwWYH TIAvVW
oTNV EMLPAVLA KATIOLOG YEWMETPLAC KOl OXL OTOUC CWOTOUC XAPTEG Tou Mmaterial.

MoAAEG HOPEC OL TEXVLKEG QUTEG XapakTtnpilovtal wg avikavotnta i opaipo aAAd oty
TIPAYUATIKOTNTA OIOTEAOUV amoOdelEn Tou TAAEVTOU TOU OXESLAOTH, TNG KAAALTEXVLKAC TOU
TIOLOTNTOG KAl TNG UNXAVIKAG Tou 8€€l0TnToG, KaBwe av pia Tétolou idouc Asmtopépela dev
elval évtova aloBntn and Tov MaikTn 0 omoiog Unopel va Blwoel OAEC TIG EUTELPLEC TTOU TOU
MpoodEpPeLl TO eV AOyw malyvidl xwplc va kataAdfel tnv TeXVKR Tlow omd autiv tnv
Aemtopépela TOTe Sev UTApPXEL AOYOG va omataldel MOPOUG TO oUOTNUO TOU OE OUTAV.
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2.1.2.1 UV mapping

Mo vo pmopéoovue vo mepdoovpe oto otado mov Cwypoeilovpe mhveo oTo
HOVTEAO HOG, VITAPYOLY KATOlM TTPAypate wov mpénet va, yivouv. T cuykekpiéva mpémet
va nuovpyndel o aAiniovyio peta&h TG TOTOAOYIOG TOV HOVIEAOL KOL TOV YOPTOV
OV OVOUACOE Topomave: avtd Aéyetar UV mapping.

Ewc. 13: UV mapping and 3DCOAT o710 google

O 1tpomog mov odovAevelr to UV mapping eivar a@dtov €xst tedetomombei 1
TOTOAOYioL TOV HOVTEAOV Ko £)El yivel To Agyouevo retopology, m dwadikacio Snradn mov
avokatackevdlovue 0 povtédo pe quads, dnuovpyeital Evag xapte OA®V TOV KOPLO®V
TOV HOVTELOL GE OVO dlaoThoels. Mmopole mhéov va Loypapicovpe Téve Ge aVToNG TOLG
YOPTES KOL O VTOAOYIGTNG VO HETOPEPEL TNV TANPOQOPIC GTO TPLGOACTATO HOVTELD, 1
AmAOVGTEPQ GTIG O GVYYPOVES EQaPLOYES va Loypagpicovue anevbeiag oto 3D povtédo.

Ew. 14: mapéderypo Texture Map amd eEdguilo pabnpotog pluralsight
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2.1.2.2 Image Based Texturing

‘Exovtag 10 UV map étoyo, mAéov upmopel vo Eexkvnoer 1 dladtkacio. Tov
texturing. H moloidtepn kot mo dwadedouévn teyvikn sivar to image based texturing, n
tomofétnon dniadn ewovev tdveo oto UV map ywo v gpedvion méveo oto poviéro. H
pébodog avtn elvor M mo €OKOAN otV vLAomoinomn Kou otnv uddnon oAAd  €xet
UEPKOVG TTEPLOPIGLOVG.

Apywcd to UV map elvar g opbn| tetpdymvn €ova mov €XEL TNV ovAALGON TNG.
‘Etol xataAnyovv va vrapyovv 2K , 4k kim textures. H mpoxinoeig mov dnuovpyel avtd
glvol TpMOTOV OTL 0 VITOAOYIGTNG TPEMEL VO, POPTMVEL OAOKANPEG TIG EIKOVEC OVTES, VO TIG
TOPAPOPPOVEL Ue To, animations kat va tig dwoyepiletonr yevikd pali pe Olo ta vwoOAoUTaL
7oV kdavel oto rendering, pe amotéheopa TOAAOL VIOAOYIOTEG VO KaBuaTEPOLV UETAED TMV
frames kot ot etopieg va dabétovv emhoyéc 1K, 2K kar 4K texture packs oto moryvidia
TOVG LE OMOTEAEGLO VO LEYOADVEL OPOaUATIKE TO HEYeBOC Tov apyeiov TovG.

‘Eva dAlo mpofinuo wov dnuovpyel to image based texturing eivar 6t1 vdpyovv
opw 6t0 OG0 pmopet v Lovpdpel Kavelc oe (o eoToypapio, £T6t Otav TO HOVTEAO
épyetarl TOAD Kovtd otV Kdauepa va vadpyovy aodntd pixelisations kot povtlodpeg mov
YOAAVE TOV PEOAIGUO TOV TTOIKTY).

IMop' 6o avtd pe to image based texturing eivar moAd €0KOAO Kor ypryopo va
QT TOOV OLOPPOL LOVTEAQ LE TTOAD AETTOUEPELD KO PEAALGLLO.

Ew. 15: screenshot amd Tomb Raider (1996)
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2.1.2.3 Procedural Texturing

M evaAloktikny Tov image based texturing sivol to procedural texturing 1 aAlumg
node based texturing. Apketd oupow pe v ovykpion petald pixel-images ko vector
graphics, n dwpopéc Tovg Ppiokovtal otV €ukoAio VAOTOINONG Kot pabnong kot oty
Slopopd TOP®V Kol SUVATOTHTMV TOVG,.

O opog procedural texture ovagépetar o€ padnpotikovg aiyopibpovg mov
dNovpyovv ToVg YdpTeg Tov eppavitovrol Tave ota UV maps tov poviélov.

Ewc. 16: procedural texture aupov oto Blender and google

H mapomdve ewova delyver évav tpomo vo @tidéel kdmolog dupo oto Blender
ypnoomowdvtag to wave node. Towg va powdlel pe éva amndd texture oA m dwapopd
Bpioketon oto OTL pmopel kavelg va yepicer pio mioto ampoodloploTov peyEBovg e
avTdV TOoV TPOTO YWPIg TOTE Vo YAcel aviilvon Aoy peyéBovg M yopic va del moté va
epeaviCovron 1o teTpdywva textures 6mmg yvotav o€ maAooOTEPa Toryviolo wov yEulov
peydleg meployéc pe téheta emavorapfovopeva textures (to Aeyopevo tilling).

EminpocHétmc o vmoroyiotig dev ypeldleton moté va TpEEEL otV Hvhun va. Bpet
ewcoveg kot pixels apov 6t ypetdletar va dei&el TPOEPYETOL OO TIG EVIOAES TOV TEPLEYOVTOL
og atd ta nodes. Oco mepimhoko kot va yivel to node grid pag eivorl Tavio eAa@pvtePo amd
évav mivoko pixel mov vmoAoyilovial cuvey®g, GuV OTL 0 YOPOC TOV OEGUEVETAL GTNV
pvnun etvor moAd Aydtepog yio pio oelpd EVIOA®V mopd Yoo pio ikova.
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2.1.3 Kivnon (Animation)

"Exovtag etidéet OAa To. vTOAOUTA, EPYETOAL 1] GTLYUN TO LOVTEAOD VO OMTOKTNOEL KivioT).
H dwdwacio tov animation sivatl €va tepAoTio KEPAAOIO KOt M0 EOIKOTNTO UE TOAAEG
mopeleg kapiEpog, £tol givar gdkoAo vo, mapoAineBodv mpdypoata AOy® TOL OYKOL NG
TAnpoopiag.

Q o

- 9
* ! S ! % E *x ! *x ! ! .3 I !
wave Hig Hop Wave Hip Hop npired wave idle waving wave Hip Hop Beckoning

)
T
o = - ~
\Q e -~ - o N — .
e TS 2 <
% % ° % % * "'\ =< =
Dice e Treading Weter Soccer Game Fack Shaking Dice: Fishing idle Swirming o | sepia

Ew. 17: H Brunhilda animated oto Mixamo

2.1.3.1 Rigging

EeKVOVTOG amd TNV apyn, TPV UTOPEGOVLE VO, KAVOLUE éva Hoviélo va Kivnbel
TPEMEL Vo, WANGOLLLE Yio, TV dtadikacio Tov rigging. Rig Aéue tov okeletd mov TomobeTodpe
HéGa 6TO LOVTELOD Yia Vo EMOEIEov e 6TO Pnydvnua ol onueia g yeopetpiog OElovpe va
KvoOVTOlL KOt [LE TOWOV TPOTO.

‘Etol , axoAovbmviog TG ovopacieg Tov avOpOTIVOU GOUOTOC KOTOANYOVUE VO
éyovue bones (kokola) kor joints (kAewwoeig). Otav tomobetodvral dnuiovpysitol o
epapyio avapecso Tovg Kot ToAlol exayyelpotiec Tpoteivouy vo ovopdlovton omevdeiog kot
pe Katavontd TpoOmo yio vo, amoPevyfovy peydles SUOKOMES OTIG EMOUEVES OLOOIKAGTES.
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Ew. 18: To rig tov Royal Skies and youtube

2.1.3.2 Weight Painting

O okeLeTOC 08 TOAEG TEPUTTMGELS PTAVEL Y10, VO UTOPEGEL TO LLOVTEAO VO UTTEL GTNV
dwadikooio Tov animation pe to weight paint Tov yiveron ovtdépato omd to software, kvpiomg
0€ TEPUTMOELS TOV TO HOVTEAD dev mAnotdlel v kauepa. H dadikacio tov weight painting
OU®G UITOPEL VO ATOOMCEL TOPATAVE PEOMGUO GTNV KIVIGN TOV HOVTEAOL HOG OV KO Eivarl
pia ypovoPopa kot SOGKOATN d1adKacia.

"To weight painting givol d06kolro... To avOpdTIvo cdpa givon mepiepyo.
Agv vapyer Télero weight painting ko axope K av vrnpye, 6v

TANPOVEGOL OPKETA Y10 VA TO Kaverg!"

petappaon and Royal Skies (Youtube)
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God awful Much better

Ewc. 19: weight painted copa and Steam Community Hub

Avaivovtog v maporave sikova, to Weight paint ivar cav éva axdpo texture map
aALG ypopaticpévo amd PBabd pmhe €oc éviovo kokkwvo. Ta ypopata avtd cvppoiilovv
1660 emnpedleton 1 TomoAoyia and TIg KVHoElS TV bones og kdbe meployn He T0 KOKKIVO VoL
onuaivel 6Tt N TEPLOYN TAPAUOPPADVETOL EVTIEADSG GOUPOVA LE TO €V AOY® bone evd to Pabd
UTAE onuaivel OTL 1 TEPLOY VTN OV KAUTTETOL PE KOVEVO TPOTO GLUVOEPY UE TNV Kivnon
avtov tov bone.

Yvuvenmg kabe Eva bone éyxet éva d1kd tov Eeywpiotd weight paint map yo va pmopet
va givan aveEaptnto 1 660 e€aptnuévo BLel 0 animator amd ta vrdolowa bones. EmmAéov
umopel kaveig va dmoel oplo kol cvvaptnoelg e€aptnong o€ kdbe bone aAld avtd Oa
avoAvOet TapaKaTo.

2.1.3.3 Animation

Me 1o mopamdve Etolwo umopel mAEOV TO HOVIEAO vo apyicel vo Kiveiton, oAAG
TPEMEL KATO10¢ VoL TOV QTIAEEL TIG KIVAGELG TOV. Avtd gival To kévtpo Tov animation phase
Ko €00 Ppioketon N o BepNTIKY Kot KAAAITEYVIKTY PAGT TOV KOUUATION TNG Kivnong.

Me v avdntuén tov epyoieiov kot Tov pnefddmv £xel mAéov avtopotomomBel pio
TEXVIKN TTOL TOALOTEPD XPELOTAY TOAD TEYVIKEG YVAOOCELS KO EUTELPIN Y10 VoL VAOTTOmOEl, TaL
Inverse Kinematics (IK). Zv Bdon tovg ta IK givor odnyieg yio tig aAAniovyieg tmv bones
Ko joints tov rig mov petappalovv pia FK kivion otig empépoug Kvioelg Tov TpoKHITOuY
amd ovTHY, KAvovTag To animation ypnyopotepo Kot EDKOAOTEPO KoL TTO PEAAIGTIKO.
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2.1.3.3.1 Forward Kinematics (FK)

Me ta FK n Aoywn eivan amhn, éva joint kwveiton pali pe to bone xou 6t Gido
naipvouv poli Tovg cvpeova pe to Weight paint avtod tov bone. Av ywo mopdaderypa
Tpoomadnoel 0 aoTPAYOhog Vo avéBel mavew amd to yoévato Bo 1o Kdvel akouo Ki av
ypeoTeEl va mepdoel péca amd tov unpod 1 va yvpicetl to yovato amd ) AdBog pepid. Av
PEBLOVTOL KIVIIGELS TOL YOVATOL Y10 VO PAVEL QUGIOAOYIKT 0LTN 1 Kivnon tOte o Tpémetl va
yivouv Eeymprotd pio-pia. Avtd pmopel va yivel ToAd kovpactikd Kot ypovoPopo Otav
ypedletar vo ktvnBodv dGKTVAN e TPElG KAEWOMOELS KOl AAAOV €I00VG KIVIGEIS UE TOAAG
joints.

Ta FK ypnoipomotodvtal KoAdTeEp 6€ KIVAGELS UNYOVIKOV eEAPTNUATOV Kot YEVIKA
ayoyov avikeywévoy (hard surface).

2.1.3.3.2 Inverse Kinematics (1K)

Ta IK eivor Paciopéva otovg i010vg kavdvee pe v oopd OTL VEAPYEL
EVOOUATOUEVOS TPOTOG oTa TeptocdTepo. Software, miéov kan in-engine oto Unity Engine,
vo dnpovpynBovv aliniovyiec peta&d tov bones étol dote va pmopei vo. Kivel 1o éval 1o
GAro.

Ewc. 20: IK an6 Unreal Engine documentation

‘Etot av 0éhape va kdvovpe TV kivor Tov TePLEypaenKe TPONYOLUEVMG, LTOPOVLE
amAd Vo TIAGOVUE TOV AGTPAYOAO KOl VO, TOV GNKMOGOLUE. Avtd KaAvel ta. animations vo
QoivovTol To OpyavIKA Kot TO HOVTEAD Qaivetal vo avTdpdel He TO TEPPAAAOV TOV TLO
QLGIK(.
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3. Technology Enablers

Modeling
The concept — — Retopology —> UV Mapping

Sculpting l

Baking
Animating /
Posing

!

Lighting

-« Rigging

Texturing

Compositing Final Image

Shading

Ew. 21: 3D Character Workflow For Beginners ond youtube tov Danny Mac 3d

Onwg avaeépOnke Kot mopandve, KOs S10QOopeTIKY] XPNOoTM EVOS LOVIEAOL EXEL L0l
ok ¢ pon epyooidv, éva workflow 1 pipeline wg ovyvoi 6pot oty Prounyavia. H
napanave eotoypaeio (Ew. 19) anotvmdver to workflow mov ypnowonotei o Danny Mac
Y v @TIAEEL ToL LOVTELD TOL, Va ToL ToLAPEL Ko TEAOG va BydAet pia ¢oToypagio ™G TEAKO
AmOTEAEG O, TNG OOVAELLG TOv. O oYedGTNG OVTOG OMOVPYEl GTATIKA HOVTEAX T OTTOoid
ocuvnBmg &xovv povo éva otnhog kot Eva Ke@AAl, to omoia Ta eUQVILEL GE PMOTOYPAPIES.
Avtég Aéyovton renders yio. cuvTopio Kot, pio Kot 0gv KvouvTal, TG TEPIOGOTEPES POPES dEV
&yovv ovTe okeletd ovte animations, eivor kaboapd ekel yio vo deiovv pio pHoper| oL
QOVTAoTNKE 0 dNovPYOS. Avtd givor To endyyehpo Tov concept artist.

O ovykekpluévog oyedlaote etvar moAd todovtoOyog kot EEpel mOAD KOAG TNV
OOVAELL TOV, £TG1 ¥PNOOTOONKAV TOAAEG TANPOPOPiES OO TO KOVAAL TOV GTNV TOPOVCH.
epyacia. ITap' 6Aa avtd dev Ba pmopovoe va elxe Paciotel OAN M Topay®YN CLTOD TOL
HOVTELOL TTAV® 670 d1kd Tov WOrkflow kabdg n epyacia avth el S1APOPETIKEG AVAYKES OO
TNV 00VLAELL TOL GYESNGTI OVTOV.

Onwg eivan Aoykd, évag concept artist dev Oo omataincel aitepo ypdvo 610 Vo
uaber animation, 1 mwg vo glo@pOvel 10 KOGTOC oe eme€epynoTiKn 1oY0, YTl 68V TOV
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ypetdletor. Me tov 1610 tpomo évag CGI artist dev Oa ypewaotel vo pabet vo QrTidyvel
npocmno, onmg évag hard surface designer dev Oa ypelaotel va kdver weight paint k.

Kdabe 6t630¢ Aowmdv £xet 01KO TOV LOVOTTATL Kol KAOE KOAAMTEXVNG £XEL O1KO TOV TPOTO
va 1o owoPel. [Mopdia avtd OOl TOVG YPNOUOTOOVLY KOWE epyoleion Kot TOAAEG KOWVEG
TEYVIKEG. Zuyva OTav cuvepydlovtal yio To id10 project ypeldletol ToAD Gapt cLVEVVON oM.

Emopévac dev vrdpyet 1dwaitepn oxompudtra 610 va kaAvetovv mhavd workflows
AV povtédmv. H onuovtiky mAnpoopio givar 0Tt Kae oyxed100TNG TPEMEL VO KOTAVOET
Ao TNV apyn T SEGOUEVA TOV OMOTELECUATOG GTO 0010 BEAEL VO PTAGEL Y10 VoL LITOPEGEL VL
oyedidoet To dko6 tov Workflow kot va 1o aAddEet To dvvatdv Aydtepo Katd v didpKeLo
NG EKTEAECTG TOV.

Ewc. 22: Render tov Danny Mac
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4.  Implementation

4.1 Concepting

Kdabe xadd £€pyo oyedialeton pe omdéAvTn ehevbepio, €dKd €vo €pyo oL O
INUovpyds Tov dev €xel 100 MG Vo To TIAEEL, OAAG E€pel T Béhel va eTidEetl. 'Etot
oyedidotke 1 Brunhilda, o yapaxtipog mov mapovctdaleTol 6€ VTRV TV €pyacia.

[Ipwv xav apyicel N épevva Kot 11 VAOTOINOT YPEBOTNKE £VOL TEMKO OTOTEAEGLLO TTOV
emyepeitor pEow ™G OANG dladkaciog. Apyukd dnUovpyNONKaY ot EIKOVEG TOL TEPIEXOVY
Kamoto Oeprtd otoyeio. Xtnv cuvéyela dnuovpynonke éva 2D concept art oto Krita.

Designs mu\j ( nmze

covse |m now, ..

Ewc. 23: Concept Art tng Brunnie oto Krita
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Onwc  ovoypdpetor Kot oty Qotoypoapioc. To oxed  GAAoENY KOl OV
YPNOLOTOMON KAV OAL To GYESL AOY® YPOVOL KOl GTOYOV OTNG TG TTLUYLUKNG dNANdT TOV
oyedopd 3D yapoakmmpwv.

4.2 Sculpting - Modeling

To sculpture tov povtéhov dnpovpyninke oto Zbrush pe to KEPAAL Kot T0 COUA O
éva eviaio povtélo, mpdypa mov amodelydnke aypelacto 6TV TopEia Kol KOGTIGE GTNV OAN
dwadikacio kdmoleg KaBVoTEPGELC.

Ewc. 24: Brunnie Zbrush pe 6 éx. Kopupég

Otav 10 povtéAo NTav £TOO VO TPOYWPNOEL 610 vTvolwo to Zbrush éypoaees 6
EKOTOUUVPLOL KOPLOES, EEOPPEVIKA LEYAAOG aptBLLOG Y10 va xpnotpomomBet e omolovonmote
tpomo. TTop' 6ha avtd o Zbrush dev koAhovoe 610 ELdy1GTO, KATL TOV EMTVYYOVE AOY® TNG
2.5D tgyvoroyiag mov ypnoomotet, OnAaaon "yevtiko" 3D pe pnyovikn 2D. Onwg eimov ko
ot Flipped Normals o€ oyetikd Bivteo tovg oto youtube: "Zbrush runs on magic”
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Av kot to Zbrush givan éva gpyadeio kabapd yio sculpting, dokipdonkay KAmoleg
TEYVIKEG EAAYLOTOTOINGNG TOV POPTOV UNYOVIKNG 15YVOG.

[To cvykexpéva ypnoyomomdnkKe n SLVATOTITO TOV TPOYPAULATOS VO KPUTAEL TOL
subdivision levels, dnAadn T Qopég mov ov&avape TV TOTOAOYiOL UG SLOPDOVTAS TO
tpaméllo Tov povtéAov o€ 4 pikpotepa. Avtd onpaivel 0tl Eyovue dupeon mpdcPacn Kot
aAAniovyia peta&d high ko low poly. Xpnowomrombnke eniong n dvvarotnta tov Zbrush
Vo LETOPPALEL TOAD UIKPEC AETTOUEPELES OIS PAEPES, TOPOL TOV OEPUOTOC 1] OVAYAL(PO TMV
poev e bump maps kot va ta k@vel project oe dlha povtéda , | o€ dAlo subdivision levels
ToV 1010V. AvTO ONUOLVEL OTL UTOPOVUE VO KPOTHGOVUE TIC AETTOUEPEIEG TTOL PTIAEAUE EOKAL
Y10 aVTO TO HOVTEAO Ywpig va yperdletor va enelepyaldlooTe 6 EKOATOUUDPLO KOPLPES.

Ewc. 25: Brunnie High Poly level of detail

IIpotod mpoywpnoer 10 poviédo oto otddio tov UV mapping kot mopakdto
énpeme va OTIOTOOV T povyd, KAODS amoteAodV KOUUATL TOL TEAKOD pHovtédov. [ to
oKomo avtov ypnoponomdnke to Marvelous Designer.
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H dovieid oto Marvelous Designer fitav apketd €OKOAN Kol ypryopn AOy®m Tov
kaAov documentation kot katovont®v epyoreinv kabbg kot TAn0dpac online tutorials.
Edd PAénovpe to amotéleopo oto Marvelous Designer

Ew. 26: Marvelous Designer Pipeline

Kot €0 PAEmovpe v emeepyacpévn Kot TPOCSUPLOGHEVT EPUPLOYT TOVS VAL G
Zbrush oto omoio @TidyTNKOV Kot TOTOHTOLO.

Ew. 27: Final Concept Sculpt
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4.3 Mpofmpato Kot ariayr] 6YEOLOGHODV

2g aUTNV TV GAoT TO HOVTELO NTOV £TOLHO YO TNV UETAPOPA TOV GTO KEVIPIKO
npdypappo 3D, omov apywkd elye emAeybel 1o Maya, oAAd Otav emiyelpnOnke 1
petapaon amd to Zbrush ce avtd, to hardware tov cvotHuaTOg 06V UTOPECE VO TO
aVTEEEL LE OMOTEAEGUO VO, KOAAGEL O VITOAOYIGTNG Y10, LEYAAN XPOVIKA O1OCTALOTO KO VO
KA\etvel povog tov.

‘Hrtav mpoeavég ot yperalodtov pio avoapdduion, m omoio kdoTIce Ypdvo yio va
OLYKEVIPOOOLV TO. YPNUOTOH, OAAG TEAIKA emTevYONKE 1  KATOOKELY] TOVL TOPOVTOG
GLGTIHOTOG.

Emotpépoviac oty pon g epyociag éyve m mpdtn mpoondbein UV mapping
oto Maya 610 omoio £ytvav Kol OpIoUEVEG OVETITUYEIG TPOSTADEIES Y10l PEAAGTIKA LUOAALG.
Evd to povtého nrav oyeddv Eroywo yuoo texturing kot animation avokoaidednke Eva
KATOOKEVOAOTIKO iAo mov Bo kootile v emavekkivnon OAng g odwdikacioc. I[To
GUYKEKPIUEVO. TO ECMOTEPIKO TOL CGTOMOTOG TNG XOpOaKTpo elxe evawbel pe v eEwtepikn
YEOUETPIRL TOL AOHOD Kol dNUIOVPYOVSE ECGPUAUEVES TILEG POTICUOV GTO HOVTEAD OTMG
KOl YOOTIKES TOPAUOPPADGELS GTNV ECMTEPIKN YEMUETPia. XTnV TPAEN oKOTEWE GYNUOTA
amd 10 £0MTEPIKO gUPovILOVTOVCAY €€ Omd TOV AQUO OYVOMVTOG TO QMG OV EMEPTE OE
eketvn v meployn.

210 dwonuo. mov akoAovOnce kot mpoomobmvtag va Ppebel Kamow pm
AmOAECTIKY] ADon omodelynke m avotepdotnta tov Blender évavti tov Maya. Ta
TPOYPAULOTO  TPOGPEPOVY  TAPOUOLES  dVVATOTNTEG, OMOV Ol YPNOTEG KOl TV OLO
BaoiCovtar oe plug-ins yio axdpo meplocdTeEPES YPNOELS, HE TNV dopopd 0Tt 6to Maya
oxedov ola to plug-ins kootilovv kot M TEXVIKN vrootpiEn kot bug fixing yivetar povo
and v Autodesk, mpdayuo mov meplopilel dpactikd Tov aplud eAedBep®V GYEACTOV
OV APLEPMVOVY XPOVO GTO Vo, PTidyvouy Pondntikd Bivieo ko dpbpa.

‘Etot emidéyOnie to Blender wg n o user friendly kot owcovopikn Avon. Xe ekeivo 1o
ONUELD 01 TEYVIKEG YVAOGELS KOt 01 LEB0JOL oYEOOGLOV elyav avénBel kot Ta unyovicd Adon
Ntav mo zmpoeavy (Omwg 10 O6TL OA0 TO HOVTEAO NTOV £VOL OUOYEVES OVOTOCTOGTO
Koppdtt yeoperpiog 6ek kopuvedv k.o.). ‘Etol amogaciotmke vo oyediootel €k véov 1o
pipeline pe ta véa dedopéva vITOYN, KoL Yol TV KGALYN TOL XaUEVOL XpOVOL, OTIMS KoL TNV
oeéleto. and v aAlayn ovt, ypnowworobnke éva standalone plug-in tov Blender, to
Make Human.

To make human ftav kamote éva in app plug-in oto Blender mov pe ta ypdvia
eumiovtiotnke kot Eavaypdetnke oe C kot £ytve oLTOVOUO TPOYPOLLLLOL Y10 VO LTOPECEL VO,
vrooTnpiEel OAeG TIG VEEG AetTovpyieg mOL TOL TPOoTiBeVTaL OKOLO KOl OTUEP. XE OVTO TO
TPOYPapLO EYIVE €K VEOL TO concepting phase, emléyOnkav kot mpooapudoTKay povya
erevbepng ypMong amd To community page kot £tol v idwa efoopdda M epyacio eixe
avokauyel kat rav toyun vo umet oto UV mapping otddo (to omoio ftav oyeddv
étoywo amd to make human export).
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4.4 Grooming

To poiid rav évo (TR TOALTAOKOTEPO GTO GYESIOCUO TTaPA GTNV LAOTOINo).
Yrdpyovv Kamoleg EMA0YEG TOL TTPEMEL va Yivouv Ttptv Eekiviaet 1 dnpovpyia toug: Av Oa
yivouv pe kdmoto grooming tool énwg to XGen tov Maya

N He Kavovikn yeopetpia M pe path (o tpdémog mov oyedidlovior Kopdovia Kot GAAL
onpayymON OVTIKEILEVA) OMME Kal £yve 6€ aVTAV TNV gpyacia pe Eva ovotnuoa NurbsPath
tov Blender.

O 1pémoc mov dovievel avtn M péBodog eivar 6Tl oyeddlovpe Eva oynuo Yo
mapadetypa €vo Tpiywvo to omoio yivetar m KdTowTn TG TOLEAG HOAAOV. XTNV GUVEXELL
ONUOVPYOVUE 0L EVOEIKTIKT TOVPO. TNV OToia Bo avTypaeouvV 01 VITOLOITES.

Ewc. 28: Nurbs Path kot guide yio grooming oty Brunhilda

Télog dnuiovpyodue to povordtt (path) mov Ba axorovbrcovy ot KA®VOL aVThHg TG
TOVQAG KOt £TG1 KOTAANYOVUE GTO TEAMKO YTEVIGUA TOL LOVTEAOV.
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Ew. 29: Final groom pe NurbsPath

4.5 Texturing

[Ma v ve1 T0L PHOVTEAOD SOKIUAGTNKAY TOALEG O10POPETIKES LEDOOOL KOl TO TEAIKO
amotéleopa eivor évag ouvdvacudc tovg. To copa d60nke and to MakeHuman exportable
Kot ta povya £ytvay Kabapd pe Tov mod Tpdmo.

[Mio ovykekpyévo To mamovtolw, mov Npbav pe  €too  textures moOL
YPNOLOTOMON KAV Y10 VAL GYEFOGTOVV 01 YAPTES TOVG.

Ew. 30: ITamovtowa g Brunhilda

Apycd avolnmOnkov aoTpOUAVPES OMOTVTACEL, VPACUATOS Kol EMAEYTNKE M.
‘Eneita pehetbnke 1o UV layout tov torovtoidv kat enelepydotnie katdAnia pe 1o e€Ng
ATOTEALEGLLOL.

Ew. 31: Color Map mamovtoudv Ew. 32: Bump Map namovtoidv

33



Avbpéag AudAKNg Inuavtneng

Me 115 gkdveg avTEC umopoVe va. dei&ovpe 6TOV VITOAOYIOTH To oNeio GTo, omoia
B0éhovpe va vapyel Oyt veacudTvn erévovon 1 otdNmoTe dAL0 BENovpe, TO HOVO TTOL
pévet etvat ot 0dnyieg yio vo 1o emTOYEL.

Ew. 33: Blender Node Grid yio textures nomovtoidv

To amotéleopa givar po vepaTAoVGTELUEVY LOopeT iIMage texturing dtayeiplopevn
and procedural Loyuc. Ot meplocdTEPES TPOMOTOMGEL TMV textures £ywvav oto Krita yio Tig
0TOolEG YPEIGOTNKAV YVMGELS eMeEepyaciog EOVOV Omwg acmpdpovpa eiktpa, Alpha pdokeg
ko layer theory ta omoio etvan €dkoAo vo pdBet kaveic yayvovrog yio ekmodevtikd Bivieo
oto Youtube 1 apBpa 610 drodikTvo.

\
i

N[}
A
-

Ew. 34: Tlepiparrov Krita
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‘Etol 10 K€pdo¢ o€ TPOYPOUUOTIOTIK 1oY0 0ev €ivol ONUOVTIIKO OAAGL OKOWOL
eEMOEeELOVIOOTE and Kamoleg dvuvatotnteg tov procedural texturing. Me tov 610 TpdmO
£ytvay Ko T, [LoAMGL.

Ew. 35: Alpha poAiiodv

Ed® eivar eukoAdtepo va dtokpivovpe TV oeEAELn, pia Kot SovAgbovpe e pion povo
ewtoypagio Tov Ba poptmOei cav bump map, metallic map (rapdpoto pe o roughness map)
color.

Ew. 36:Blender Node Grid yo textures poaAiimv

35



Avbpéag AudAKNg Inuavtneng

No onuewmbel €d®d pio TEYVIKA 7OV €PAPUOCTNKE GTO HOAAGL OOV dev £YOVUE
dwoel ypoua oto Alpha map pvbuilovtdg 1o péowm evog procedural node, mpdyuo mov
LOG EMTPETEL VO, SIYEIPLOTOVUE HECOH GTO game-enging 1o ypmuo Tov HOAAOD ympic vo
ypetdleton va emotpéyovue oto texturing phase.

Ewc. 37:Blender Node Grid gkevbepn tiun ypdpotog

IMa ta podya N TEYVIKN NTOV OPKETA TTIO oA OOV dMovpyROnke to e&ng svpPoro
Kot TorofeOnke mAve ota vdpyovta textures dnwc kat ot dVO YPOUUUES OTN POPLLO.

L
iI=

Ew. 38: Zopporo amd concept Ewc. 39: [Ipocappocuéva textures
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4.6 Rigging

Emopevo Brpa: rigging, n onpovpyia tov okehetod mov Oo enttpéyel 6To HOVTIELO
vo kwvnfei. Ovtag évo koppdtt Tov animation, av Kot mo TeXVIKO mopd KOUAALTEYVIKO,
dlatnpel TO YOPOKINPIOTIKO TOV Vo Uopet va yivel pe mAn0og TpoTmv.

‘Etor mpaypoatomombnke po €pevval yioo TV €0PECT TOL KOAVTEPOL TPOTOV
dnuovpyiag tov. Exeivoc mov emléytnke Nrov avtdc tov Royal Skies (kaviit dwmpedv
tayeiog padnong oto youtube).

Ew. 40: Rigging, orovévAikn ot

[Ipdto pog Prua elvar va @trid&ovpe v omovovAkr otnAn. ‘Exyovtog kevtpdpet
o010 kévipo tov afdvev Palovpe to mpmdTOo pog bone oty Béon g Aekdvne. Edd
umopei va Bonbnoovv reference pwrtoypagiec avatopiog. Xtnv cuvéysia torodetovpe GA o
dvo bones pe v Aoykf TO TOV UTOPEL VO KAUTTETOL 1] TAGTN TOV HOVTIEAOVD, OTMG GTNV
ewc. 38.

Yvveyilovpe og Aapd kot kepdAl. To bone tov kepaAiov pmopel vor Kottder Tpog ta.
v oAAG otnv mopelo pmopovpe v QTIAEOLUE epyoieion Yoo v Tto YXEPLOUAOTE
KOADTEPQL).

Ew. 41: Rigging, néda

37



Avbpéag AudAKNg Inuavtneng

Emotpépovpe oty pila tov bone tng Aekdvng kot dnuiovpyodue €va vEo TOv
eKTEIVETOL TPOG T KAT® Ko avtiBeta mpog awtd. Enduevn kivnomn, 10 amoomovpe and v
OTOVOLAIKY OTHAN kol 10 ovoyetilovue, kavovtdg to child tov bone g Aekdvng (to
blender vmodewviel avtiv ™ oyéon pe dakekoppuéves ypoppéc). To tomobetodue Kot
dnuovpyovpe To. vorowro, bones y To KoAdw kor to mEAUA Omw¢ otnv k. 39
(avaddymg v ypfon iomg Kot To SAKTLAN TOL TodD ®¢ Eva 1) ToALA bones).

Ew. 42: Rigging, yépa

AxoAiovBobpe axpifog v 0o dadikacio Yo ta xEpla HEYPL Vo TAGOVUE GTOV
kapnd Omov exel Ba ypnoomocovpe Kdmola KOATO Yo Vo Kévovpe v dtadikacio Alyo
O EVKOAN KO KATOVONTY.

Ew. 43: Rigging, moldun
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Ddridyvoope kavovikd GAho €va bone mov edéyyel v moldun kat Snuiovpyodue
névte children, éva ywo kabe ddktvro. o gukoAia avti vo @Tidyvovue Eexmplotd kdabe
bone «déBe SdaktvAov ovvohkd, kdvovpe évo dmAd subdivide ta mévte bones twv
daktOA®V, 6mws oty Ew. 42 .

Ew. 44: Rigging, ddxtula

2KOTOC 1O oV KaAMTEXVES fvor va dnpiovpyncovpe Katt mov divel {on oto €pyo
HOG, KOl GOV UNYavikol va gTiaEovE KATL Katavontd Kot Bidoipo.

‘Etol ovopdlovpe opéowg ta bones mov ¢ridéope ®¢ TOPA YPNOIUOTOIDOVTAG
ovopoTo, Katovontd o€ gpdg kor évo format katavontd and to software ywo ta péin mov
Bélovpe va avtypa@Tohy 6TV GAAN LEPLA TOL GKEAETOD LOG.

Yuykekpuéva Yo T omovovAikn otin "Spine” 1, 2 kot 3y tov Aoupd “"neck™
ywo. to kepdil "head”, yio ta ddxtvia "index" 1, 2 ko 3 kAm. Ortav sipoocte £royot
emléyovpue ta bones mov yperdlovtar va avtypdeovv cupuetpikd Kot yio Blender matdpe
Context Menu/Names/Autoname Left/Right. Avtopdtog OAa ta bones mov £yovue
emAéEel ovopdlovron L. [bone-name] wor oty ovvéxsin mataue Context Menu/
Symmetrize kot dnpiovpyovvral avtopata ta R.[bone-name] oty GAAN pepid pe to cwoTtd
ovopata, GYEGELS Kot tepapyiol.

Ew. 45: Rigging, tehwo
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H dwdikacio ovty pag divel 10 ehdyoto ypnowo rig. Go pmopovooue va
ovveyiocoope Palovrag Pondntikd bones y  peoloTikOTEPEG  MEPIOTPOPES  TOL
avtikotontpilovy  KoAdTteEpo TO OovOpdTIVO ocdua, constrains mov  mepopilovv  TIg
KIVNGELS amodidovTag aKOMUo To TIGTELTH avOp®TIVN Kivnon, odnyovg yio va Kédvovue Tov
OKELETO €VKOAOTEPO 7Ylo. TO animation kot weight paint, ®ote va pmopodue va
EEKIVIGOVLE VL QTLAYVOVHE T OIKA pog animations. Avtd 1o povomdrtt givat pio, Kopiépa
amd HOVO TOL Kol OV €ival 0 GTOYOG OLTNG TNG TTVYIKNG, £TGL aLTA gpgvviOnKav Uovo
EYKVKAOTTOLO KA.

4.7 Animation

Y& owtd 1o Pua ypnowomombnke to Mixamo tng Adobe. To Mixamo doviedel
otov browser divovtag otov ypriotn v woavotta vo avepdoet FBX, OBJ 1 Zip apysia
ywo. animation. Eivar o evkoldtepog Tpdmoc animation ommv ayopd péxpt oTIYUNG,
dtvovtog v eukapio o€ VEOLS GYESOOTES TNV IKAVOTNTO VA TOPUKAUYOVY TO TEPACTLO
KepAioto Tov animation 1 vo TeoTdpovv TO UOVTELO TOLC (Mo Kot TOAAG TpoPAnuata
elvar povo opatd 6tav mopapopewbet To LovtéLO).

To mpodTo PrAno Aowmdv Mtav vo ovePel 10 poviého pag ot TAATEOPLL.
Bpiokovpe tov pdrero mov éyovpe anobnkedoet to .fbx apyeio mov €yovpe mépel kévovrog
extract om6 to Blender.

H dwdwacio tov extraction .tbx apyeiov and 1o Blender av kot amin mepiéyet
OLAPOPES TAPAUETPOVG TTOV TPEMEL VAL TPOGEEEL O GYESIAGTNG GOUPMOVA UE TOV GTOYO TOL.
2V TEPIMTMOOT TG TAPOVGAS EPYUGTOG EMAETKAY Ta. textures Vo TakeTaplotovy pall e
10 povtédo oto .fbx apyeio. ‘Etot égovue doa textures undpece va gpeoviost o renderer Tov
Mixamo.

Ew. 46: Mixamo Step 1
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To népacpa tov apyeiov oto Mixamo givar eEgpeTikd evkoAo kKaBdG pog emTpémeTan
TO TPAPMYUO LE TO TOVTIKL TAV® GTOV XOPo TTov pog kabopilel To pivopa oty 006vn, OTmC
Qaivetal otnv ekova 44.

UPLOAD A CHARACTER x

Processing Character. Just a moment.

Ew. 47: Mixamo Step 1.1

Metd and évo moAd chvTopo avéPacua To mixamo enelepyaleTol To HOVTEAOD LOG Kot
VoTEPA TO TPOPAAEL.

‘Eva mpopAnue mov avtipetdmice 1o mapdv Hoviélo Ntov 0Tt Kamow textures omwg
TO HATIOL KOl TO HOAMA dev @optdbnkav cmotd, alAd avtd apopd Tov renderer tov
GLYKEKPLUEVOL £pYaAEiov Kat gV elvar EUmOSI0 GTNY LTOAOLTY SLAUOIKAGTAL.

Euwc. 48: Mixamo Step 2

Ipoywpape motovtog "NEXT" kot to Mixamo pog epgaviel to poviého pog pe
Kémow ovopoopéve cOpfora. Avtd mpémer va TomofetnBovv GmMOTE GTOVG AYKMVESG, TO
yYOvOTO, KOPTovg aoTpaydAovs, Aekdvn kat tryodvi dote va gtiaéet to Mixamo to rig tov.
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AUTO-RIGGER

0 Use Symmetry  Skeleton LOD | seandsre (6 v ﬂ
Ewc. 49: Mixamo Step 3

Mog divetor n emhoyn vo emAéEovpe okehetd pe KAEWOoELS dakTOADV gite UdvVo
xeplov 1 kot mwodwv katw amnd to “Skeleton LOD" dropdown menu o6mov LOD
onuaivel Level Of Detail. Exiléyovpe tnv Standard (default) ko motape "NEXT™.

Ewc. 50: Mixamo Step 4

To mixamo eneepydletol T0 HOVTELD LOG Y10 KOO0 AETTA Kot EILOOTE £TOLOL VOl
emié€ovpe Omoto animation vmdpyet oto Site omevbeiog MAVEO ©6TO  HOVTEAO  LOC.
Avardymg TL yayvovpe vrapyovv katnyopiec kot search bar. To povtélo pag mépooe
and Vv dwdikacio tov rigging-animation oe Ayotepo oamd 10 Aentd. ‘Exovue mAéov éva
animated game ready povtélo.
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5. Evaluation

‘Exovtog emtdyel Tov 610)0 TG €£pYaciag avTiG UTOpovUE TAEOV Vi aELOAOYNGOLE
TO OMOTEAEGIO GE OPIGUEVOVS TOUEIS OGOV apOpa T EPYAAELD, TN AEITOLPYIKOTNTA KOl TN
ddikacio pe v omoio PTdoape oto onueio avtd. Kowrdlovtag 1o poviélo avtd, Ovimg
&yovpe otnv o1dfeon pag va LOVTEAO LE GYNUO, LT, KIVNoN KOl IKOVOTNTO Y10l TOPUTOVED
KWWNOELS, OPKETA EAAPPD YO TIG TEPIGCOTEPEC XPNOELS PVTEOTOLYVIOUDY KOl OPKETE KOVTA
oto concept-art and 1o onoio amotvTMONKE Yoo TpOTN POoPd. Eivar dpmg o tpdmog mov £ytve
0 KAAVTEPOS duVATOG;

Amo TV eKKivnon g mOPOVCOS TTUYXIKNG £0G TOPO, OVOPEPOUEVOS GE EUEVO MG
ONUovVPYOS G, €x® Kdaver opiopéva mepetaipo Prpata oto 3D Art. Avtd, peietdvrog
TOPOTAVED VAMKO 0O O EUTELPOVS SNUIOVPYOVG KOl ETLYEPDOVTOS VO TaPAE®m Kovohpla
LOVTEAQ, EQUPUOLOVTAG TN VEX YVAOGT KOt KATAPTIO).

Apyikd mn TPOTN TOPATHPNON TOL £Kavo cupyMEilovtog TG cLVUPOVAEC TOAAGV
KaAMTEXVOV glvar OTL TO TPMOTO PEANUA €VOC v duvapel KoAMTeyvn Ba émpeme va givor M
KaAVTEPN duvary E0IKEIMOT e TO EpYOAEin TOV, OTIG TEPLGGOTEPEG TepuTmaels to Ul ko
TOV YEPIGUO TOL KEVTPIKOV Software mov Ba emAéEetl va xpnoOTOMGEL. (XTIG TEPIGGATEPES
nepmtooelg oto 3D art gite o Blender gite to Maya | to Zbrush k.A.xt.). Avtd yiveton moAy
gukoAOTEPO OTaV Yivetanr emyepovtog povtédo hard-surface, oniadn poviého dyovymv
OVTIKELEVOV TTOL OEV KAUTTOVTOL 0Td animations.

Ew. 51: A6 to pOpo Hard-Surface Modeling & Material Tips oo site 80.1v
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‘Etot kou o povtéda mTov £y emyEPNOEL Amd TO TEPAC AVTNG TNG EPYACiag eivar OAa
hard-surface.

Ew. 52: Uzi Model oto Blender

Ew. 53: Concept Helmet oto Blender

Avtd ywri to hard surface modeling éyet v 1dwutepdTo. TOL VO UTOPEL VO
Aertovpynoel pe n-gons AOy®m Tov 0Tl To animation twv hard surface models yiveta ywpig
TOTIKN TAPAUOPOMOT| TNG LOPPOAOYING TTPAyIo TOV LG EMTPENEL TNV VAPEN TOVG UE TNV
TPoVTHOEST OTL N EMPAVELD TOVG EIVOL EVTEADG EMITEON.
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NGONS

PROBLEMS

o Awful looking wireframe

Ew. 54: And apOpo “Are Ngons really that evil in 3d modeling?” 1o creativeshrimp.com

‘Eva. GAho mpotépna mov éxet To hard surface modeling sivatr 611 dovAevovrag hard
surface povtéla 0 GYed10GTAG dEV UITOPEL TAPE, VO GKEPTETOL KO EMOUEVDC VO EEOIKEIDMVETOL
HE TNV AOYIKN T®V KOPLPDOV-OKPOV-ETPAVELDV. AvTtd omevbeiog Tov kdvel va katovosel
KOADTEPO TOL CYNLOTA TOV JOVAEVEL KOOMG KOl TOV TPOTO OV TPEMEL VO, TOL SOVAEVEL OO
TOALEG SLOPOPETIKES TAELPES Y10 VOL TO. TPOTTOTOLEL COOTE GTOV TPIGILAGTATO YMDPO.

"Etot paBaiver kot vo yepiletor mo Kahd v kdpepa Kot o epyaAeia Tov viewport ,
Omm¢ Kot ta epyaAeia selection ko transformation to omoia givol AmOPAiTTES YVOGELS Yo
OAovg toug 3D oyedlooTéc.

EmutAéov dovievovtag hard surface moAdéc @opéc yperdletor vo kdvel Kovelg
SWHOPPAOCELS TAV® G KOPLPES, AKPEG N EMPAVELES OTTMS Yo Tapddetypa bevel 1 inset k.a..
Me avtdv Tov TpOmOo £E0IKEIDVETOL UE T epYyaAeia Tov modeling mov ypnoiponolobvTol 6€
whpo moAd Swapopetkd skillsets Tov 3D. Apeon ocbOvdeon €yovv kot to Normals evdg
HOVTEAOL TO. omoiot cuyva epgaviCovv mpoPAnuate o omoio 0 oxedoTNS pobaivel va
avayvopilel kot va dtopldvel HEG® ovTHG TG O1001KOGTOG.

Axoua, éva hard surface povtélo givat ToAD mo €0KOLO VO KOTOVONOEL KAVEIG TG VL
T0 KOYEL Kol va To omAmael o€ éva flat 2D texture, mpdypo mov arotedel TV dadtKacio Tov
UV mapping. Anevbeiog Aowtov amoktdel mpdcoPacn kot oe dho o TPOPANUOTA KOL TIG
Adoelg g Aoywkng Tov UV maps.

Amo exel ko pHetd o oyedlaotng uropet va pabet va faler modifiers, parameters ko
constrains 6To £€pyo Tov, BAETOVTAG TO MG ennpedleTon 1 Ye®UETPio TOL TT0 £0KOAM KAODG M
hard surface yeopetpio eivar Tomikd mo kabapn kot o Katovonty and tov avhpwno. (Avtd
ywti m opyoavikn yeoupetpio amorteitor vo €€l OXETIKY opoloyévewn oto péyebog tmv
TOADY®VOV NG, T 0Toia lvat TOAD o oLGTNPA e TO Vo givar quads).

‘Etotl ue v mpomdvnon oe hard surface o oyediootig épyetal og enapn pe oyeddv
OAo TOL EPYOAEIDl TOV TOL TTPOCPEPEL TO AOYICUIKO TOV OOVAEVEL, GE OPKETE OmMAOVGTEPO
eminedo Ko pe KOA oepd ®ote o kdbe Pruo vo amoxtd eumepio. [TAéov umopel va
aVLYVEVLCEL Kol va gvtomioel mpoPAnpata ot yeowpetpio Kot oto shading kot 6o pmwopel va
€xel PePKEG AVOELS VO SOKILAGEL TPOTOV YPELNGTEL VO GTANATNGEL Y10 VAL TAEL VA, OEL KATO10
Bivteo i apBpo tutorial yio va mdel TopaKATo.
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Xe owTO AoV 10 KEPAAo Ba aloAoYGm TO £PY0 LOL HE TIG VEEG YVMDOELS TOL
dbétm éxovrag mpomovnOel oto 3D design pésm tov hard surface modeling.

5.1 Epyoaieio

Onwg avaeépbnke kot 6to kKePdAaio 4.3 1 apykn oAy epyolieiov dAAace Katd
Vv ObpKel NG Olekmepaimong NG epyaciog mpdyua mov KOGTIoE KATO0 YpOVO GTNV
0AOKAP®ON NG, OAAG aG doVUE AlYO O GLYKEKPLUEVA TOVG AGYOLS TOL ANPONKE oV M
andeoon.

5.1.1 Zbrush

To mpdTo AoyiopIKO OV €lye ypnowonomBel Nrov to Zbrush, éva Aoyiopikd kabapd
€Ee1dIKELVEVO OV YPNOT 0O GYESAGTEG KO TOAD TPOTEVOUEVO GE YPNON UE Ypapida. Ao
mv gumelpion Ypong avtod TOv AOYICUIKOL OV LILAPYOLV TAPATOVE, AEITOLPYIKOTNTAG 1)
otofepotntog, avtiBétwe to Zbrush givar to industry standard ywo concept artists kot kade
Ao €idog 3D artist. Axopa mepiocdtepo pe v ypaeido. Wacom Cintig Pro mov
YPNOLOTOINGA.

O Adyog mov dev mapépeve 6to devTEPO pipeline mov oyedidonke Mrav Ot glvan Eva
ToAD eEedikevpuévo epyoieio to omoio ypelaletar mwOAD peAETN Ko €EAokmom Yo va
onpovpynBovv Kohd poviéda and to undév, Tpdyua mov Katéotn axpeiocto Kabog to make
human divet d1kd Tov apyikd mesh.

O Adyog Aowmdv mov avtikatactdbnke to Zbrush frav kabopd Adym ToyvTTOS KO
AOY® Oyt mowoTNTag, omdTE M XPNoN TOL TMpoteiveTal Kol B cuveyicEl Vo LEAETATAL KO VL
VILAPYEL GTO TPOCSHOTIKO oL pipeline yia opyavikovs yopaKTpeC.

%ZBRUSH

Ew. 55: Zbrush logo.
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5.1.2 Maya

To devtePO AoyiopiKd mov ypnoorombnke tav to Maya g Autodesk. O Adyog
Tov elye emAeyet €€ apyng NTav OTL LETA amd £pEvva ayopas PAvNKe va omoteAel To industry
standard kot 011 1 €€oikeimon pe avtd, etvar Tpoidv {\Tnong oty ayopd epyaciog.

270 KOUUATL TNG AETOLPYIKOTNTOS, TPOSEOEPEL 1010 aplBUd SLVOTOTATOV UE TO
Blender, pe ta 600 mpoypappata vo avioAlalovv 0€orm otnv kopven cvyvd. Ot Topeig 6Tovg
0omoiovg SPEPOLY aPOopoVV TTpdypate T omoio dgv Ba EpBovv otV TPocoy £vOG VEOL
apyGpLov KOAATEYVN OTOTE 1| GUYKPIGT] TOVG GTOV TOUEN TNG AETOVPYIKOTNTAG WITOPEL Vo
BewpnOel 1omario.

O Aoyoc mov wpoTyundnke o Blender otov oyedacud tov devtepov pipeline Ntav o
Topéng e evkoMoag ypnong. Ipwv kav piAncovpe yioo 10 KOGTOG, EYOVIE VO LA|GOVLLE Y10l
TOV TPOTO e TOV OMOl0 KOVEIS HUmopel Vo YPNGILOTOMGEL TIC TPOUVOPEPOLEVES AELTOVPYIES
Kot péypt kot awtd to onueio dwtnpeiton n woomoria tTwv dvo software kabmg kot o 6VO
&xovv g&ioov mepimioko UL

H dweopd eivar 01t oto Blender vmépyer mAnbopa Eumeipov KaAMTEYVOV TOL
aplEp®VOVY TOpovs (eite oe Gpbpa, ceAideg oAAd kvpimg Pivieo) 610 vo exkmatdevovv
apylplovg KoAMTEYVEG OTIG Agrtovpyieg TOL  TPOYPAUUHOTOS dwpedv. Xto Blender
TapoINpEital TEPLocOTEPO 1 TOANGN online pabnudtov ond to peydio Kavdiio eKpadnong
mOOVOG AOY® TNG APYIKNG EMEVIVONG TOV VAL 0yopdcovv To Maya.

Axppaig pe tov 1010 Tpdémo TapatnpOnKe peyolvtepo YpnUaTikd avtitipwo oto add-
ons Tov Maya A0y® TOVL OTL GE GLVOVLOGUO LE TO TOPUTAVED Ol YVAGES 6 Maya gival
onavidtepeg dpa Ta ypropa midwares amoktovv peyodvtepn a&io. apoia avtd to Blender
dwbéter peyarvtepo apBud add-ons pe peyoldTePO TOGOGTO ALTMV GE EAeVBEPN YpNoN.

Oa éleye kavelg 011 0o Maya eivor 1 €TayyEAUOTIKY €TAOYN OVOUEGOH GTO VO
TPOYPAULOTO 0ALL ovTO Bo NTav dOKIo av TpoOcPepe kATl mopandveo ond to Blender,
TPAYLLO TTOL MG TOPO OEV 1GYVEL.

AUTODESK’
MAYA

Ew. 56: Autodesk Maya logo.

5.1.3 Marvelous Designer

AMN pilor EQPETIKY EQOPUOYN HE UEYAAN OVOYyVAOPLIOT GTNV 0yopd epyaciog aAAd
KO TNV 0yOpd LOVTEAMV.

47



Avbpéag AudAKNg Inuavtneng

To Marvelous Designer amotedei v omdlvtn eEeldikevuévn €QOPUOYT  Yid
dnuovpyia podywv move ot 3D poviéda pe wavotnteg physics simulation, 2D ce 3D
GUVEYOLEVT] OVTIOTOIYNON, aKOUA Kol E0TEPIKO render engine Yo ToV 6YedaGHO povY®V UE
PEOAGTIKEG GUUTEPLPOPEG AVAAOYO TO VOGO TOVG.

Eivoau o industry standard otov oyediacpud povymv av kat dgv givatl ToAD omdvio vo
oyeoldlel kaveig povya péca o GAAO TPOYPAUOTE GYESIAGHOV TOV OEV Eival YVOOTH LOVO
Y 0TOV ToV 6K0To. [Tap’ O awTd T Epyodeiat TOL TPOGPEPEL Kot 1] EVKOAIN 6TV HABN oM
Kot yp1ion 1o Kabietovv &0 TG TIUNAG TOVL.

ET=m

Marvelous Designer

Ew. 57: Marvelous Designer logo.

5.1.4 Substance Painter

Opoloyovpévag oty epapuoyn tov Substance Painter dev vanp&e dom ypnon
vIpPxe oTIg dAlec Tpwv Ppedel n PAAPT ko Eavaoyediaotel to pipeline. H agloddynon wov
UToOp®d GOV apyaplog GxedAoTNG Vo Kave givar 6Tt to Substance Painter cav gpoapuoyn
TPOGPEPEL TOAD TO EEEOIKEVUEVO EpYaAEin TOL OTTOTOL ATTOLTOVV KOl QVTE TOV XPOVO TOVG Yid
e€okeimon ko korralovrag v ayopd amotehei Eexdbapo industry standard spoppoyn.
[Map’ Oho awtd dgv £xEl TPOKOYEL OTOLONTOTE OVAYKN GTO KOUUATL Tov texturing/shading
mov va. punv umopet va yiver péoa omd 1o Blender og e€icov mototikd Pabud.

o
SUBSTANCE

" e PAINTER

Ew. 58: Substance Painter logo.

5.1.5 Make Human

To Make Human fjtav to software mov €pepe avtv TV £pyacio 6T LOPPT TOL ivor
ONUEPO KOl TEPOV TNG TOPAYPAPOL VTG €xel dnuovpyndel Kot exmadevtikd Pivieo
KOTAPTIONG 0T TAOIG1H QVTHG NG epyaciog AOY® Tov pOLOL oL £manée GE ALTNV.

To Make Human eivar éva gpyaieio mov pmopel va dnpiovpynocel avOpwmoetdeic
YOPOAKTNPES OO TO UNOEV GE Ay AEMTA, OWPEQY Y®PIg TPOUTAITOVUEVES YVDOELS. MAAoTO
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olafétel kKo kovpni morlhamAmv randomized mopaydviov yia va umopel va egdyel kavelg
aplOUd TVYOL®OV YOPAKTP®V UE EVOL KOVUTL.

H motomta tov Ba pmopodce va yopakTnPIoTEL LETPLO GTOV TOUEN TNG AETTOUEPELNG
pe v elaipeon tov textures ta omoio €lval OPKETE PEAMOTIKG Yo TIC OVAYKES €VOC
oVyyxpovov Prvteomaryvidlov. [lpénel va givor Opwg £tol Yoo vo, umopodv vo eEumnpeToovV
TEPLOCOTEPQ project ympig Vo amattovy HeyaAdTEPO KOGTOS TOPWV GUGTILOTOG,

I'evikd to Make Human eivor éva moAd xoAd owpedv epyareio mov pmopel va
BonBnoetl véovg KaAltéyves 6To Vo LABOVY 1 OTOOVONTTOTE KOAALTEYVT] GTO VO OTOKTHGEL
YpPnyopo ehagpd eppovictpo poviéda. (Xpnoworomonke og faon yo Tov 6yedlacud Tov
KpAvoug otny €1k.51)

Ew. 59: Make Human logo.

5.1.6 Blender

To Blender givar ev téAetl 10 duvatdTepo Kat T0 KeVTPkd software yio o Gyedacud
0TS TNG EPYOCIOG KOL TOV LEAAOVTIKMOV OV EPY®V MG GYEOOOTNC.

Zav epapuoyn| etvar moAv €dtkevpévn e mOAAOVG Topelc mpdypa mov kdvel to Ul
OPKETA TEPITAOKO KO TNV £E0IKEIMOTN 0pYT), GAAG ®OG AVTAAAAYL 1) AEITOVPYIKOTNTO TOL TO
KaoTd Kovd VoL aVTIKATOOTNOEL GYE0OV OAd Ta empuépous e€edikevpéva mpoypdppota
dtvovtag 1o emmAE0V TPOTEPN AL TNG EVKOANG “Kiviong™ HETOED TV SIAPOP®Y dOOTKAGIDOV
KaoTOVTOG TOAAEG OVAOPOUEG GE TPONYOVLEVES (PAGELS TOL pipeline epkTég amd oyedov
0OVVATEG.

[To cvykekpyéva emTPEREL TV YALTITIKY GY€O0V TO 1010 KaAd pe to Zbrush 1o omoio
kootilet, yperdletar ekpabnon kot ta apyeia Tov Tpénel va yivovy exported kot imported oto
Blender yopig va dtoetnpovv ta layers, clipboard kot undo history tovg.

EmumAéov pmopei va kavel cloth simulation apketd kold ®ote vo pn ypetaleTor n
ayopd kot ekpdOnon tov Marvelous Designer av kot og avtdv Tov Topén VOTEPEL GE KOO
gpyareia kot otV eVKoAia yxpnons (aAAd Oyt otV ToLdTNTO).

Axopa, propet kovelg yopic va yperaotel add-ons va kavel apketd kodd UV unwrap
KoL vo EEKIVIOEL va PTGy veL Ta texture Tov Ywpic va ypelaoTel va kAvel extract Kot export 1o
LOVTEAO Kol To, texture maps Tov, vo TANP®OGEL Kot vo, pPdbet va ypnoyorolel to Substance
Painter. Me v ypnon add-ons kot pe xkoAn yvoon tov nodes pmopei vo, Eemepacel v
TOLOTNTA Kot TV Ag1TovpykoTnTa ToL Substance Painter e a1sOnt6 fabpd cvv 10 611 pmopel
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Vo OVAEVEL OVTA Kol Vo €YEL TNV ETAOYY VO KAVEL YPNYOPES OAAOYEG GE TPOTYOVUEVQL
frurota epocov gival 6To 1810 AOYIGHIKO TOV TOL EKOVE.

Ol avtd ovv 1o 0Tt datiBevtar epyaieio yioo hair simulation, particle simulation,
animation, dvo dwapopetikd render engines, geometry nodes kot apétpnro GAAa 6to 1010
TPOYPOLLLLLOL.

[paypatikd av kdmolog OELeL va dovAéyet amokielotikd péca amd to Blender pmopel
Ko Ogv €xel timota vo {nAéyel amd KavéEve GALO TPOYPOULO OVTE GE TTOLOTNTO OVTE OE
TayOTNTO Kot Glyovpa Oyl 6€ KOGTOG.

@blender®

Ew. 60: Blender logo.

5.2 Awolkocio

Ocov agopd Vv mpaypotonoinon tov ogvtepov pipeline 1 dwdwocio Mrav
GLUPEPOVGO YPOVIKE, pEe eEAAYLOTES avAyKeg KaTapTiong oto 3D art, evd dev giye amotioelg
eEomMo ol mapandve ond Evav cuvnoEVo VTOAOYLOTY).

Yotepovoe oty oyedlooTikny eAevfepio, otV omdOKTNON TEYVIKOV YVOGEMV Kol
EUTEPLOV 10MC KOl 6TO EMIMEOO AETTOUEPELOG AV KoL avTd opileTan amd TS avayKes ToL KO
project.

2uvolikd m dtadikacio Tov mpaypotomromOnke ivar o TOAD KOAN 0pyIKn EUmEpioL
ywo. v swoayoyn evog digital artist otov kocpo tov 3D. Eivor pion moAd amodotikn
dwdwkacio dnuovpyiag 3D yopakmpov o BEpa xpovov Kot AOY® YOUNADV OTOLTCEDV
TPOUTOLTOVEVTG YVDONG, LE £VOL AEI0TPETEGTATO ATOTEAEGLAL.

[Tépa amd v amodoTKOTNTA OUMG, TPOGPEPEL Kol £V OPYKO LOVIELO GTOV VEO
KOAATEYVN TO 0Tol0 0WTOG UTOPEl VO LEAETNGEL OTIC EMUEPOVS TTTVYEG TOV LLE OTOLUONTOTE
oepd Bélel ko og omolodfmote Pabog embuuei (.. Evog véog texture designer pmopel vo
€xetl éva kKaAd mesh va dovAéyel yopig va tov geumodilel n EAAewyn yvaooewv oto sculpting,
retopology xAm).

Emunpocbétmg kdmotog mov tpocmabel va pdbet va dovievel og 3D umopei va det Eva
TEAKO OMOTELECLO OTIOYUEVO EMOYYEAUATIKA Kot OTwg Ba émpene va eivat. ‘Etol umopet va
ovyKkpivel kal vo pdbet amd avtd ko va fondnocet tov eantd tov va PTIAEEL o cMOTA TO
Ok TOV HOVTELO.

Téhog kéBe véog oyedaotng Ba ypelootel va OTIAEEL Evav S1KO TOL (QAKEAO HE TO
Baocwd mpdypoto mov dev yperdletor va Eavoaetidyvel kdBe @opd Otav Eexwvaer éva
Kovovplo project. Avtd elval KATL TOv OAOL 01 GYESIACTES KAVOLY OTNV KoONUeptvOTNTA
TouG6. 'Evag kadog oxedlaotng £xel eTidEet Ta HATIoL TOL, TO ALTLE TOV, £va avOPIKO Kot Eva
yYovoukeio coua, £va - dvo (evyapia xéplo (TOAAES popEG Kat To animation rig yio ovtd) Ko
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oOtL dAro €xer Bewpnoet 611 Ba tov Ponbnoel onv dovAeld Tov, £tol éva cwotd industry
standard povtého pmopel va YATMGEL 6TOV VEO 0YEO10GTH) TOAD ¥POVO KOt OITOYOTELGT Ol
ToV ¥pOvo mov Ba pmopovce va giye KoTavolooel pobaivovtog.

"Etol @tdvoupe 6to T€A0G VTG TG TTVYIOKNG He évo aSlompenés animated game-
ready povtého kat £va oA kol pipeline yio v evacyoinon e to 3D design.

Ew. 61-63: Tehkod amotéreoyia.
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6.
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