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[IpoAoyog

KOTIOG TNG OUYKEKPLUEVNG TITUXLAKNG epyaociag eival n Snuloupylag ulog

tawiag pikpoU unkoug pe 3d animation. H epyacia eival xwplopévn oe duo

HEPN: 2TO TMPWTO UEPOG Teplypadovtal SLadopeC TEXVIKEG Kal TEXVOAOYIEG
TIOU XPNOLUOTIOLOUVTOL OTNV TAPAYWYr), &VW oOTo 8eUTEPO UEPOG TAPOUCLATOVTIAL OTNV
TPAEN QUTEG OL TEXVIKEG LEoa amo ta 3 Baoikd otadia dnuwoupyiag pag 3d animation
mapaywyng onw¢ akplpwg xpnolgomolnBnkav yla th Snuwoupyla tou animation mou
TEPLEXETAL OTO OUVOSEUTLKO DVD.

To mpwto KeDAAALO AEITOUPYEL WG ML ELCAYWYN OTOV KOOUO TWV YPOPIKWV UE
xpnon Y/H kat oto 3d animation. AvaAlUovtal KAmoleg BOOLKEG EVVOLEG KOl TTOPOUGLALETOL N
Baown Siepyacia mou xpnotomnoleital yla epyaocia pe ta Computer Graphics.

Jto Oeltepo kedpdAawo Tapouctdlovtal oL Suo  PBAOCIKEG TEXVIKEG TOU
xpnowdomnololvtal otnv mopaywyn yw tn énuoupyia 3d animation: keyframe-based
animation kal motion capture. Emiong meplypadetat n texvikn lip-sync pe xprion tng omnolag
evapuoviloupe TNV Kivnon Twv XELWV TOU XaPOKTNEO TIOU UAAEL.

To tpito kepahalo adopd to Video Compositing, pio Sladikaoia katd tnv omola
ouvdualovtal dladopetikd video/film 1 «avtikeipevay pe okomod va gpdavifovtal cav
vaL €XOUV YUPLOTEL HE TNV Sl KApepa, TNV SLa oTLYUA.

Ao 1o Tétapto kedpAAalo EeKvA n dnuoupyla tng Tawiag Pe tn ocuyypadn Tou
script koL To oxedlaouo tou storyboard.

210 Kepalalo 5 mapouctaletal BApa-prAua n epyacio mou akoAoudndnke pe ta 3
Boowka moKETA AOYLOWLKOU TIOU XpNGoLUOToInOnKav Kotd To oTtddlo Tng mapaywyng: Bryce —
Snuloupyia tplodlaotatwy tomiwv, Poser — Tplodlaotatn povtehomoinon Kot oxedlokivnon
xapaktnpwy, iClone Pro — realtime 3d filmmaking.

210 €kt0 KedAAalo avalvetal n ¢aon tou postproduction, SnAadn n enefepyaoia
TOU TtapayOUEVOU Bivteo Kal n mPooBnKkn TwV OMTIKOAKOUOTIKWY EQE.
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KEQANMIO L £\ gaywyr ota ypadikd pe xprion H/Y kat oto 3D animation

1. ELooywyr) oto ypodpLKa e
xpnon H/Y kat oto 3D
animation

1.1 Computer Graphics

CG eival n ouvtopoypadia yla to «computer graphics imagery —ypadikd Ue t
Xprion umoAoyloti», emiong yvwoto wg CGlL Na tnv akpifela to CG avadépetal ot
OTIOLAONTIOTE ELKOVA ] OELPEC ELKOVWV TIOU SnuLoupyouvtal Ye tn BonBela umoloylotn.
Qotooo, otn Blounxavia, o Kavovag sival OTL 0Tav XpnoLUOToloULE Toug Opouc CG kal
CGl avadepopoote ota tplodlaotata ypadlka Kal OXL O ELKOVEG TTou dnpLoupyouvTal
XPNOLUOTIOLWVTOC SLOSLACTATEG EIKOVEG N TPOoYpAUOTa eMeepyaoiag EIKOVWY OMWG TO
Photoshop. H mAetoyndia tou AoylopikoU Siodldotatwy ypadkwv Baciletal os pun
Stavuopatikd (bitmap) ypadikd, evw OAa Ta TPOYPAUUATO TPLOSLACTATWY YPoPLKWY
Baotlovtal o dlavuopatikd ypadika (vector) . To Bitmap Aoylopikd Snpovpysl pa
€lKOVA oav €va Pwoaikd amo elkovoaotolxeia (pixels), cupnmAnpwvovtag éva kabe dopa.
To Vector Aoylopikd SnULOUPYEL PLol ELKOVA 0OV L0 CEPA LOBNUATIKWY EVIOAWV OO
£€Va UTIOAOYLOUEVO I ATELKOVIOUEVO onUeio og GANo. Autr n oAU Loxupotepn HEB0SOG
Snuoupylag ypoadikwy Bploketal Tiow amo OAeC TG eviumwolakeé CG eKOVEG TOU
BAémoupe. Mepattépw avaluon petofu vector kot bitmap Ba emielpricoupe otnv
evotnta «Baowkég Evvoleg» apyotepa og autod To KepaAalo.

e avtiBeon pe TO AoyloplkO Onuioupyiag Slodldotatwy €lKOVWY, oTa
TipoypApUaTa TpLoSlacTatwy yYpadlkwy, Ta avilkeipeva opilovtal oto tplodldotato
XWpo. AUTO KAvel Tn OOUAELG TOU OnNUIOUPYOU €eVIEAWG €YKEDOALKN Kol TIOAU
Slapopetiki amnod otL o€ 2 dlaotdoels. 2to 3D undpyel meploodTEPOC SLAAOYOC OVAEDO
otn aplotepn Kat tn 6gfld mAeupd tou eykeddhou. Otav SoUAeUOUME O TPELG
Slaotaoelc mailpvoupe plot TOAU KaAutepn aiobnon YewplopoU TwV OVTLIKEWMEVWY OE
ovtiBeon pe TO va OOUAEVOUUE UE YPAUUEG, OXAUATA Kol YPWMOTA TOU
Xpnotdomotlouvtal yia T dnutoupyia 2D elkovwy.

Muwa tpogmniokonnon tng 3D Stadkaoiog

H Stadikacia Snuovpyiag 3D ypadlkwy amaltel €ite va LOVIEAOMOL|GOUE 1) vV
SLaTAEOUE TIPOKATAOKEUAOUEVO OVTIKELUEVO OE HILOL ELIKOVA, VA TOUG SWOOULE XPWUOL
Kal PwTOPO, KoL va KAVOUUE rendering HEOW MLAG ELKOVIKAG KAUEPAG yla va
ONUIOUPYNOOUME ML €lkOva. EmumAéov, SnULOUPYOULE ML OKNVr TIOU A€EL OTOV
UTIOAOYLOTH TIOLA QVTLKELPEVA €lval TIOU, ol XpwHaTo Kol UDEG €Xouv, TL GWTIOUOG
UTTAPXEL KOl TIoLaL KAPEPQ VO Xpnotpomnotioet. Mo moAU poldlel e tnv oknvoBeaoia pog
{wvTtavng mopaywyne.
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KEDAAAIO 1

Eloaywyn ota ypadika pe xprion H/Y kat oto 3D animation

AvTl yla €va kappa otov omnoio {wypadiloupe N avtlypAPOULE EKOVEG, EXOULE
£Va TPLOSLACTATO XWPO —HLa OVOLYTH TIEPLOXH OTNV omola opl{oue Ta OVTIKEIPEVA Hag,
KoBopillou e Ta XPWHOTO KOL TIC UPEC TOUG, KAl TOTIOBETOUE TO GWTA AV VA OTHVOLE
pLa mpaypatik ¢wtoypddion. Ta CG lval MPaypaTikd avaloya LE TNV TEXVN KOl TNV
aoknon tng dwrtoypadiag Kot tnv oknvoBeasia KvnUAToypadKwWV TOLVLWV.

OL dwrtoypadol oTAVOUV pLlO OKNV TOTMOBeTWVTOC Ta BEUATA TOUG ylo va
Slapopdwaoouv to kadpo/ekova. QwTilouv TNV TTEPLOXN VLo ULat CUYKEKPLUEVN SLaBeon,
KoL uTtoAoyifouv Ta amoBépata Tou GAN Kal Tou¢ Gakoug Tou XPNOLUOTIOOUY KAl yLa
TO OWOTA XpWHATA TNG oKkNvNG. EmMAéyouv tnv Kapepa, To AL, KAl Toug Gakoug
avaloya pe to emBupuntd amotéleopa. «Tpafolvy» pa dwrtoypadia, ¢tidyvouv ta
OPVNTIKA KAl TNV TUMWvVouv ot xaptl. Méow authng¢ tng Sladlkoolag yevviETal pia
dwtoypadia.

AdoU ytioouue TNV oKNVI HaG o€ 3 SLOTACELG XPNOLLOTIOLWVTAC LOVTEAQ, PpwTa
KOL HLO KAUEPO, O UTOAOYLOTAC artodiSel TNV OKNVH, UETATPEMOVIAG TNV O pa 2D
glkova —dladikacia mov ovoualetal render. Méow aUTAG TNG SLadIKOOLOC YEVVIETAL TO
CGIl —kat pe Alyn toxn, yevviétal kat évag CG kKaAAtéxvng!

To rendering elval n Stadikacio UTIOAOYLOUOU TOU GWTLOUOU KOl TWV OKLWY, TNG
TOoMoB£TNONG TWV UPWV KAl TWV XPWHATWY 0T HOVTEAQ, TNG KivNoNng Twv KIVOUUEVWY
OVTLKELLEVWV KATT yLa va poG 500el pia oglpd S1081A0TaTWY ELKOVWY TIOU «TPafoUv» TV
ELKOVIKN Hag oknvh. Avti ylo éva pakeho 4x6 YUQALOTEPOU E£VIUTIOU, MOIPVOUUE HLa
oelpad 2D ewkovwy (N éva apxeio Bivieo onwg QuickTime i AVI [Audio Video Interleave])
TIOU TIEPLUEVEL OTO OKANPO SLOKO yLo va To TIPOBAAOUE.

Autr) pe Alya Adywa eivar n CG Swadikaoio. Amaltel oxedlaopd Kot umopovi,
eneldn to CG akoAouBel kavoveg mou eival mMoAU SladopeTikol amd ouUToUG Twv
Tipoypappatwy {wypadkng kal emefepyaociog ewkovwv. To workflow tou eivar €f
olokAnpou Paolopévo otn Snuwoupyla, tn SlAtagn Kol OTIC OXECEL HETAEL Twv
OVTIKELLEVWY. ANG elval éva evkolo workflow yla va to Katavorcoupe Kal otadlakd
va To PAaBoupe aplota Kal Umopel va To HaBel omolocdnmote e tnv ertbupia Kat thv
UTIOMLOVH VOL TO T(POOTIOONOEL.

OAot pag €xoupe NN deL to CG cav Eva PHeyaAUTEPO PEPOC TOU TIEPLBAAAOV TNC
TANPOdOPIKAG, OMWG daivetal amod TNV SNUOTIKOTNTA TOoU AOYLOMLIKOU €emegepyaociag
vpadkwyv Kot Bivteo. Oco 1o owkeiot elpaote pe to CG, 1000 peyalutepo HePiLdLo Ba
€XOUUE armo To PEANOV TNG TANPOodOopPLKAG. ZUvTopa Ba £pBeL n puépa dmou Ba pmopol e
va ¢Tiaéoupe Eva SIKO pag neptpariov yia tnv 3D eniddvela epyaciag tou umoloylotn
pag.

Zxeblokivnon (Animation)

Av KOl OL UTIOAOYLOTEG HITOPOUV VO XpNOLLOToINnBouV yla va apayouv uPnAng
molotntag 3D OTATIKEC EIKOVEC, oL eploootepol CG KaAALtéxveg Soulelouv emiong Ue
pa tétaptn Sudotaon: to xpovo. H mAeodnodia twv tpodidotatwy ypadlkwv givatl
KwvoUpevn. Tawieg pikpol pnkoug, kaptoUv kKA. H oyediokivnon (animation) eival n
aldayn otov afova tou xpovou. Me AMa Aoylwa to animation mepl\aupavel Tnv
KOTOVONGON KoL TNV TTPOCOUOLWON KATIOLOU OVTLKELEVOU TIoU aAAATEL OE HLAL XPOVIKN
niepiodo, eite elval n B€on tou 1 to Péyebog kabwg Kveltal 1 LEYAAWVEL 1] aKOUA TO
XPWHO KOLL TO OXA O TOU.

OAa ta animation, and ta oxedlaopéva pe Xapti LEXPL TO EVIUTTWOLOKA Bivieo
LE TN Xprion umoAoylotr ival Baolopéva oTov Kavova mou otov PAEMOUUE HLa oeLpd
ypnyopa evaAAaooOUEVWY €LKOVWY, AapBdvoupe tnv oAlayni TG €KOVOC GOV UL

Touwvia pkpol pnkoug pe 3d animation



KEDAAAIO 1

Eloaywyn ota ypadika pe xprion H/Y kat oto 3D animation

OUVEXN Kivnon. Av «maywooupe» 1 dolpue éva Blvteo kape kapé oe €va DVD Player,
propoU e va ap)loou e va katalafaivoupe mwg Snuloupyeital To animation.

Ztn dnuoupyla CG animation MpEnel va GTLAEOULE OKNVEG UE OVTLKEILEVA OTIOU
UTIAPXEL KATolo €id0og aAlayng, €ite HEow Kivnong, aAAaynG XpWLOTOG 1 LECW KATIOLAG
GAANc oupnepldpopdc. ANAA OTwG Kal ota Kwvnuotoypadilkd ¢y, n kivnon mou
SNHLOUPYOU LE TIPOKUTITEL LETAEY OTOTIKWY ELKOVWY TIOU OVOULAlovTaL Kapé-frames, €vag
0poC TOU TpoEpXeTal amd to WU, Opiloupe TNV Kivnon oe éva avilkeipevo
XPNOLOTIOLWVTAG pLa timeline o€ UTA Ta LOVA KOpPE

1.2 Ta Ztadia tng Napaywyng

H Buounxavia 3d animation €xeL kAnpovounost amd tnv Plopnxovio Ttou
Klvnuotoypadou pla pon egpyaociog (workflow) mou amoteleitalr and tpia Paocika
otadla: preproduction, production, and postproduction. Itov Kkwnuatoypddo,
preproduction eivat n Stadikacio katd Tnv onola ypadetal To script Kat To storyboard,
oxedldlovtal Kal oTvVovTal Ta KOOTOULA KOL Ta OKNVIKA, ol nBormototl avalapupavouv
poAouc, mpooAapPaveTtol po opdda avBpwmnwy Kol oTVeTol o e€0MALOUOG. ITn daon
Tou production, KwvnpatoypadouvIaL Ol OKNVEG LE TN TILO QTIOTEAECUATLKN) O€lpd. To
postproduction meplypadel otidbnnote ocuppaivel katomwv: OL oknveg enetepyalovral,
YPAdETAL TO HOUGLKO score, MpooTiBevtal NXNTIKA £dpé Kal emumAéov SLahoyol KabBwg
emiong kol eldIk@ omtika £d€. (Ze pa tawia mou £xel eldkd €p€ 1 animation, n
npaypatiky CG dnuioupyla cuxvad olokAnpwvetal oto postproduction otddlo alld
lowg oapxloet otn preproduction ¢daon Tou project). Av kalL n Soulelwd mou
nipaypatonoleital oe kaBe otadlo eival evteAwg SladopeTikr, AUTO elval Eva XproLUo
mAaiolo yla tnv katavonon t¢ dtadikaciog dSnuovpyiag CG.

Preproduction

Preproduction yia éva CG animation onuaivel guAAoyr) UAIKoU, oXeSLACUOC TWV
LOVTEAWV O€ OKitoa KATL £T0L WOTE va yivel n mpaypatik CG moapaywyn 000 Mo Aeon
yivetal

Emeldn o CG dnuloupyog eival umevBuvoc yla tov Kaboplopo twv 3A oKnvwv
arno 1o £6a¢dog mPog Ta MAvw, Elval amapaitnTo va €XeL Vo TIEPLANTITIKO TTAAVO yLa JLa
OwWOoTA opyovwuevn Tapaywyn. Oco 1o moAl xpovog adlepwbel yla To oxedLloouo Kot
NV opydvwaen tou project, T0oo to KaAUtepo. Eite Souleloupe yla éva UIKPO project
glte yla pla moAUTAOKN Tawia, Umaivoviag otnv mapaywyn xwplc éva KaAo mAavo, oxL
pHovo Ba poag mpokaléoel PreAddeg, aAAd kot Ba eumodiosl Tnv avantuén tou project.
JTOV TPOYMOTIKO KOOHO, €lval kKoppatt tou kaBe CG animation project. Ot
OIOYONTEVTIKEG TALVIEC Elval ouxva TPoiov evog KakoUu preproduction otadiou.

To Script

Mo va moupe pa wtopla, eite yia CG eite OxL, MPEMEL va TNV eKPPACOUUE UE AEEELC.
Mta Lotopia dev eilval amapaitnto va meptéxel Staldyoug yia va enwdeAnbel anod to
script. AKOpOL KaL To oUvTopa animations emwdelovvtal ano tnv Aemtopepn €€fynon
TOU OUYXPOVIOMOU KOl TWV XPWHATWY Tou Teplypddovtal oto script. To script
efunnpetel ocav €va apxlkd oxedlaypappa ylo To animation, éva pEpog Omou
TOTIOOETOULIE TIC ONUAVTIIKOTEPEG ETUOLWEELG.
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Eloaywyn ota ypadika pe xprion H/Y kat oto 3D animation

To Storyboard

To storyboard sival €vag mMepalTEPpw OPLOUOC TOU script. AKOMA Kal €va UTTOTUTWONG
storyboard og éva onuewwpatdplo Ba eival xproluo yla tnv mopaywyn. Xwpllovue to
script og OKnVECG Kal TG oknvég oe ANYelg. Eneta oxedlaloupe kaBe ANYn oe éva
KOUUATL Tou storyboard. Ta kopudtia tou storyboard eival mapatetaypéva oe oelpd
oUpdwva HE TO script €T0L WOTE vo SWOOUV L0l OTTIKI KOl YPAUUKN €€nynon tng
lotopioc. Ta storyboard eival yxpriolua ywa to oxedlaopo twv ywviwv ARPng tng
KAUEPOG, TNV TOTIOBETNON TWV XOPAKTHPWY, TO GWTILOUO KATT.

Conceptual Art

Ta Conceptuals eival otolyeia oxeSlacpol mou lowg xpelactol e yia tnv CG mapaywyn.
TuTlKA, oL XapaKTpeg oxeblalovtal os XapTi o TPeL SLadopeTIKEC oUbETEPEG TIOLEC:
OO HUMPOOTA, amd MAAyla Kal amd pla ywvia mou ovopadletol % view. MmopoUpe
emiong va SNULOUPYCOUNE XPWHATO YL TOL OVTIKELMEVOAL KOl TOUG XOPAKTAPES YLaL va T
davtaotolpe KaAutépa oOtav Ba xpelaotel. Oco KkaAUutepo PAVTOOTOUHME Kol
oxedldooupe ta Conceptual Art téoo o eUkoAo Ba gival va Ta LOVTEAOTIOL)COUE KOl
va TOUC SWOoOUHE UPEC Kal GWTLOUO

Production

H mapaywyn exkiwvael otav apyiloupe tnv Snuioupyla XapakIthpwv amo To
storyboard. MovtelomoloUpe TOUG XAPAKTAPEG TO TOMIA KOL TO QVIIKEMEVA Kol
kaBopiloupe Tigc udEC. OL animators maipvouv ta povtéha kat divouv kivnon ota mavra
oUpdwva pe Tto script. Mpaypatonoleitol rendering og YaunAn moLotNTA yla va yivel
€NeyX0G aKkpiBeLag KAL TTEPLEXOUEVOU.

‘Eva CG production otadlo pmopel va meptéxel mAnbwpa Bnudatwv. Ta akppn
BrAuata kabopilovtal amod TIC AVAYKEG TNG mapaywyns. 0o acxoAnBolpe pe to 3D
workflow otnv emopevn evotnta, oAAG CUVOTITIKA UITOPOUE va TTOUE OTL oL 3A OKNVEC
kataokeudlovtal, dwTtiovral Kot armoktouv kivnon otn production ¢don.

Postproduction

Otav 6Aeg oL oKNVEG €XouV OTNOEl e TA OVTLIKELUEVA KAl TOUG XOPOKTAPEG Kall
OAa €xouv amoKTAOEL kivnon, To otddlo Tou postproduction pmopet va ekwroel. To
postproduction ywa éva CG project eival moapopolo pe to postproduction yla pia
Kwnupatoypadky towia. Eivat to otddo omou OAa ta oToElA TNG TAWIOG
OUYKEVTPWVOVTAL KOL UVAPLLOAOYOUVTAL OTNV TEAKN popdn.

Rendering

'OAec oL CG oKNVEG XPELAlETAL VO LETATPATIOUV OE €val TEAIKO apXelo glkovag N
Bivteo. To Rendering ival n Stadikacio katd Tnv omoia o umoAoyloTrg urtoAoyilel mwg
TPEMEL va. dpaivetol oTIONMOTE UMIAPYXEL 0T okNnvr Kal To gudavilel. H dtadikaoia tou
rendering amoltel TepaoTia eMefepyaoTikn oYU, ouvnBw¢ KataAopuBavel 6Aoug Toug
TOPOUC TOU UTIOAOYLOTN Kol Mmopel va Xpelaotel mMoAU xpovo. MmopoUue va
OmoSWOOUUE HLa OKNVA VW pLol GAAN BplokeTal 0To otadlo TNE mapaywyng, aAAd to va
Swooupe evtoAn oe €va umoAoylotr) Tou ekteAel Stadikaoia amodoong va ekTeAel Kal
OMA\eG Aettoupyleg Ttautoxpova 8ev ouvioTatol €KTOC KAl ov £XOUHE SutAomuplvo
EMELEPYAOTH LE TEPAOTLA TTOCOTNTA VI HUNG.
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Eloaywyn ota ypadika pe xprion H/Y kat oto 3D animation

Otav 0Aa anmoboBolv cwaotd, oL TEAIKEC €LKOVEG TAELVOUOUVTAL KOl EEKLVAEL N
cuvappoAoynon tou CG project.

Compositing

Apketd ouxva, ta CG amodidovtal o SLadOPETIKA OTPWHATO KOl TOUELG Kal
xpelaletal va fovaevwBoUv. e UL CUYKEKPLUEVN OKNVA, ylo TOpAadelypo, moAlol
Xapaktnpec aMnAemidpolv. KaBe xopoaktipag amodidetal fexwplotd amo Toug
UTIOAOLTIOUG KoL oo To ¢ovio. ITn Oouvéxela TtomoBetouvrtal foava pall otn
ouvBeon(compositing), tn O&ladlkacia TOU €EVWVEL OTOWKELQ TNG OKNVAG TIOU
SnuoupynBnkav Eexwplota, yla va cuvBETEL TNV TEALKN OKNV).

Ta mpoypdupoata compositing 6nwg to fusion kat to After Effects oxt povo
ETUTPENMOUV TN oUvBeon CG otoleiwv, al\a emiong pag divouv emumAéov £Aeyxo oto
XPWLQ, TO CUYXPOVIOUO Kal £va TIANB0¢ AWV eMIAOYWV Kol EVAANAywY TTOU UTTOPOUE
va KAvoupe otn oknvrl. H olUvBeon umopel va ennpedocesl oe peydho Babud tnv
eudavion evog CG project. OL emayyeApatieg to Oswpoulv Eéva avamoomooTo PEPOC TNG
CG dnuwoupylag.

Enegepyaoia Video (Video Editing)

Metd to rendering kal tn ouvBeon Tto Bilvieo emnefepyaletal cUpNPWvVA UE TO
script. Meplkég oknvég kOBovtal 1) peTakwvouvtal. Autr eival Baoikd n idla dtadikaoia
LE TNV enefepyaoia Twv Kvnpatoypadkwy AL e pla HeEYaAn Stadopd: Tnv moootnta
Tou Bivteo.

Mo VoL OLYOUPEUTOULE OTL EXOUHE OPKETA KAAUYN yLot OAEC TIG OKNVEG KAl yla val
oadrjoovpe eMUTAEOV XWPO yla SNULOUPYIKOTNTA OTo oTAdlo tn¢ enefepyaociag, ol
Snuoupyol «fwvtavwy» TawwwV «Tpafouvy» TOAU TepLocotepo Bivieo amd oOtl
Xpeldletal ya v tawia. O avBpwmog mou avahapuPavel tnv emnefepyacio kal o
OKNVOBETNG KOoOKWI{oUV OAEC TIC OKNVEG Kol T TOMOBeTOoUV £T0L WOTE va
ouvappoAoynBel n toawio pe tov KaAUtepo Suvatd TPOTO ME TO UAIKO TIOU €XOUV
Bwteookonnoetl. Eva Ttumikdo WML XPnOLUOTOLEL PIKpA HEPN Tou PBlvteo mou €xel
BwreookomnnOet.

Emedn n CG dnuloupyla elval KOTtd HECO OPO TEPLOCOTEPO XPovoPopa Kot
damavnpn anod tn «{wvtavh» BLVTEOOKOTNON, Ol OKNVEG SNULOUPYOUVTOL £TOL WOTE va
UNV UTtapxouv onatdAeg. H ouvoAikn mapaywyn enefepyaletal pe oAU TPOCOXN Kal oL
OKNVEG OnuioupyoulvTal €T0L WOTE va Talplalouv HE TNV lotoplo 600 1o Suvato
TEPLOOOTEPO. JUVENWG N dladikaaoia tng GuoLkig enefepyaciag amoteAeital Kuplwg amod
TN ouppadn-cuUVOPUOAOYLON TWV OKNVWV otnv aAAnAouyia tng Lotopiloc. Na autod To
AOyo emiong pLa KaAr preproduction dtadikaoia eivatl onUavTikh.

‘Hxog (Sound)

O oxeblaopuog Tou NYou elval onpavtikog oto CG eneldn) ol Beatég apéokovral
OTO va oUVOEoUV Ta OMTIKA epeBiopata pe Tov Axo. Eva Bacikd soundtrack pmopel va
TIPOOBOECEL Ul ONUAVTIKY TIWeALd o €va amAo animation Bonbwvtag tnv moapoxn
peOALOUOU, TNV adrynon KA.

Ta NxNTKA b€ OMWG TO TEPTIATN A TTPOCTIOeVTOL £TOL WOTE VA TALPLA{OUV OTLG
EVEPYELEC TIOU Ttpaypartonolouvtal this type of sound is also known in film as Foley
sound.

H pouotkn ypadetal oto score Kol mpootiBetal yia va talplalel otnv tawia.
Juxva o SLaAoyog A N LOUCIKI EUTIVEEL-OLAOPPWVEL TIC EVEPYELEG EVOC XAPAKTAPA ] TN
YAwooo Tou owpoatog. Kat maAl eivat oxedov n idla dtadikaoia mou akoAouBeital oTig
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Eloaywyn ota ypadika pe xprion H/Y kat oto 3D animation

KLVNUOTOYPOaPLKEG TOLVIEG, e pla e€aipean. 2 €va yeyovog omou to CG project amalttel
Slahoyo, o dualoyog mpémel va nxoypadnBel kal va enefepyaotel mpv EekvAoeL n
napaywyrn. O S8wahoyog elval mpoiov tou preproduction otadiov kabwg kol éva
ouoTaTIKO Tou postproduction. Autd cupPaivel emeldi oL animators xpeldletal va
okoUOOUV TO OLGAOYO €TOL WOTE VO EVOPHOVIOOUV TNV KIivnon Twv XEWWV TOU
XapakTipa mou WAdeL, pa Stadkaoia yvwaotr wg lip-sync.

Nw¢ ouvdualovtot OAa padi

Ag madpoupe T Snpoupyia evog emelcodiou South Park yw va SoUpe éva
mapAadelypa ylo To Twg yivovtol OAe¢ ol mapamavw Owadlkaoieg. H mapaywyn tng
tawiag yivetal pe to Aoylopikd Maya tng Autodesk. 2to preproduction otadlo ypadetatl
TO script kat nxoypadouvtal ot dwveG Twv nbomowwv. Anpoupyeitat To storyboard kot
Slavépovtal avtituna otoug animators.

Ztnv apxn tng production daong, KABs oknvr CTAVETAL LE TO CWOTO POVTIO Kall
TOUG XOPOKTHPEG Kal EeKVAEL TO lip-sync, To mpwTo Brpa otn dnutoupyia tou animation.
OL dwvég Pndlomolovvtal oe apyeia nyou ylo toug animators oL onolou &ivouv kivnon
0T OTOMOTA TWV XOPOKTAPWV. YT CGUVEXELA XPnOlUomoleltal To storyboard kot to
soundtrack yia va §00&l kivnon otoug xapaKktrpec.

lvetal to rendering ylwa va £ekwnoel n enefepyacia ocvudwva maAvra PE TO
storyboard, kat mpootiBevtal Ta nxntika edpé otn oknvr. To enelcodlo cuvappoAoyeital
Kol elvat £€towuo yla petadoon.

1.3 CG Production Workflow

E€attiac tng puong tou CG Kal Tou MwE PEMEL va SnuLoupynBolv oL oKNVEG, pLa
OUYKeKPLUEVN por| epyaoiag(workflow) SouAelel kaAUtepa. 2xedov mavta n dtadikaoia
gekwvdel pe TNV povtelomoinon, n omola ouvexiletal pe TN Snuloupyla TwV
vowv(textures) kat to animation. AkoAouBel o pwtiopdg kat to rendering (Duoika, n
Sladkaoia Sev elval eVvTeEAWS YPAUULKN. ZUXVA TIPETIEL VO TTINYAIVOUE UMPOG-TILOW YLO
VO TIPOCAPUOCOULE TA LOVTEAQ, TIG UDEG, TO PWTIOUO PEXPL TO TIEPAG TG Sladikaoiag)

Movtelonoinon (Modeling)

H povtehonoinon elval ouyvad to mpwto BrApa otn CG dnuloupyla. ZuvnBwg
Eekwvape pla CG oknvn Kataokeualovtog Ta AVIKEILEVA TTOU TIPEMEL VO KATAAQUBAVOUV
To Xwpo. Emeldn autn eival n o xpovoBopa Sadikacia, n ayopd r To «KoTtéBaoua»
povTéAwv amo Tto Sladiktuo pmopel va pag £€0KOVOUNOEL TOAUTIHO XpOvo. Auto
BéBata, av Sev elval MPWTAPXLIKOG LaG 0TOXOG N poviehomoinan aAAd to animation kot n
Snuoupyia upwv-dpwtiopoL.

Yrnapxouv MOMEG TEXVIKEG povieAomolnong, kal n kabe pla Ba pmopolos va
avaAuBel og Eexwploto kedpahato. H emAoyn OXETIKA |LE TO TOLA VO XPNOLUOTIOL|OOUE
e€aptatal and ta yovuota pag Kal To mpoTipwpevo workflow. OL emthoyég TotkiAAouv
petafl Polygon modeling, NURBS modeling kot pia Tpitn péBodog moug cuvdualel
otolxeia twv Suo mpwtwv, subdivision surface modeling.

‘Exovtag pio. oAokANpwHEVN WOEQ TNG CUVOALKAG UTIOBEDNG TOU project HEow EVOC
storyboard pag BonBastl o peyalo Babuo otav okePTOUOOTE MWC VO CUVEXIOOUUE LIE
to modeling. Aev mpénel MOTE va adLEPWVOULE TIEPLOCOTEPO XPOVO OO 00O XPELAleTaL
yla TNV KOTOOKEUN €&VOC HMOVTEAOU. Me 1o va OTIAEOUUE €va HOVIEAO HE TIOAAEG
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Eloaywyn ota ypadika pe xprion H/Y kat oto 3D animation

AEMTOPEPELEG Yla pla poakpwn Ann, Ba omataAnooupe To Xpovo MaG Kal Ba
emuPBpaduvoupe tnv dlepyacia tou rendering.

Movtelonoinon Xapaktipwv (Character Modeling)

H povtelomoinon Twy XopaKThpwy ouxva MEPAOUBAVEL OPYAVIKEC LOPDEG OTIWC
{wa, avBpwrmoug, e€wyrvoug KAT. MNMPakTikd oTIOAMOTE KIWVEITOL Kol avamaplotd éva
XQPOKTN PO OTN OKNVN Unopel va. ovopaoTtel character model.

Mepikol opyavikol xapaktripeg (0nw¢ mAdopata Kal avpwrol, os avtibeon pe
POUTIOT PE UNXAVIKA MEPN YLa TIOPASELYHA) Elvol PTLAYUEVOL UE KOUUATLA EMLPOVELWV
EVWUEVA PETAEL TOUC I 0OV €va OVTLKELUEVO TIOU UETA amo enefepyacia €xel AaPel
OUYKEKPLUEVN popdn. Ta LOVTEAD TWV XOPOKTAPWY TIPEMEL va daivovtal xwplg «padn»
EMELON n OXOWOKIVNTN TWV XOPOKTAPWY Omoutel Tnv, KOTA KATIOO TPOTO,
nopapdpdwon Tou HovtéAou — va Auyilel Kal va oTpaBwVeL O€ CUYKEKPLUEVA onueia
OTwG ol apBpwocslc.

O oXe8L00TAG TWV HOVTEAWV TWV XOPAKTNPWV TIPETEL VA £XEL OTO HUAAO TOU TO
MEAAOV TOU YOPOKTNEO YlO VO EMTPATEL N XPNON OUYKEKPLUEVWY TEXVIKWV
oxeblokivnong. Zuxva eival avaykaia n oxedlaon dtadopeTikwv HOVIEAWY yla Tov (6lo
XAPOKTNPA Yo SLadOPETIKEG XPNOELG KL Yla VO TIOPAEIVEL N OKNVI OMOSOTIK Kol
ebappoolun. Mmopel va amouteitar n Snuioupyla €vVOG HOVIEAOU HE TIOAAEG
AEMTOPEPELEG OTO TPOCWITO TOU XOAPOAKTNEO YL Ula KovTvr] AfPn ylo TIG OKNVEG Tou
SLaloyou kat evog AAAOU HOVTEAOU UE EAGXLOTEG AEMTOUEPELEG YLOL Lo Lakpv ARYn.
levikd n TEXVIKN Tou akoAouBeital sival OTL MPooBEtoupe POVO 00N AENMTOUEPEL
XPELA{OUOOTE TIPAYLATIKA.

Apxitektoviky kot MepiBaAldovtikp  Movtehonoinon  (Architectural and
Environment Modeling)

H oapyttektovikp Kat meplBarlovtoloyikny povielomoinon meptAapBavet
OPXLTEKTOVIKEG TIPO-ATIELKOVIOEL Yyl TO OXedlAOMO Twv Kinpiwv KabBwg Kol TN
Snuoupyla tou dpoévtou. Tumikd meplAapBavel povteAomoinon Ktnpiwv i ECWIEPLKWY
XWpwv Kabwg Kat Bouva f otdnmote GANO amalteitol yla Tn oknvr, OMwe MayKAKLA,
KOPEKAEG KA.

Agv  Snuioupyolpe éva mePPANOV pe TIOMEG AEMTOUEPELEG KAl TIOAU
yewpetpia® av Sev mpokettal va avamapaotadolv oe pa Ajdn. Oco peyalitepo eivat
n moodtnta TNG YEWMETplag téco 1o apyd Ba «Tpéfel» o umoAoylotig kot Tdéco
TIEPLOCOTEPO XpOvVo Ba xpelaotel yla tnv amodoon g oknvng. Mo TEXVLKA TOU
XpnowonoLeitat ouxvd kupiwg o'e Brteomayvidia eival n dnuoupyia «EEuTvwvy
VWV ot AMAA YEWUETPIKA oxnuata. O kavovag yla oAa ta CG elval «XPnOLULOTIOLOUE
otldrmote S0UAEVEL CWOTAY.

Movtelomnoinon Avtikelpévwy (Props Modeling)

Ta avtikeipeva g oknvng (props) mepllappavouv oxedov otidnmote aAAo
UTIAPXEL OTn oknvr. 2to BO€atpo Kal Tov Kwnuotoypddo, o O0pog prop eival &va
OVTLKELUEVO TIOU XPNOLUOTIOLEITOL OO KATOLO XOPAKTHPA, OTIONTOTE OXETIKO HE TN
oKNVN Kal To $OvVTo ovopdletal scenic (OkNVLKO). Mo Tapadelypa €va prop UMopel va
glval éva moptodOAL TTOU KPOTAEL KATIOLOG XOPAKTAPAC €va Aoupl og éva OKUAO TouU
Kweltal 1 éva autokivnto mou odnydel €vag xopaktnpoc. Av To autokivnto r to
TopTodOAL ATTAG UTIAPXOUV KATIOU 0To $povTo, Ba umopouvcav va BewpnBouv scenic.

1 . ' ' ' . . ' i
Emeldn o umoAoyLloTrg amoBnKeUEL Ta TAVTA GTN OKNVI 0aV SLAVUOUATIKA LabnuoTikd, o 6pog
VYEWUETpla avadépetal o OAeC TIG EMIPAVELEG KAL TO LOVTEAX OTN OKNVH.

Touwvia pkpol pnkoug pe 3d animation



KEDAAAIO 1
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Anpovupyia Yowv (Texturing)

AdoU ta povteda oAokAnpwBouv, gival KaAn W6£a va EEKLV|OOUE To texturing
Kol to shading, tn dladilkacio TG epapUOYAG XPWHATWY KAl UGWV OE €Va AVTLKELLEVO
yla va yivel kataAAnAo yia anodoon (rendering).

Emeldn oL udEg iowg daivovrat SladopeTikd PeTA TV edapuoyr Tou GWTLGUOU
KoL TNG oxedlokivnong , eival codn kivnon va aprooupe TIC TEAIKEG pUBUIOELS yla
apyotepa. Onwg évag {wypadog mou otnv apxr oxedldlel pe HoAUBL oe xapti Kol
apyotepa MPOCOETEL AemToEpELa, €TOL Kal oTo CG Sev elval amapaitnto va yivouv 0Aeg
oL pUBUILOELG EK TWV TPOTEPWY £POCOV UMOPOUHE aVA MACA OTLYUNA Va eEMLOTPEPOUUE OF
OTIOLOSNTIOTE PEPOC TNC OKNVNAG KOL VO TTPOCOPUOCOULE TNV ELKOVA LLOC.

Ixedlokivnon (Animation)

Av Kol n povielomoinon WUmopel va KATAVOAWOEL TO HEYOAUTEPO UEPOG TOU
Xpovou tou CG dnuioupyou, To animation pnopel va oploel tnv emtuyia r tnv amotuxia
TNG OKNVAG.

OMoL pag €xoupe pla €udutn aicbnon yla to Mwg MPEMEL VA KIvoUVTOL Ta
TMPAYUATA. 2€ OTMAOXVIKO eTinMedo —av OxL akadnuaiko- kataAafaivoupe mwg n duolkn
ebopUOlETAL OTA  QVTIKEMEVA KOl TIwG oL avBpwrol kat Ta {wa Kwouvtal. E€attiog
oUTOU TOU YeyovoTtoc, ol Beatég kplvouv MOAU meplocdtepo TNV Kivnon tou CG amod
otdnmote AANo. AnAadn E€poupe TOTE KATL SEV KLVE(TAL OWOTA, Kal To Slo §Epouv Kat
oool mapakoAouBouv To animation.

MNa va Swooupe owoTth Kivnon o€ KATOLo avTIKEipevo, (owg XpelaoToULE TTIOAU
TIEPLOCOTEPN TIPOETOLUOCIA oMo OTL amAd va TO HOVTEAOTOLNOOUUE. Avaloya HE TO
eldo¢ tng oxedlokivnong mou GTLaxvoupE, (oWE XPELAOTEL VA «OTACOUUEY» TA HOVIEAQ
yla omotadnmnote kivnon BéAoupe va toug OSwooupe. MNa mopadelypa, ywo Tn
oxeblokivnon xapaktipwv Ba xpelaotel va SNULOUPYHCOULE KOL VA EMLOUVAYOUE OTO
HoVTEAO To &éppa N €va OKEAETO, yla va XELPLW{OUOOTE TOV XOPOAKTNPO KAl vo ToV
KAVOUE val KWVE(TaL, oav HapLloveTa.

To va aipvoupEe Ta LOVTEAQ, ylo TOL OTtolal £XOUHE adLEPWOEL AUETPNTO XPOVO
yla tn Snuioupyia Toug, Kot va Toug divoupe wn elval KATL CUVAPTIAOTLKO, KOL UOPEL
Va KAVEL aKOpa Kot TNV 1o moAumAokn Stadikacia povredomnoinong va a&ilel tov komo!

dwrtiopadg (Lighting)

O @wTtiouocg givat n Baon tou CG. Auto Tou KAvoupe pe ta CG elval 0 XELPLOUOC
TOU TWC Snuioupyeital kal avtovakAdel To ¢we. Xwpi¢ dwg dev Ba BAémape timota,
apa eivat EekaBapo OTL N MPocopolwon Tou PwTOC Elval TO TILO ONUAVTIKO Brua ota CG.
O dwtopog pmopel va aAldagel pulikd tnv epdavion TG OKNVAG KOG EMNPEAlEL OE
peyaAo BaBud tov peoAlopd TWV HOVIEAWV Kol Twv LWV, Kal Snuloupyel tnv
KOTAAANAN atpoodalpa.

Katd tn Stadikacio tng paong tou pwTIoUoU, OTHVOUUE T ELKOVIKA GwTa oTh
oknvn yla va dwtlooupe ta aviikelpeva Kal tn dpaon. Av Kol UMOPOUE VO OT|OOUE
KAmoLla apxtka dpwta Katd tn Snuioupyia Twv VWV TNG OKNVAG, 0 KAVOVLKOG PWTLONOG
elval mavrta 1o TEAsuTalo TPAYHO TOU OPIL{OUHE, TEPA ATO KOMOLEC AANAYEC Kol
SlopBbwoelg. O TUTOG KaL 0 aplBUOG TwV GWTWV TIOU XPNOLUOTIOLOUE OE HLA OKNVA
ENMNPEALEL OXL HOVO TNV gudAVION TNG OKNVNG OAAQ KoL TNV TIOCOTNTA TOU XPOVO TIOU
artouteitat ya tv Stadikaoia tou rendering. Eival iowg to 1o Aemtod koppdtt twv CG.

KaBw¢ amoktoUpe TepLloootepn e€UmMeplo HE TO dwG avTIAAUPBAVOUAOTE OTL
eNMnpealel OAa ta pépn g CG dnuoupyiag pag: o HOVTEAQ, TIG UDEG, akOpa Kal To
animation pmopel va urtootel KATOLEG AAAAYEC HE TILO ATTOSOTIKO Kal LoXupO GWTLOUO.
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Andéoon (Rendering)

e aUTO TO OTASLO, O UTOAOYLOTAG TOLPVEL TN OKNVI KoL KAVEL OAOUG TOUG
onapaitntoug UMOAOYLOMOUG Yo va SNULOUPYNROEL N SLOVUCUATIKEG ELKOVEC yla TNV
towia pag. O xpovo mou amnatteital yia to rendering e€optatal and to nmoon YEWUETpla
XPNOoLomoLeltal otn oknvr, KaBwg Kol amod tov apldud twv dwtwv, to PEyeBOg Twv
VbWV KOL TNV TOLOTNTA KoL MEYEBOC TOu TEAKOU Tapayopevou apxeiou. Oco mio
OTOTEAECUATIKEG €lval 0 OKNVEG, TOOO ULIKPOTEPOC Ba gival o xpOvog ToU armalteltal yia
To rendering.

1.4 Baolkég Evvoleg

To 3D animation Baoiletal oe MOAAEC apxEC. Mo TV UAoTtolnon tTNG MapoUoag
TITUXLOKAG EPYACTNKA UE LOEEG TIOU TTPOEPXOVTAL OXL LOVO Ao Ta YPADIKA UTIOAOYLOTWY
oAAG emiong amd to design, To GW\U KoL TOV Kvnpatoypddo, Kal To mopadooLlako
animation. Nopakdtw mopatiBetal pa cuvon Ao TIG IO CNUAVTIKEG LOEEC.

Computer Graphics Concepts

To va €XeL 0 AvayvVWOoTNG KATIOLEG BACLKEG YVWOELG OXETIKA LIE TNV opoAoyla Kot
™ neBobdoloyia tou CG Ba tov Bonbroel oto va kataAdBel mwg dSnuioupyeital pia 3d
animation mapaywyrn. A¢ apxlooupe He TNV Kplown Olakplon OVAPECSO OTA MN
Slavuopatikd (raster i bitmap) kat Stavuopatikd ypadikd Kot mwg auth n didkplon
EMNPEAleL Tov SnpLoupyo tou 3d animation.

Mn Siavuopatikég eltkoveg (Raster Images)

OL pn SLaVUCUOTIKEG €LKOVEG amoTteAoUV TNV TAsloPndia Twv EKOVWVY TwV
UTIOAOYLOTWYV. AUTEG Ol €lkOveg epdavilovtal péow NG Slatafng Twv EyXPWHWV
elkovooTolxeiwv (pixels) otnv 086vn i Twv KOUKidwV oe €va €vtumo, yla va epdavicouv
pLa ElKova.

Ta un SLAVUCUOTIKG TIPOYPAUUATA ELKOVWVY OTIWE To Photoshop, enitpénouv tnv
TiPOoapHOYH NoN UTAPXoUVCWV PUBUILCEWY OTWG TO XPWHA, To HEyeBOG Kal Ttnv Béon yla
OAn N éva PEpoC TNG £lKOVaG. Mag emitpémouv va {wypadicoupe mavw o pla
COPWHEVN ELKOVA I €Val ELIKOVIKO KOUPBA, yla va TIPOCAPUOCOULE 1 va SNLOUPYCOUE
povol pog ta pixels. Autd ta mpoypduparta ennpealouv ta pixels aueoa, divovtag pag
To epyaleia yio va aAAAEOUE Ta pixels KAl Vo OXNUOTICOUE ELKOVEG.

AvakoAwvtag amo tnv apxn tou kepalaiou, eimoape OtTL pa raster 1 bitmap
ELKOVO €lval £va pwoaiko amo pixel, kaBéva amnod ta onola avILTPooWEVEL €va TIAAKAKL
TOU pwoaikoU. H avaAuon — moootnta tn¢ AemTopépelac- plag dwtoypadiag opiletat
oo tov aplBuo Twy pixel ava ivtoa (A kanowa aAAn povada pEtpnong) otnv opllovria
KoL kaBetn katevBuvon. Emeldn Bacilovtal os £va MAEYUA CUYKEKPLUEVOU UeYEBOUC, oL
Un SlovuouaTikég elkoveg dev alalouv péyebog xwpic va umtootouv Kamola aAloiwaon.
‘Oc0 Lo MoAU peyeBUVOUUE pLa 1N SLAVUCGHATIKN €KOVA, TOOO LeyaAUTepa yivovtal Ta
pixels kdvovtag tnv €wkova va Selyvel «XOVTpPOKOUUEVN» N «pixel-laopévn». Ma va
LEYOAWOOUUE HN OLOVUOUOTIKEC ELKOVEG, TIPEMEL Vo eKWvooupe He uPnAoTepn
avaAuon. Oco peyaAltepn eival n avaAuon, T0oo peyalutepo os peyebog Ba sival to
apxeto. Ztnv ewkova 1.1 PAEnoupe TL cupBaivel OTaV LEYOAWVOULE ULa U SLAVUGHOTIKN
glkoOva.

Exovtag umoyPn ouTtd TOV TEPLOPLOMO, (owg avapwtnBel kaveic yati
XPNOLLLOTIOLOUVTAL OL [N SLAVUOUATLKEG ELKOVEG. H amdvtnon elval mw¢ Snuioupyouviatl
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Elcaywyn ota ypodikd pe xprion H/Y kot oto 3D animation

OLUTEG OL ELKOVEC. OL TILO KOLWVEC LN SLoVUOUATIKEG 00OVEC lval n TNAedpacn Kal n 08ovn
TOU UTIOAOYLOTH. XTNV TIPOAYHOTIKOTNTA O Opo¢ «Hn OSLaVUCUOTIKO» (raster) apyikd
avadEpovtav oTnV MEPLOXI] ATIEIKOVIONG KOG TNAEOpaonC ] 066vng umtoAoyloth. MNa va
OXNUOTIOTEL Mo €LKOVA, TA NAEKTPOVIKA OE QUTEC TG CUCKEUEG QVOYKAOTIKA TNV
«{wypadilouv» cav £va MAEYUO oMo KOKKLVA, TIPACLva Kol UIAE pixels og pla pwTtewvn
000vn. Kabe elkdva mou SnuLoupyeitol amod UTtoAOYLOTH, TIPEMEL CUVETIWG £ite va Eekva
oav pn SLAVUOUOTLKA €KOVA 1 va YIVETOL U OSLOVUCHATIKY o0V €V KOUMOATL TNG
Sladikaciog rendering yla TV OmEKOVLON.

Ewova 1.1
Mua p1n Stavuopatikr €lkéva oto Kavovikd tng péyebog (aplotepd) ko peyeBupévn tpeig popég (e§L1d)

Awavuopatikég ELkOVeG (Vector Images)

OL SlaVUCUOTIKEG €LKOVEG Onuloupyouvtal Ue TeAeiwg SladopeTikd TPOMO:
XPNOLLOTIOLWVTAG HOONUATIKOUG aAyoplOUoUC Kal YEWUETPIKEG oUVAPTNOELS. ATl va
opiloupe to Xpwpa Tou KABe pixel og £va MAEyUa UG pUn SLAVUOUATIKAG ELKOVAG, UL
SLOVUCUATIKN €LKOVA XPNOLUOTIOLEL CUVTOYUEVEG KOl YEWUETPLKEG GOPUOUAEC yla va
oXeOLA0EL TA ONUELO KOL VOl OPLOEL TIEPLOXEG KOl O LOTA.

Anpodpl\ edappoyég mou Paoilovial oe SlavuopoTKA Ypadlkd elval To
lllustrator kat to Flash tng Adobe kaBwg kat 6Aa ta CAD (computer-aided design)
npoypdupota onw¢ to AutoCAD 1n to SolidWorks. Autd ta Tmpoypaupata  Hog
ETUTPEMOUV VA OPIOOUE OXNUATO KOl LECW TWV EPYOAELWV TOUC VO TOUC TPOCBEGOUE
XPWHA Kot udn.

AmoBnkeUouv Ta AMOTEAECUATO CE QPXELO TIOU TIEPLEXOUV GUVIETOYUEVEG Kal
£ELOWOELC ONUELWV OTO XWPO KOL TLG TUUEC TWV XPWHATWY TIOU TOUC €XEL amodoBel. AUTEg
ol dLavuopatikeg mAnpodopleg LETATPEMOVTAL APYOTEPO OE N SLAVUCUATIKEG LEGW TOU
rendering £T0L WOTE Vo WIOPOUHE va SOUHE TNV TEALKN €lKOVA 1) animation.

Otav toug aA\dloupe to péEyebog, Ta Slavuouatika ypadlkd Sev umodépouv
oo toug (Bloug TEPLOPLOUOUG UE TIC N SLOVUOUATIKEG ELKOVEG. OmMwc BAEMOUUE oTnV
elkova 1.2, ta Slovuopatika ypodikd pmopolv alhatouv péyebog xwplc amwAela
TIOLOTNTOG

H kivnon ota mpoypauuoTa Un SLovuopaTiKwy ypadlkwy amodnkeVeTal OXL oav
ML LOKPLA OELpA apXELWV €lKOVOC, aAAA pHéow OAAaywV oThn BEon NG yewUETplag Ka
oTa pHabnuatikd mou opifouv ta oxnuata. MNa mapadelypa otav €va kaptouv os Flash
nailel oe pla wotooeAida, n mAnpodopia mou katePaivel otov umoAoylotn elval os
Slavuopatiky popdn. MepthapPavel tn B£on, to HéyeBOg KAl TO OXAUA OAWV TWV
XAPOKTNPWV Kal Twv Govtwy tou animation. O UTIOAOYLOTAG, OTN CUVEXELA, ATTOSISEL e
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Elcaywyn ota ypodikd pe xprion H/Y kot oto 3D animation

™ Stadkaoia tou rendering autég TIC MANPOdOPLEG, O MPAYUATIKO XPOVO, GE HLO. [N
SLOVUCUATIKH €LKOVA TIOU UIMOPOUE Va amoAaUooUE otnv 080vn pag.

Ewova 1.2

Mua SLavUOHaTLKA ELKOVAL
OTO KOWVOVLKO TG HEYEDOG
(aplotepa) kat
neyeOupévn kata 200%
(6€€1Lar)

Jta mpoypappata 3D ypadilkwv, wotdoo, OS0UAEVOUHE HE OLAVUCHUATLIKA
ypadka mou spdavitovral oav wireframe. Otav TeEAELWOOUWE TN OKNVH TO TIPOYPALLU
anobidel (render) tnv £lkovo PETOTPEMOVTOC TNV dlavuouatiky TAnpodopia os pua
OElpA N Slavuopatikwy elkovwy. Otav éva Slavuouatiko apyeio emetepyaletal, ot
YEWUETPIKEC TOU TTANpodopieg aAAoLwVOVTaL HECW TWV EPYAAELWV TOU TIPOYPAULOTOG.
AUTO ETUTPETEL TOV EUKOAO XELPLOUO TWV aAAaywv Kat givat tbavikd yia meptBailovia
ota omola n ouvepyooia Kol n omodoTikoTnTa oTlG aAAYEG €lval pla avayKoloTNTA.
Movo otav tedelwoel n enefepyacio Oa anodobei (render) To dtavuopatikd apxeio oe
pLa KavoUpyLo GELpA amod pn SLaVUCGHUOTIKEC ELKOVEG

E€aywyn swkovag (Image Output)

Otav teAelwooupe Pe To animation, Ba Béloupe va to douv 600 tO Suvatd
TepLocOTeEPOL AvBpwrol. MNa va ylvel auto, mMPEMeL va To anmodwooue (render) og pla
oclpa apxelwv | oe €va apxeio Pilvteo. Autd to apxelo pmopel va amoBnkeutel pe
ToAAOUG SLapOpPETLIKOUG TPOTIOUC, VAAOYQ LLE TO WG OKOTIEVOUE va TpoBANOEL.

BAOOZ XPQMATOZ (COLOR DEPTH)

‘Eva opxelo e€lkévag amoBnkelel to xpwpa tou KABe pixel cav TPelg TIUEG,
OVOTTAPLOTWVTOG TO KOKKLVO, TO TIPACLVO KOl TO UTTAE. 0 TUMOG TNG £lKOVAC €apTaTal
oo To MOCOC XWPOE Yl amobrikeuon nmapayxwpeital o kabe pixel (to BabBog xpwuatog).
Auta eival ta Badn xpwpatog ota apxeia ewkovag otn CG napaywyn:
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KEDAAAIO 1

Eloaywyn ota ypadika pe xprion H/Y kat oto 3D animation

Grayscale H sikova eilval pavpn kot aompn pe SladopeTikég Stafabuioslc Tou ykpL
OVAPEDQ, TUTILKA 256. OL €IKOVECG AUTEC £lval KAAEC yLa VO AITOSWOOUUE OCTIPOUAUPA
avtikeipeva. Aev amoBnkeletal emumA€ov mMAnpodopia mou adopd To XpWHA.

16-Bit Color Display or High Color — 5-Bit Image File KaBe éyxpwpo kavaAl (KOKkLvo,
TMPACLVO, UIMAE) Tlaipvel 5 bit xwpou yla va amoBnkeUoel TNV TLUN TOu, £XOVTAG oav
OUTOTEAECHA HLOL ELKOVA TIOU UTIOPEL VO OMELKOVIOEL TO PEYLIOTO 32.768 Ypwpata. Kabe
EYXPWHO KaVOAL £XEL VO TIEPLOPLOUO OTIC ATMOXPWOELG OAAA aKOpa KL €tol Sivel pia
wpola Eyxpwin EKOVA.

8-Bit Image File Avadépetal cav 24-bit fabog xpwpoatog 1 NPayUaTKA XpWHATA OTLG
puBuicelg tng emudavelag epyociag tou A.X. Windows, oe kdBe €yxpwuo KavaAl
mapoywpouvtal 8 bit yla éva MANBo¢ 256 amMoXpWOEWV yLol KABE KOKKLVO, TIPACLVO Kol
UMAE KaVAAL yla OUVOALKA 16 €KATOMUUPLA XPWHATO OTNV €KOva. Auto to Babog
XPWHOTOG SLVEL TNV KAAUTEPN TTOLOTNTA YLOL L0 ELKOVA KOl XPNOLLOTIOLELTAL EUPEWG OTLC
TiLo TOAAEG edapUOYEG oXedLoKivnong. AEyeTal OTL To avBpwrvo partt Sev pnopei va Set
oxe&0V 00EC AMOXPWOELG UTIAPYOUV OE HLa ELKOVA NpaypaTikoU XpwHATOoG.

16-Bit Image File Xpnowomnoleital otnv TtnAedpaon kot ota PR Aoulelel
XPNOLLOTIOLWVTAG TUTIOUG apXeiwv omwg TIFF16, éva 16-bit apxelo eikdvag «kpatdew» 16
bit mMAnpodopiag yla kABe Eyxpwpo KAVAAL, €XOVTOG OOV QMOTEAECUO VA EVTUTIWOLAKO
aplOpo amod emninmeda Kot KAlpaKkeg ypwpatog. Kabe apyeio pmopel va katalappavel
OpKETA megabyte akopa kal oe HKPEC avaAUoelg. AuTd Ta apyxela xpnollomnolouvtal
KUpLlwC 0g EMAYYEALOTIKEG TTOPAYWYEG.

32-Bit Image File Xpnowormnoleitat kuplwg oto ¢, OL 32-bit ewkoOveg OMwe oto
OpenEXR format pog 6ivouv pila amioteutn moootnta GACUATOG O KABE €yxpwHo
KOVAAL AuTO pag Sivel Tn duvatotnTa Vo TPOCAPUOCOUNE Eva eUpU PACHA TOVWY Kal
OTOXPWOEWV OTNV TAPAYOUEVN EWKOVO Yyla TIANpEotepeg Aemrtouépelec. Eival to
standard yia douAelég pe AN emeldn n mopaywyn ano CG oe ¢ amattel vPnAa
emnineda xpwpatog kat paopa GwTeVOTNTOG OTNV EKOVAL.

High Dynamic Range Imagery (HDRI) Ot HDRI gwoveg dnuioupyouvtal cuvdualovtog
Sladpopeg Ynolakéc odwtoypadieg oe pla. Na mapadsypa, ol dwrtoypadieg
«tpaflovvray w¢ OSladopetika emnineda £kBeong dwtewvotntag (light exposure)
xpnowomnowwvrtag Stadopetika f-stops kata tn pwrtoypddilon. Me autod To TPOTO EXOULE
Ml OElpA 0o €LKOVEG TOU TIOWKIAAOUV Omd OKOTEWEG (Ue elaxiotn €kBeon) péxpl
KOVOVIKEG (Ue owotn €kBeon) kal umepPoAkd dwTewveG (Le umEp-EkBeon). AUTEG ol
Sladopeg ekBoelg (exposures) ouvtiBevrtal o éva HDR apyeio (.hdr) mou avamaplota
gva euplTepo ¢aopa GwTO¢ amd pla Tumiky odwtoypadia. Autd ta opxela
TAPASOCLOKA XPNOLUOTOLOUVTAL VLA TO OTIOLUO TOU PWTIOUOU, ELOIKA Ylo OKNVEG OTLG
ornoleg o CG evowHATWVETAL PE «TwvTavo» Gpovto.

COLOR CHANNELS

Onwc avadpépbnke, KABe elkOva €xel amoBnKeUUEVEG TIG TIANPOdOopPieg Tou
adopouv To Xpwua og KavaAla. OAeC oL EyXPWEC ELKOVEG £XOUV KOKKLVA, TTPACLVA KOl
UTAE KavaAla mou, otav ta BAEmoupe padl, pag divouv pia Eyxpwun ¢wrtoypadia. Kabe
KOWVAAL glval pa LETPNON TOU TTOGO KOKKLVO, TIPAGLVO 1) UITAE UTIAPXEL OTLC TIEPLOXEG TNC
elkovag. Eva tétapto KavaAi, mou ovopdletat alpha channel ypnolgomoleitat cav
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Eloaywyn ota ypadika pe xprion H/Y kat oto 3D animation

KovaAt dtadavelag. Auto To KavaAl, emiong yvwoto w¢ matte channel, mola koppatia
NG ekovag eival dtapavn i adtadavr). Asv €xouv OAa ta apxeia elkovag alpha kavaAia.

TYNOI APXEIQN (FILE FORMATS)

Onwg KoL Je TOUG TUNOUG ELKOVWY, €ival onuepa Stabgoiua kot moAlol tumot
opxelwv. O mo ocuvnBlopévog sival mbavotata to JPEG (Joint Photographic Expert
Group) to omnoio xpnolpomnoleital eupéwg oto Aladiktuo

H kUpla Stadopd PeTaty Twy TUTIWV apxeiwyv gival mw¢ anobnkeUeTaL n LKOVA.
Mepikol TUTOL apxelwv cuPTLEIOUV TNV EIKOVA YLO VO LELWOOUV To HEyeBog. Qotdoo,
000 PeyoAUTEPN €lval n cuprieon, Tooo GpTwyoTeEPO Ba €lval TO XpWUA TNG ELKOVOC.

AnpodAn tumol apyeiwv otic 3D edapuoyeg eival to TIFF (Tagged Image File
Format) kat to Targa. Atol ot TUmot apyxeiwv dtatnpouv pa kaAn 8-bit elkova, mou eivat
elte aovpmieotn 1N eAAXOTA OUMTLECUEVN (oupmieon Xwpilg amwAeleg), Kal
XPNOLOTIOOUVTAL CUXVA yla LeTadoon N yla epyacieg e . Autol oL TUTtoL apxeiwv
€xouv emiong €va alpha kavaAy, 6ivovtdg pag KaAutepo €Aeyxo OTav opyotepa
ouvBEtoupe TOAAEC dwrtoypadieg pall. Na va dolvpe €va animation mou €xel yivel
render oe plo ospd amo TIFF apyela, yla MOpASEYU, TIPEMEL va TO «Taioupe»
xpnotonowwvtag eva frame player 6nwg to Fcheck 1) va to cuvBéooupe og éva apyeio
Bivteo.

Ziyoupa, 0 TeEAIKOG TUMOG apXELOU TNG EIKOVAG LA EEQPTATAL OO TO EMOUEVO
BrApa oto project pag. MNa mapddelypa, av oKomeUOUUE Vo CUVOECOUE «composite» To
CG, Ba xpelaotel va eEdyoupe tnv ekova o €va format mou pmopel va sloaxBel oto
npoypappa ouvbeong n enefepyaociag. Ta apxela TIFF gival iowg to kaAUtepo format
TIOU UMOPOUME VA XPNOLUOTIO|O0UHE, KaBwe elval eupéwg ouppartd, amobnkevouv
OoUUTiEoTO XpwHa, Kal €xouv alpha channel.

APXEIA BINTEO (MOVIE FILES)

Ta animation pmopouv emiong va e€axBouv oe apyxela PBivteo onmwg AVI n
QuickTime. Autd ta ouvnBwg peyalo oe pEyeBo¢ apxela Tepléyouv OAeC TIG
QMOPALTNTEC ELKOVEC TIOU XPELAlETAL TO animation yia va mnaifel cav kapé (frames).
Onwc ta apyeia elkovag, Ta apxeia Bivteo pmopolv va CUUTILECTOUV yLa va KpatnBel to
LEYEBOC TOUC O0TO EAAXLOTO, OAAG UTIODEPOUV KOL QLUTA OO OTWAELQ TTOLOTNTA.

OAa ta 3D mpoypappato pnopolv va kavouv render ameuBeiag oe aoupmnieoto
AVI, xwpic €tol va avaykalopaote va KAvoupe render peyaheg oslpeg anod TIFF apyeia.
Av kal To rendering aneuBelag oe AVI apyeio Bivteo daivetal kaAn &€a, cuvibwg Sev
eival. Elval kaAUtepo va KAVOUUE render pia Ooglpd opXelwv TTOU UMOpPOUV apyoTeEpa
gUKoAa va evwBoUlv oe €va apxeio BIlvieo XpnoLUOMOLWVTAG €va TIPOYPOUUA OTIWE TO
After Effects, to Premier } akopa kat to QuickTime Pro. O Adyog eival amAog: timota dev
elval téAelo, e161ka n Stadikacio Tou rendering otov untoAoylotr pog. H Stadikaoia ) to
pnxavnua umopel va KoAANOeL. Ie plo TETOlA TIEPIMTWON TPEMEL TO rendering va
EekvroeL amo tnv apxn, evw e ta TIFFs pmopolpe va cuvexicoupe akplPwe LETA amo
To teAeutalo kapé mou amodobnke. Me pla oelpd €XOUHE emiong TNV emiloyn TNng
QVOKATATAENG TWV KOPE 1) TNV EVKOAN TIPOCAPUOYH UEPLKWV LOLOTATWVY TWV KAPE, OTIWG
oL anoxpwoelg (hue) N o kKopeopog (saturation), xwplc va emnpeactel oAokAnpo toO
apxelo tng tawiag. To va anodiboupe (render) kapé gival anAd o KAAUTEPOG TPOTIOC yLa
va S50UAEVOUE.
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Xpwua (Color)

To xpwpa ival To mwg avthapfavopaote Tig SladopeG oTa UNKN KUUATOG ToU
dwtoG. To gupl dpaoua xpwudTwy ou BAEmoupe (to opatd GAcUA) TPOKUTITEL OTAV
oToLadNTOTE Ao TA TPla PACIKA XPWHUOTA —KOKKLVO, TIPACLVO, UITAE- «aVAULYVUOVTOL»
poll. Aut n pOEn upmopel va yivel pe duo TPOMouG: adalpetikd (subtractive) kat
npooBetika (additive). Autol ol xpwpatikol oplopol cuvnBweg epdavilovral o TPOYOUC
xpwuarog (color wheels), ol onoiol tomoBeToUV Ta BACIKA XpWHATA OUOLA XWPLOUEVOL
YUpw amo éva SoaxTtuAidt kat TomoBetolv Ta emakoAouba XpWHATA —TIOU TTPOKUTITOUV
omo TN HUEN TwV BACIKWVY- OVAUECSA 0TA CWOTA BAGCLKA.

A®DAIPETIKO KAI MPOZOETIKO XPQMA (SUBTRACTIVE AND ADDITIVE COLOR)

H adalpetikn pi&n xpwuartog (subtractive color mixing) xpnowomnoleital otav n
ewova Ba mpoPAnBel pe pla ewtepki mnyn dwtdg. Baoiletal otov TPOMO TOU TO
avakAwpevo ¢wg dnuloupyel xpwpa. OL aktive¢ tou Pwtog avamndolv amo TG
EYXPWHEC emIdAVELEG KOl «BadovTay amo Ta SLoPOopPeTIKA XpWHATO TNG EMLPAVELAG.
AUuTA Ta Ypwpata amoppodoUV Kol aVOKAOUV HOVO OUYKEKPLUEVEG GUXVOTNTEC TOU
bWTOG TTIOU TOUG KXTUTIAEL», OF L0 TIPOOTIADEL AQAIPETNC CUYKEKPLUEVWY XPWHLATWY
ano 10 dwe NPV PTACEL OTA PATLA HaG. AV EVWOOUUE TIOAAQ SLapOopPETIKA XpwpoTa Ba
TIAPOUKE LaUpo eNMeldh amoppodolvVTaL OAA TA XPWHATO A0 TO XPWHA TNG EMLPAVELAG
KOlL LOVO TO HOUPO aVOKAATOL.

Otav xpnowlomoleital adalpetiky Uin xpwpatog otn {wypadikn, ta Bacikd
XPWHOTA TWV TOPASOCLOKWY TPOXWV XPWHATOC E(VAL TO KOKKLVO, TO KITPLVO KAl TO HUITAE.
Autd ta Tpio xpwpaTa Uopolv va evwbouv yla va oxnpaticouv omolodnmote dAAo
XPWHO Kot glval n BAaon yla Toug TPOXoUC XPWHATOG LLE Toug omoioug SouAsUouv ol
{wypadol. ITov KOGHO TNG EVIUTNG MOPAYWYNG, WoTOo0o, Xpnollomnoleitatl évag CMYK
(Cyan, Magenta, Yellow and Black) tpoxo¢ ypwpatoc. To kuavo, to Kitpvo Kol To
povtleto peAavi elval To BacIKA XpWHATA TTOU XPNOLLOTOLOUVTOL VLo VO TTapAyouV OAd
Ta AAAQ XPWLLOTO OTO EVTUTIOL

To ¢w¢ mou mpoBAAAeTAl, WOTOCO, QAVOLLYVUETAL OOV TIPOOOETIKO XpWUd
(additive color). KaBe cuxvotnta ¢wtdg mpootibetal mavw otnv AAAN yla va oxnuatioet
XPWHO. Ta TTPOOBETIKA PACIKA XPWHATO ELVOL TO KOKKLVO, TO TIPACLVO KAl TO UTAE. Autd
Ta Tpio Ypwpata Otav OVAULYVUOVTOL OE CUYKEKPLUEVEG avaloyieg oxnuatilouv To
TMANpPeC paopa tou xpwpatog. Otav 6Aa avaptyviovtal oto 8lo mooooto, oxnuatilouv
€va Aompo dwe.

H 086vn tou unoAoyLotr XpnoLUOTIOLEL LOVO TIPOCOETIKO XpWHA, OVAULYVUOVTOG
KOBe YpWUO HE TOCOTNTEG KOKKLWWOU, TMpPAclwvou Kat UrAe (RGB). H efaywyn yua
EKTUTIWON UETATPEMETAL OTO XPWUATIKO povtédo CYMK.

Ta Jepua ypwuata eival outd otnv TEPLOXN HAVTIETA TPOC KOKKLVO TIPOG
Kitpvo, Kol Ta Yuypad YpwUXTH €lval oTnV TEPLOXN KUOVO TPOC UITAE OTOV TPOXO
TPOoBEeTIKOU XpwHaTOG. Ta Bepud xpwpata daivovtal va «Ipoxwpouv» ard To Kape
evw Ta Puxpd daivovtal va «UTIOXwPOoUV» TIPOC TO KOPE.
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Color Picker (Foreground Colar),

Cancel
Add To Swatches
Color Libraries

[ only web colors

=1
=
&

Ewkova 1.3 To Color Wheel touv Photoshop

NnQz O YNOAOTIZTHZ OPIZEI TO XPQMA

O umoAoyloTtAg avamaplotd OAeg Tig Anpodopieg, cuumepAaUBavopuevou Kat
TOU XPWHOTOC, oV €va cUVOAO aplBUNTIKWY TLUWV TIoU amoteAeital ano to duadiko 0
kot 1 (bits). 2e éva apyeio 8-bit xpwpatog, kabe pixel avamapiotatol ormd TPELG TIUEG TWV
8 bit mou avtioTolel 0TO KOKKLVO, OTO TIPAGLVO KL OTO MITAE «KOVAALY TNG elKOvag. Evag
8 bit duadikog aplOuog maipvel TIPEG amo 0 péxpl 255, £ToL yla kaBs Baolkd xpwua
gxoupe 256 OSuvata emineda. Me tpla kavaiia £xoupe 256 x 256 x256 (16,7
EKATOUUpPLa) SuvaToUg cuvduaouoUg amo Kabs Backo XpWHA TOU avVOULyVUETAL yLa
Va OXNUOTIOEL TO TEAIKO XpWHAL.

Ol TIUEG TOU XPWHATOG UIopoUV emiong va teBouv ota KavaAla anoxpwong,
KopeopoL Kol pwrewvotntag (hue, saturation, value — HSV). Kal maAL kaBe kavait €xel
pLa T oo 0 péxpl 255 (o éva apyeio elkovag twv 8 bit) mou opilet To TEALKO XpwHaL.
O KOpeOUOG opllel TOOO TTOAU n OUYKEKPLUEVN QTOXPWON UTIAPXEL oTo Xpwpoa. Oco
vPnAdtepn elval n TR TOou KopeopoU, Tooco PBabutepo Ba eival To xpwpa. TEAOG, N
dwTeVOTNTA 0pIlEL TN PWTEVOTNTA TOU XPWHATOC, OO TO HoUpo Mpog to daompo. Oco
uPnAdTEPN €lval n TR aUTH, T000 Tio GWTELVO Ba elval To Xpwa.

Ta HSV kot RGB pog divouv SLadopeTikoUg TPOTOUC XELPLOMOU TOU XPWUATOC,
ETUTPEMOVTAG LOG VO XPNOLLOTIOL|COUE T PEBOSO TTOU TIPOTLUALE.

CMYK COLOR

Evag tpoxog¢ CMYK XpwHATOG XPNOLUOTIOLE(TAL Ylot EKTUTIWOELG, KoL QUTO
avadépetal oav T Sladlkaocio Twv TECOAPWV XpWHATWY. Ol EyXPWHOL EKTUTIWTEG
Pekaopou (inkjets) mapdayouv xpwpo avaptlyviovtag Ta KatdAAnAa enineda autou tou
peAaviol oto xapti.

Ou efaywyég tou umoloylotry mou Pacilovtar oe RGB, oOTov EeKTUNMWTN
petatpénovralt o CMYK koBwg tumwvovtal. [ EMAyYEAUOTIKEG EKTUTIWOELG,
xpnotpomnotlouvtal €81kéG StaBabuLlopéveg 0BOvVeG yla KAAUTEPN TIPOETILOKOTINGN TOU
CMYK xpwpoatog plag RGB elkovag mpv autr tunwBel. Eutuxwg, povo emayyeApatieg
TWV EKTUMWOEWY TIPEMEL VA aAvnouxouv ylo Tn Olepyacia UeTaTpomig emeldni To
LeyaAUTEPO LEPOC TNC XELPLIETAL o To software og apketd akpLpr Babuo.
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VIEWING COLOR

To standard yia petadoon otn Bopela Apepikr ovopdletol NTSC. Eva avékdoto
otn Bropnxavia givat 0tL To akpwvupo onpaivel Never The Same Color, kat avadépetal
OTO YEYOVOG OTL TO XpwHa Tou PBAEmMoupe otnv oBovn pwog tnAedopaong Ba eival
SlodpopeTikd amo auto mou BAEMOUUE o pa GAAN. To (6o LoxUEeL Kal yla TiG 00dveg
urtoAoylotwyv. OAeg oL 0B0veg eival SlaPabulopéveg SLOPOPETIKA Kal AUTO ToU
BAémoupe og pla 000vn lowg va pnv eivat akplBwg to dlo pe autd mou PAEMoupEe o€
pla aAAN. Av elval onpaviiko vo €xoupe akplpwg to o xpwpo oe duo o0B0oveg,
UTTOPOU LLE VO KATEBACOUE UIMAPEG XPWHOTOG aTtd TO ALadIKTUO yLla VO TIPOGAPUOCOULE

TI¢ puBpuioelg Twv oBovwyv mou SouAeUoUE.

Resolution, Aspect Ratio, Frame Rate
H avaluon (resolution) paptupd 1o pEYEBOC HLOG EKOVOG AmMO TOV OplOPo Twv
oplovtiwv Kal Twv KaBetwv pixel. Zuvnbwce ekdpaletal wg # x # (yia mapadelyua 640
x 480). Oco uPnAdtepn ival n avaAuon, T0oo Aentopepeatepn Ba lval n elkova.
Mavta mpooapuoloupe to UEYEBOC TNG TEALKNG £1KOVAG yla va TALPLAlEL OTO
TEAIKO HECO yla Tto omolo dnuioupyolpe To animation. O Mivakag 1.1 mapouaoialet

pepLka standards avaAUoswv.

ONOMA METE@OX IEPITPA®H

VGA (Video Graphics 640 x 480 210 napeABov n standard

Array) avaAuon otoug
UTTOAOYLOTEG KOl OLKORLOL KOl
onfuEPQ Lo SnUOodIAnG
avaAuon otnv tnAedpacn
KoL OTLG KAOETEG VHS

NTSC D1 (National 720 x 486 H standard avdAuon ywa

Television System petadoon otnv tTnAeopoaon

Committee) ™G Bopelag APEPLKNAG.

NTSC DV 720 x 480 Kovta otnv NTSC D1
avaAuaon, ival n TumLkn
oavaluaon tn¢ Yndlakng
Bwteokapepag.

PAL (Phase Alternation | 720 x 586 To standard ywa petadoon

Line) YLO. TLC TIEPLOOOTEPEG
Eupwmaikég XwpeG.

HDTYV (High Definition 1920 x 1080 To avepXOMEVO TPOTUTIO

TV) NG TNAEOPAONG, EMIONG
avadépetal wg 1080i.

1K Academy (1K refers 1024 x 768 TUTIKA N LLKPOTEPN

to 1000 pixels across)

ETUTPEMOEVN AVAAUCT yla
UYL MapaywyEG o€
Akadnpuaikn avaloylia.
AdoU to dI\U elval omTiko
format (evw n thAedpaon
elvat Stavuopatiko format)
OEV UTTAPXEL TIPAYLOTLKA
T(POTUTIN AvAAUGCN yLa TO
dW\U , 660 uPnAOTEPN
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Elcaywyn ota ypodikd pe xprion H/Y kot oto 3D animation

TOOO TO KAAUTEPO

2K Academy (2K refers
to 2000 pixels across)

2048 x 1556

Ta mepPLOCOTEPA GTOUVTLO
napayouv CG yia A\ o€
QUTH TV avaiuaonh, n omnola
Slvel tnv KaAuTepN
avaloyla uéyebog-
amodoon

4K Academy (4K is 4000
pixels across)

4094 x 3072

Mta uPnAn avaAiuon yla
dW\Y, TTou xpnoLuomnoleital
YLOL AETTTOLEPEDTATEG

Meig

MNivakag 1
Turikég avalvoeig Bivieo

Onotadnnote oulntnon nepl avalUoswv MPENEL va TiepAa B aveL To Adyo
glkOvag (aspect ratio). To aspect ratio eivat n avaAoyio Tou mAdtou¢ pog Tou UYous
N¢g 00ovnc. To mpotuma Tou aspect ratio paivovral otov Nivaka 2

ONOMA

METEOOX

INEPITPA®H

Academy Standard

1.33:10r4:3

To mo Koo aspect ratio.
To mAarog eivat 1,33 popég
TO UNKoug Tou UPouc. Auto
elvat to NTSC (National
Television Standards
Committee) Television
aspect ratio kaBw¢ Kal to
aspect ratio twv 16 mm kot
MEPLKWYV 35 mm AL,
EL6LKA KATIOLWV KAQOLKWV
onwg Tou Gone with the
Wind

Widescreen TV

1.78:1 or 16:9

KaBwc ot HD Kka ot
widescreen TnAgopAoELC
yivovtat Snpodig, to
16:9 npotumo ival mAéov
ouvnOlopévo. Autog o
AOyOC XpnoluomoleiTal o
HD mpoypOUUaTIONO Kat
elval emiong o Adyog
glkovag moAwv widescreen
HLOVITOP UTIOAOYLOTWV Kot
laptop. Autog o Adyog sival
TIOAU KOVTA OTO WG
eudavilovrtal Ta
neplocotepa GAp (1.85:1,
onwg daivetol mapaKATw)

Widescreen Film (a.k.a.
Academy Flat)

1.85:1

To 1o cuxva
XPNolLomotioo 35 mm
film aspect onuepa. Otav
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Elcaywyn ota ypodikd pe xprion H/Y kot oto 3D animation

TpoBAaAAETaL OTNV
tnAedpaon, epdavilovral
0pL{OVTLEC LOUPEG UITAPEC
TIAVW KoL KATW armo tnv
ELKOVOA £TOL WOTE VA LNV
KOBovtal oL AKpeg (Eva
OTTOTEAEGLO TIOU
ovouadetal letterboxing)

Anamorphic Ratio 2.35:1 Xpnoluomnolwvtag éva
daKo6 mou ovopaletat
ovVapopPLKOG PaKOG
(anamorphic lens), n ewova
TIou «oUAAapBAaveToL» o€
35 mm G\U «TUELETALY.
‘Otav avomapayeTal pe Eva
projector e avapopdLko
$ako, n elkova
TPOPBAAAETAL e TTAGTOG
2,35 dopEg 1o UYPoGg TNG. 2€
HLa TUTILKE TNAEOPOON, TO
dawvopevo tou letterboxing
Ba Atav o cofapd ya va
anodevyBel n komn Twv
AKPWV TNG ELKOVAC.

MNivakag 2
Aspect Ratio Standards

To néoa kapé avamnapdayovral ava dsutepolemnto, kabopllel To pubUO TwV KapE
(frame rate) Tou animation. Auto ypadetal cav fps, 1 frames per second. Ta tpla
standard frame rate yla ta moAupéoa eivat

e NTSC: 30fps
e PAL: 25fps
e Film: 24fps

Elval onpavtiko va §époupe to péco mou Ba mpoPAnBel to animation &ekwvape
10 project pag. Av kat dev elval kpiolo, pmopel va emnpedoel Tov TPOMO TOU
oxeS1aloU e Ta KapE, TTou SNULOUPYOUE TNV Kivnon KA.

H avanapaywyn evog 24fps animation ota 30fps Ba €xeL cav amotéAeopa éva
TIO OPYNG Kivnong animation kal site Ba emBAAEL TNV EMAVAANY N KATIOLWV KApPE yla vol
oUUmMAnpwBoUv Ta keva 1 Ba teAewoel To animation vwpitepa. Avtiotpodwc, n
avanapaywyn &vo¢ 30fps animation ota 24fps Ba Snuloupynoel €va animation
YPNYopoTepNG Kivnong mou eite Ba avamndd peplkd Kapé ] Ba TEAELWOEL apyoTepa
o’ otL Ba EmpeTe.

Touwvia pkpol pnkoug pe 3d animation



Ewova 1.4

0O AAog oTnV
adetnpia, nyn
KoL oL dAAot
TAQVATES
neplotpédovral
oto World axis
EVW
neplotpédovral
Ko yOpw am tov
Aafova Toug, Ko
T0 deyyapt
neplotpédeta
yUpw arnod t yn

KEDQANAIO 1

Elcaywyn ota ypodikd pe xprion H/Y kot oto 3D animation

Tplodldotato Tuotnua Tuvtetaypévwy (3D Coordinate Space and Axes)

O Xwpog TPLWV SLOOTACEWVY ELvaL N ELKOVLKA TIEPLOXH 0TV orola dnuoupyol e
T MOVTEAQ KOl €KTEAOUUE TO animation. Baoiletal oto oUOTNUA TWV KAPTECLAVWY
OUVTETOYHEVWY, €VO YEWUETPLKO XAPTN OTolXElwv mou avamtuxOnke amd tov René
Descartes. To va £€poupe mou Bplokopaocte kKaBe popd elval amoapaitnto oe kabe 3D
TIPOYPOUHA. AUTO UTTOPOUME VA TO TIETUXOUME OV KATOAAPROUUE TWC AELTOUpYEL O
TPLOSLACTATOC XWPOG OTOV Omoio SOUAEVUOUE.

O xwpog opiletal oe TPelg G€oveg —X , Y, Z- TOU OVATOPLOTOUV TO TAATOG, TO
Y o¢ kat o Babog. Ot Tpelg Gdfoveg oxnuatifouv éva aplBuntikd MAEYUa oTo omolo éva
OUYKEKPLUEVO onUeio oplletal amo TG CUVTETAYUEVEG TOU Tou ypadovtal otn popdn
(#,#,#) kL avtamokpivetal oto (X,Y,Z).

Y10 onueio undév twv afovwy elval n adetnpia. Autod Bpioketat oto (0,0,0) Kat
elval n toun kot Twv Tplwv afovwy. O TPLOSLACTATOC XWPOE OV OpIleTal amd auToug
TOoUuG TPELg afoveg ovopdletal World axis, otov omoio ot XYZ afovec elval otabepol.
Emeldy ta avrtikeipeva upmopoUv va £XOUV TPOCAVATOALOMO TIPOC OTOLAdHTIOTE
kateVBuvon pécoa oto World axis, elval amapaitnto ylo KOs ovtikeipevo va €XEL TO
66 tou afova mAdToug, UYPoug kal BaBoug avetaptnto amd to World axis. Auto
ovopdletal Local axis. Otav To avTlKeipevo teploTpedeTal i PeTaKLveital, to Local axis
TOU TmeploTpEdeTal Kal Petakiveital pall tou. Autd eival amapaitnto ywo va yivel
€UKOAO TO animation TOU OVTIKELUEVOU KOOWC QUTO MEPLOTPEPETOL KAl LETOKLVELTOL OTO
World axis.

Ytn ewkova 1.4 BAEMOUUE TO MAAVNTIKO cVOTNHA UE ToV NALO TomoBeTNUEVO OTNV
adetnpla, Toug MAavnTeg va meplotpedovral yupw amnod to World axis kat yupw ano to
61k toug Local axis.

Touwvia pkpol pnkoug pe 3d animation



KEDAAAIO 1

Eloaywyn ota ypadika pe xprion H/Y kat oto 3D animation

BaowkEg Evvoleg oxedlaopou (Basic Design Concepts)

To aAda Kal To wHéya TG oUVBeoNC elval o TPOTOG TOU TOMOOETOUE TN OKNV
Kol oxedlalovpe ta xpwuata. H dnuloupyla evog Suvopikol Kapgé TOU OXL UOVO
oHoAwTtilel To patL aAAa eniong mAnpodopel Kal yonteleL gival amo povn g ML
Hopdr teXVN.

MNapakatw mapatiBevral kamolol Baocwkol oxedlaotikol 0pol TOU OWE va pn
daivovtal andAuta oxetikol pe ta CG, aAAd n katavonon kat n edapupoyrn avtwyv Twv
TEXVIKWV Hog BonBa otn BeAtiotonoinaon Tou project pag.

Mopdn, Xwpog kat ZuvBeon (Form, Space, and Composition)

O xwpog eival o kappag r to kadpo. Eneldn o kapPfag otnv mpaén Ba eival n
TLOPOYOLEVH ELKOVA, O XWPOC Tou oxedlaloupe eival To Kadpo TG elkovag. Eite auto to
Kabpo BplokeTal o €va ULkpo web mapdBupo eite o pa tepaotia IMAX 066vn, mavta
LloxUouV Ta BaoLKA TOU OXESLOOUOU: TO TIWE SLOTACOUME TIG LOPGEG Kal Xwplloupe To
XWPO €XEL LEYAAN onuooia.

210 AeflkO Tou oxedlaocpol, HopPEC onuaivel oTIONTIOTE UMOPOUKE va SOUE.
ExeL kAmolo €ido¢ oxnpatog, xpwua 1 udr mou To KAveL va exwpilel amod to Kadpo.
OmolodAMOoTE AVTIKELUEVO HOVIEAOTIOOUE YiveTtal Mo popdry oto kadpo otav
anodidoupe tn oknvi. To MWG QUTA TA AVIIKEIPEVA Keltovtal oTo kKAdpo kabopilel tn
ouvBeon. O xwpog Miow Kal avapeoa amo Ot amodidetal elvat to €dadog (ground n
background plane). Ta avtikeipeva yivovtal BeTikd¢ xwpog (positive space) kal to Gpovto
ylvetal apvnTtikoc xwpog (negative space).

2ToUG BeaTEC, 0 BETIKOC XWPOG Telvel va cuveyilel mpog Ta £Ew amd to KASpo,
EVW O apVNTIKOC Xwpog umoxwpel. Mailovtag pe tnv tomobEtnon tou Betikol Kot
opvNTIKOL Xwpou emnpedlel oe peyaho Pabuo tn Suvaulky tou Kadpou. Av
MPOOBECOUE O AUTO Kal TO OTOLXELD TNG KIVNONG TOTE €XOUME HLA TEPAOTLA EVKALPLL
va «Ttai§oupe» e To Kappa.

O oxedlaopog €vOog oTaTlkOU KASPOU oto omolo OAa Ta avilkeipeva eival
KEVTPAPLOPEVA Kal PE eEloou amootdoelg dev Exel KABOAOU KAAO OTTIKO amotéAeoua. H
Slatagn tng ouvBeong MPEMEL val yiVETOL £TOL WOTE T OVTIKELHEVO VO KATaAapBAvouv
o evlladEpouaes MePLOXEG TOU KASpOU, OTO omoio mailouv pE TOV apvNnTIKO XWPOo Kot
TO HATL «OUXMOAWTIETOL» a0 TO OUVOALKO KASpo. ETal €XoUpE Lo SuvapLkn ouvBeon.
Autn n apxn edapuoletal o€ aKivnTEG EIKOVEG KOBWC Kal o€ animation.

looppornia kat cuppetpia (Balance and Symmetry)

H wooppomnia oe éva kadpo umodnAwvel pia opoldopopdn mocotnta BeTikoU
Xwpou og KABe pa amnod tig MAsUpEG Tou Kadpou. Eva kadpo mou eival mo «Bapu» otn
pla TAEUpA Umopel va Snuloupynoel pla o Sduvapikry ouvBeon. To CUMMETPLKA
OVTIKElUEVO Ot €va Kadpo kobpedtilovial amd tTn M TAEUPA OtV AAAn Kol
Snuloupyolv plo olyoupn Looppomia oto kadpo. Mo pn OCUMPMETPLIK ouvBeon,
EMOUEVWG, HLOPTUPA Kivnon otn ocuvBeon.

Mia SnuodARg TEXVIKA TIou xpnolpomoleital and {wypdadoug, dwtoypddoug
KoL avBpwroug Tou Kvnuotoypddou ovopaletal oxedSlaouog oe tpita (framing in
thirds). Z& autr ™ TEXVIKN, TO KASPO (frame) xwpiletal oe éva MAEYUA TPLWV KOUMATLWY
KaBeta kal opllovtia. Ta evlladépovta onpeia Tou KAdpou N Ta onuela eoTioong Tou
OVTLKELUEVOU TOTIOBETOUVTAL OE OTPATNYIKEG TIEPLOXEG OTO TMAEyUA. H tomoBEtnon evog
OVTLKELLEVOU OTO XAUNAOTEPO TPITO TO KAVEL va ¢alveTal WKPO 1 aonuavro. H
TonoBETnon Tou oTo TAVW TPito KAVEL To Beath va To BAEMeL, peyeBuvovtag tn KALLOKa
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Elcaywyn ota ypodikd pe xprion H/Y kot oto 3D animation

TIOU TO avTAapuBavetal ] tn onuacia tou. H ewkova 1.5 deiyvel tn Stapopd PeTALU eVOC
OTATLKOU, CUUETPLKOU KapE Kal evog kape Baaollopevou ot tpita.

Ewova 1.5
‘EVaL GUMMETPLKO KASpo daiveTal oTatiko, aAAd o oXeSLaopog Tou o Tpita Bonbad otn dnuioupyia piag
aiobnong kivhong

AvtiOeon (Contrast)

H avtiBeon oto oxedloopd meplypadel moco to OEpa TOU TPOOKNVIOU
«€emnbaew» amnod to povro. Onwe PAEMOUUE Kal 0TV eKova 1.6, dtav SnUloupyoU e pa
ELKOVOL 0TO KAOPO Hag Tou TEPLEXEL Alyeg SladopEg og xpwHa Kol GWTLOUO, N EKOVA
dalvetal eninedn kal «qouxn». H xprion okotewvwv oklwv Kal kamowwv highlights dwtdg
auvéavel to AauPoavopevo BaBo¢ otnv ewkdova kal Bonba ta avrtikeipeva va
«€emetayovral» ano to ¢ovro. H mpooappoyn tng aviibeong unopei va ondrosl otnv
avénon N pelwon tou BaBoug Tou kadpou.

&
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Ewova 1.6

Me xopnAn avtibeon, to Oépa pag paivetor va e§adaviletar oto Ppovro. Av npocBEcou e OKLEG
ko highlights, to Oépa Oa «netaytei» npog ta £€w.

Onwg Ba dolpe Kol og eMOpUeVo KePaAalo, To dwg Mallel onUAVTIKO pOAO OTN
Snuloupyia Suvapkwy avilOEcewV HECA OTO KAPE A,

Xpwpa (Color)

H xprion tou xpwuotog emiong mailel kaBoploTikd poAo otn Snuloupyia
EVTUTIWOEWV Yla TO Kapé pag. Onwg avoadEépBnke kol vwpitepa, ta Beppd xpwpoto
telvouv va «€pyovtal» mPog UAG, Kal ta Puxpd xpwuata daivovial oav va Kwvolvtat
TPOG Ta Tlow. H TtomoBEtnon evog Beppol XpwHATOC Ot €vol avIKE(pevo og Puxpo
dovto Snuoupyel pla dpopdn xpwHATIKH avtiBeon oto KopE pog.

Touwvia pkpol pnkoug pe 3d animation
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Eloaywyn ota ypadika pe xprion H/Y kat oto 3D animation

Ta xpwpoto mou Bplokovtal amévavTL To £va amo To AAAO OTO XPWHATIKO TPOXO
elval ouumAnpwuartika xpwuata kat cuvnbwg sival acupBipaocta. H xpnotuomnoinon
CUMUTMANPWHOTLKWY XPWHATWVY UTTOPEL vaL SNULOUPYNOEL Lo LEYAAN TTOLKIALO aVTIOECEWV
0Tn oKkNvA KOG,

Basic Film Concepts
Ye avaloyla Pe Toug BOOIKOUC OXESLOOTIKOUG OPOUC TIOU XPNOLLOTIOLOUVTAL YL
pLo AnPn evog povo kapég, ouvexlloue Pe KAmoleg Bactkeg apxeg Tou filmmaking.

Ixedialovrag pa napaywyn

To mapadelypa mou xpnotuomnotouv ot filmmakers yla Ti¢ mapaywyEg toug, KAveL
€UKOAO TO OXeSloopo, TN dnuloupyla katl tn Slaxeiplon kaBe tawiag gite 3d pikpou
UNKoug, eite Kwvnuatoypadikng. Ol meplocoTepeC adpnynUOTIKEG Talvieg xwpilovtal oe
npatelg, oL omoieg mephapPavouv akoAouBieg amd oKNVEG, OL OTOLEG UE TN OELPA TOUG
anoteAovvtol and AnPelc. Ot CG mapaywyEg mou adopolVv OKOPO KOl Ta TILO arAd
Bépata npénel va akoAouBouv auto To potifo. Xpnolpomnowwvtag éva apopolo layout
yla tn ouyypadn tou script kot tou storyboard, n cuvoAikn Sdadikacia mapaywyng
ylvetal eukoAotepn Kkat n enidpaon otnv towvia pag mo duvaty. M a@nynuatikn
Tawvio elval poe Tawia mou eflotopel pla lotopla evog npwa Tou ovopdaletal
MTPWTAYWVIOTAG KAl TN UAXN Tou/tng evavtiov evog avraywviot. OL adnynuUoTikeg
TOWIEG TUTIKA Ywpilovtal oe TPelg Tpatel. H mpwtn mpdaén e6palwvel To Baolko
XOPAKTAPA Kal TN paxn mou Ba kaBopicel tnv Lotopia. H gltepn mpagn KaAUmTEL TO
peyaAUTepo HEPOG TNG SpAaonG TNG LoToplac Kabwg o Npwac npoomnabel va avranefEADeL
o€ autn Tt ouykpouaon. H Tpitn mpdén kAeivel Tnv tawvia teAewwvovtag tn Spdon.

OL mpaelg pmopouv va SLaxwpLOTOUV TIEPALTEPW OE Sequences, oL OToleg glval
OMASEG OUVEXOUEVWV OKNVWV TIOU EVWVOVTAL YUPW oItd €Va CUYKEKPLUEVO SPaUATIKO A
apnynUOTLKO onueio.

M oknvr elval €va HEPOG TNG tawiag mou Sladpapatiletal o pla
OUYKEKPLUEVN TOTOBEDIA 1] OE GUYKEKPLUEVO XPOVO LLE CUYKEKPLUEVOUG XOPOAKTNPEC VOl
apoucLalouv aUTO TO KOUUATL TNG Lotopiag. OL tawviag Slaxwpilovtal oe oknveg yla
oKoToU¢ opydvwong Baon twv tormoBeciwv Toud. (dnA. mou ) mote Stadpapatiletal).

OuL oknvég Slaxwpilovial oe AAYelg, oL OmMoleg avtamokpivovtol O L
OUYKEKPLUEVN Ywvia ANPnc tng Kapepag. Ot ANPELg omaAve Tn povoTovia JLaG oKnVvAg
Slvovtag OladOopeTIKEG OMTIKEG TNG OKNVAG KoL Twv Xopaktipwv. Ou ARYELg
Slaywpilovtal pe cuts avapecd TOUG.

O AMyeLg opiovtal amod tn ywvia Anyng (angle of view), n omoia eival ywvia
AnPng ¢ kapepag ( point of view — POV). Ot Anetc alalouv otav aAAalel Kot n
OTITLKN TNG KAUEPOG.

dwrtiopadg (Lighting)

Av Kol oL TeEXVIKEG PwTIOHOU ToU xpnolpomolovvial ota CG pmopel va
Sladpépouv teAeiwg amd tnv Mpaypatikn {wn, ta embupntd omoteAféopata eival
ouvnOwcg ta dLa.
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Keylight

KEDAAAIO 1

Eloaywyn ota ypadika pe xprion H/Y kat oto 3D animation

Xwplc Pwta, 6ev pmopoupe va «tpapnfoupe» timota oto PpU\U. To Twg
dwTtiloupe TN okNvr emnpealel TNV avtiBeon tou KAdpou pag kabwg Kal TV LooppoTtia
KOL TN OUVOALKN €&VTUMwWGn TouU
nipokoAel. Av ta ¢wta otn oknvh givat
MOAU  Baumd 1 Movotova  Ba
e€ooBevicouv ™ oOUVOBeon koL Ba
HELWOOUV TNV KaAR €evIUMwon 1INng
OKNVAG.

OL 1o MoAAEC AUoELg PWTLOMOU
Bacilovtat oto  oloTNUO  TPLWV
onueiwv. Autr n puéBodog xpnotlpomnolel
éva key light umpootd amnoé tn oknvi, To
omolo eival n Paocikn mnyn ¢wilopou
Kal dnuoupyel TIg okLEG otn oknvry. To
key light tumika tomoBeteital miow amo TNV KAUEPA KAl TPOC TN Ula TAEUPA yLo va
dnuoupynoel éva highlight otn pia MAeupd Tou aVTIKELEVOU YL XApn TG avtiBeong. H
uTtoAounn oknvn maipvet va fill light. Auto, evepyel yla va dwrtioel Tnv umoAonn oknvn
oG TuTtka Sev elval Tooo dwtevo 6oo to key light. To fill light emiong BonBadel oto va
amaAUVEL OKANPECG OKLEG amo to key light. MNa va «ompwéoupe» to BERa anod 1o $povro,
xpnowomnoleitatl éva back light yia va dwtiotel n ollovéta tou Bpatog. Auto eival
eniong yvwoto wg ring light emedny dnuioupyel éva axvo SaktuAlo i pwrtootédavo
yUpw amnod to B£pa otn oknvr. Elval moAU o aduvapo and to key light 1 amno ta fill
lights.

Ewkova 1.8
Fill light (aplotepa), key light kau fill light oe cuvbuaouo (6e§Ld)

Baolkég apxEG oxedlokivnong (Basic Animation Concepts)

Onwg oavadépbBnke otn apx Tou KedpoAaiou, TO animation eivat n
aVamapAocTaon TNS aAAaYG LUE TO TIEPACHA TOU Xpovou. Auth Oéa eival n Baon yla tv
EKTIANKTIKA TEXVN TIOU €hapUOleTAL LE TOV €va 1) TOV AAAO TpoTo. Av KOl OE QUTA TNV
evotnta Oev umopoUUEe va KOAUPOUHE OAEC TIC TEXVIKEC, TOPAOETW HEPLKOUG
ONUAVTIKOUG OPOUG TTou Ba Tou¢ ouvavTHooUE TIOAEG GOPEG OTNV EVAOXOANGCN LOG LE
1o CG animation.
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Eloaywyn ota ypadika pe xprion H/Y kat oto 3D animation

Frames, Keyframes, In-Betweens

KaBe ox€6lo tou animation, 1 otnv meptmtwon twv CG, pa rendered swova,
ovopdletal kape (frame). O 0Opog kapé avadEpetal o Ul povada XpoOvou OTo
animation Tou omolou To akpBEG XPOVOAOYIKO UNKOG e€apTdtal and To MOco yprnyopa
ovarmnopayetal To animation (frame rate). Na nmopadewypa, oto film rate (24fps), éva
Kopg dlapkei 1/24 tou deutepolémrou. Xto NTSC video rate (30fps), to 1610 kapé Slapkel
1/30 tou deutepoAemrou.

Ta keyframes eival kapg ota omoia o oxedlaoTr¢ Tou animation Snuloupyel pLa
nola ya éva xapoktipa (A oe otdnmote Sivel kivnon). Xtoug 6poug tou CG, éva
keyframe eival €va kapé oto omolo pla mola, po B€on 1 Pt GAAN mapopoLa T €xeL
amnoBnkeutel oto Xxpovo. To animation Snuloupyeital otav £va avtikeipevo Tafldevel N
oAAalel amno éva keyframe oe aAMo. 2ta CG £va keyframe pmopei va oplotel oxedov oe
OTIOLASHTIOTE OTOLXELO EVOG OVTIKELMEVOU — OTO XpWHA Tou, Tn B€on, To PéEyeBOG KA.
TOte TO AOYLOMIKO TOPATOLEL HUE TIPOOONKEG T KApE Tou Pplokovial avAapesa ota
kayframes, mou £xouv oplotel amod tov oXedlaoth. ITNV MPAYUATIKOTNTA UMOPOULE va
oplooupe moAAamAad keyframes og onolodnmote kape oto CG animation.

Ztnv ekova 1.9 BAEmou e pia oelpa amno keyframes.

Bapog (Weight)

To Bapoc eival £€va UTTOVOOUHEVO TUAHA TOU OXESLOOUOU KOl Tou animation. To
Bapoc Tou BEUOTOC PaG OTO KASPO £XEL VO KAVEL UE TO WG EXEL XPWHUATLOTEL, UE TNV
avtiBeon Tou, To oM Kal TNV TonoBeaia oto KASPO, KAl TOV apvNTIKO XWPo YUPwW Tou.
Jto animation, n 18éa tou Papoug mailel éva TO ONUOVTIKO poAo. To Twg
TaPoucLAloUE TO BAPOC EVOC AVTIKELUEVOU €V Kivnon ennpedlel o€ peyaho Badbuo tov
peaAlopo. To Bapog oto animation elval TNV MPAYUATIKOTATA Ha alobnon t¢ pnalog.
H kivnon €vog avtikelpévou, n aviiépaor Tou otnv Kivnon Kal To mw¢ avildpd UE Ta
aMa avtikelpeva mpémel va petafiBalouvv tnv aioBnon tou Bdpouc. AAwG, TO
animation Ba dalvetal Pevtiko, N OMw¢ cuvnbiletal va Aéyetal «cartoonishy.

To Bapog umopel va dnuoupynBet pe MANBOC TEXVIKWVY TIoU €XoUV avamtuyxBel
armd Toug animators Kotd Kowpoug. KdaBe texvik mapapopdwvel TO OXAHA TOU
XQPOKT PO LE KATIOLO TPOTIO VLA VA TO KAVEL VoL POVETAL oav va KIVeltal. Av Kot propet
va daivetal mapafevo va mopapopPwooUUE TIG SLOOTACELS EVOG LOVIEAOU, QUTO KAVEL
TNV Kivnon ToU XOPOKTAPO TIO PEAALOTIKN. & emoOpevo kedpahalo Ba aoyxoAnBoupe
eKTEVEOTEPA OTn Onuloupyia Bapoug oto animation. Edw mopatiBetal pla pikpn
T(POETILOKOTINON.

SQUASH AND STRETCH

AUTH N TEXVIKN KAVEL Vol XOPOKTNPO VA avTamokplvetal otn Boaputnta, otnv
Klvnon Kot oTtnv adpAaveLo KUPLOAEKTLKA TILETOVTOG TPOG TAL KATW EMLUNKUVOVTAG TTPOG Ta
TAVW KaBw¢ autog Kveltal. MNa moapadelyua, Evag xapaktnpag cartoon Ba cuumnieotel
TPOC Ta KATW OTaV TPOKELTAL Vo tNdNEeL pog Ta mavw, Ba emunkuvBel ehadpwg otav
Bploketal otov aépa Kol Ba cupmieotel Kol AAL OTav MPOooyelwOel yla va KAVEL ToV
Xopoktipa va pavel 6tL avtdpd otn Baputnta.

Touwvia pkpol pnkoug pe 3d animation
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Ewkova 1.9
Keyframing.

210 MPWTO Kapé
™™g aAAnAouyiag,
opiletal éva
keyframe otn
0éon, Tnv
nepLotpodn Ko
™V KAlpaka tou
KWVOU. 210 Kapé
30, opiletau éva
keyframe pe tig
i8Leg L6LOTNTEC. TO

Yeyframe at frame 1

AOYLOHIKO
umnoAoyilel 6An
™V evéLdpeon
Frame 5 Frame 10 .
Kivnon.
Frame 15 Frame 20
Frama 25 Keyframe at frame 30

EASE-IN AND EASE-OUT

Ta avtikeipeva moTté Sev oTAPATOUV TIPAYHUATIKA amotopa. Ta mavia €pyxovtot
O£ KATAOoTHON NPEUiOG 0TO XpOVO TOUG, OTIC TIEPLOCOTEPEG POoPES eTIBpaduvovTag TpLv
OTAOTHOOUV eVTEAWC. AUTO avadEpeTal oav ease-out.

AKPLBWE OTWE TA aVTIKEipEVa Sev otapatolv amotoua, Sev apyilouv andtopa
va Klvouvtol Ta Teplocdtepa MPAyUato XPeldletal va mtayxuvouv shadpws mpLy
$TACOUV 0TNV TEAKN TOUG TaXUTNTA. AUTO avadEpeTal oav ease-in.

FOLLOW-THROUGH AND ANTICIPATION

Mepikeg dopec n unepBolr oto BAPoC eVOC AVTLKELMEVOU glval amapaitntn oto
animation, e€l8lkd ota cartoons. AUTO umopel va yilvel, ywa mapadelyua,
xpnotpomnowwvtag tnv texvikn follow through and anticipation.

Oa TpEMEL vo. SNULOUPYHOOUE KATOLO ixvn Kivnong oto xapaktnpa Pog f to
ovTiKelpevo mptv autd KwvnBel. Anticipation eival pua TEXVIKA oOTNV omoio £vag
XOPAKTAPAG N QVIIKE(UEVO Teplotpédetal mplv KwvnbBel, Oomwg €va ehatiplo mou
CUOTIELPWVETAL TIPLV avortn&noeL.
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Mapopolwg, Ta AVTLKEIEVA TIOU TEAELWVOUV LILOL EVEPYELA TUTIKA €xouv follow-
through. Ag okedtolpue TNV Kivnon evog abAnth evopyovng YUUVAoTKAG. Otav
TIPOOYELWVETOL TPEMEL Va AUYLoeL Alyo Ta yovata Kal tn LEoN Tou yla va octabeponoinon
Vv mpooysiwon tou. Nopopoiwg, éva avamndnua os éva xapaktnpa mou nndasl Ba
ouvexloel va Kweital yla Alyo akopo kot adol o YOopaKInpag Tpooyslwbdel kot
OTOQOTHOEL VA KLVELTAL.

1.5 Enidoyog

Y& aUTO To KedAAaLo MapoucLaoTnKe n Paoctkr Slepyacia mou xpnolpomoleitol
yla epyacia pe ta CG, mou ovopdletal workflow ) pipeline, kol mw¢G oXeTleTal PE TN
Sladkaola epyaciag o pla tumiky {wvtavh Kwvnuotoypadlkn mopaywyn. EmutAéov,
€YVE LA ELCOYWYN OTOUC Baclkoug 0poug tng dnuloupyiog pe CG kal ota BepeAiwdn
™¢ PYnolakng ewkovag. Emiong kaAudONKav HEPLKEC ONUAVTIKEG LOEEC OV adopoUV TO
oxXeSL00U0, KaBwWC Kal KATIOLEG £VVOLEC TOU tapadoclokoU animation.

Touwvia pkpol pnkoug pe 3d animation
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2. Character Animation

2.1 Basic Keyframe-based 3D Animation

Elcaywyn

H oxeblokivnon (animation) sivatl pla dtadikaoia katd tnv omola Ta otolXeia
plag oknvng aMilalouv otov afova tou Xpovou. Ta yeyovota oto 3d animation
Snuoupyouvtal kot eAéyxovral anod key scenes. Auto polalel pe To mapadoolako 2d
animation, 6mou o animator oxedldlel Ta ONMAVIIKA Kapé Kal €vag junior animator
oxeblalel ta evdlapeoa kapé ou Spouv w¢ petafdaoelc avapeoa ota key frames. Auti
n dtadikacia avagpépetal oav keyframe animation.

H rmAeoPndla tou animation AoylopikoU €xel pia opatn timeline Katd To HAKOG
¢ omoiog opilovtat ta keyframes. Av €va avilkeipevo eival TomoBetnuévo oe pla
OUYKEKpPLUEVN TomoBeaia oto kapé 0 Kkal Tote petakivnBel oto kape 10 og por GAAN
tonoBeoia, To animation To delyvel va HeTakLveital amo To onueio A oto B oe 10 kapé.

Aev ypeldletal va opiooupe keyframes yla 0Aa ta yeyovota. lNa mapdadsypa ya
KATTOLAL XAPAKTNPLOTLKA TIOU TIPOCOMOLWVOUV TN GUGLKH TOU TPAYUOTIKOU KOCHOoU, OTWwG
Avepocg, Bpoxn, dwtLd, Kamvog KA, o animator amAd opilel Ta XOPAKTNPLOTIKA KAl TLG
LOLOTNTEG TOU QVTIKELMEVOU KOl TO AOYLWOUIKO uUTtoAoyilel kot Onuioupyel T
oxedlokivnon.

Elvat moAU0 &Uokoho va oulntiooupe vyl TN oxeblokivnon xwpig va
avadepBoUpe OTIG apxEC Tou animation mMou oxnuatioTtnkav and Toug animators tng
Disney tn 6ekaetia tou 1930. Autég ot 12 apxég oxnuatilouv to Bepeliwdn AiBo kabe
animation. Aev €xelL onuacio av douAevoupe pe 2d 1 3d XOpOKTPEG. AUTEG OL APXEG
amotedolUv tn Paocn KABe emtuxnUévnG oxedlokivnong Xapaktnpwv. & oUTO TO
kedpahalo Ba avadEpou e PEPLIKEG OPXEG TTOU oxeTil{ovtal apesa Ye T Snuloupyla tou
3d animation tTng ocUYKeKPLUEVNG TITUXLOKN G Epyaciag.

Posing the Character

AdoU TEAELWOOUE HE TO OTAOLUO TNEG KALEPOC Kal Tou PpwTLlopoU, gival wpa va
To{APOUE TO OVTIKEIUEVO pOC. AUTO UIMOpEl va yivel eUKoAa Pe T XpHon tou Poser
Omw¢ Ba dLATOTWOOUE 0TO B HEPOG TNG MTUXLAKAG. TOo AOYLOWULKO Poser pag mapéxel
Eexwplota sliders péow Twv omolwv UMOPoUUE va eAEyEOULE KAOE LEPOC TOU CWHLATOG
Tou Yapaktnpa pog Avyilovtog, meplotpeédovrtac 1 allaloviog To UAKOG MEAWV TOU
owpoatog (Ew. 2.1)
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Ewova 2.1 Me ta epyaleia tou Poser propoupe vo To{ApOULLE TOV XOPOKTHPO LLOG OTIWG aKPLBWG
BéAoupe eAéyxovtag pe akpifela OAa ta pEAN TOU CWHATOC

Pose-to-Pose Animation

H tétaptn apxn tou animation tng Disney ovoupdletal Straight-Ahead kot Pose-
to-Pose Action. To mpwto onuaivel 0tL o animator apyilel pe pa nola kat autooxedlalet
TIC UTtOAOLTEG. To Pose-to-Pose amo tn AAAn mAeUpq, KAvel to avtiBeto. Kabe mola
oxedlaletal amnod mpwv. AUTEG oL POSLATETAYUEVEG TIOlEC UMOopPEL va Bplokovtal e TN
popodn oxediwv  pwrtoypadlwy.

Animating in Stages

Mia amod T o SUOKOAEG TTUXEC TNG oxedlokivnong eival n mpoomnddela va
«UavTEPOUPE» TIOTE VA HETAKIVAOOUME KABe HEAOG TOu cwpatog. OL avBpwrivol
XQPOKTNPEC amoteAoVVTAL amd TMOAA PEPN, KABe éva amo ta omola METAKLVELTOL OF
Sdladopoug xpdévous. OL animators ouvnBwg evromilouv SuokoAie¢ ot autn TNV
TIOAUTIAOKOTNTA TNG KIVNONG TwV TIOAAWY GUCTATLKWV.

OAOKANpN n dtadikaotia pmopel va anhouoteuBel pe tn oxedlokivnon os otadia.
AvTi va mpoomtaBoU e va LETAKIVOUUE OAQ TaL LEPN TNV (BLa XPOVLIKN OTLYUR, €lval TTOAU
EUKOAOTEPO VA CUYKEVTpWOOUUE POVO Ot oplopéva pépn. Adol dwooupe kivnon oe
OUTA TA OUCTATIKA, ouvexiloupe pe tn oxedlokivnon evdg aMhou pépoug. Adou
TEAELWOOUUE HE TO KAOe HEPOG, ETULOTPEDOUE OTO QPXLKO KapE yla T oxedlokivnon
€VOG GAAOU.

Animate the arm movements

OL O6pootnplotnteg Ttwv Yepwv Bewpolvtal Asutepelouoceg Evépyeleg
(Secondary Actions), aAAn o ek Twv 12 Apxwv tou Animation. MNpénet va opilovtal os
Slapopetikd keyframes amd autd tou cwpaTog Kot Twv modlwyv. Av v (Sla otyun
opiletat éva keyframe yiwa kaBe kivnon, ol evépyele¢ Ba daivovral umepPolikd
KUNXOVLKEG». AUTO gumepléxetal otn Katnyopia Follow-Through &L Overlapping Action
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This falls under the category of Follow-Through and Overlapping Action, GAAN QLa €K TwV

12 Apxwv.

Ewkova 2.2 METAKWVWVTAG Ta XEPLAL.

Avyifovtag ta SAKTUAa

Y& UEPLKOUC, Ol KLVNOELG TWV XePLwV lowg va daivovtal urtepBoAlkég, alAa T
Xépla kal ta Saktuda petaBipalouv éva mAnBog mAnpodoplwV OXETIKA LE TIG TIPOBETELS
TOU Yapaktripa. Av Ta SAKTUAQ glvol KOANUEVA KATA TNV EKTEAECH HLOG EVEPYELAG, N
dlyoupa TOU Yapoktnpa Oev Ba daivetal Puokn. Ta SAKTUAa pmopouv va
neplotpadouyv e MOAOUC TPOMOoUG. MMopPoUUE va TOTMOBETCGOUUE OTIG AKPEG TWV
SoKTUAWV  avilkeipeva-otoxous. Xpnolwomowvtog IK, Tta  avtikeipeva-otoyol
LETOKLVOUVTOL Yl Vo Auyioouv Ta SAKTuAa.

Av meplotpédpoupe kOkoha pe FK, Auyiloupe ta daktuha Kal amoBnkevoupe
Eexwplota to kaBe motion file. Zto uEAAOV, OTIOTE XpelaOTEL VO AUYIOOULE KATTOLO HEPOG
Tou Xepol, ¢optwvoupe TO avtictolxo motion file. MmopolUv emiong va
xpnowomnownBouvv morph targets yiwa kaBe &daxktulo. KdaBe Saktuho Auyiletal otn
Sladkaoia povtehomoinong kot anobnkevetal oav Eexwplotd morph target. Kata tn
Sladikaoia tng dnpLoupylag Tou animation umopoUpe va xpnolpomnotooupe sliders yia
va avoi€ou e Kat va KAEIOOUE TO XEpL.

Xpnoponowwvtag tov Graph Editor yia tnv tpononoinon tou Animation

H mAeoyndio tou 3D animation AoylouilkoUu mapéxel éva graph editor. H
Aettoupyia tou eival va umoAoyilel TI¢ TIHEG peTaty Twv keyframes cav ypadnuata
kivnong n koumuAeg oxedlokivnong (animation curves). Mapéouv MO  OTTIKN
OTTELKOVLON TNG SpaoTNPLOTNTAG TOU OVTIKELMEVOU poG. H emefepyacia Twv KapmuAwy
TOU animation ival éva Loxupo gpyaldeio yla TNV Tpomonoinon t¢ cuumepLpopag Tou
animation.
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Eik. 2.3 O graph editor tou Poser

Editing the Timeline

EKTO¢ amd Ttnv TPOMOMOoiNon HEMOVWHEVWV KApE, TA TEPLOCOTEPA
ETIAYYEAUATIKA TTOKETO AOYLOULKOU ETUTPEMOUV TNV aAAayny oAOKANpNG tn¢ timeline piag
ETUAEYUEVNC TIEPLOXNAG I OAWV TWV AVTIKELUEVWV.
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Ewk. 2.4 H timeline tou Poser
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2.2 Expressing Emotion with Facial Animation (Lip-Sync)

Otav BéAoupe va «lwvtavéPoupe» Ta cuvaloBrnpata evog xapaktnpa, To
animation Tou TPOOWTIOU EXEL KPR onpacio av 6ev cuVEUATETAL PE ULA OXETIKN OTACN
TOU OWwMOTOC. H OTAdon TOU OWHOTOC TPEMEL va UTtootnpilel TG ekdpAOCELS TOU
npoowrnou. Kavovikd n €kdpaocn tou Tpoownou Ba eudaviotel mpwin Kot Ba
akoAouBnoeL n kivnon tou cwpatog. Ta Suo yeyovota €xouv xpovikn Stadopd poévo
MEPLKWV KAaopATwY Tou Seutepolémrtou. MNa mapadelypa, av éva datopo avtiAndOel
KATL, TO patia ivol Ta mpwta ou Ba kwvnBoulv, akoAouBel pla otpodn Tou KepaAlou,
TWV WHWV KoL TEALKA TOU UTTOAOLITOU CWULATOC.

OL pUEC Tou MPOCWTOoU elval Kovtd Ue to S€pua kal apolpaia cuvbedepévol.
‘Eva amo to 1o onpavIikd otoweia tou facial animation elvat 6t ot cuvduacpol twv
Slapopwv HUWV TOU TpPoowrou amodidouv ouvaioBnua. Av kKol TPEMEL va
povtelomolooupe TIC Sladopeg ekPpPACELC TOU TIPOOWIOU Eexwplota, elval n
CUVOPHUOAOYNON AUTWV TwV ekPpacewyv katd tn dladkaoia tou animation mou napayet
TN oWOoTH CUVOLOONUATIKA KATAOTAON TOU XOPOKT PO LG,

MéxpL Twpa n €peuva yla TV enefepyacia TG yewueTplag €xel emkevipwOel
oTn XPrnon wovwy, dadikaotikwv udpwv (procedural textures/displacement maps), kat
okeAetwv. Mia AaA\n péBodog meplopPavel TNV UETOKIVNON OnuUeElwv ot éva
OVTLKELUEVO YLa TN SnUoupyla TapaAAaywV TNC apXLKAG YEWUETPLAG. AUTA OTn CUVEXELD
yilvovtal morphing targets Tou HOC ETUTPEMOUV VA LETATPENMOULE-UETABALVOUHE OO TO
€va avtlkeipevo oto dMo. H Sladikaoia ovopdletal petopodopdwon 1, mo cuxva,
morphing. Nopgxel peyaAltepo EAeyyo yLa tn aAhayr tng epdaviong evog HovtéAlou amod
TIC SLASIKAOTIKEC UDEG Kol Toug okeAetous. O Adyog elval OTL o animator pmopel va
XpnoLllomoLosl OAa ta epyaleia povtehomoinong mou eival tou dlabgoipa yo va
oAAGEeL omoloSNTIOTE ONUELO O €val AVTIKEMEVO. TA UETACXNHATIOUEVA OVTIKELLEVA
elval moleg n OLadOPETIKEC KATAOTACEL OTL OMOLEC HETAMOPPWVETAL TO OpPXLKO
OVTLKELEVO.

Ma mopadelypa, EEKWVALE Pe €va BAOLKO LOVTEAO OTO OMOLo TO MPOCWTIO €lval o€
oub£tepn mola Kal OAoL 0 pUeG eival xahapoi. Xpnowpomowwvtag Siadopeg pebodoug
povtelomoinong, OmMw¢ To magnetic tool, pmopolUue va «ompwoupe» Kol va
«tpofntoupe» Kamola onuela yupw oMo TO OTOUO YO VO LLOVTEAOTIOLNOOUE TO (610
MPOOWTIO YOHOYyeAAOTO. Autr n KawoUpyla nola anobnkeletal cov morph target.
Eriotpeédoviag oTo oUdETEPO MPOCWIO, UMOPOUME VO UETOKLVICOUE Ta onpeia ota
BAépapa yla va kAelooupe Ta patia. To kawvoUpylo morph target amoBnkeletal cav pia
oo TG EKPPACELG TWV HATLWV.

Yuveyilovtag tn Stadikacia kat mavra apyilovrag amno tn Paocikr) oudetepn nola,
UropoUl e va oxnuaticouvpe €va mANBoG and ekPpACELS KAl va amoBnKeUOOUE TNV
KAOe pla XwPLoTd. To AOYLOMLKO HOG ETUTPEMEL va avopiEoupe TG didopeg ekdpAoELS
XPNOLLOTIOLWVTAC TTIOCOOTA Ono TNV KABe pla. EMOUEVWG, TO MPOCWTO UTOPEL va
OTOKTAOEL Kivnon He pa evoAdayr OladopeTikwv cuvaloOnuatwy HEoA OE UL
OUYKEKPLULEVN XPOVLKN OTLYUN.

Touwvia pkpol pnkoug pe 3d animation




KEDAAAIO 2 Character Animation

Ta 1o MoAAG TtponypEva TTaKETA AoyLopikol (0mwe to Poser kat iClone mou Ba
€EETAOOUE QpyoOTEPA) TTAPEXOUV KAmolo €ido¢ epyaleiou shape-shifting (Ewk. 2.6).
JuvnBwG XPNOLUOTOLOUVTAL KUALOMEVA KOUWUTILA, Ta Omolo UImopouv va Tapdyouv
TIOOOOTA YLa KABE Kivnaon Tou TPOooWIou. Av To UATL, TO OTOMA, N HUTH, Ta dpudla, Ta
payoula Kol GAAEG  KWNOelG povteAomolnBolv  Eexwplotd, MmMopoUUE  va
SNULOUPYNCOULE HLa TIOWKIALO EKGPACEWV Kal PWVNTIKWV OXNUATWY TIOU UIopouV va
XpnolpomnotnBouv yla tnv opAla Tou XapaKThpa.

Head

Parameters Properties

Stadopetikovg TpomouG. MoAAd npoypadupata, Onwg to Poser, XpNoLLOTOLOUV KUALOEVO KOUMTTLAL
ywa va avapigouv tig Stadopeg ekppaoceLs.

Ta Baowa Ixnpata

Av KoL To avOpwrvo TPOCWIO MMOPEL va TAPEL €KATOVIASEG eKPPAOELS,
UTTOpOULLE VA LOVTEAOTIOL|GOUUE TEPITOU 43 BACIKA XAPAKTNPLOTIKA VLA VO TIETUXOULE
TIC EPLOOOTEPEG. KABE £va amd QUTA TO XAPAKTNPLOTIKA EXEL XWPLOTEL 0TI AKOAOUBOEC
Katnyoplieg: dppudia, patia, pUTn, OTOUO KAl LAYOUAQ.

Karmotot lowg va okedtouv 0TL 43 morph targets dev elval apketd yla StaAoyoug
Kol eKdPACELG TOU MTPOCWToU. To yeyovog OTL UMOPOUUE VO aVAUIEOUUE KATola oo
outd pag Sivel pla molkhia popdacuwv. Mo mapadelypa, To OTOPO €xel 23
Sladopetikolc popdacpol (morphs). O cuvduaouog/avapuén moocootwv Tou KAabe
€VOG popdacpoU pmopel va amodwaoel MOAAG oxnuata. To oTOUa £LvVaL TO TILO EVEALIKTO
UEPOC TOU TIPOCWTIOU KOl CUVETIWGE EXEL Ta TtepLocOTEPA morph targets.

Otav povtelomololpe TG SLAPOopeC eKPPACEL; TOU TIPOOWIIOU, TIPEMEL VA
OLlYOUPEUTOUE OTL OAAQIOUE HOVO £va UEPOC TNG EKPPOONG KPATWVTAG TO UTIOAOLTIO
oubétepo. Na mapadelypa, kabBw¢ LovteAomoloUpe €va xapoysho, Ba cuvdudcoupe 3
Sladopetikd morph targets, onwc ta mouth smile, cheeks moving up & out kat eyelids
closing.
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Av TO AOYLOULKO TIOU Xpnolpomolole £xel T duvatotnta avtlypadng morph
targets, UMOPOUME va HE AUTO TO TPOTO va PTLALoupe AAAEC EKPPACELC TIOU €lvol
TapoOpoLeC. Eva Tétolo mapddelypa daivetal ot elkdveg 2.23 kot 2.24. To oxruo Tou
OTOMATOC Yylo Toug NXoug twv ¢Bdyywv «d» katl «th» kat tou ¢wvreviog “e” eival
oxebov i6lo. AdoU oxnUATICOUUE TO £va amod auTd, To avtlypddoupe o Eva alho. To
povo mou xpetaletal vo aAAafoupe elval n Béon tng yAwoooc. Ekppdaoelg mou €xouv
TIAPOLOoLO oXNUATA KAl OTIG SUo TTAEUPEG TOU TTPOCWIIOU UIMOPOoUV va povieAomnolnBouy
gUKOAO PE TNV €TAOYN €vepyomoinong tng CUMMETplag (symmetry on). Auto Ba
oavamnapayel onoladnmote alayr o€ Vo CUPUETPLKO TIPOCWTIO TPOTIOTIOLWVTAG OLOLO
KoL TLG Suo TAEUPEG.

Otav TPEMEL va LOVIEAOTOL|GOUUE SUO EEXWPLOTEG AAAA OUOLEC €KDPAOCELC,
OTIWG TNV APLOTEPH Kal de€Ld MAeupA evOc xapoyelou, cuvhBwg xpnotpomnolovpe éva 3D
template. MovtelomoloUpe tn pla TAEUPA Kol amoBnkevoupe to morph target.
«Maywvoupe» N anmodnkelouue To MapapopPwUEVO mesh cav €va EexwpLoTO HOVTENO.
To avtiotpédoupe katd 90° kal to tomoBetolpe o éva background layer. Autd pag
BonBa oto va doUUE TIOU TPETEL VAL LETOKLVI|GOULE TO onuela yla va ptiatoupe tnv
£€kppaon TG AAANG mMAeupag. 2to foreground layer, emAéyoupe (o opada amnod onuela
mou Ba petakivnBouv yla va talplaéouv ota onpeia tov mesh oto background layer.
Evepyormoloupue to background layer. Kat pe ta Suo layers evepyd, XpnoLUIOMOLOUUE TO
snap tool yla va peTakLvriooupe ta emileypéva onpeia ota avtiotolya tou background
layer. Auto lowc ¢alvetal acrpavto, alla Ba pog dtafeBalwosl OtL T duo morph
targets eivat opola aA\a epdavidovral otig avtibeTeg MTAEUPEG TOU TIPOCWTIOU.

Ta ®pudla (Brows)

H mapakdtw Alota meplAapBavel Tig
BaokEg KLVNOELG TwV dpubLwv:

Brows depressed and
contracted (Ew. 2.7): To xopnAwpa
Twv ¢pudlwv Snuloupyel €va axvo
TEPLTUALYHA yUPW Ao TA PATLA KO
£val  «TOOAQKWHO»  Ootn  poTn.
Jupruélovtag Tt ¢dpudla Ta
METOKIWVOUUE  TPOG TO  KEVIPO,
oxnuartifovrag ULo Uy OTo KEVTPO
TOU LETWTOU

Ewk 2.7 Brows Down. Ta ¢ppudia rieovral 6nLoupywvIag Lo

opéVTLa TTTUYA 0T pia TC poTnC. Inner brows raised (Ek.

2.8): H UYwon Ttwv €E0WTEPLKWV
KOTaANEEWV TTPOKAAEL Lo TITUXH OTO LEGO TOU PLETWTTOU

Touwvia pkpol pnkoug pe 3d animation
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’l Brows raised (Eiwk. 2.9): To

oplotepd  kat  Oetl  PpudL
povtehomololvtal EEXWPLOTA OE
poe YnAn B€on. Autd £€xel oav
OmoTEAETHA £va EYKApPOLO
«TEPLTUALYLA» OTO UETWTIO.

Ewk 2.8 Inner End Brows Up. To ECWTEPLKO LEPOG TWV
dpudlwy v wvetal yia ékppacn BAIYNG ) EkmANENg

Ta Matua (Eyes)
H mapakdtw Alota meptAapPfavel TIG BaOLKEG
KWVNOELG TWV HOTLWV:

Upper eyelids closed (Eik. 2.10): Kot ta
6uvo avw PBAédapa meplotpédovtal mPog Ta
KATW yla To «mai§lpo twv poatiwvy (blink).

Eyes look down (k. 2.11): Kot Ta 6uo Ewc. 2.9 Left and Right Brows Raised Separately.

HOTLQ KOLTOUV TIPOG T KATW. Yydhvovtag ta @piSia o TileTal To Tpdowo kat
Eyes look up (Etk. 2.12): Kat ta duo pdtia  «Zapdvew to pétwro.

KOLTOUV TIpOC TO TTAVW.

Eyes look left (Eik. 2.13): Kat ta Suo pdtia KoltoUv mpog To 0pLoTEPA.

Eyes look right (Ew. 2.14): Kat ta §uo pdtia koltoUv mtpog ta SeLd.

Upper and lower lids close (Ew. 2.15): Ta avw kot Ta kAtw PBAédpapa
OoUVAVTIOUVTOL OTO KEVTPO yla To «Taifipo twv patwvy» (blink). To &€l kat To aplotepd
BAEpapo povtehomolouvTal EEXWPLOTA.

Eyelids raised (Ew. 2.16): Ta davw PBAépapa uvpwvovtat. Kal ta &uo
povtehomololvtal EEXwPLoTA.

Ew. 2.10 To aplotepod Kkat de&l avw PAEPapo

Ewk. 2.11 Eyes Look Down. Ot BOOLKEG KLVAOELG TWV

XounAwOnkav exwplotd. Eva KAELOLLO TOU poTLoU ) ) ) )
MOTLWV pumopolv va povielomnotnBouv Eexwplota

yaunAwvet uévo to avw BAedbapo.

Touwvia pkpol pnkoug pe 3d animation
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Ewk. 2.12 Eyes Look Up. ZuvduaZovtag TiG TEGOEPLG Ewk. 2.13 Eyes Look Left. Kavovikd ta patia
BaoLKEG KIVAOELG TWV HATLWV KATA TN SLAPKELD TOU Kwvouvtal aAAnAoSLladoxika.

animation, urmopoU e va epLloTpEPOUE TA HUATL OE

oxebov onotadnmnote B€aon.

Ew. 2.14 Eyes Look Right. Ot Klvio€Lg Twv potiwy Ew. 2.15Right and Left Eyes Wink Separately. H

) i i { « H». , , , ,
KAvouv To animation va ¢aivetal o «{wvtavo KGN TIOU TIPOKAAELTAL Atd TO KAETLO TOU

MOTLOU UETAKLVEL TO AVW Kal To KATw BAEdapo
padi.

Ew. 2.16 Left and Right Eyelids Raised Separately. Ewk. 2.17Right and Left Nostrils Flare Out.

Touwvia pkpol pnkoug pe 3d animation n
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H MUtn (Nose)

H amAomnoinon tng Kivnong tng pUtng
oe éva (euyapL amo morph targets Ba
TPETEL VA LKAVOTIOLEL TIC QVAYKEG TWV
TEPLOCOTEPWY animators. To Sefl kat
oplotepO poubouvL ekTelvovTal TPOG

ta €w (Ek. 2.17). Ta mnrepuyla
HETAKlVOUVTIAL  TPOG Ta  MAVW

Ewk. 2.18 Right and Left Nose Wings Move Up SNILOUPYWVTAG pLa TTTUXH oTNV Kopudr TNG
Separately. Tat pouBoUvia Th¢ LUTNG KVOUVTAL TLPOG potng  (Ew. 2.18). KaBe  mAeupa
Ta avw Kot E§w. Kabe mAeupd povtelomotleitat povtelomoleital oav  Eexwplotd morph
Eexwplota. target.

To Ztépa (Mouth)

AT oMo Ta HEPN TOU MPOCWIIOU, TO OTOMA £XEL TN HeEYaAUTepPn guelitia. Auto
onuaivel OtL pmopouv va povtedonolnBouv MoAAEC B€oelg TOU oTOpaTOoG. OL MOPaAKATW
glval oL o BaowkEc:

Bite down on the lower lip (Ewk. 2.19): To KAtw Xe(Ao¢ TOU OTOUOTOG
anoppoddtal mPog Ta HEoA Kot TAVW, KATW artd Ta Sovtia tng avw yvabou

To otopa oxnuatiletal yia tTnv mpodopd Twv Axwv “c,” “g,” “h,” “k,” “n,” “r,” “s,”
“t,” “y,” kaL “z” (Ewk. 2.20).

Closed mouth (Ewk. 2.21): H povtelomoinon TOU TMPOCWTOU HE TO OTOUA
eAadpwG avoLyTO KAVEL EUKOAN TNV EMIAOYN TWV KATW I TWV AVW CNUEIWV TWV XEWLWV.

OL GKPEG TOU OTOUATOG UETAKLVOUVTOL TIPOC TA KATW YyLla TG EKPpAcelg AUTING,
Sduaoapéokelag, anodokipaoiog KA. (Ewk. 2.22).

To otopa oxnuatiletatl yla toug nxoug tTwy “d” kat “th” (Ew. 2.23).

‘Eva mapopolo oxnua yla ta “d” kot “th” xpnowuomnoleital kot yla Tov Axo tou “e”
(Ewk. 2.24). To oxnpa Kal n TonoBetnon tng YAwooag MOLKIAAEL TTEPLOCOTEPO.

Open mouth (Ewk. 12.25: To otopa avolyel oTo oxnua piag kapdlag. H ylwooa
ayyilel To Avw PEPOG TOU OTOUATOG VW Ta XE(AN glval ywplopéva. Me autd mpodépetal
o nxo¢g tou “I” (Ewk. 2.26).

H 6g€1a kal n aplotepr) MAEUPA TOU OTOPOTOC LOVTEAOTIOLOUVTAL EEXWPLOTA YLa
1O Xapoyelo: Ta xeiAn oxnuatilou éva KAELOTO XOUOYEAO OTAV OL YWVIEG TOU OTOMATOG
«aveBailvouv» TPog Ta MAVW

Ol ywvieg Tou otopatog cuotéAAovtal oav Eexwplotd morph targets. (Eik. 2.28).
Ta xelAn elval Aemra.

Ta xelAn Aemrtaivouv (Ewk. 2.29). H petakivnon tng yvabou mpog ta MAVW
Aemttaivel ta xeiAn.

Touwvia pkpol pnkoug pe 3d animation
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Kat o &uo mAeupé¢ TOU OTOMOTOG MOVTIEAOTOLOUVTOL EEXWPLOTA YlO. v
oxnuatioouv to 8ei kot aplotepd orbs (Eik. 2.30). Autr n mola epdaviletal mo cuxva
amo ot paiveral.

H eméktaon tou Katw xeiloug oxnuartilel éva popdacuod ducapéokelag (Eiw.
2.31).

‘Eva Aoty Yopoyeho dnuloupyeital otav n yvadog mEPTEL, Kal Ol AKPEG TOU OTOLOTOC

UETaKVOUVTAL iow Kal mavw (Ewk. 2.32).

“_n
C

Ewk. 2.19 Bite Down on Lower Lip. To cayovt Etk. 2.20 To otépa tpodEPEL TOUG NXOUC
KLVELTOL TIPOG TOL TIAVW KAL TO KATW XELAOG “g” “h,” “k,” “n,” “r,” “s,” “t,” “y,” kaL “z".
TPOG Ta LECQ £TOL WOTE TA Avw SovTia va

Saykwoouv To KATw XelAog.

Ewk. 2.21 Mouth Closed. Ta xe{lAn evwvovrtal yla Ewk. 2.22 Mouth Corners Turn Down. H
va kKAeloel To otopa. aplotepr] Kat 6£€Ld ywvia Tou oTOHATOG

TEDTEL TPOG TA KATW.

Touwvia pkpol pnkoug pe 3d animation
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Ewk. 2.23 Mouth Pronounces “D” and “Th” Sounds. Elk. 2.24 To otopa podEpeL Tov o “E”.
H yAwooa elo€pyetal avapeoa ota §Ovtia Ue Ta
XEIAN XwpLopéva.

Ml ECWTEPLKA TITUXN TwV XEWLWY Tpaypatornoleital otav ta XeiAn evwvovtal
yla va OXNUOTIOoOUV TO OXHMO E€VOC
UkpoU “0” (Ewk. 2.33).

Ta  xelAn  «tpaflovvrow»
UMPOOTA Kal Tpo¢ Ta £Ew yla TNV
efwteptkn mruxn (Eik. 2.34).

‘Eva KAeLOTO XOLOYEAO
oxnuoatiletat otav Tta xeiAn eival
KA€wOTd, KoL oL Ouo QAKpeg elval

«TPOPNYUEVEG» TIPOGC TA TOW Kol
navw. (Ew. 2.35).
Mwa E€kdpacn ocapkacuou

Ew. 2.25 Mouth Forms a Heart Shape. To otopa Snuloupyeitar  6tav tOo Avw xeilog
avolyel og oxrjua KapSLag yio opAia, avormvor, TUAlyetal mpog ta mMavw yla va davel o
EKTANEN KATL. kuvodovtag. (Ewk. 2.36). Kat ot &uo

TIAEUPEG LOVTEAOTIOLOUVTAL EEXWPLOTAL.

H kdtw yvabog nédtel mpog ta
katw (Ewk. 2.37). Movo n yvadog
HETAKLVELTAL TIPOC TO KATW, EVW TO AVW
XeIAOC TEVTWVETAL.

Ta payoulAa emekteivovtal ylo
va davel To AMOTEAECHA TNG EKTIVONG.
(Ewk. 2.38). Ekmvor) amod to otopa evw
ta xelAn elvat koMnpéva. Kabe
MAEUPA €lval éva Eexwplotd morph

target.

Ewk. 2.26 Mouth Pronounces the “L” Sound. H yAwooa Ta  pdyoula  peTakvouvtoL
AuyiZet yia va ayyiet To mévw péPOC ToU GTOUATOC,. TIPOG Ta TtAvw Kat €§w (Etk. 2.39).

Touwvia pkpol pnkoug pe 3d animation
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Zuvdualovtag Mopdacpoug

AdoU tedewwooupe pe T Snuoupyia OAwV Twv PBACIKWY E€KPPACEWV TOU
MPOOWToU, €lval Kapdg ylo va TI¢ OSoklpdooupe. Ta ouvluoopéva oxnuatoa
Snuoupyouvtat cuvdualovtag TIG EKGPACELG TOU OTOMATOC, TNG LUTNG, TWV LATLWY, TWV

dpudLwv KATt. MeTtaBAAAOVTAC TO TOCOOTO TNG KABE £KPPOONG UMOPOUE VO TIETUXOUE
opétpnToug popdacuoug. OL ekoveg 2.40 péxpl 2.46 Oelvouv UEPLKEG aAMO TIG
EKPPACELC TTIOU UIMOPOUUE VA SNULOUPYROOUHE GuVSUAToVTOC TIG BACIKEG EKPPATELC.

Ewk. 2.28 Left and Right Mouth Corners Retract Ewk. 2.29 Lips Compressed.
Separately.

Ew. 2.30 Left and Right Mouth Form Orb Ew. 2.31 Lower Lip Bulges Out. To kdtw xelAog

Separately. Ot ywvieg Tou otoOHATOC
oxnuartifouv ula odaipa. Auto pnopel va eival
TOAU Xpr oo YLl va Swooupe gudoaon otnv
ouAia.

npowBeital mpog Ta MAVW KAl YLt TO GXNUATIOUO
€vo¢ popdacpol SucapEokelag a pout.

Touwvia pkpol pnkoug pe 3d animation n
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Ewk. 2.32 Open Smile. Ot ywvieg Tou otépatog Ew. 2.33 Lips Pucker In. Ta xeiAn {apwvouv npog
OUOTENAOVTOL TIPOG TA TIAVW KoL £EW, EVW N Ta péoa.

YVa0og MEPTEL yLa vaL OXNUOTIOEL Eva TTAATU

XOLLOYEAO.

%

Ewk. 2.35 Smile Closed. A smile is formed when
the corners of the mouth are retracted up and
back.

%

Ew. 2.34 Lips Pucker Out. Ta xeiAn {apwvouv
TPOC Ta £€W.

Ew. 2.36 Separate Left and Right Side Sneer. Evog Ew. 2.37 Wide Open Mouth. H yva0og nédtet yia
OOpPKAOMOG oxnUatileTal TUALlyovTag TIG ywvieg Tou Vol avoLEeL To oTOuA.
avw xelAoug.

Touwvia pkpol pnkoug pe 3d animation
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Ew. 2.38 Left and Right Cheeks Blow Out Separately. Ew. 2.39 Left and Right Cheeks Move Up and

H ekmvon mpokaAel «holoKWUA» TWV LAYOUAWV. Out Separately. H 0won Twv pdyouiwv
{opWVEL TA SEPUA KATW ATTO TLG YWVIEG TWV

LATLWV.

100% 25%
L
|
\ a
5 , \
100% 52%

P D

39% 16%

Ew. 2.40 Eva BAéupa Bupou i Sucdoplag eival To anotéAeopa TG avapuLEng Stadopwv
TIOCOOTWY TWV TIOPATIAVW EKHPACEWV.

“® P

63% 10%

A D

13%

%

65% 63%

Ewk. 2.41 Tat 0pXLIKG OXAKATA avauLlyvOovTal Lo va oxnuaticouv éva BAEupa ovelpomoAnaong.

Touwvia pkpol pnkoug pe 3d animation
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“P» “P

38% e 43%
~ _
( —
68%
\ (III '
oy
31% 100%

Ewk. 2.42 Ma niepudpovntikr] Ekdpaon TeTuxaiveTal cuvSualovTag Ta TOPATIAVW PACIKA
OVTIKELHEVA.

54%

54%

Eik. 2.43 Mepika target shapes purnopouv va Snuoupyrnoouy éva ekppaoTiko BAEUUA, OTIWE AUTO
™G AUTNG.

Touwvia pkpol pnkoug pe 3d animation
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100% 61%
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100% 60%
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55% 56%

Elk. 2.44Mepikég HOPEG, UMOPOUV VA OXNUOTIOTOUV QVATIAVIEXEC EKPPATELG artd TOUG TiLo amnibavoug
ouvduaopolG. 2 autn tnv epimtwon éva BAEppa anodokipaciag eival To anotéAeopa Twv
TMAPATMAVW CXNUATWY

Direction of the Muscular Pull

‘Evag pug amoteAeital amod pla dgopn wwv mou SouAelouv pall ylo va
EKTEAEGOUV KOLVEG gpyacieg. OL pUeg moté dev dpouv povol toug. Otav €vag Hug n éva
OUVOAO HUWV oUOTEAAETAL, GAAoL, avtiBetol pUeg yivovtal evepyol kot puBuilouv n
oAAGlouv TN ouumepldopd TWV HUWV TIOU GUoTEAAovTal. Eival o ouvluaopog Twv
KWVNOoEWV Tou emdpd oTnV MEPLTAOKN appoVio TWV LUWY Tou poowrou. H eikova 11-
45 6eiyvel the directional pull twv Stadpopwv pUTKWY OpASWY Yyl va TETUXOUUE
OUYKEKPLUEVEC EKDPACELG.

Ew. 2.4501 pueg ouvdualovtal ylo vo Snpoupyrnoouy mopoucLlooTikd Bupou, voteplacg,
€kmAnéng, avnouylag, Suomiotiag, kat BAIPNG.

Touwvia pkpol pnkoug pe 3d animation n
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2.3 Motion Capture and Performance Animation

To motion capture eivat n dtadikaoia tng eyypadng evog «lwvtavol» YeyovoTog
kKivnong kaiL n peTadpacry TOU OE YXPNOLUOTOLACLUOUC HOBNUATIKOUG Opoug
aviyvevovtag €va cUvolo onueiwv(key points) oto xwpo og €va XPovikd Stdotnua Kot
ouvdualovtog Ta £€TOL WOTE VO OTTOKTHOOUUE MO TPLoSLACTATH QVOmopAcTacn TNG
eKTéAEONC. e ouvrtopia, eival n &wadikoaoia mou emtpénel tn Sladlkaoia NG
petadpaong pog «Iwvtavne» eKTEAEoNC o pa Pndlakn. To avtlkeipevo anod to onolo
Aappavoupe tnv kivnon pmopet va elval oTLOAMOTE UTIAPYXEL OTOV TTPAYLATIKO KOGHO KOl
€xet kivnon. Ta key points glval oL MEPLOXEG TTOU avamoploToUV KOAUTEPA TNV Kivnon
TWV SLOPOPETIKWV HEAWY TOU QVTIKELUEVOU amod To omoio AapPdavoupe tnv kivnon.
These points should be pivot points or connections between rigid parts of the subject.
Ma évav avBpwro, yla mapddelyua, HEPKA oo ta key points elvat ol apBpwaoelg mou
AettoupyoUVv wg pivot points kKol w¢ cUVOESELC yla Ta KOKaha. H B€on Tou kaBe onueiou
avayvwplletal omo £€va N TEPLOCOTEPOUG aLoONTAPEG, OUOKEUEG Kataypadng n
TIOTEVOLOUETPA TIOU €lval TOTOBETNUEVA OTO QVTIKELLEVO Kol AELTOUPYOUV WG aywyol
TIANPOdOPLWYV OTN KEVTPLKI) CUOKEUN.

To Performance animation &gv eival To (610 pe To motion capture, av kat oAAotl
avBpwrol xpnotuomololv Toug Suo Opoug evwowvtog To i6lo. Evw to motion capture
avadépetal otnv tEXVOAOYila TIOU XPNOLUOTOLElTAL Yl TN GUAANYN TG Kivnong, To
performance animation avadépetal otnV MPAYUATIKA TTPAEN TTOU XPNOLUOTIOLE(TAL YL
va dwoel {wn o€ €va XapaKTpa ACXETA LE TNV TEXVOAoyia Tou Xpnotpomoleital. MNa va
TO METUXOUE, TPEMEL va akoAouBriooupe tnv AN pn dtadikacia Tou motion capture Kot
OTN CUVEXELA va avTtloTtolxiooupe ta mapayoueva dedopéva o Eva 3D xapaktripa. Ev
ouvtopla, To motion capture eival n ouAloyn SeSOUEVWV TIOU QAVOMOPLOTOUV TNV
kivnon, evw to performance animation €ival to TeAlkO TPOIOV €VOC XAPAKTHPA TOU
obnyeltal anod évav ekteAeotn (performer).

Yrnidpyxouv Siadopol tPoéMOL cUAMNUNG NG Kivnong. Mepikd ouothipata
XpnowlomoloUVv KApepeg Tou Pndlomololv SLadOpPETIKEG OMTIKEG TNC EKTEAEONC, OL
OTOLEC OTN GUVEXELX XPNOLUOTIOLOUVTAL YLla VO EVWOOoUV T B€on tou kaBe key point.
AMQ XpNOLLOTOLOUV NAEKTPOUOYVNTIKA Tedla 1 UTEPNXOUG yla va EVIOTIOOUV MLd
opada alobntrpwv. Yndapyouv cuvduacpol Suo N MEPLOCOTEPWV TEXVOAOYLWV, KOl
OUVEXWG OVONTUOOOVTAL VEEG TexVoAoyleg, OAeg otoxelovtag oto (Slo amotéAsoua:
EVTOTILOUOC TIPOYUATIKOU Xpovou (real time tracking) evog ameploplotou aplBuol key
points Xwplg meploplopolg oto Xwpo otnv uPnAdtepn Suvaty ouxvotnta LE TO
HIKPOTEPO TEPLOWPLO CHOAUATWV.

2.3.1 Optical Motion Capture Systems

To omtkd motion capture eivat pla mMOAU akplBng pEBodog ocUAANUINCG
OUYKEKPLUEVWYV KLVINOEWV OTAV XPNOLUOoTOLE(Tal Eéva guoTnua texvoloyiag alyung. Asv
gival pla Stadikaoio mpaypatikol xpovou, Sev eival duvatr n apeon avadpacn, alld
pLa oxedov mpaypatikol xpovou stick-figure omtikn BonBela eival mAéov duvatn. Ta
6edopéva mou cUAOUBAVOVTOL OTITLKA OIMOLTOUV EKTEVN EMEefepyaoia (post-processing)
yloL va. LITOPECOUV Va XpNnotpomnotnbouv.

‘Eva TUTILKO OTTLkO motion capture cUotnua Baoiletal o éva UTTOAOYLOTH TTOU
eAéyxeL v elcodo oA wv CCD kapepwv. Ta CCD eival pwtoeuaioOnTeG CUOKEVEG TTOU
XPNOLWomololV pla cuotolyio. GWTONAEKTPIKWY KEALWV (Yyvwotd wg pixels) ywa va
oUMaBouv 10 Pwg KoL TOTE HETPOUV TNV £viacn Tou ¢wtog yla KABe KeAl,

Touwvia pkpol pnkoug pe 3d animation ‘
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Snuoupywvtag gl Pndlakn avanapdotacn tng wkovag. Mo CCD kapepa TeEPLEXEL
pLa cuotolkia amo pixels mou unopel va dtadépouv otnv avaiucn amd 128x128 ugxpl
4096x4096 1 akOpa LEYOAUTEPN.

Mpodavwg 6co uPnAotepn €ival n avaluon TG00 TO KAAUTEPO aAAG UTIAPXOUV Kal
aAoL tapapetpol. O puBuoc detypdtwy ava deutepolento (frame rate) mpémnel va gival
OpPKETA ypHyopog ylo T SUAANYPN TOAU YpNyopwv KLWWHOEWV. XTI TIEPLOCOTEPEG
TEPUMTTWOELC, 512 Selypata ava SeuTEPOAENTO €lval TTEPLOCOTEPA OO APKETA. Eva dAAo
ONUAVTIKO  XAPAKINPLOTIKO €lval O OUuyxpoviopudg Tou KAelotpou  (shutter
synchronization), amo to omoio n ToxUTNTA TOU KAE(OTPOU TNG KAPEPOG UMOPEL va
OUYXPOVLOTEL e EEWTEPLKEG TINYEC, Onwe LEDs pe optical motion capture cameras.

O oplBuog Twv KOPEPWV  elval ouvnBwg OxL UIKPOTEPOC amo 4 Kal OxL
peyaAUTepog amo 32 kat aviyveuouv tn B€on twv markers o€ Taxvtnteg avapeoa ota 30
kot 1000 Seiypata ava SeutepOAento. Ol KAUEPEG KOVOVLKA TOTOBeTOUVTAL HE TIG HIKEC
TOUG TINYEG GWTOC TTou SnULoUPYOUV UL KATteuBuvTikr avtavakAaon amd ta markers.
To olotnua Vicon 8 eival éva mapadelypo olyXpovou OTMTIKOU motion capture
CUGCTHLOTOG TTOU UTIOOTNPLTEL PEXPL KaL 24 KAUEPEG.

VICONE

Ew. 2.46 To Vicon 8

@ optical motion capture

system.

To TeploCOTEPA OMTIKA  CUCTAUATO E£(val KOTAOKEUAOMEVA YLA LOTPLKEG
ePOpPUOYEC, EMOUEVWE UOTEPOUV OE KATOLO YOPOKTNPELOTIKA amapaitnta yla TIG
edappoyéc CG. To cuotnua Vicon 8 elval To mpwto cuotnua oxedlacpévo yla CG.
MéxpL mpoodata, T ONTIKA motion capture cuotiuata dev unootnplav SMPTE time
code, pla xpovikry cbpayida mou XPNOLUOTIOLEITOL Ao TIG TEPLOCOTEPESG EDAPUOYEG
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O Kal TNAgdpaong. Akopa Kal av Bvteookomouooape Thv cOUAANYN TNG Kivnong Sev
UTINPXE EUKOAOG TPOTOG va Talpldéoupe to Bivieo pe Ta mMpaypatika Ssdopéva tng
kivnong. Me to va €xoupe to time code ota Sedopéva tng Kivnong (motion data)
UIopoUUE vo eMefepyacTtOUUE Ta motion capture apyela, Oomwg Bo KAvape e
TPAYUATIKO Bivteo.

MAEOVEKTHLOTA OTTIKWY CUCTNUATWY

e To OMTIKA CUCTAUATA ElvVaL EEXLPETIKA aKPLPI OTLC MEPLOCOTEPEC MEPUTTWOELG.

e Mrmopel va xpnotuornotnBel peydlog aplBuog ano markers.

e Eival koo va aA\agoupe Tic puBuioelg Twv markers.

e Eilval Suvatdv va amokKTHooUE TTPOOeYYLOELg 0 EOWTEPLKOUG OKEAETOUG
XPnoLlomolwvTag pa opada and markers.

e O ekteheotnc Sev meplopiletal amo ta koAwdia.

e To OMTIKA CUCTAMATA £XOUV LEYAAUTEPN cuXVOTNTA UAANUNG, TTou LooSuvauel
UE meploocotepa Selypata vo SeutepOAenTo.

MELOVEKTI LOTO OTITLKWY CUOTAUATWY
e To OMTIKA CUCTAUATA AMALTOUV TTEPALTEPW EMEEEpyaTia.
e To UAKO sival akptBo, kupaivovtag petafy $100 000 kat $250 000.
e HoUMNYN mpémel va yivetal o EAeyXOpEVO TTEPLBAAOV pakpLd amo Kitpvo
dwc Kal avravakAaotikoug BopUBouc.

2.3.2 Electromagnetic Trackers

Ta nAeKTpOUAyVNTIKA OuCTAUATa motion capture amotelovvial omo Wl
ouotolyla dektwv Tou uTtoAoyilouv T XWPLKN OXEOn O€ €val KOVTILVO TIOUmo. Autol ol
O€kTeG N alobntnpeg eival tomobetnpévol 0To cwpa Kal gival ouvdedepévol og pia
NAEKTPOVLKN povada eAEyXou LE EExwPLOTA KOAWSLAL.

AUTA TO CUCTAMATA TIPOEPXOVTOL ATO TNV TEXVOAOYia Tou Xpnolpomoleital og
OTPATIWTLKA aepookadn yLa TG evdei&elg oto Kpavoc tou TitAotou (HDMs). Me ta HDMs,
0 TUAOTOG pmopel va Bpel éva otdxo evtomilovtag to omtikd. Evag awobntrpag oto
KPAVOG XPNOLUOTOLELTAL Yol va avixveloel tn B€on kal Tnv KAlon tou KepaAlol Tou
TUAGTOU.

‘EVOG TUTLKOG MAYVNTIKOG OVLXVEUTNG armoteAeital amd €va moumo, 11-18
ooONTApEG, M NAEKTPOVIKA Hovada €A€éyxou Kol AOYLOMKO. EVOG HaAyvNTLKOG
OVLXVEUTNG TexvoAoylag atyung Umopel va €xet pExpt kat 90 atobntrpeg Kal glval Ikavog
va oUAGBEL péxpt kat 144 Ssiypata ava Ssutepolemnto. To kdotog motkilel amd $5000
puéxpt S150 000, ONUOVTIKA HLKPOTEPO QMO TO OMTKA ouvothuota. Mo va
EKUETAAEVUTOUHE TIG SUVATOTNTEG TIPAYUOTIKOU XPOVOU EVOG HAYVNTIKOU OVIXVEUTH,
TPETEL VAL ElvVaL CUVOESEUEVO HE £va LOXUPO UTTOAOYLOTLKO CUCTNO TIOU VOl Elval LKavO
va anodwoel (render) éva peyalo aplBud mMoAuywWVwY Og IPaAyUaTikO Xpovo. Avaloya
LE TIC OVAYKEG EVOC OUYKEKPLUEVOU project, To KOOTOC OUTOU TOU UTIOAOYLOTIKOU
CUOTHLOTOG UTopPEL va EEMEPATEL TO KOGTOG TOU OYVNTLKOU QVIXVEUTH.

O moumnog Snuoupyel €va nAekTpopayvnTiko medio XapUnAnG ocuxvotnTtog mou
OVIXVEUETOL amO TOUCG OEKTEG KOl SLOXETEVETAL OE MO NAEKTPOVLIKA Hovada eAéyyou,
omou GIATPAPETAL Kal eVIOXUETOL. TOTE OTEAVETAL O€ £Va KEVTPLKO UTIOAOYLOTH, OTIOU TO
Aoylopikd avaAuel kaBe B€on Tou aoOnTAPA OTLS X, Y, Z KAPTECLAVEG CUVTETAYUEVEG KOl
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v kAlon. Autda ta Oebopéva OSloxetevovtal o €va aAo alyoplBuo omou Ba
petatpEPel Tnv B€on kat kKAion Tou kABe aloBntripa os pa tepapxikn aAuvcida pe pla
povo B€on kal oAAEG KALOELG, n omola oTn oUVEXELa UIMOoPEL va xpnaotpomnolnBel amnod to
animation Aoylopikd. Mepikég GOpPEG aUTA N UETATPOTN YIVETOL amo TO animation
AOYLOULKO.

MAeovekTAuata Twv Magnetic Trackers
e H££0b0Gg 6e60UEVWV MPAYLLOTIKOU XPOVOU UTTOPEL va TTOPEXEL AUEDT avadpaaon
e Ta dedopéva ou adopouv Tn B€on Kot TNV neplotpodn eival dStabéoipa xwpig
epalTtépw enefepyaoia.
e EivalAydtepo akplBd oo Ta OMTIKA CUCTAUATA, HE KOOTOC HETAEY $5000 Kat
$150 000.
e Eivat duvarth n aUAANY N oA wv ekteAeoTWY TIou aAAnAeTLdpoUV TauTOXpOVA.

Melovektnuata twv_Magnetic Trackers
o HevaloBnola ota pétarAa unopei va mpokaAéoel AaBn otnv €€odo.
e OuekteAeoTéG MepLlopilovtal amo ta KaAwdia.
e Oumagnetic trackers éxouv pikpotepn detypatoAndia amo ta ontkd
cuoTHuaTA.

2.3.3 Motion Data Types and Formats

Avaloya pEe TO cUOTNUA TIOU XPNOoLUoToLloUpE, Ba mpémel va aoxoAnBoupe Kal
pe ta dwadopa €idn apxelwv motion capture. Ta cuoTApOTA TIPAYUATIKOU XPOVOU
ouvnOwg dnuloupyolyv pia por] dedopévwy mou Pmopel va xpnotormnotnBet ansubeiag
oo To AOYLOULKO animation pe tn BonBela eldikwv plug-ins. Ta Sedopéva TwvV OTTTLKWY
CUOTNUATWY SEV TTAPAYOVTAL OE TIPAYHOTIKO XPOVo, dpa 6V UTOpoUV va SLOXETEUTOUV
OTo AOYILOMIKO animation oAAd elodyovtal omo £va apxeio Sedopévwy. Makéta
Aoylopikou omwg ta Softimage, Maya kat 3D Studio Max meplAapBAavouv PETOTPOTIELG
TIOU ETUTPETMOUV TNV eloaywyn opxeiwv oe Sladopa formats. Kavéva amd autd ta
opxela dev mepléxel mAinpodopieg mou adopolv TNV mapapopdwaon NG EMAVELOG TOU
xapaktnpa. Ot mAnpodopieg adopolV TG UNYXOVIKEG TITUXEG TWV AKOUMTWY THNUATWVY.

To .bva File Format

To .bva file format énuloupynBnke amd tnv Biovision,ua opdda optical motion
capture studios mou eldikeVeTaL oto sports analysis kal oto animation. Autdg o TUTOG
apxelou eival moAU amAdg emeldn kataptilel 6Aoug Toug 9 MBavoUg UETOCKNUATIOUOUG
XWpLg va eTLTpEmEL aAAayEG 0Th OELPA TOUG.
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Segment name
Number of frames

\ Frame duration in seconds
Segment: Hips J!;JRJ’JE#H#’
Frames: a9 /
Frame Tima: 0.033333

Tr:msfml'malicns
Transllaticns Rol:ltions Sc:llle
[ I [ [ I
XTRAN YTRAN ZTRAN XROT YROT ZROT KS5CALE  YSCALE  ZSCALE
INCHES INCHES INCHES DEGREES DEGREES DEGREES INCHES INCHES IMNCHES
-h.61 7.3 -pB.55 -1.9 4.16 -h .28 .21 h:21 h.21
-5, 87 37.33 -67.19 -0.01 b.28 -4.97 5.71 .21 .21
-6.09 R 3 -65.78 1.12 7.75 -4 .31 5.21 5.2l 5.21
-6.31 3i6.87 -64.29 1.38 g -2 .82 Rl h.21 5.71
-G 67 36.38 =G5 1533 10.29 -0.78 521 b2l B 21
-6.82 3h.Bo6 -60.99 0.85 11.72 .5 .71 .21 h.721
-7.08 3h.36 -h9.15 -0.02 13.37 1.97 B.Z1 .21 h.?1
-7.41 34.89 =hT. .23 -0.56 14.8 2.34 521 5.2l 5.21
-7.78 34,53 -55.3 0. 77 15.49 1.87 .21 .21 hfl
-8.13 34.31 -53.38 -1.04 15.34 0.92 521 5.Z1 h.21
Next segment data cluster
Segment: Chest
Frames: 89
Frame Time: 0.033333
KTRAN YTRAN ZTRAN XROT YROT ZROT X5CALE  YSCALE ZSCALE
INCHES INCHES INCHES DEGREES DEGREES DEGREES INCHES INCHES  INCHES
=4 13 47 .56 -68.73 hHB6.54 = e 1792 18.65 18.65 18.65
-5.42 42.52 -67.18 56.25 -2.18 -18.19 18.65 18.65 18.65
=< 12.38 -Bh.67 5HE.35 0.83 -17.96 18.65 18.65 18.65
-6.06 42,07 -g4.16  56.56 4.4 -17.85 18.65 18.65 18.65
-6.5h 41.59 -62.58 5HB6.71 8.37 ot T iy 18.65 18.65 18.65
-6.9 41.07 -60.91 57.1 11.9 -16.74 18.65 18.65 18.65
-1.27 40 .57 -69 15 4K7.75% 14.3 -14.68 18.656 18.65 18.65
-7 .63 40.1 -57.28 58.54 1h.15 -11.2 18.65 18.65 18.65
-7.95 35.74 =H&:3¢ &85 13.54 -6.65 18.65 18.65 18.65
-8.721 39.61 -h3.47  60.61 9.7 -1.15 18.658 18.65 18.65

To .bvh File Format

To .bvh file, akopa eva Biovision format, gival mio eup£wg umootnpL{OeVO amo to.bva
format. To 3D Studio Max and to Nichimen, petatt aA\wv, pmopouv va eLl0AyouUV auTo
to TUTo apxeiou. H kUpla Sdtadopd avapeoa oto .bvh kat to .bva gival otL n popua
nepthappavel pa Llepapyia. To apyeio xwpiletal oe Suo peydloug ToUE(S: Lepapyio Kal
kivnon. H tepapyxla mepllapBdavel OAoug Toug amapaitnToug OPLOMOUC ylol va
dnuloupynBel évag okeAetdg oto animation Aoylopko. H tepapyia opiletal péoa os
UITAOK oo aykKUAeG. MEoa oTIC ayKUAEC Tou KABe pmAok opilovtal oAa ta motdld Tou
UTTAOK, Ta OTtola €X0UV TO SLKO TOUG UTIO-UTTAOK.
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Hierarchy section

// - - Hips is the root aode

kgf ,//{ s Hips is located at the origin
HIERARCHY _~7 Hips open brace -
ROOT Hi E_,S,.f:’ T __,-/ [lips data contains six channcls
[ a—" ’/_,/ /
OFFSFT 0 i (1 ///

) e - I L X . .
CHANNZLS 6 Xposition Ypositior Zpcsiticn Zrotation Xrotation Yrotatior

JOINT Ches) -—0W
[ T Chestisthe child of Hins

OFFSET 0 5.21 0
CHANNELS 3 Zrotation Xrotation Yrotation
JOINT Neck - Neck is the child of Chest

|
OFFSET 0 1B.65 0

CHANNELS 3 Zrotation Xrotation Yrotation
JOINT Head
| o Offset translation is relative to parent
OFFSET 0 h.45 0
CHANNELS 3 Zrotation Xrotation Yrotation
End Site

{

OFFSET 0 3.87 0

! //, LeftCollar is the child of Chest
JOINT LeftCollar =
[
OFFSET L 16.23 1.87
CHANNELS 3 Zrotation Xrotation Yrotation
JOINT LeftUpArm
{
OFFSET .54 0 0
CHANNELS 3 Zrotation Xrotation Yrotation
JOINT LeftLowArm
[
OFFSET 0 -11.96 0
CHANNELS 3 Zrotation Xrotation Yrotation
JOINT LeftHand
[

OFFSET 0 -9.93 0
CHANNELS 3 Zrotation Xrotation Yrotation
End Site

[
OFFSET a =7 0

H
JOINT RightCollar
|
OFFSET =T 12 16.23 1.87
CHANNELS 3 Zrotation Xrotation Yrotation
JOINT RightUpArm
|
OFFSET -6.07 0 0
CHANNELS 3 Zrotaticn Xrotation Yrotation
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JOINT RightLowArm
{
OFFSET 0 -11.82 0
CHANNELS 3 Zrotation Xrotation Yrotation
JOINT RightHand
|
OFFSET 0 -10.65 0
CHANNELS 3 Zrotatien Xrotation Yrotation
End Site
[
OFFSET 0 -7 0

!
JOINT LeftlUpleg
|
OFFSET 3.891 0O 0
CHANNELS 3 Zrotation Xrotation Yrotation
JOINT Leftlowleg
{
OFFSET 0 -18.34 0
CHANNELS 3 Zrotation Xrotation Yrotation
JOINT LeftFoot
[
OFFSET 0 o IS T 0
CHANMNELS 3 Zrotation Xrotation Yrotation
End Site
{
OFFSET 1] -3.46 0

JOINT RightlUplLeg

OFFSET -3.91 0 4]
CHANNELS 3 Zrotation Xrotation Yrotation
JOINT Rightlowleg
[
OFFSET 0 -17.:63 0
CHANNELS 3 Zrotation Xrotation Yrotation
JOINT RightFoot
[
OFFSET 0 -17.14 0
CHANMELS 3 Zrotation Xrotation Yrotation
End Site
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OFFSET 0O -3.75 0

| - Hips close brace
Muotion section
Number of frames
Frame duration in seconds
MOTION
Frames: 89
Frame Time: 0.033333
-5.61 37.37 -6B.55 -5.28 -1.9 4.16 -6.55 59.1Z2 -12.724.
-5.87 37.33 -67.19 -4.97 -0.01 6.28 3. RP.19 -13.51.
-6.09 37.19 -bh.78 -4.31 1.12 7.75 -1.94 4§6.29 -13.31.
-6.31 36.87 -64.29 -2.82 1.38 9 <3 56.47 -12.15.
-6.57 36.3B -b2.7 -0.78 1.33 10.29 -1.07 &7.02 -10.66.
-6.872 35.860 -60.9% 0.9 (.85 11.72 0.84 h7.99 —=M)03.
-7.09 35.36 =h9.15 1 02 13,37 5.33° 5911 -11.46.
-7.41 34.89 -57.23 2 .56 14.8 11.45 59.4 g £ R Y
-7.78 34.53 -55.3 1.87 A7 15,49 18.07 &9 -17.08.
-8.13 34.31 -53.38 0.92 .04 15.34 24,45 5HB.RB  -21.20.
-8.47 34.27 -51.46 D0.13 14.41 29.23 58.31 -24.64.
-8.65 34.76 -49.56 -0.16 -1.66 12.8B2 31.72 5HB.38 -25.83.
-8.82 34.44 -47.72 -0.12 J4 10,78 32.38 58.63 -24.36.
-8.88 34.77 -45.98 0.12 -1.3% B.&5 31.99 &58.52 -Z21.04.
-8.81 35.23 -44.35 0.62 .8 6.6 3 BBl =16
-8.62 35.81 -42.81 1.33 A 53 29.78 57.78 -131.22.
-8.36 36:47 -41.32 2.13 2:37 27.75 57.46 -8.980.
-8.07 37.17 -39.8% 3.04 1.58 0.03 24.78 57.2 -3.940.
" | | I I |
. | | |
Hips Tx, Ty, Tz Hips Rz, Rx, Ry Chest Rz, Rx, Ry

' P [FRREY T, ST EROTN |
L I e B Sl el st e I e B e}
(o
(=]

[ ] 1
(=31
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3. Video Compositing

3.1 Eloaywyn oto Compositing

To Compositing Ba pmopoloe va meplypadel wg €vag Pndlokd eAeyxOUevog
ouvlUOOMOC ToUAA)LoToV U0 ELKOVWY ME £va eviaio amotédeopa. H aAweg wg pia
Sladikacia katd tnv omoia cuvdudalovtal Stadopetikd video/film 1 «avtikeipevay pe
oKOTIO va epdavilovtal oav va £XOUV YUPLOTEL PE TNV 6Ll KApepa, TNV 6La otiyur. OAa
Ta avikeipeva «8évouv» cav oe pia Andn kot avikouv oto (6o mepBarlov. Ztnv
opoloyia tou compositing, meptBaiiov elvat To background i «BG Plate» omwc aAAlwg
Aéyetal. Noapadelypota avIKEWWEVWY TIOU Xpnolpomnolovvtal oto Compositing eivat:
«BG Plate», blue/green screen , CGl (glkdveg mou Snuoupyndnkov ce umoloyloth),
avOpwrtoL KOl TTPAYHATA, UVIATOUPEC, KELPEVA K.4.

Digital/Wnolakd Compositing gival n dnuouvpyia cuvBEcewv pe tn xprion PndLaknig
texvoloylag i computer avtl Twv mapadoclakwy PeBOSwv pe To avaloylko Bivteo n
W To Digital Compositing AUvel 1 amodelyel MOAAA PoBARHATO TWV TOAALOTEPWVY
pueBOdwv Sivovtdg pag tn SuvatdtnTta vo EMITUXOUUE KOAUTEPQA QTIOTEAECUATO LE
Alyotepn SouAeld Kol YopnAotepa Kootn. EWBka epE€ mou HEXPL TPV Alyo Koupo
OmaALTOUoaV TOUG TTIOPOUC EVOC HEYAAOU ETIAYYEALOTIKOU OTOUVTLO yla va yivouv, Twpa
SnuoupyouvTOL Ao Evayv Lovo avBpwrto pe ) BorBela owkovouka tpoottou hardware
Ko software.

BéBawa, To SUCKOAOTEPO KOUMATL AUTAG TNG Stadlkaoiog eival va emteuxBel Eva
evlaio amotéAeopa, n TeEAKA €lkova dnAadn va pnv mpodidel otL Snuioupyndnke amnod
SlapOpPETIKA AVTIKE(HEVA. ZUYKEKPLUEVA, TipooTIOB0UE CUVHBWG VA TTOPAYOUE ELKOVEG
OTTTIKA TILOTEUTEG. Katd To Kowwg Asyopevo «aAnBvég». AkOUn K Otav ekeiva mou
eudavilovral eival mpodavwe amnioteuta (r.x SUo avyd va culntouv MEPTATWVTAC), dEV
nip€mnel va evilouv To Beatr) aAAd va TOV KAVOUV VO TILOTEWPEL OTL N OKNVH YupLloTnKE Ue
v i6la kApepa, tnv iSla otyun.

Av kat péxpl Twpa avadEépOnkav oplopéva art’ Ta MAEov acupdopa oE XpOVo Kal
Xprpa napadeiypata compositing otnv mpayuatikotnta to Pndlaké compositing dev
elval KatL mou ameéxel moAU art’ tnv KaBnUePLVOTNTA pag adol TO GUVAVTIAWE CUVEXWG
yUpw pog, olaitepa otov KOopo twv media kat tng Stadnuiong. e omolodnmote
TEPLOGLKO TUXEL VO OVOLEOUE TTOPATNPOUE OTL T MEPLOOOTEPA YPADIKA EYLVAV LECW
nAekTpovikoU umoAoylot pe TN Porfela €6koU AoylopikoU. MoAAA TnAgomTikd
SlapnuoTika  Tou  KaBnuepwva mopakoAouBolpe mapouclalouv  CUVSUAOUO
SladopeTikwy avtkelévwy. OL Baolkég apxEG Tou compositing, lte xpnotpomnolnBouv
O€ MO EMOYYEAUATIK Tapouciaon lte og pia Kvnuatoypadlkn mapaywyn HE l8IKA
edé, elvar idlec.

To dAopa TwV TEXVIKWVY TOU UTayovtal otnv katnyopia tou Digital Compositing
elval apketd peyalo, amd tnv adaipeon evog HKpoU aveTOUUNTOU QVTIKELLEVOU o
TO TAQVO MEXPL TO OUVOUOOUO OKNVwV ME olaitepa peyaho aplOuo Eexwplotwv
OQVTIKEWEVWY N KoBeuld. O TipéG Twv epyoleiwv kupaivovtal and ekatoviadeg kol
XAadeg Sohapla péXPL... Timotal(shareware). H peydAn ykapo tTwv gpyaleiwv kobiotd
tov topéa tov Digital Compositingtpdkinon yuw 66ovg aoyorodvol kot Kavéva Pifiio
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dev pmopetl vo €xet tov tehevtaio Aoyo o avtd to Ofpa. Tlavio Bo vmdpyer kTt
KOvoLvPY10.

3.2 H Texvikn Green Screen

H compositing dtadikaoia yvwot wg green/blue screen ekivnoe tn «8paon» tng
TPOG Ta TEAN Tou '20 Kal oTLG apxEG TnG dekaetiag Tou '30. ITNV apxn yla va SloxwpLoTtel
TO TPWTO TMAAVO amo To background Kal oTn CUVEXELD LLE TIEPLOCOTEPEC TIPOCTIADELEC
TIou KATEANEaV va glval n apxn evog VEOU GUOTNUATOG KvoUHeVNG Laokac. Kal evw n
TEXVIK amotelovoe PBaokd epyaleio otnv TeXVOAoylo Twv Klvnuatoypadplkwv
TIOPOYWYWV YLlO OPKETA XPOVLa, Ol BEATIWOELG TTOU €ylvav Qo Tn Xpovid Tou «Star
Wars» péxpL Twpa, TNV «ekodpevbovioav» o€ piot amo TG O ONUAVTLKEG Sladikaoieg
compositing. Bdoel umoAoylopwy omod to «Star Wars» PEXPL OUEPA Ol TOLVIEG TOU
xpnotomnotouv green/blue screen onuelwvouv TepAoTLA KEPSN.

Tueivar Mdoka (Ztatikn / KwvoUpevn);

H pdoka elval po €lkOva TOU OKOTO €xeL va eAéyéel tn Sladdvela kal tnv
adadavela pag GAANG €lkovag. OL HAOKEG XPNOLLOTIOLOUVTOL KOTA T SLAPKELXL TOU
compositing otav enMBUPOUUE LOVO €Vl LEPOG LLOG ELKOVA VO TTIEPLAAUBAVETAL KAl OTNV
TeAlky €wkova. Katd tn OSwodikacio €faywyng MG HAOKAG KATOPEPVOUUE va
OMTOCTIACOUE UEMOVWHEVO OVTLKEMEVA MmO piot KWOUMEVN 1 OXL €LKOVO KOl PE TO
compositing Ta evwvoupe pe nén npolnapyovta Bivteo.

02:00 | 02:00 02:00

Clip 1092 Mask.pict Moan

Ewkova 3.1
Avo Bivteo KAUT KOl L0l LALOKOL

ZTNV €KOVA 3.2 0pLOTEPQ, N EKOVA Ue TO deyydpt eival n foreground ewova. H
paoka kaBopilel mola pixels tng foreground elkdvag Ba «tpumtrioouv» kot Ba pavoluv
otn B£on toug pixels tng background elkdvag, autrg e To GpPKO.

Ztnv ewkova 3.2 Se€ld n elkdva Pe To apko eival n foreground eikova. H pdoka
Kall TIAAL «TpuTideLy ta pixels tng foreground ewkovag kat epdaviletal €ToL KOUUATL TNG
EIKOVOG HeE TO eyydpL Tou autn TN ¢opa eivat n  background elkova.

Ynapxouv ToAAoL SladopeTikol TUMOL HACKAG, KOL UTAPXOUV  TIOAAEG
SlapopeTikeég HEBOSOL TTOU MOPAYOUV HAOKEC Ylot TO compositing. Oa eEeTdoou e Eva
gupl dacua gpyaleilwv Kol TEXVIKWV TIOU Xpnoldomolouvtal yla va mapoyxBel pa
paoka. Autr n Slwadlkaola, CuUVOVTATOL CUXVA HME TO OVOMO «OUTOMATN E&Caywyn
paokagy (“matte extraction”).
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Ewkova 3.2
H ewkova e to dpeyydpt gival n foreground sikova(apilotepd), H etkdva pe to mdapko eivat n
foreground swova (e§Ld)

Mia mepintwon mou Ba amattoVos pLo oAU arArn pAoKa €ival 0 SLOXWPLOUOC TNG
oKNVNG otnv 08ovn. H paoka Ba ntav éva anAo oxnua nmou Ba kaboplle Ta OpLa yLa To
Xwplopa.(akopun kat pia eubeia ypappn mou xwpllel ta dUo pépn). Zuxvotepa, WOTOCO,
TIPETEL VO TOTMOBETHOOUUE £va QAVIIKE(UEVO TOU omoiou to oxnpa eival moAu mio
nieplmAoko yla tn oknvn. XpelalOpooTte AOUTOV Hia LAoKO TTOU TAPOUGCLAEL EMAKPLBWG
TO Opla ] TO OXNLLOL TOU QVTIKELUEVOU.

2TV MePMTWon OV AUTO TO AVTIKELMEVO SeV KLVELTAL, Elval EuvONTO OTL pLaL TETOLA
OTATIKI HAOKO UIMopel va oxeSlaoTel pe To XEpL. ANA aKOpn Kol UE €va aKivnto Bgua
uropel va eivatl SUokoAo va oXedLAOTEL EMAKPLBWE KATL IOV va «eyKAWBIle» kataAAnAa
NV molotnta tng Sladavelag kal tng adladAvelag ota Oplol TOU AVIIKELLEVOU. Avtl
ouTtoU, KATOLOC WMOPEL va XPNOLUOTIOLCEL CUYKEKPLUEVOUG OAYOPLOUOUG KATOLoU
TIPOYPAULOTOC compositing Kal VoL ANMOUOVWOEL €TOL Jia elkOva, Eva avIIKEILEVO Ao To
background.

MEPUITWOELG OTATIKNAG LAOKAG CUVOAVTWVTAL APKETA oUXVA. AKOUN TILO CUXVA OUWG
OoUVAVTATAL N avaykn vo SnuoupynBel pia pAoko ylo €va aVTLKELEVO TIOU KLVELTAL OE
kaBe frame. Anatteital SnAadn n xpron «KWoUUEVNG LAOKAGY.

Matte Channel Basics

H Baolkr TEXVIKN Yyl TO ouVOUAOUO EIKOVWV glval va dnuioupynBolv €LKOVEG TTOU
£€XOUV KOl €va TETAPTO KOAVAAL, ETUTAEOV TWV KOKKIVO-TpAGLvo-UrAe (RGB). To tétapto
KOWVAAL Tou amokaAeital ouyxva paoka f “alpha channel”, nepiéxel minpodopieg yla to
mola pixels otnv ewKova TPEMEL va cupnepAndBolv otn ouvBeon Kal mola OxL. la
napadeypa, otnv €lkova 3.3A, BAEmoupe SUO XOPOKTINPEG UMPOOTA MO £Va UITAE
background. @€Aoupe va mpocBEooupe auTOUC TOoUuG Xapaktnpeg Ue to background tng
€lKkOvoG 3.3B KoL TO TEAKO OMOTEAECHA Vo NV TIpodidel To Téxvaoud pag. Mmopoulpe
AOUTov va €Xoupe pia paoka Omwe auth tng ewkovag 3.31 mou Ba EMITPEMEL OTOUG
XAPOKTNPEC va dalvovTal Kal pio akopn Onwe autr tng elkovag 3.3A yia to background.

Touwvia pkpol pnkoug pe 3d animation
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Blue Background

Ewova 3.3
NpooBétovrag
U0 EIKOVEG pe
™ Bondsla
HAOKOG.

A

4.3A 4.3B

4.3r

Ye pla paoka ta Aeuka pixels avtiotolyouv ota pixels mou BéAoupe va ¢aivovral
otnV TeAKA €lkOvVa, Kol Ta pavpa pixels oe ekeiva mou dev Béloupe va daivovral.
Evéilapeool (ykpt) tovol kaBopilouv ta «nudtadava» pixels.To TEAKO amoTEAECHA Elval
n Ewoéva 3.4

4.3A

Ewova 3.4
To teAkO anotéAecpa TnG NpocOeon TV ElkOVwY 3.3

Image Operators

OL pdaokeg oto compositing mpoodEpouv apketol evdladépovieg ocuvOUACTHOUG
EKOVWV HE XPAON OXETIKA amAwv HaOnuoTikwy TpAfewv. META Ta mapamavw
KOTOANYOULE oTo OTL KAOe pixel TNG TEAKNC elkOvac £xel background (pe RGB kavaAla),
foreground (ue RGB kavahia) kal to alpha channel. ZuppoAiovtag to background pe to
vpappa C, to foreground pe to F kat to alpha channel pe to A, pe Tipuég anod 0 péxpl 255,
eKPPALOUE TNV TEALIKN ELKOVA LIE TNV TAPAKATW OXEDN:

T=A*F+(255-A)*C

Touwvia pkpol pnkoug pe 3d animation ”
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MNoMarmAaocialovtag kabe pixel tou foreground pe TtV TWAR NG HAOKOC
BAémoupe katd TOcO emnpedlel n  paoka to  foreground.  Avrtictouxa,
noAManAacialovrag kaBe pixel Tou background pe tnv T TNG HAOKAS adalpoUpevn
omod TN Méylotn TR tng (dnA. 255)* BAémoupe KOTA OO0 €mMnPedAlel n HACKA TO
background. H npocBeon twv 800 pag Sivel To TeAkO amotéAeopa T. ZUVENWE N TEALKN
ELKOVA EXEL TLG TTOPOKATW TEAIKEG TIUEG RGB:

Image A Image B

T =A*F +(255-A)*C
T =A*F +(255-A)*C
G G G
T =A*F +(255-A)*C
B B B

*Av elyape emAEEEL % LETPNON TNG LAOKAC, N
pEyLoTn T Ba ntav to 100.

Ewova 3.5
Avo EIKOVES KO Ol OVTIGTOL(ES HAGKEG

YTApXouV 0pKETA TIEPLOCOTEPES TIPALELG TTOU UIMOPOU LE VA XPNOLLOTIOL|COUE
yla To ouvSUaoUd TOAANATIAWY ELKOVWV. ZTOV TIiVaKa 3 TTapouoLtalovTal oL TIo XPrOLUEG.

P >

Aover B BmA A korvmteton and B

A mave cto B AxorB

Ewova 3.61mage Operators

Touwvia pkpol pnkoug pe 3d animation
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Ovopa E€icwon Nepwypadn
Ewova A T=A Ewova A
Ewkova B T=8B Ewkova B
A over B T=o*A+(255-)*B | 7 KOLHEPN TG B ToU dev
KaAUTITOVTAL Qo TNV A
B over A T=PB*B + (255 - B)*A B Ka,L HEPN NG A,T[OU dev
KaAUTtTovtal amno tyv B
Inueia Tng A OV
AinB T=A*B TEUvVOVTaL
ME TNV B
Bin A T-B*q 2nMeLa g B mou tEpvovTal
pE TNV A
. , " Znuela tng A mou ev
A koAUTTETOL QTO B T=(255-B)*A \
TEMvVOVTOL HE TV B
Ynueia tng B mou dev
B kaAUmteTaL and A T=(255-a)*B TEUvovTal
ME TNV A
. OAnnB S A
A mavw oto B T=B*A+(255-a)*B 0 "l’ﬂ KQLHEPNTNG A ToU
KoAUTtTOoUV TN B
. OAnnA s B
B mavw oto A T=(255-B)*A +a*B 0 "l’ﬂ KOL HEPN TN B Tou
KOAUTITOUV TNV A
T=(255- B)*A + (255 - Méepn twvléuo ELKOVWV ’
A xor B o)*B miou &ev TEUvovTaL LETAEU
TOUG

MNivaka¢ 3 Image Operators

TeXVIKEG e§aywyNG KLVOUMEVNG LAOKOLG

H g€aywyn KwouUpevng paokag sival lowg n mo enimovn Sladikacio tou digital
compositing kaBw¢ akopa Kot Ta KOAUTEPO TPOYPAUUATO UMOPEl va SUGKOAEUTOUV UE
OpPLOMEVEC OKNVEC. Aev glval Alyeg ol dpopeg mou mapadidetal otov compositor UALKO e
€viovo B0puPo, aotdBeleg GWTIOHOU, OKLEG, KOl QVTLKELPMEVO TIOU Ogv TPEMEL va
UTTAPXOUV OTNV TEALKN) oUvBeon.

Mia tumikn e€aywyng paokog ouvnBwg meplhapBavel akplpBn Brpota, Kal cuxva
amottel ouykekplpéva epyodeiot Tmou Slvouv AUCELC O OUYKEKPLUEVEG TIEPLOXEG
npoPAnuatwyv. H OSuokoAia PéRaia  €ykeltal OTO Yeyovog OTL Ooa  epyaleia
xpnotwlomnownBouv otnv e€aywyn TG LAoKag Oa MPEMEL va TpoTomoLnBouv otn SLapKeLa
TOU XpOvou adoU WAAQUE ylol KIVOUUEVN UAOKQ.. XTr CUVEXELQ TTAPATIOEVTOL KATIOLEG
BooKEC TEXVIKEC e€ayWwYNG KIVOULEVNG LAOKAC:

Garbage Matte (Mdoka YkouriSiwv): MoAU cuxva xpnoluomnoloUpe garbage mattes
yla va dleukoAuvoupe tn Stadikaoia e€aywyng plag kabapng paokoc. Tt evwoolpe W
ouTo; Ixeblaloupe Eva POXELPO OXNUA TIOU KAAUTITEL TIEPLOXEC TTIOU LLaG EVOXAOUV OTNnVv
£lkOva Kal to ouvdualoupe oxedov mavia Ue pia mo mpoosyuevn paocka. Ot garbage
mattes mpémnel va oxedialovral ypryopa Kal eUKoAa Xwpig va akoAouBouv Slaitepa to
TEPLYPOUUA TWV OVTIKELUEVWVY TIOU KOAUTITOUV. EE’ oplopol o okomog toug elval va
Slaypadouv ar’ Tnv elkova KABe avemBuuntn mAnpodopia, kaBe «okoumidi» (garbage
= okoumibl). Autil n avemBuuntn mAnpodopia elval ouvnBwWC KATL €KTOC TWV

Touwvia pkpol pnkoug pe 3d animation
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avtikelwévwy tou foreground omwg yla mapddelypa, KoAwdla TOU OTOUVILO TOU
KpEpovTal Kat eivat epdavn o€ pia oknvi.

Edge Matte (Maoka MNeplypauparog): O kKaAUTEPOC TPOMOC YLo VO OpLOBETNOOUE
pLol LAoKO OTO TEPLYPAUUO EVOC QVTLKELLEVOU. XPNOLUOTIOLOUVTOL Yot TTOAAOUC Adyouc.
Mpwtov, oe ocuvbuacud He GAAOUC, amAoug XELPLOMOUC PBonBolv otnv efaywyng
akplBouc garbage matte ecwteplkd ) eEWTEPLKA TOU MeEPpLlypappatoc. Elval emiong moAv
XPNOLWEG oTnV emeepyacia AAAwv compositing Stadikaolwy. Ma mapddelypa, KAmoLog
Xpnotgomnotel plo edge matte ylo va eAéyéel TN PWTEWVOTNTA OTO TIEPLYPAMMA TWV
ovTIKELHEVWY Tou foreground. Akopa kot PeTd tn ouvBeon foreground kat background
pla edge matte pmopel va ¢avel xpriowun, yia va BoAwooupe ow¢ To €viovo
TEPLYPAUO EVOG QAVTLKELUEVOU K.

Combining Matte (Mdokeg og guvduaguo): Tuxvd cuvavtatol n TEPLTTWON Omou
TIOAEG HAOKEG dnpoupyolvTal o€ pia glkova avti piag moAumAokng. Avti dnAadn, va
oXeS6LACOUUE pia eVOG avBpwTIToU TIoU TPEXEL, OXESLATOUME Hia YLO TOV KOPHO, AAAN yLa
To KEDAAL (LOAALA), GAAN yLO KABE HEPOG TOU CWUOTOG TIOU KLVELTOL Kol SV EVWVETAL UE
to aAAa. Elval cadEg OtL auth n Texvikn anattel emdeflotnta kabwg kpuBeL SuokoAieg
LN OVOPEVOUEVEG OTIWC YLa TTapAaSelypa SLadpopEG oTNV MOLOTNTAG TIEPLYPALUOTOG KAOE
paokaG. Mnv Eexvape OtL n €lkova eival pila KoL TO OMOTEAECUO TIPEMEL va €lval
opoLlopopdo.

Green Screen Imaging

H kalUtepn, mo SnuodAng kat amoteAeopatiky pEBodOG yla tn dnuloupyio pLag
KWVOUUEVNG Maokag elval «n peEBodog Stadopag xpwpatog» (“Color Difference Method”)
ME KUpLaL EdOpUOyn TNG OTNV TEXVIKN green screen. YMApXouv TIOAAG HuoTHpLOL OTNV
ETUTUXN EKTEAEON HLOC green screen oUVBeoNG Katl LWLaitepn ouyxuon wg NMPOog AuTO MOU
KoAeital green screen. H dnutoupyla piag green screen cUvOeTNng elkovag apxilel pe eva
B€pa mou €xel pwrtoypadnbel punpootd amod €va opolopopdo GWILOUEVO, PWTELWVO,
kaBapod mpdowvo umoBabpo. H Siadikaocia tou compositing, eite dwtoypadikn eite
NAEKTPOVLKI], AVTIKOOLOTA OAO TO MPAGCLVO OTNV ELKOVA PE pLla AAAN €LKOVA, YVWOTH WG
background plate.

Otav tedewoel n AnPn tou B€poto¢ UmMpootd otnv green screen, to PBivteo
petadépetal yla emefepyacia o€ €va compositing mpoypapua Omou yivetal €va
OIATPAPLOUO CUYKEKPLUEVWY XPWUATIKWY TOVWVY TIOU OVAYKAZEL OAa TO TPAYUATA LE
ouTth TtV Wlaitepn andypwaon Tou MPAcLvou 1 UnAe og kABe frame Eexwplota va yivouv
aopata. (Mo autov To Adyo, oL nBormotol Sev pmopouv va dopEcouv omnoladnmote polxa
TIOU UIOPEL VA TIEPLEXOUV TTPAGCLVO 1 UITAE 1] aKOUA KAl £VTOVO GOTIPO TIOU QVTOVAKAGTAL
MAVW otnVv green screen, eneldn 1o ¢iAtpo Ba to «TmIAoEL Kal Ba dnUloupynoEL pLa
TpUMa ota pouxa I 0To owia Tou nBormolou.)

Otav adalpebel n green screen, Sev amopevel TIMOTE AMO EKTOC ONMO TOUG
nBomoloug péoa os éva palvopevikad adelo, pavpo meplBAaiiov. Itn cuvexela BERata
Ba Bpebolv unpootd amod to emBupuntod background yla TNV TEAIKN OKNVr). 2TO TEAOG
ouTtng tnNg Sladilkaciag mpootiBevtol KATIOLEG XPWHATIKEG aMayEG 1 aKOUn Kol g€
dwtlopol wote va Talplatel to B£pa pe to background kalt va daivetal ott
«yuplotnkav» og pia kowr Ajgn.

OL green screen oUVOECELC UIMOPOUV va Yivouv elte yla ¢wtoypadiec n ywa tov
Kwnuatoypado, nAektpovikd ya to {wvtavo PBivteo, kat Pndlokd oe ELKOVEC
uTtoAoylotwyv. Eva Koo, kabnuepvo mopadelypa compositing elval autod Tng KALpLKAG

Touwvia pkpol pnkoug pe 3d animation
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npoPAePng tou OeAtiou ednoewv. Otav tnv moapakoAouBoUpe otnv tnAeopoon,
dalvetal WG 0 LETEWPOAOYOC CTEKETAL UMTPOOTA A0 £VAV KALPLKO XAPTN TToU avtldpd
ovAAoya HE TIG KWWNOELG KOL Ta AEYOUEVA TOU, OTNV TPAYUATIKOTNTA OUWE OUTOC O
XAPTNG elval plo mpactvn f UAe 0806vn. O petewpoAdyog SnAadn OTEKETOL UMPOCTA
ano €vayv tolxo BAapUEVO Kol GWTIOUEVO UE Hia CUYKEKPLUEVN ATTOXPWON TOU TIPACLVOU
Il TOU UTMAE KAl OL COMpOsSitors Tou GTOUVTIO XpnoLldomoloUv keyer xpwUATOG yla va
OVTLKATAOTAOOUV KABe Mpaacivo N UmAe pixel Tou mpogpyetal amo TNV KAUepa U pixels
TOU KalplkoU XAptn. (O peTEwWpPOAOYOC KOLTAEL SLOKPLTIKA TOV KOALPLKO XAPTN Of £va
HOVITOp WOTE va E£pel WG vo KwnBel kat oe mowo onueio va Seifel.) Ewg mMoOAU
npoodata OAo To green screen compositing ywotav OMTIKA ylo T TOLWIEG KoL
XPNOLLOTIOLWVTAG VOAOYLKA KUKAWLLOTA TIPOYHOTIKOU XpOVOU yLa TNV TNAEOpaOn.

Onowadnmnote aAayr oto GwTIoUO Tou green screen 1 SLAGOPEG OKLEG TTPOKAAOUV
npoPAnuata. Autd onpaivel OTL 0 oTOXOC Tou compositor eival va amnotpéPel 1 va
eAéyéel onoleadnmote GUGCIKEG TPPOEC. Ta green screens TIPEMEL VA UTTOOTNPLXTOUV
ano MHaUPEeG 000VEC ELOIKEC WOTE va amoTtpEPouv oKLEG Kal avemBuunta backlighting.
OAa Ta pPECO TIOU OTEPEWVOUV TO Tavi TpEmel va eival dlaitepa oteped yla va
anotpePouv TNV Kivnon tou. Eav pla Ann mpénel va yivel pa BueAAwdn nuépa, ta
UEYAAQ green screens KAVOUV TIEPLOCOTEPO yLa TAVLA LoTLopOpoU Mapd yla yuplopa. ¥’
QUTA TNV TEPUMTWON, TO LOVO TIOU UTOopEL va Yivel elval amAd oAAEG dLopBwaoelg Kota
Tn SLdpKeLa TOU compositing.

EKTOG amd To MpAclvo, GAAO XpWUOTA UITOPOUV €MIONG va xpnoluomnolnbouv, Tto
UTTAE €lval TO TILO KOLWVO, av Kol MEPLKEC GOPEC TO KOKKLWVO €XEL XpnolpomolnBel yia
€181koU ¢ Adyouc. Evag dANog 6pog yla To green screen gival to Chroma-Key. To Chroma-
Key eival pla tnAsomntikn Stadikacio povo. Mua meputhokotepn thAgomtikn Stadikaoia
elvat to Ultimatte (to Ovopa tng emixeipnong mou Kataokeudlel tov €EOMALOUO
Ultimatte). To Ultimatte eival o teAeutaiog e€omAlopog edw kat 20 xpovia. Me pia
povada Ultimatte eivat Suvato va dnuovpynBolv cuvBéoelg ou mepltAapfdavouv tov
Kamvo, Ta Stadavh avtikelpeva, TG S1opOPETIKEC AMOXPWOELG TOU UTIAE, KOL TLG OKLEG.

Nwg Aettoupyei to Chroma-Key

H Baown dtadikaoia xpwpatog eivat Baclopévn oto «kAeldwpa pwtevotntagy. Me
1o «KAeldwpa PpwtewvoTNTAG» OAA OTNV ELKOVA TIEPA Ao (N KATw) €va kaBopLouEvo
eninedo dwtewvotnTag «kKAsldwvovtay €€w Kol avtikabiotavtol amo eite pio GAAn
€lKOVa, elTe €va Xpwpa amd Hla YEVVATPLA XPwHATOG (okedTeite pia kKAeldapotpuna).
MpwTLloTa QUTO XPNOLUOTOLETOL 0T SNUloupyla TwV TITAWV. MLa KapTa TITAOU e AEUKO
OTOUG MOUPOUG TITAOUG TIPOETOLUATETAL KOL TOTIODETETAL UMTPOOTA Ao UL KApepa. To
ONUO TNG KAUEPAG XPNOLUOTOLETAL ylO TNV ElCOywyr TPWIOU TAAVOU Kal &va
backround Bivteo xpnotuomnoleital cav deutepo mAavo. To Chroma-Key puBpuiletal yia
Va aVOyKAOEL OAO TO HOUPO OTNV KAPTA TITAOU yla va avtikataotabel amno to backround
Bivteo. Ta dompa ypdappota epdavidovral twpa mavw amno tnv backround eikoéva.

Ol epyaoieg Sapopdpwong pwtewvotntag Bonbouv oAU pe Toug TitAoug, aAAd OxL
TO00 TOAU pe TNV Tapaywyn {wvtavwy cuvBéoswyv. Otav BEAOUUE va TOTOBETHOOUNE
avOpwriveg popdEc Mavw omo pla background elkova, mpokUMTOUV TPOPAR AT
EMELSN oL AvBpwTtoL KAl T poUXA TOUG €XOUV €va eUPU GACUA XPWHOTIKWY TOVWV. Ta
MoAALG, Ta TarmoUToLla KoL Ol OKLOOMEVEG TIEPLOYEC UMOPOUV va €ival TTOAU OKOTELVEG,
EVW TA HATLA, TO SEPUA KL OL YLOKASES TWV POUXWV UTTOPOUV va TTANGLACOUV TO AEUKO
100%. AUTEC oL IEPLOXEG UTOpPEL va yivouv £va pe to background.
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To Chroma-Key Snuioupysi «kAetdwpoatar»/Keyers og povo £va Kavall xpwpatog. Ot
KOUEPEG XPNOLUOTIOLOUV TPELG AVEEAPTNTOUG aLoBNTPEC, £VOC ylat KABE XpWUO, KOKKLVO,
TPACLVO Kal UIAE. OL TEPLOCOTEPEG KAUEPEG UTTOPOUV vVa TTapAyouVv autd ta RGB oruata
XWPLOTA amo to oUVOETO tNAgomTIKO onpa. Etol to apyxikdo Chroma-Key &nuioupynOnke
mBavwg He TNV TpododoTnon Tou UTAE KavaAloU plag Kapepag os éva keyer. Autog o
TPpoOmog SouleVel, aAAG cUVTOUA OL KATAOKEVAOTEG dnuLoupyncav chromakeyers mou Ba
pumopovoav va SextolV Kal Ta 3 ypwpata, ocuv To ouvBeto onua background kat to
oUVBeTO onpa MPwTou TAdvou. Autd Katéotnoe mubavr) tnv emAoyrn omoloubnmoTe
XPWHLOTOG KOL TNV EMEEEPYACLO TOU YLOL OKOWN XPNOLUOTEPO ATIOTEAECHLOTAL.

‘Eva KOATIO TTOU GUVAVTATAL OPKETA CUXVA KOTA TO OTAGCLUO TNG OKNVAG Kal BonBa otn
peténewta Slapopdpwon tNe Pwrewotntag eival n owoty GWTOUETPNON TOU green
screen. To pWTOUETPO TIEPVA ATO OAO TO green screen TOU OMoLoU N TEAK GwTEWVOTNTA
npEneL va elval upnAotepn i lon amod to GWTEWVOTEPO AVTLKEILEVO 0T oKNVH], 0AAG OXL
uPnAdTEPN ad TA ONUAVTIKA onpeia Tou BEpatog Tou Mpwtou MAAGvou. H mdpa oAU
XaunAn dwtewvotnta avdavel ta mpoPAnpata Katda tn Stapdpdwon evw n mapa MOAU
vPnAn npokaAel umepBoAikn SLOOTIOPA TOU MPAGCLVOU XPWHATOC Kal «EEBwpLalely £tal
To O€pa 0TO MPWTO MAAVO. ZUVENIWCE N GWTELVOTNTA TIPEMEL VA €lval 000 To Suvatov Lo
opoLopopdn.

Aebopévou OTL oL keyers €ylvav TEPLTAOKOTEPOL, LLE TOV TIPOOEYHUEVO EAEYXO TNG
petaBaonc petagV tou background kat tou mMpwtou MAAVOU, n enidpacn £Yve AlyoteEpo
npodavng kat evoxAntikn. Inuepwva high-end keyers pmopoUv va kavouv €va KAe£Lbi
aoparto.

3.3 Compositing Software

Kowa Xapaxtnprotika

Ta mepiocdTepa Tpoypappate dnuovpyiag Kot eneEepyaciog ONTIKOV cuVOEGEDV
Exouv ta 0w Packd yapaxmmpiotikd. Koatd v a&lohdynon evog T£T0100 TPpoypEaLLIOTOS
TPEMEL VO GUVOVTICOVHE Kol VO OOKIUAGOVUE KOTOEG GULYKEKPUEVES OMNUAVTIKESG
Aertovpyieg MOTE VO TO KOTOTAEOVE OE EMAYYEMIATIKO 1 pUr), €0ypnoTo 1 dxt compositing
TpoOypappe. Mepikd amd to o Pacikd YOPUKTNPICTIKA TOV TEPYUEVOVUE VO OOVUE GE
£vo, COMPOSItiNGTPOYPALLLLOL. KOTOYPAPOVTAL TOPAKAT®.

To mo Packd yopoktnplotikd omoloLdNToTE COMPOSItingTpoypdppatog givor n
duvatdtta va cuvovdlel 600 M TeEPLoGOTEPES £1KOVES. O AgtTovpyieg TOV TO KAOIGTOVV
ePKTO Ppiokovtar otov muphive oxeddv Kabe obvvbeong, €tor 1 duvatdtnta TOv
TPOYPAUUATOS VO TIG EKTEAECEL TPEMEL VAL €lval 0 YOUNAOTEPOG KOOGS TOLPOVOUUGTNG
evdc coPapov epyareiov. Mepikéc amd Tig mo cuvnoiopéveg dtadikaciss givat:

* Add(A+B)

* Subtract (A-B)

* Over (A over Bypnowonmownvtag to alpha channeig A)
* Under (A over Bypnowonoidvtag to alpha channehg B)
* Maximum @doet Tov pixel pe ™ peyalvtepn Tun)

* Minimum (Béoet tov pixel pe ™ pkpdTepn Tun)

*» Average or Mix (iécog 6pog tav A kat B 7 pei&n toug)

* Avata&vopunon kovoildv
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* Opacity (alpha channgbvo)
 Z-buffer apdpetpog vépbeong eikdvav pe Paon v andotoon otov aova Z)

Text

H onuovpyia tithov kat GAAoV KEWEVOV PacIGUEVOV GE KIVOOUEVO YPOPIKA ival 1)
TAéov cuvnOopévn evacyOANoT TOV WKPAV ETOPEIDV mapayoyns. H mowdtnta tov
KEWEVOV, M ONEKOVION TMOV YOPUKTNP®V, 1M YPOUUATOCEWPEG kKol 1 oxediaon o€
ouvovaoud pe To @€ mov Ba spapuocBovv GTo Kelpevo KAvouv Tn dlapopd oTnv
wKavOTNT TOL COMPOSItOrva. Pépel 68 MEPOUG AMOTELEGHATIKG SOOKOAES GUVOESELS
KEWEVOV.

Compositing software

H mpdtn covita yneuakov compositingyw PBivteo rov to hardwaresvotmua g
Quantel,mov paloto ypnoyomoteital aKOpo amrd TOMES ETALPEIES TOPOYWYNG ETEN
dtver ) duvatdmto enefepyaciog Tov dedopévav oe Tpaynatikd xpovo. BéPaa, mAéov
dev €xel TV amokAeloTIKOTNTO KabDG £xovv Tpootedel oty ayopd softwaresvorthuata
OV TPEYOLV GE OMAOVS NAEKTPOVIKOVG VITOAOYIGTEG.

To Flametng Discreetitav to tpdto amoxkielotikd softwarecvotnue Metd on’ avtd
akolovOnce évag peydiog apbpog softwarempoidviov mov Etpeyav oe Unix kot NT.
Optopéva e&ehiyfniay amd 110K TO AOYIGHKE KATOI®MV GTOOVTIIO Tapay®YNS OTMS TO
ILM 7 7o Digital Domain,f} to NYPD otmv Avotpalia, oty mepintoon tov Digital
Fusion. Al avartoydnikay and dnpovpyovs maradtepmv editorskar 3D ypagpikdv
ocvotnudtov. Zpepa (2006)ta kupidtepa makéto COMPOSIting koyukon KOGTOLG» givat
0. Adobe After Effects, Eyeon Digital Fusion, Disdre@ombustion, Apple Shake.
Eniong duvatdétmreg compositing sivar  evoopotopéves otig tehevtaieg ekdOGELS
npoypappdteov 3D modeling/animationyrog to. Softimage XSI, Newtek Lightwave 3D,
Maxon Cinema 4Dx.a. Téhog, a&idoroyn ivor | Tpoomdbeia avantuéEng Aoyiokoh open
source/freewarglo. compositingorog to Jahshakawww.jahshaka.org

Adobe After Effects

To Adobe After Effects eivar éva mpoypappa dnuovpyiog kot  emnebepyaciog
OTTIKOAKOVGTIKAOV GLVOESE-0V e TN Ponbeta tov vroroywot. Eivatl to dnpoeiréstepo
AoyoHKd  ymoewkod COmMpositing avtiqv v mepiodo oty ayopd, Pdost g
dnpotkdéttag tov moifoewv. H Adobe éyst 1o mheovéxktmua pog mo oTEVAS
ovvepyaoiog pe TG vmdloweg seapuoyés tov mokétov ¢ Video Collection
ocvuneptiappavopévov tov Photoshop CSgzov Premiere pro 1.5zov Audition tov
Encore DVD 1.5ka1 tov lllustrator. Exeidf) avartoydnke apyicd oty mat@dpua g
MAC, eivar Pacwkd epyadreio tov ypnotdv g MAC. To 6motov €xst ¥pNOYLOTOGEL
Premiereyw enefepyaciog swdvag kot povtal, to After Effects 6o tov @avei moAdd
oweio. Avtq M petagopd tov dsSlomTov kaver to After Effects éva e&apeticd
TOPAY®YIKO ePYOAEID, Y100 OGOVG Exovv Tponyovuevn epmepio pe v Adobe.Ze avtibetn
nepinTtmon OU®G, T0 TEPPAAAOV EPYAGIOG TOV TPOYPAUUATOS ATOKAPILDVEL TO YPNOTN
oT1g TPDTES EMAPEG Lol TOV KoM TimoTe dev eivat avTOVONTO.
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Ot duvapelg tov After
Effects eamhdvovior otov
TOpéol TV KWWOOUEVOV
ypapwdv. H wavdétmra tov
TPOYPAUUATOS VO SOVAEVEL
Kot pe YNOLOYPOPKE
(bitmap) otoyeia Kol pe
SVOG AT (vector)
otoyci omd  oyxedloTIKA
TPOYPALLATO TO KAVEL 10YLPO
Bondnua oto compositing.Ta
: : | epyareio tov After Effects
E3 Lo (S e T T | omoteEAOUV TO «yepd yopTi»
OV npoypaupatog Kabdg emiong kot n vrootpiEn apketdv plug-ins mov mapéyxst. H
Adobe éyet peydin eumeipia kot cuveyilel v péypt TOpo. TOMTIKY TG Vo evOappOvel
eEmTEPIKOVS GUVEPYATES KOl ™G ek TovToL T0 After Effectsrapéyet ta mepioedtepa plug-
iNS amd kaBe AALO TPOYpapa avTh T otryur]. Mdlota, avtd to plug-inssivar Tiéov de
facto omnv ayopd, evvodvtag g Gl Tpoidvia Tpocaprodloviat £T61 MOTE Vo, HTOPovV
va. ypnotpomomoovy ta plug-instov After Effects.

eyeon Softwar e Digital Fusion

To Digital Fusion éywe ypnyopo Snpopilég ta tehevtaio ypodvia 6TO YOPO NG
TNAEOPUONG KOl GTO YMPO TMV KIWNUOTOYPAPIK®OV Tapaymymv. [Ipoceépet évav kald
oLVVALAGHO EVKOMAG 6T XPHOT TOV, 0modoTikoy renderingkot pio oyeTkd KaAr yKapo
OIKOVOUIKAOV TOKETMV OVAAOY®OG HE TIG OMALTNOELS TOV XPNOTH Ao TO TPOYpPappa. Agv
VIapyeL OMAadn HOVO €va TAKETO GTNV aAyopd OAAG O ¥PNOTNG UTOPEL Vo ATOPAGIoEL
AVALESO OE TEPLGGOTEPX AVAAOYX [E TO TL BENEL VL TOV napsxm TO TPOYPOLLLILOL.

o BT ————— ; H tétaptn éxdoon tov
B T e — Digital Fusion 1 a)\amg
DFX+ amoterel  éva
TPONYUEVO compositing
TPOYPAHHL  TOPAYOYNS
EWVIKOV €€  KIVOOUEVNG
ewovag  avegaptra g
avaivons. Ta epyoreia
OV TOLPEYEL
dnovpynbnkav and
EMAyyeEAPOTiEG OTO  YDPO
TOV  sWKOV Q€ Kot
OVTOTOKPIVOVTOL TANPOG OTIS GUYKEKPLUEVEG OVAYKES KOl TPOKANGELS OV TPOKLITOVV
onuepa ot Propnyavio tov Osdpatog. Avtd to egedikevpévo  gpyadeion  Exovv
EVOOUATOOEL 68 €val TEPLEKTIKOTATO Kol TOPAAANAL PIAKO TPOG TO YPHOTN TPOYPOLLLLOL
mov Otver Avoelg og Oho Ta. TPOPANUOTO TOV  AVOKVTOUV GTO  YMPO TOV
KWWNUOTOYPOPIKOV  TOPOY®OYDV , OTN OWQAUIOY, OTO GCYESWGUO  YPUPIKOV  YioL
1OTOGEMOEG KAl YEVIKOTEPO, OTOVONTOTE VAAPYOVV TOAVUECIKEG EPAPUOYES KIVOOUEVNG
EKOVOG. Av Yo mopddstyla avoiEOLHE TNV TNAEOPOOT HOG Kol TOPOKOAOVONGOLLE
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OTMOLOONTOTE GNUO TNAEOTTIKOV GTaBpoD Yo Tig eWdnoelg Ha dovpe pion «cuvOeon», éva
eVIoio GUVOAO: YPaQIKE, KIVOOUEVEG VOPOYELEG GPAIPES, TO AOYOTLTO TOL GTAOUOV,
Kelpevo, poToypapieg, TAdva apyeiov, K.4. TOL KATAPEPVOLV VO OGS EVIVTOGLAGOVY Kot
mopdAnia vo pog mAnpogopnoovv. ‘Eva  epyadeio to omoio upmopei dveto va
KOTOOKEVAGEL OA 0V TA To amoomdcpata sivat kot o Digital Fusion.

Discreet Combustion

To Combustion givar n mo
npdopatn mpoondbeln and TN
Discreet va 0écet 10 vymAng
nodtmTag  Compositing  ota
YEPWL TOV KOAMTEXVOV HECH
TOV NAEKTPOVIKOV
vrohoylot®v. Emupéner v
e€EMEn g ddikaciag Tov
compositingave&dptnta on’ o0
resolution, animationgeé, «.d.
‘Exet  avomtoger dniadn  éva
APKETA TA0VG10 cOvoro
epyadreiov. Ilpooeéper  amd
particles kor paint puéypr trackers, color correctiomar chroma keying.H Discreet
neptypdoet t demopn og «User Interfacema kailtéyves. Mropei va gavei oav o
QLGN emAOY, 0AMG pepikd compositing Tpoypdppata Odfovv T0 ypNnotn o€ pua
BdAacco amd VIOUEVOD.

To interfacedev givatl €€’ 0OAOKANPOL SLAPOPETIKS ad EKEIVAL TOV TEPLGGOTEPOV
TPOYPAUUATOV COMPOSIting 1 urdpo. Tov ¥pOvoL Kot Ta PeVoD EMAOYNG gival Ol eKel.
AvT6 OV £lvar SoPOPETIKO Eival TOGO ATOSOTIKO KOl GUVOTTIKS EIVOL TO TPOYPOLLLUAL.
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MEPOZ B: Mapaywyn tou 3D
animation “Dreamfall”

Etcaywyn

Je aUTO TO MEPOC TNG TTIUXLOKNAG epyaciag mapouocialetal PApa-BApa n
Sladkaoila mou akoAouBrnBnke yia TNV mapaywyrn Tou 3d animation pe titAo
“Dreamfall”. AvaAuovtal ta otadla tou preproduction (Snuloupyia Tou script Kot Tou
storyboard), tou production (tplobdidotatn oxedlokivnon xapakiipwv) KoL TOU
postproduction (video editing & compositing, mpooBAKkn nYNTkwv £dPE) Kal
mapouctalovtal oTnV MPAEN oL TEXVLKEG Tou avadEpBnKav ota mponyoUupeva KepaAala.
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4. Preproduction

4.1 Storyboard

Touwvia pkpol pnkoug pe 3d animation



KEDAAAIO 4 Preproduction

4.2 Script
Pr ol ogue
nknvh 1
TonoBeo ta: April's room
Al&pre Lot 18"
H April sivol famiouévn Kol KOLUATOLl. H KouEpo Qoo Iove Tng

KLVELTOL IO TO TIOO L HeEXPL TO IIPOOWIIO. Zoom OTO IIPOOWIIO KOl
blur out.

2KNvnH 2
TonoOeola: Arcadia
Atdpxe Lo 320"

IepLoxn HE PPAXOUC, KATW OIIO TOUC PPUAYXOUC O PeyoAo uPog
unopyx el BoaAccoo. H xopepo o€ OPWIO IPOCWIO KOLTX(EL OTO
vKpeupo. Blurin

APRIL
Oh no.. Don't tell me | am dreaming...again...

Entotpoen o¢ 3 0 MPOCWIO- KOPEpH OTO £da@og S5y aplotepa 1ng
April

APRIL
You know, for once just once it will be nice to ha ve a decent
night sleep without waking up screaming from a bad dream at
4am.

Eva tepbdotio auyd oapxlilel Vo KATPUKUAQEL MIPOGC TO YKPEWO,
octouxtéd otnv &xpn-- akoUyetal Oo6pufog omd mTOUA LE-- nicw Ing
undpxel éva meplepyo dévipo

APRIL
What was that?
Koitt&lel mpog 10 auyd
APRIL
Oh perfect, | guess if | don't do something to sav e that egg,

I'll suffer seven years of bad karma or something.

nnyoaivel va on&oel éva KAxd L

SPIRIT
Ohhh..
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APRIL
???

SPIRIT
Oh the suffering we must endure.

APRIL
What???

SPIRIT
Why do you take such pleasure in torturing us?

APRIL
Torturing you..? Who are you?

SPIRIT
We are the voice of all trees the spirit of wood a nd leaf.

APRIL
You are a talking... tree?

SPIRIT
No a tree does not talk, at least not in your tongu e; The
tongue of trees is the language of wood root and le af.
APRIL

Who are you then?

SPIRIT

Like we said we are the voice of all trees, whenev er an

injustice is done we must speak for the tree if we are
present.
APRIL

It's the branch; | shouldn't have broken the branch off.

SPIRIT

Oh what does it matter anyway? There is nothing mor e to be

done for us. We are here simply to provide comfort in the

final passing to earth.

APRIL
We?? | only see one of you.

SPIRIT
We are one with our host, as we are all one spirit but legion.
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APRIL
Yeah... Thanks for clearing that up!

SPIRIT
We do not expect you to understand, you are human.

APRIL
What happened to the tree?

SPIRIT
Oh the pain... As the battle raged we...

APRIL
Battle??
SPIRIT
Between the Mother and Black Chaos. She was only pr otecting
her child, and the force of the battle shook the mo untain. The
brook that fed us was led astray and without water we begun to

wither and die.

APRIL
What's the deal with the egg?

SPIRIT
Egg? What e..? Oh of course, the child! Whenever th e mother
was absent we were entrusted with the safety of the child, but
now withered and without strength we can do nothing to help.
We have failed the mother and we despair. Our shame knows no
bounds! Our time is running out as we speak, the pa ssing to

earth is about to begin, Leave us now.
akouUyetaL 66pufoc

APRIL
What? What was that?

H April Tpéxel mpoc Inv &kpn tou PBp&xou. EuoavilsTtal &va
neplepyo (6o ( polt&lesl pe aproUda) amd miocw Tng.

APRIL
Oh oh!

Tnv xTun&el Kol MEQETEL KATW®
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Chapter 1
nknvh 1
TonoBeo ta: April's room
Ait&pre Lo 46"
H April eXEeL Eumvnoel KoL €LVl KOO LOUEVN OTO KPERATL OTO MAXL

-- 7] KOUEPQ MUIPOCTO QIO TO KPePRoTlL

APRIL
What a nightmare!

KOoVTLvd ot1o mnpdowio

APRIL
| am completely exhausted! | must have been tossin g and
turning all night... So hot in here too... No wonde r | keep
having these weird dreams. I've basically been simm ering in my
own sweat every night this past week. Doesn't look like it
gonna cool down any time sooner either! It's anothe r sunny day
in Newport.
onrkodvetal oand 1o KpeP&TL
APRIL
Well... It's a good thing the studio’s got proper air -
conditioning. | promised myself, | was going spend most of the
day working. | don’t intend to break that promise. Not this
time!
neplootée L npo¢ tnv mdpta, fade to black, oaKoUyeTaL N mépTA
RKNVH 2
TonoBeo Lo Streets
Atdpre Lo 150"
0 Cortez x&Oetal oto nayk&xi, 1 April Tov PBAfmelL
APRIL
That's Cortez. He sits at the same spot almost eve ry day. |

hate to admit it but he scares me a little.

mepvoe L SLOIAX TOU, HOALCG mepooetl 2-3  Pnuato UOIPOCTN TOU TN
OTOUATAE L

CORTEZ
Oh yhee seniorita!

APRIL
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Yes?

CORTEZ
How are you this morning seniorita bonita?

APRIL
Busy

CORTEZ
Aye ci(l see) Everyone's busy today. You have a big
coming up soon, yes?

APRIL
That's right, gotta run, I'll see you around

CORTEZ
Espeira hold on! Even if you keep running all day,
still be just unhappy, You are troubled by nightmar

APRIL
What???

CORTEZ
You are afraid of them, You even fear your dreams m
APRIL Who told You about my nightmares?

CORTEZ
No one, | can tell from looking into your eyes. |
ghost that haunts you.

APRIL
| don't know who you've been talking to, but from
the hell away from me and my personal life.

CORTEZ
No puedo(i can't) seniorita Ryan, You have a desti

APRIL
Destiny? | don't care what you think, just.. just |
alone!

CORTEZ
If you don't face them, | am afraid your nightmare
continue. Soon they'll appear to you even when you

APRIL
You need some serious help, you know that??

Touwvia pkpol pnkoug pe 3d animation
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CORTEZ
We all do April, that's the reason we are here, you and me

APRIL
That's it! | do not have to listen to this!

CORTEZ
Pardona me, i have upset you. We didn't think you'd react this
way. | hope we can talk again soon.

APRIL
| don't think so! NO!

CORTEZ
Please.. Think about it, and seniorita.. quedato be carefull!
H April QeUvyel BLAOT LKA
nknvy 3
TonoBeo ta: University
Ait&pre Lo 2
H April SLVAL KOO LOPEVI] OFf OKOUIIO KAl (Wypo@Llel TOV IILVAKX

ng.
- KOUEPX TILOW KOL IOVE d&& LA oIIo TOV KAUPA MPOC TO IMPOCWIO
tng April--

Epxetal nEmma amo miow 1ng

EMMA
Hiyal!

APRIL
Emma? Hi, | didn’t expect to see you here today
vupilet 180 mnpog tnv Emma

EMMA
Me neither, are you busy?

APRIL
Nah, Well | am but | was about to wrap up for toda y anyway.
Why what's going on?

EMMA
| have an important message for you
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APRIL
Yeah? From whom?

EMMA
Believe it or not girlfriend, but it's from Cortez

APRIL
Excuse me?

EMMA
He said that he wants to meet you.

APRIL
Did he say anything else?

EMMA
Nope that was it. Why does he wanna meet you? Oh d
me —you guys are having a secret love affair!

APRIL
Oh yeah, we are eloping and flying to Africa tonig
all been happening... so fast! My heart’s a flatter!

EMMA
Ah, how romantic. | couldn’t imagine a better catc
senor Cortez, the Latin lover.

APRIL
(laughs)

fade to black

Chapter 2
nknvh 1
Tono6eo ta: Night Club
AldpreLon 2
CORTEZ

This is probably as good a place as any. At least t
one around to see. Except rats.

APRIL
To see what?

CORTEZ

on't tell

ht. It's

h than

here’s no
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Stand back, senorita.

APRIL
What for? What are you doing?

CORTEZ

Why, Alice, I'm sending you through the looking-gl ass!
APRIL

What... what is that? Please tell me it's a hologr am.
CORTEZ

It's a mirror, to reflect your dreams.

APRIL
But | don’t see anything. Just... light

CORTEZ
Oh, you have to step through.

APRIL
Step through that? Oh no. | don’t think so.

CORTEZ
This is the moment of decision, April. All time, p ast and
present, revolves around this moment. The destiny o f worlds is

in your hands

APRIL
| must be insane to do this.

CORTEZ
Yes, it's pretty much a given (Vamos, enter the li ght)
nKnvy 2
TonoBeola: Arcadia’s Temple
AL&pre Lo 2
APRIL

Who are you? You speak English?

Tobias
No child, | do not speak English, | speak Nav'en, Alltongue,
the common language of Arcadia

APRIL
Arcadia? Wait a second... how did | get here? What is this
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place and who the hell are you?

Tobias
My name, dear child, is Tobias Grensret, and | am
of the Sentinel, the Order of the Balance. We are t

APRIL
Uh... okay. I'm April. April Ryan.

Tobias
| take this is your first Shift, your first passag
the Divide?

APRIL
| have no idea what you're talking about, but | gu
my first Shift. I just...
Tobias: Then | will explain everything... someone mus
let me show you Mercuria, the greatest city of all

nknvh 3
TonoOeola: Arcadia
Atdpxe Lo 407

the vestrum
he Fathers.

e through

ess this is

t.. Come
ages!

Long shot mné&vw amd 1o xwpeld, n x&pepa Kiveltol yUpew omd To

KTHp L

knvn 4
TomoBso ta: Klacks’ Castle
AtdpreLto: 2°3"

Klacks
Ah! Hah! Ah-hah-hah! Oh, this is precious, this is
moment. But why look so shocked? | am quite familia
world, you know. Automobiles, rocketships, telephon
America’s Funniest Home Videos...
As for you , April Ryan —yes, | know who you are- |
will allow myself a few moments of amusement before
soul and trap you in solid stone.

April
Prepare to be defeated!

- JoXn pe 1O poyo—

a Kodak
r with your
es...

think |
| take you
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Chapter 3

nknvh 1
TonoBeola: Arcadia
Aépxe o (2°307)

APRIL
Hello!

SPIRIT
Leave us be!

APRIL
Are you okay?

SPIRIT
We find our strength returned, and so we have no t ime for
idle conversation. We must drink, and rejoice.

APRIL
Aren't “we” forgetting something?

SPIRIT
Hush. Listen. The song of ancient wood. Is it not s weet?

APRIL
Sweet, definitely, yeah. The baby’s probably ready to boogie
down as well

SPIRIT
The baby? The egg! Thank the earth, we almost forgo t!

TO OVEUPX EMOVUPEPEL TO QUYO OIN QWAL

THE END
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5. Production

5.1 Landscape modeling with Bryce

Elcaywyn

To Bryce eival éva AoylopIKO ylo T dnuloupyla Tplodldotatwy Tomiwy. Oswpeitat
w¢ £éva oo Ta kopudaia poypdppata oto £i60¢ tou kabwe kablotd Suvatr) t dnuoupyia
PEOALOTIKWY oKNVWV (KvoUpevwy ) pn) og oAl Alyo xpdvo xdpn oto suxpnoto interface
Tou.

To nepBaArov epyaociog

To MPWTO TPAYUA TIOU OVTIKPLIOUKPE KATA TNV £KKivon TOUu Tpoypappatog eival To
napabupo tng elkovag 2.1. ITo kEvipo Tou mapabupou UTIAPXEL TO viewport, apLoTepd Ta
£pYOAELQ YLO TO XELPLOMO-UETOKIVAON TNC KAUEPOC Kol TO TpAOUPO TIPOETLOKOTINGNG, EVW
OTO TIAVW UEPOC TPELG KOPTEAEG Ue TIG eThoyEG Create, Edit, Sky & Fog yla t Snuoupyia
Twv primitives, tTnv emefepyacia Toug Kot TNV enefepyacio Tne atpdodalpag avriotoya.

3 objects
1 polygon
00:00:00.00

Ewkova 5.1 To nepiBaArov epyaoiag tou Bryce.
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3TO KATW HEPOG Slakpivoupe tnv timeline kat 6g€La kamola epyaleia yio zoom, pan KAT
Terrains

Ma va Snuloupynooupe €va Tomio, TO MPWTO TOU TIPETEL VA KAVOUME elval va
dnuloupynooupe to £€6adog mpooBETovtag £va terrain. Elval onuOvTIKO va €XOUME ML
Baown avtiAnyn yewAoylag yla va SnULOUPYNCOUUE OUBEVTIKA KOl pEAALOTIKA ToTtio. AUTO
propel va  emteuxBel  ypnowomowwviag  wG  onueio  avadopdg  KATOLEG
evaépleg/Sopudopikec pwrtoypadisg i akdpa Kal e tn xprnon tou Google Earth.

EruiAéyovtag to Tpito ewkovidlo amod tnv kaptéla Create slo@youpe €va terrain otn
oKnvh Hag . Itn cuvéxelo emhéyovrag amo tnv kaptéha Edit to teAeutaio eikovidlo (edit
terrain/object) epdaviletal o terrain editor (Ew. 5.2).

s

mEEEEs

Xpnoluomnolwvtag tov terrain editor pmopoupe va oAAGEOUUE TN YEWUETPlA TOU
terrain eite poptwvovrtag kamolo elevation map eite xepokivnta pe tn Xpron tg Bouptoag
KoL arAo drag ‘n’ drop (onwg ota 2D mpoypappata emefepyaciag) Kal Twv epyoAelwv Tou
npoodEpovtal. H toolbar meplappavel emiloyég yla to €i60¢ Kat To péyebog tne folptoag
(brush), tnv amaAotnta (hardness) kat tnv avuPpwon/xauniwon tou edddouc. Ita aplotepd
UTapxeL to apdBupo Editing Tools pe emdoyég yla tnv mpooObnkn BopuPou (noise), v
StaBpwon tou edadoug (erode), Tnv epappoyn ¢idtpou equalize, posterize kKA. Mavw defla
UTTAPXEL Vo TTAPABUPO TIPOETLOKOTINONG EVW OTO KATW UEPOG N timeline.
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3D Preview

Terrain Canvas

Editing Tools

Ewkova 5.2 O Terrain Editor tou Bryce.

To Terrain Canvas armelkovilel to terrain kotakopudo os popdn black to white.
AnAadn 6oo molo vPwpéva elval kamola ohnpela Tou terrain T6oo Mo Asukd daivovtal.
Xpnolgomnowwvtag to brush tool pmopoUpe va aAldfoupe tn yewAoyla tou edddoug
«lwypadilovroc» mavw oto Terrain Canvas.

To napaBupo Editing Tools mpoodépel Tpelg kaptéAeg. H kaptéAa Elevation mapeyet
ETUAOYEG OXETKEG pe avUPwon tou ebadoug. H kaptéla Filtering autopatomolel tnv
tpornornoinon tou eddadouc pe xpnon ¢iltpwy, evw otnv kaptéla Pictures propolpe va
£loAyoue Kamolo elevation map(mou pmopoUpe va ¢ptidéoupe oto photoshop i va Bpolue
oto google earth) €toL wote To £€60¢oOC VA ATIOKTAOCEL TN CUYKEKPLUEVN YEwAoyia mou
B£Aoupe.

" Editing Tools V" Editing Tools )

b
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Tree Lab

To Tree Lab tou Bryce pag divel tn Suvatotnta va dnuioupyrnoou e §€vtpa Kal va
TPOTIOTOLCOUE OAECG TIG TITUXEC TOUG OTWE TAXOG KopUoUu, MARBo¢ GpUAWV-KAASLWY KATL.
Ertlhéyovtog Create>Tree mpooBEtoupe eva SEVTPO OTN OKNVH KAl 0T CUVEXELO TIATWVTOG
Edit>Edit Terrain/Object epdaviletal to Tree Lab (Ewk.2.4).

Tree Lab

¥.

Ewkova 5.3 To Tree Lab tou Bryce.

Tpononowwvtag tnv enthoyn Shape aAA&loupe To £i60¢ Tou SEVTPOU EVW UE TO
Randomness tou &ivoupe Tuxalo XapaKTNPLOTIKA. 2TO 0PLOTEPA KATW Ao TNV Katnyopia
Branch/Truck undpyouv emiloy£g yla tov koppd Kot ta KAadLd Omwg maxog, aplopog
KAadLwv kATt Ag€La, otnv katnyopia Foliage emi\éyoupe to £i6og Tou pulAwpartoc, To
TIANB0G Tou KABWCE Kol TO TIWE QUTA ELVOL KATOVEUNHEVA TIAVW OTO SEVTPO, EVW OTO KEVTPO
UTIAPXEL TO TTAPABUPO TIPOETILOKOTNONG.

Materials Lab

Me 1o Materials Lab pmopoUpe va Snuioupynooupe udEC (textures) yla OAa ta
oVTIKE{PEVA TNE OKNVAC HaG, av 8evV pag KAAUTITEL KATOLo ard ta £towda textures (Eik. 2.6).
Ertthéyovtoac Objects>Edit Materials... epdaviletal to mapdBupo g stkovag 2.5

Touwvia pkpol pnkoug pe 3d animation
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Materials Lab

1ir

mm T T TR TTET T FroesTE

Ewkova 5.4 To napaBupo Materials Lab

Ouaolaotikd pokettal yia pia BLpAlodnkn udwv mou pag Sivel tn duvatdtnta va
oUVOUAOOUE TIOAAEG UDEG OE LA TPOTIOTIOLWVTOG TTANPWG T XAPOKTNPLOTLKA TOUG.

Grass and Sand B

from Clay Hagebusch

HeightMaps
Plains
Rocky
Snowy

Vegetation

- +

Terrains +

Elkova 5.5 H BLBALOONAKN ME Ta £TOLpA textures OLaSOTIOLNUEVA OE KOTNYOPIES

Touwvia pkpol pnkoug pe 3d animation
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AouAegvovtag Ue to Bryce

Ermuhéyoupe Create>Terrain yla va €l0dyoupe £va terrain otn oknvr Qg Kol OTn
ouveéxela avolyoupe tov Terrain Editor. Me tn Xprion tou photoshop énuiloupyoUpe to
elevation map tng €kévag 5.6 kal to epoapudloupe oto terrain emiAéyovrag Load amod tnv
Koptéha Pictures tou Editing Tools kat emihéyovtag Apply (EvaAAakTikd pmopolUE va
oxedldooupe TtV yewloyia ameuBeiog navw oto Terrain Canvas pe tn xprion tou Brush).

)
MNoatwvtag kL4 £XOUE TO ATOTEAEOUA TNG ELKOVOG 5.7

2Tn ouvéxela avolyoupe to Materials Lab
Kal ebpapudloupe TIc UPECG oMW daivovtal
otnv ewkova 2.9. Matwvtag apply material
KOL KAvovTtoG €va TIpOXelpo  render
TLALPVOULE TO ATOTEAECHA TNG €lkOVaG 2.10

Ewkova 5.6 To elevation map mou XpnoLonoLocape yia To terrain.

(et

Ewkova 5.7 To terrain petd tnv epappoyn tou elevation mab

AkolouBolpe mapopola Sladikaoia yl kot ta umolouta terrains kot adou
TeAelwooupe He T Hoviehomoinon emléyoupe File>Export Object yia va e€dyoupe ta
QavTLKE(pEVA TNG OKNVAG.

Touwvia pkpol pnkoug pe 3d animation ‘
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Materials'Lab

Etkdva 5.8 OL udég mou emAéxdnkav yia to terrain tng 1™ oknvig.

Ewkova 5.9 H tehkn) popdn tou terrain HeTd TRV MPooOAKN Twv textures.

Touwvia pkpol pnkoug pe 3d animation
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5.2 Character modeling & animation with Poser

5.2.1 Elcaywyn
To Poser eivat éva AoyLlopiko yia t dnpoupyia kat tn oxedlokivnon tplodlaotatwy

Xapaktipwv. e ovtiBeon pe ta dAa 3D mpoypdppata to Poser xpnolUomoLlel opXLKG
templates anmd ta omoia &ekivape tnv povieAomoinon Kal pe KATAAnAn puBulon Twv
TIAPAPETPWY TIETUXAVOUHE TO TEAIKO amotéleopa. H oxedlokivnon e to Poser sival e€icou
gUKoAn kaBwg pag Tapexel Ol ta amopaitnta epyaleia kat Suvatotnteg (timeline,
amoBnkevon twv Morph targets, eloaywyn e€aywyr Tou animation oe popdry motion
capture file data kAm.)

5.2.2 To nepBaAdov epyaociog
To meplBaMAov epyaciog tou Poser mopExel £va armo Ta Mo blaitepa Kot EExwpLoTtd

interfaces mou omdvia cuvavtoUUe ot omoloudnAmote TUTIOU Aoyloplkd. KaBe ouvolo
OUYKEKPLUEVWY XAPAKTNPLOTIKWY XWwpPIleTal oe auto mou to Poser ovoudlel rooms, e TO
KABe room va ival TPOooTEAACLUO UE TN XPHON KOPTEAWY OTO TTAVW HEPOG Tou Ttapabupou.
Ta SlaBgapa rooms ephappavouy Pose, Material, Face, Hair, Cloth, Setup kat Content.

To mpoemheyuévo room eival To Pose. e autO UmopoUpe va SOUAEYPOUUE e TO
Document Window kat pe dM\a controls yla va £0Tldo0OUUE 0 TO akpLBEG onueio TG
dyoUpag pag mou BéAou e va Solpe. Ta light controls pog enttpénouv va oploou e To WG
0 WG «MEDTE MAVW OTn PpLyolpa HOg, T camera controls emitpénouv tnv eotiaon g
KOUEPAG OE CUYKEKPLUEVA LEPN TOU oWHATOC evw He ta display styles opiloupe mwg yivetat
render n ¢yolpa pac.

9 Untited : Smith Wiy

File Edt Figure Object Dplay Render Animation Window Scrpts Help

200000000

[Fx
N

Ewkova 5.10 To kevtpiko interface tou Poser.

Material Room

To material room mep\appavel ta epyaleia yio tnv edoppoyn twv textures oe
Sladopa pépn TOU OwWMOTOG. Mmopolpe va edappoocoupe udéc. Mmopolpe va
edapuoocoupe vdic xpnolponolwvrtag éva dialog box yia diffuse color, highlight, ambient,

Touwvia pkpol pnkoug pe 3d animation
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reflection, bump kalL transparency. MmopoUpe va SoUpe To aAmMoTEAecpo oto material
preview panel. EmutAéov to advanced panel mepAopBavel TOANEG aKOMOL LBLOTNTEG.

lay Render Animation Window Scripts Help
Taper ()
b'@%‘&hi'ﬂ‘&:}‘/ﬁ:’

Untitled

Main Carrera

!
4'_—J»——-v [ - —._»__V\‘

e | e
) <HL® 0% <E I 0%
\ , Apy text amw
ol terture WD 25%
LA ohaniont 2

e

Frame; 00001 | of 00030

Ewova 5.11 To Material room

Face Room

To face room mepl\opBdavel controls yia va opiocoupe Aemtopépeleg mou odopouv To
TPOowWTo TG dpyolpag. MepthapBavet umoothplen yia elcaywyn pwrtoypadlwv podid kat
avdpAg TOU TPOoOWTOU Tou BEAOUE va XPNOLUOTIOICOUME KAl EpYOAEia ylo TNV OwoTH
edappoyn twv dwroypadlwyv mavw oto npocwro. To face room emniong mep\appavet to
Face Shaping Tool dialog box, to omoio emutpénel tnv mapapetpornoinon Sladpopwv
XOPAKTNPLOTIKWY TOU TIPOCWTIOU cupmepAappavopévou tng nAkiag, tou ¢uUAou, NG
€BvikdtnTag KA. To Face Sculpting pane oG TOPEXEL L0 TIPOETILOKOMNON TwV puBUicEwY
TIOU £XOULE ETIAEEEL.

Object Dusploy Aender Anmation Window _Scripts_Help

(3

Ewova 5.12 To Face room

Touwvia pkpol pnkoug pe 3d animation m
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Hair Room

To Hair Room meplhappavel 6Aa ta anapaitnta control yia tn Snuouvpyia paAAlwy.
MropoUpe va Snptoupyrooupe HaAALd/TPIXEC yLa OTTOLOSATIOTE ONUEIO TOU CWHATOG.

€4t Fgure Object Daplay Render Animation Window _Scripts _Help

00004/ of O030

Ewova 5.13 To Hair room

Cloth Room

To Cloth Room eival xprolpo yla tTn Snuoupyia polxwv yla ToV XapakTtipo Hog.
Mapéxel controls, mMépa amd tnv tpomomoinon twv Blwv Twv polxwv, Kol ylo KAmoLo
XOPAKTNPLOTIKA TTOAD XproLua yia To animation onwg wind dynamics, gravity kAT

Eiwk. 5.14 Cloth room
Setup Room

To Setup Room pag &ivel T SuvatodTNTA VA TPOTOTOLCOUHE TA KOKOAQ KAl TLG
0pBpWOELG TOU XOPOKTAPA. XPNOLIOTOLWVTAG AUTO TO room, UMOPOUNE Vo TPOCOECOUE

Xelpokivnta kokaAa otn ¢yolpa pag onwe akplPwe embupolpe. Ta Kawvolpyla KOKaAo
XPNOLLOTOLOUVTAL VLo TO animation TWV OVTIKEWEVWY TIOU £XOUILE ELOAYEL.

Touwvia pkpol pnkoug pe 3d animation ‘
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File Edit Figure

Ew. 5.15 Setup room

5.2.3 Editing & Posing figures

H énuoupyia twv ¢pyolpwv (poses) mpoUmoBEteL TV HETOKIVNGN, TNV TtEpLOTPOd),
NV cuotpodn Kal tnv arlayn Tou peyébouc tTwv Sladopwv otolxeiwv g dyoupac. Auto
prnopel va emiteuyBel pe tn xprion Twv gpyaleiwv enefepyaciag (editing tools).

Na  aMayég oOmou  amoutsital peyaAltepn  akpifelo, pmopolpe  va
Xpnotponotjooupe ta parameter dials and tnv naAéto Parameters/Properties (Ewk. 5.16B).
¥ Chest k‘

Param

Aefld amo kABe MOPAUETPO UTAPXEL N TN Tou. MNa va
™V aAG€oupe KAVOUUE KALK KOl OEPVOUE TO TIOVTiKL
npog ta 6£€La yla va au€nBel n T N mpog ta aplotepd
yla va HelwOel. Origin

1 |

CreiginY
1 ||

Rolte fool OriginZ
Towist fool o (TTTTTATENEINT
TransdaigPul fool =
Transiio fn/Out tool Lz

TWis

4 (TTTITRT

Side-Side
SRR

Bend
1 (TN

Scale
L |

crting Tools

S 59 % &5 95 &6

Eik. 5.16 a.Ta editing tools B.Parameters controls
Mo va SnpLloupynoou e TRV oo TN MAapaKATw KOV SoUAEUOUUE WG EEAC

1. Em\éyoupe 1o Translate/Pull tool kot oépvoupe tov aplotepd WO Yo vo avulpwooupE
£10L wote va eivat mapaAinAog pe to £€6adog. EnavalapBavoupe tn Stadikooia Kat ylo tov
6e&l wpo.

Touwvia pkpol pnkoug pe 3d animation



KEQAAAIO 5 Production

2. Em\éyoupe to Translate In/Out tool

Kal c€pvoupe ToV apLOTEPO WO HEXPL VO
elval Ttevtwpévog pmpootd amod ™m
dyoupa. ErnavaloapBavoupe ™m
SladLkaotia Kol ylo tov dAAo wuo.

To otBog Ba yUpelL TMPOG T EUTPOG
outopota Kobwg «tpaBdps» Ta Xépla
UTpOoOoTA.

3. EmA\éyoupe From Left amd ta Camera
Controls Tou pop-up menu.

4. EruAéyoupe to Rotate tool

(or press the R key) kaiL oépvoupe toug

Kol\takoU¢ (abdomen) péxpt o Koppdg TG
dlyoUpag va eival kot TaAL Kabetog.

5. EmAéyoupe to Translate/Pull tool, emAéyoups Kal GEPVOUUE TO apLOTEPO TTOSL, KOL TO
«TPOPAUEY TIPOC TA £EW KOL TIAVW GOV VOL KAVEL £va BripaL.

5.2.4 Animating Characters

O mo amAog TPOMoG yla va SwWooUPEe Kivnon OTOUG XOPOKTNPEG HaG eival va
dnuoupynooupe keyframes yia kaBe mola otn apyxn Kot oto TéAog TG Kivnong. Emiong
UTtopoUE va ELOAYOUUE OpXEla e motion capture Sedopéva.

Touwvia pkpol pnkoug pe 3d animation
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1. Em\éyoupe Animate On amod

Untitled

W ta Camera Controls vy va
EVEPYOMOLNCOUE TO auto-animating .
2. Xépvoupe tnv Timeline oto
frame 10 oto Animation Controls kot
TEPLOTPEDOUE TO APLOTEPO XEPL.

3. Xépvoupe tnv Timeline oto
frame 15 kot petakwoUpe Tov TAXN
TPOG TA OPLOTEPA, Kol TOTe BETOuUE
tnv timeline oto frame 20 «kat
LETAKLVOULLE TOV TINXN Ttpog Ta Se€Ld.
YT CUVEXELX UETAKWVOUUE TOV TTHXN

oW Kal prmpootd Eava yla ta frames
25 kou 30.

MOALC Snuloupynoape pa Kivnon xalpetiopol pe xpnon keyframes. MNa va swodyoups
Karolo motion capture apysio armha smidéyoupe File>Import>BVH Motion... Avtiotowa yla
va e€dyou e To animation mou poALg dnuoupynoape enthéyoupe File>Export>BVH Motion...

Touwvia pkpol pnkoug pe 3d animation
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5.3 3D filmmaking with iClone 4 Pro

5.3.1 Elcaywyn

Ma tn ouvBeon TwWV TPLOSLACTATWY AVTIKELUEVWY, TN SNULOUPYLO TWV OKNVWV Kot
Tou animation kaBwg yla TG TeEXVIKEG lip-sync KATL xpnotlpomnolibnke to mMpoypouua
iClone tng Reallusion. Mpokeltal ywa €va Tpoypoppa Snuioupyiag Tplodlactatwyv
TOWVLWVY OE TIPAYUATLIKO XpOvo. Agv gival AOYLOWLKO LOVIEAOTIOLNGNC, TTOU CNUALVEL OTL T
OVTLKELUEVA TIOU €L0AYOUME oTtnV PBLBALOBRKN TOU TPOYPAUUATOG —E TN XPNON &VOG
utility mou Ba doUpe OTn CUVEXELA- TIPEMEL VO TA KOTOUOKEUACOULE HUE KATOLO GAAO
T(POYPOLQ, OTIWG TL.X. TO Bryce mou £ibape o€ mponyouevo kedpalato.

Xapn otnv mavioxupn timeline mou SlaB&tel pumopolpe va SwooUUE Kivnon o€
OTIOLOONTIOTE AVTLKEIEVO TNG OKNVIG UE TTOAAOUG SLOPOPETLKOUC TTOPAUETPOUC.

To iClone xpnotomnotet tnv BLBAL0ONKN ypadikwv openGL yla tnv epdavion Twv
OVTIKELUEVWY KaBwg Kal tnv texvoloyia pixel shader yia tn dnuloupyia twv dtadopwv
ede (kivnon vepou, kamvo, ¢pwtld KAM). Yrootnpilel avaiuon péxpt 1080p HD (1920 x
1080) ota 30 fps.

mation

nnnnn [Nopofle =
=
0_Empt Custom Size
|_Empty Stage L 320 sx(z240 2
Standard Size
320%240 -
Pixal Aspect
100 *

B Render quality ]
() Braview
(e Final Render
[Jantiohmsed
[ Render Hiddan Objects
[ output Range ]
(@
(% Rang=

From [1 ¢ to [2000 ¢
Frams rate
g 12
T — "= Eport |

.

R N =Ty (O
Eiwk. 5.17 To neppaAAov epyaciag tou iClone 4 Pro.

5.3.2 Elcaywyn kot dtatagn 3D avIilkELMEVWVY OTn OKNVH

To mpwTto Bripa yla tn Snuoupyia TG okNVAG €lval N L0aywyn TWV OVTIKEWWLEVWY ATIO
v BBAoBNkn tou iClone (Content Manager). Mépa amd ta BooKA HOVIEAQ TOU
napEyovtol pall pe to mpoypappa(kupiwg kamowa 3d blocks —kUBog, odaipa KAT.)
MTTOPOULE VA ELOAYOUHE SLKA PaG QVTIKEEVA e TN Xprion tou utility 3DXchange.

Touwvia pkpol pnkoug pe 3d animation n
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Ew. 5.19 Mg
™ Xpron twv
gizmo tools
Ko Ta tedia
Transform tou
modify panel
tonoBetol e
Ta
QVTIKELpEVA
oTn oKnVA.

7 Desk NZ0049.305 - iClone 30Xchange v20 o= e )
File Tools View Window Help S Ewk. 5.18 To
eBGE|[t+oFEERXCEECL® (2 E SO 3DXchange
i mUMMY drafting t g
125 LineDt utility ywa tn
WIEh Line36
. ,
1 Modei2n UETATPOT TWV
3d povtéAwv
otnv
unootnPL{OUEV
,
n nopdn Tov
iClone.
Scene Transfom Mode Attribute
Move: : Selected 3ds Root
0 1o EH¥o
[¥] Included
Hiﬁl; : @D : slao | Material Color J Flip Cast Shadow
Ml Spsin Unity. /] Receive Shadaw
5c;ale. 3 “ T 0 Zaided
2100 2 a¥e 100 *Ze 100 Seene Tree Display
10
| Opatity 100
Hlgnto BND | [ Algnto Certer| [ Fiset s AR | sectal || Selectbone | [ invet |

Eruihéyoupe File>Open Bpilokoupe To PoVTEAO pag Kat moatdpe ok. Mmopouue va
gloayoupe .3ds | .obj apxeia. Ao to moapdbupo scene tree pnopoUpe av BEAoupe va
OMOKAEICOUHE KAMOLO KOUUATL TOU MOVTEAOU HOG Kal vo To ewodyoupe oto iClone
XWPLoTd. Auto eival xprAowo av .. BEAoUUE va €LOAYOUUE KATIOLO aUTOKivnTo SLoTL
nipémel va edpappooovpe Sladopetikd animation otig podeg kal SladopeTkd OTO
UTIOAOLTIO OXNUa TO OMOoLo KIVELTAL HOVO KATA URKOC OTO XWPO Kol OXL yUpw amo Tov
afova Tou.

Em\éyoupe File>Export kot motdpe ok.
oautopata otn BLPALBRKn tou iClone oe popdn .vns mou eival matévia tng Reallusion
KoL To povo oupParto format pe to iClone. Ano ekel pe SUTAO KAk 1 pe drag ‘n’ drop to

To povtého pag¢ amoBnkevetal

ELOAYOULE OTN OKNVH.
Me tn Xprion Twv MapakdTw gizmo tools

TOMoOEeTOUE KAl SLATACOUUE T QVIIKEIHEVA O0TO XWpPo Kal opiloupe To HEYEBOG TOUC

amno to nedio Transform tou Modify panel.

:."r[o.n X [270.0 3

+ 7100

[ Lack xvz
o5 Raat )

$2fia 3

[ Display B
| S |
i Spring i
=

Jll Sclect Material:
i (o0 d=fault . Al
T Rename |

—A e
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Amo ta umolouta nedia tov Modify pane opifoupe Tic puBuioelc yia tig UdEG
(dwrewvotnta, Staddvela kAm.)

e KaBe QVTLKEIMEVO TIou
€l0AYOUE OTN okNnvn epdaviletal otnv
S..._| Randar Stata_| Info avtiotoyn katnyopio Ttou  Scene

Manager. 3tn CUVEXELD KAVOVTAG KALK
OTO QVTIKELYUEVO TIOU eMIBUUOUUE OTO
scene manager, oto panel modify
eudavifovtal OAeg oL SloO£oLpEG
puUBULOELC yLO TO EKACTOTE AVTIKELUEVO.

Ew. 5.20 O Scene Manager touv
iClone mepLéxel ta OAa avTikeipeva
KOLL TOL XOLPOLKTNPLOTIKA TG OKNVAG
KOTNYopLOoTotnEvVa.

m
ul

5.3.3 Character Modeling

H povtehomoinon xopoktipwv pe Tto iClone yivetol pe tnv 8la TEXVIKN TOU
Xpnolpomolel kol To Poser. ZekwvoU e pe €va standard Yopaktripa Kal TPOTIOMOLWVTOG
g Sladopeg pubuiloslgc mou adopolv T HEAN TOU OWUOTOG, TO TMPOCWTIO KA.
dTAvou e 0To EMBUNTO ATOTEAEGUAL.

Clothes & Hair

Mot dnuloupyia T mpwTtaywvioTplag sMAEYOUE TNV KapTteAa Actor > Avatar
koL artd Content Manager slodyoupe o standard female yapaktipa Jana_3G.

Ano tnv kaptéla Actor > Lower Body kat Actor > Upper Body B€toupe Tig udég
ylol TO KATW KAl TO MAVW HEPOG TOU XaPaKTHpa avtioTolya.

W EDITOR NOOE By W EDITOR MDOE

Ewk. 5.21 O xapaktipoag April tpv Kat META TNV EAPUOYH TWV pOUXWV.

Touwvia pkpol pnkoug pe 3d animation m
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Ermtthéyoupe Actor > Hair kol gelo@youpe to mpotumo female_short. to modify panel
BToupe TIg apakatw pubuioelg oto nedio Adjust Color:

Brightness: -17

Contrast: 13

Hue: 8

Saturation: -71

W EDITOR MOOE

Ek. 5.22 O xapaktipag April petda kat tTnv npocdnikn paAAtwy.

Head
Jtnv kaptéha Head €xoupe TI¢ emloyec mou adopolv TA XAPAKTNPLOTIKA TOU
npoowrov. Ano to Modify panel opiloupe To oxfua Kol To PEyeBOC TWV HATWWY, TNG
pHUTNG KATT.

Eruidéyovtag to fer petail | gnd o modify panel
eudaviletal 1o mapdbupo Model Detail péow tou omoiou
KoOopilovpe mePLOCOTEPEG AEMTOUEPELEG TOU TIPOCWIIOU,
KoBw¢ pmopoUpe va opicoupe pe akpifela to onueio tou
TIPOOWTIOU TIou OEAOUPE VO TPOTIOTIOL|COUUE XWPLG va
napapopdWVETAL TO TPOCWTTO.

Ew.5.23 H
teAkn
nopdn tou
XopaKTRpo
Emma.

Touwvia pkpol pnkoug pe 3d animation
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Model Detail

Mirror

Textures

Model Detail

Right Face G ==

Mirror

Ewk.5.24 Mg tn
Xprion Tou
Model Detail
UopoUpE va
TPOTIOTIOL|COLE
Aemttopepn
XAPOKTNPLOTIKA
TOU TPOOWTOU.

AdoU TEAELWWOOUUE HE TNV HOVIEAOTIOLNON TOU TIPOOWIIOU ETUAEYOUME TNV
koptéha Head > Texture kal gpdavileTal To MAPAKATW TApABUpPo UECW TOU OMoiou

TpormnomnoloUue tnVv standard uén tou déppatoc.

Adjust the facial texture

L o 4’ e‘ Wireframes Overlay 50

Map Channel
Diffuse

Strength

Refraction: Reflection:

3D Preview

2 100 |

Diffusa Calaor:

s
Ambient Colar: ‘_.
——
g

Specular Color:

Ek. 5.25 To napdBupo enefepyaciag Twv upwv TOU MPOCWTOU.

6 d

Opacity:

elf-Illumination

5
-]
5

pecular

L]
Glossiness
2

ESw, mépa amd T «KAACOLKES» emIAOYEC Twv textures (Diffuse Color, Ambient
Color kAm,) €xoupe kol Ta epyadeia pick color, powder puff, restore, smudge, kal
smooth pe xprion Twv omoilwv pmopolUe va «{wypadicouvpe» ameubeiag mavw oto

Touwvia pkpol pnkoug pe 3d animation
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MPOoOWTOo 1 vo £PpopUOCOOUUE KAToo €ido¢ make-up. Mo mapdadelypa, ylwo Tov
xapaktipa Emma xpnotponoinoca to sponge tool otnv meploxn yupw amd ta payoula
adou mpwrta €0eoca oto color wheel tnv TR RGB(170,22,6). Mg auti TNV TEXVLKNA
edapuootnke peaAloTikO make up OMWG GALVETAL KAL OTNV ELKOVOL XXXX-

Av BEloupe pmopoUpe va epopUOCOUHE oav udn UL TIPaYHOTIKA pwToypadia
€VOC UTIAPKTOU TIPOCWITOU SNHLOUPYWVTOC £TOL £va avatar BaoLOPEVO OE TIPAYHOTIKO
Mpoowro. lNa va To MeETUXoUUE auTod emtAéyou e Head > Load Image kot akoAouBouUue
TA BALOTO TWV TTOPOKATW ELKOVWV.

Elk.5.26 a. Doptwvoupe TNV pwtoypadia Kal EMAEYOUHE LOVO TNV MEPLOYXT) TOU TPOCWTOU
¢povrtilovrag to BEAog va Seixvel Tpog To MAvw LEPOG Tou KePaALloU B. EMAEYOUE LE HEYOAUTEPN
AentopépeLa To mpoowmno tng pwroypadiag.

C a Edit Front @ z Edit Side
=

®C0

o Mirror A o dirror AW

Y- TomtoOeToUME TA pATLA, TO OTOMA KATL. OTLG avtiotol eg O£oeLg TnG dwrtoypadiag 6. EmAéyovrag
Edit Side epappoloupe Tig avriotolyioelg o tpoBoAr npodil.

Touwvia pkpol pnkoug pe 3d animation m
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5.3.4 Character Animation

To iClone mpoodEpel duo Paclkeg emAoyEC O0oov adopad tn oxedlokivnon Twv
Xapaktipwv: animation pe keyframes kat animation pe motion capture data.
EmiAéyovtag Animation > Motion oto modify panel eudavilovtat ot emthoyéc Adjust
Motion katL BVH Converter. Emiléyovtag to OeUtepo eudaviletat o BVH Motion
Converter. Mpokettal yla éva utility-petatponéa apyxeiwv .bvh oto umootnpulduevo
format tou iClone.

-..j'; BVH Motion Converter

Select Profile :
s ot T

Source File : Target File

(=G - Ewk. 5.27 To utility yia tnv
Launch BVH
® - W& u"-ﬁ-"’i"ﬁ) gloaywyn Kat petatpornyr .bvh

-

apxeiwv motion capture

- Save ( -—r&:wf '

Adou enié€oupe Load Motion yla va popTtwooupe To apyeio mou emtBupoU e,
KAvoupe KAk oto Convert yla va yivel n petatporr. MA€ov n kivnon €xeL amobnkeutel
otov Content Manager tou iClone KalL MMOPOUUE ava TACA OTWUR va TNV
OVTLOTOLYlOOUE O€ OMOLOONTIOTE YOpaKTrpa e arAd drag ‘n’ drop .

Edit Motion Layer X MNna ™ dnuoupyia
oxeblokivnong ue keframes
ETUAEYOUE TO XOPOKTAPO MOC Kol
otn ouvéxela amnd to modify panel
natdpe B4 EdiEMation Layer | oy
eudaviletalt o Motion Editor Ttou
iClone. H Aettoupyla Ttou eival
OpPKETA amAf: KAVOUUE KALK OTO
onueio Tou ocwpartog mou BéAoupe
va Swoou e Kivnon Kal Pe T xpnon
|| twv gizmo tools petakwouue/

¥ 1K Constrain Teplotpédoupe oUTO TO onueio,
[ Mirror [ Sai=t Al = adol MpWTH EXOUME OPLOEL KATOLO

keyframe oto avtictolo medio tng
Ewk. 5.28 O Motion Editor tou iClone timeline.  EmavaAappdvoupe  ta

moapandvw PrRuata MEPLOTPEDOVTAG
TNV KAUEPA OTWG HoC BOAEUEL TIPOKELUEVOU VA EXOULE OTTIKA €mtadh LE TO CnUELO TTOU
TEPLOTPEDOUE.
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Prod

Edit Motion Layer Edit Motion Layer

Fingers Fingers

aiting - Linear

Edit Motion Layer

Edit Motion Layer

Fingers

[ 1 Constrain

[ mirrar

e Infa

[ 1o

iting - Linear

Edit Motion Layer Edit Motion Layer

Fingers. i ¥ Fingers

Waiting - Linsar

Elk. 5.29 ZTyuldtuna ano tny dnuoupyia tou animation pe xprion keyframes.
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5.3.5 Lip-sync kau facial animation

Ma tnv teXVIkn Lip-sync emAEYOUE TO XOPAKTPA LAG ATIO TOV Scene manager
kol ano to modify panel emiAéyoupe Vocal > Open, emAéyoupe tnv nyoypadnuévn
ouAla kat matape ok. O Nxo¢ epdaviletal oto nedio Face > Viseme tng timeline.

iClone Text-to-Speech Editor ( EVaANOKTLKOL UropoU e Vol
Oh no!! Don't tell me | am dreamming... again!! XPHGLHOHOLﬁGOUHE v TEXVO)\OV'L(I Text-
to-Speech péow tng omolag umopoupe
va PETATPEPOUUE €va YPOMTO KEPEVO
0€ NXNTWKO amoéomacpa. To KaAUTEPO
low¢g Text-to-Speech Engine Interface
elval to Microsoft SAPI 5. EmAéyovtag
s Bl Text-to-Speech > Type and to Modify
aft Anna - Engiish (¢ [ ' Bl Panel epdavitetal to Simha napdbupo.

MA£ov o oG €xeL avtiotolynOsel
OTO XOPOKTAPA Ha¢ OAAQ TIPEMEL va
dwooupe Kivnon otouc MUEC TOUu
npoowrou. Auto yivetal pe T Xpron

Tou Face Key.

Face Key

) Rightrsce | 'FrontFsce
W, "..

Ew. 5.31 Me tn
Xpnon tou Face
Key pmopoUpe
ToAU eUKOAa VoL
Swooupe Kivnon
OTOUG MUEG TOU
TPOCWTOU
eTA£yovToG TO
onueio mov
€MOUMOUME KoL
METAKLVWVTOG TO
HE Ta gizmo
tools.

Mirror

Metapaivoupe oTo KapéE mou eMBUHUOUPE LE XpNon TG timeline

Timeline . AR ] i) % Current Frame: 291

q! Collect Clip Command Transform = Constrain Material

o iove JRRNANNNNORNNNRZN LN

] B0 100 150 250 350 400 450 B00 B50 E00 EROD

EruiAéyoue T onueia Tou MPOowWTou ota onoia BEAoupe va SWOOUE Kivnon
KaL E TN XPAoN Twv gizmo tools petakivolpue/meplotpédpoupie toug puec. Ta keyframes

otnv timeline Snuloupyouvtal autopaTa avaAoya LE ToU gival tomoBetnpévog o
KEpoOPOG (N KABETN KOKKLVN YPAUUN OTNV TOPATIAVW ELKOVA).
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Current Frame: 361
Ew. 5.32
e | .
- == ZTypLotuna
= X, tmpTT5! - E: K ané trl
eeciat ayer A A A AU A
1 500 100 1500 200, ‘250 300 30 Ani 450 500 850/ 600 BSD 700 5n|.u.0Upvi.a
S ) = NI .
FaeKey i ; , tou facial
animation pe
Xprion Tou
Facial Key

Mirror

Face Key

| Right Face | Fronk Face
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6.3.3 dwtLopag
Ano tnv kaptéha Stage eméyoupe light. Itnv

BLBAoONKn Tou iClone epdavilovtal kamola PBoolka

On ! 2
TPOTUTA YLa TO WTLOUO, evw N kaptéda modify epdaviter | ~ h,;ij @zsationt
TG anopaitnteg pubpicelg ywa tnv tpomomnoinon Tou [ Steastons
“Clear Animation
dwTtlopoL.
Mo TNV TPWTN oknvr oto dwpdtio tng April (1" 0T0  [rene=: _
=B — : z82

storyboard) em\éyoupe to spotlight-top front kat oT0 |f7 pecsy
nedio intensity Baloupe Range: 282 kol TOEKAPOUME TO |

1 , ’ ’ Anglel S
Decay €tolL wote 10 dwg va «EeBwpLalel» amald. s e e
Fallaff
me! ES
| Ambisnt Light © '

6.3.4 Atpuoodatpa — Kivnon vepoU — Kivnon aépa
Ma tnv 2" oknvA tou storyboard xpnotpornotoUpe to Gentle Wave amd tnv
KaptéAa water tou menu Set. Opiloupe ta:

water size: 4000 W
height: 50 : 0z
wave size: 4 %EM:‘JES (35
wave strength: 100 s
wave speed: 10 Fog coloes (), :
Blssnes Staite(s0
KaBwg Kot TG pUOULOELS TNG ELK. endi (3050 5
EmAéyoupe Stage > Atmosphere > IBL Sunny. ams?mw erm|
Evepyomolovpe to HDR Effect pe Threeshold: 100 kat mmhmm, a{?a?

Bloom Scale: 2. @¢toupe IBL on kat apol popTwoou e TNV

udn TNG TOPAKATW ELKOVOCG OTO QVIIKE(HEVO Scene &

Environment > Sky tou Scene Manager maipvoupe TO

TEAKO aMOTEAECHAL.

Mo TNV Kivnon tou aépa puBuifoupe tnv TN Strength tou
niediov Wind amndé to modify panel.
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6. Postproduction

Video Editing in Adobe Premier

6.1 Elcaywyn

To Adobe Premier gival éva emayyeApLaTIkO, real-time, timeline based Aoylouiko
enefepyaociag video. Elval koppatt tng couitag Adobe Creative Suite, pla couita
oxeblaopol ypadlkwy, emnefepyooiog video kol edpappoywv TPOYPAUUATIOMOU
Sladiktuou amod tnv Adobe Systems, wotdoo umopel va ayopootel kot Eexwplota. To
premier umootnpilel MOAEG kApteg emefepyaoiag Pivteo kat plug-ins yia ypriyopn
enefepyacia, vmootnpLen yla emumA£éov TUTIOUG apXEiwyv, KOl OMTIKOAKOUOTIKA €dE. H
£€kdoon CS4 tou Premier eival n mpwtn €kSoon TPOCAPUOCHEVN Ylo AELTOUPYIKA
ouotnuarta 64 bit.

XapaKTNPLOTIKA

To Premier unootnpilel uPnAng molotntag enetepyaocia Bivieo avaluong pExXPL
4K x 4K, ota 32 bit avd kavdAl xpwpatog, o€ RGB kat YUV. Audio sample-level
enegepyaoia, umootnpEn VST audio plug-in, kat 5.1 surround pién fyou yia nxo vPnAng
mototntag. H plug-in apyttektovikr) tou Premier To KaBlotd kavo va €L0AYEL Kal val
e€ayel TUMOUC apXeiwv TEpa amd Toug MepLopLopoug Twv QuickTime n DirectShow,
unootnpilovtag éva gupl ¢GACHO OTMTIKOOKOUOTIKWY TUTIWV OpXElwv Kol codecs o€
MacOS kat Windows.

H £€k8oon CS3 mapéxel unoothplén yla eaywyn Bivteo oe Blu-ray Disc, MPEG-
4/H.264 kat lotooeAibeg Baolouéveg otnv texvoloyia Flash, kaBwg kat Time Remapping,
pLa EUKOAN OTN XPRon TeEXVLKA enefepyaaoiag Tou puBpou ava kape (frame rate). Emiong
amno tnv €kdoon CS3 kal PeTd £xel evowpatwOel to Adobe Encore yia dnuoupyia pevou
Kol Stadpaotikotnta yia DVD, Blu-ray discs kat flash projects yia 1o web.

Evowpdtwon-Iuppatotnta

To Premier evowpatwvetal aplota pe to Adobe After Effects, éva Blopnyaviko-
standard yla kwoupeva ypadlkd kot compositing. Compositions and to After Effects
Umopouv va eloaxBouv oto Premier kal va avanapaxBouv aneubelag otnv timeline. Ta
compositions amo to After Effects umopouv va tpomomnownBouv kat adou emotpéPouv
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oto Premier Ba avavewBolv autopoata ol oAAayEC. Ta Bivteo pumopoulv va avilypadouv
ovapecoa otig Suo PpapUOYEC Slatnpwvtag TIC BLOTNTEG Touc. To Premier unootnpilet
eniong moA\a plug-ins tou After Effects.

To Premier €xelL emiong moAU kaAn cupPatotnta pe to Photoshop. Ta apxeia tou
Photoshop pmopouv va avolxtolv ansuBeiog anod to Premier yla va ene€epyactoly 61O
Photoshop. Ot 6moleg aAlayEg Ba avavewBoUv autopata Otav To apxeio tou Photoshop
Ba amoBnkeutel Kat emotpéPou e oto Premier.

Yrnidpxouv Kat GAAEG Asltoupyieg evowpdtwong, onwg Eneéepyacia oto Adobe
Soundbooth, E€aywyn oto Encore, kat Epdavion oto Adobe Bridge.

EkTOg amo ta €€ kal ta transitions mou cupmeplapPavovtal Ue to Premier, eivat
Sl00€01p0g Kat £vag Leyalog aplBpog and epmopikd kat dwpeav third party-plug-ins yia
VOl EMTEKTEIVOUV TLC LKAVOTNTEG TOU AOYLOMLKOU.

6.2 To nepBailov epyaociog

Zeklvwvtag €va kowvouplo Project (Ewkova 5.1) €xoupe tn Suvatotnta va
ETUAEEOUUE QVAUECO OE OPLOMEVEG TUTOTIOLNUEVEG popdec Video standards (DV-PAL,
HDV, DV 24P k.o.). AnAadn ta Baolkd XopoKTNELOTIKA Tou Project pag, omwe sival n
avaAuon, ta kapé ava deutepolento (fps), o Adyoc twv duo dlactacswv (Aspect Ratio),
To Baboc xpwpatog, o aplBuog KavaAlwv nxou Kat Bivteo, o puBbudg SetypatoAnyiag
TOU NXOU Kal GAAa Tio €€eNTNUEVA XOPAKTNPLOTIKA. Y€ TIEPITTWON TIOU €XOULE KOAN
YVWON TOU QVTIKELWEVOU UTAPXEL Kal n Suvatotnta Snuwoupylag Project pe
XOPAKTNPLOTIKA TNG €MAOYAG HaG, atwvTag otnv Kaptéla “Custom Settings” (Ewkova
5.2)

3

b
&
5.
B
B
B

Ewkova 6.1 KaptéAa emidoyn Tunonownpévou Project
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Ewova 6.2 KaptéAa emhoyig tpocappooévou Project.

3t ouvéxela, adol dSwooupe To emBUUNTO Ovopa Tou Project, umaivoupe oto
nieptBaArlov tou mpoypappatoc (Ewkova 5.3). H 00dvn gival mpokaBoplopeva XwpLoUEVn
OE EMTA TEPLOXEC QAAA UTopel avaloya HE TIC AVAYKEG TOU XPHOTN vo XWPLoTEL ot
TIEPLOOOTEPEG, ALYOTEPEC, ULKPOTEPEC 1 Kal HeyaAUTepeG. Me dGAAa AoyLa to mteptBailov
pog eival mMOAUUOPOIKO Kal UMOPOUUE VA TO TPOCAPUOCOUUE avaloyd HE TIC
OTMALTACELG LOC.

3TO MAVW 0OPLOTEPO KOMUATL, TTou ovopdletal kal Project Panel, Bplokovtal ta
otolxeia | aA\LWE Ta OVTLKELEVA TTOU OMOTEAOUV TNV £pyacia Hag Ta omoia Yropei va
elval Pivteo, elkOveg, nxol, TITAOL K.o. AUTO TO KOMMATL, pag Slvel mepaltépw
TIANPOPOPIEG OXETIKA LIE TA OTOLXEL TTOU £XOUHE oTh SLadBeon pag Kal pog BonbaeL otnv
KOAUTEPN Oopyavwaon Kal Thv apecn npdoPaocn os autd.

Ae€ld TOU, €XOUUE €vol KOUUATL TIoU amoteAeital anod tpia pépn. Tnv Kaptéla
€€66ou ¢ mNyng, N oAALWG Source Monitor, n omnoia gpdavilel To MEPLEXOUEVO TOU
ETUAEYUEVOU OTOLKElOU, TNV KapTEAa emetepyaoiag Kol EAEYXOU TWV EHE CUVAPTHOEL TOU
XPOVOU KOl TEAOG TNV KOPTEAQ pUBULONG £VTAGCNC TWV KAVAALWY XOU.

Akopa mo Se€la €xoupe tnv meploxn €€66ou tou Project pag, mou ovopdletal
Program Monitor, kal xpnoleVEL 0TO va TIPOPBAAEL TNV TEALKN EMEEEPYACUEVN ELKOVAL.
Katw 6e€1a Bploketal pia HIKpR Teploxn HE epyaleia omwg to BeAdkl emiloynic, ta
epyoleia eotiaong, KOTAC, EMEKTOONG, £l0aywyng Kal oAioBnong, evw akplpwg amo
mavw $aivetal n umapa £vtaong Tou TeAkou rxou os dB.

210 KEVTPO NG 000VNG BpilokeTal n BaclkOTePN TTEPLOXN, N TIEPLOXI] ELOAYWYNG Kl
eneéepyaciog TwWv oTOWEIWY 0 TOAATMAG OMTIKOOKOUOTLKA KOVAALDL CUVOPTICGEL TOU
XPOvVou. e autr TNV Teployn Oa eloaxbolv Ta OMTIKOAKOUOTIKA MOC OVTLKEIUEVQ, OF
ETUOUUNTEC XPOVIKEG OTIYUEG N TepLOdoug. Andadn Ba yivel To Aeyopevo povtal, evw
oTn ouvéxela pe t BonBela twv KataAnAwv pidtpwy edé kat Transitions (Transition:
ed€ petdBaong amo To £Va OTTLKO 1] 0KOUOTLKO KOUUATL 0To £mtdpevo tou) Oa §00si eva
eTumA£ov «xpwpo» kat dog oto Project.

TEAOC, KATW apPLOTEPA UTTOPOUE VO SOUNE TO KOUUATL TIou amoteAeital and tnv

KopTteAa MAnpodopLlwyv yla ta Stddopa AVTLIKEIPEVD, TNV KAPTEAX TTOU TIEPLEXEL OAOL TAL
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e, ta ¢iAtpa Kkal ta Transitions yla €lkova Kot QX0 KaBwg emiong Kol TNV KapteAa
Kataypadng Tou LoTopLKoU.

ETTH EE T
A |
II'.-! “l| “‘: “

e = |

e et A

Ewova 6.3 To neptpdArov tou Adobe Premiere CS3.

DiAtpa, edpé & Transitions

‘Eva anod ta 1o eviladEpovta Kal EVTUTIWOLOKA CnUEla OTNV Mopoywyn &Vog
Video Clip elval n enefepyaocia twv elkovwy pe didtpa kot epe. Kata tn Stadkaoia
OLUTH OL ELKOVEC ATOKTOUV TNV EMLBUUNTI LOOPPOTILA XPWHATWY, AVTLIOECEWY, GWTIOUOU,
ofUTNTOC K.0.., EVW O€ GUVSUAOUO LLE TN XpHon Twv edE mou Slatibevral oto MPoypappa
(umapxel Suvatdtnta eykatdaotaong ¢iltpwv/ede kKal GAWV ETAUPLWV TEPAV TNG
Adobe) &ivoupe e TILO CUYKEKPLUEVO KOl EAKUGTIKO TPOTIO TNV aTpochalpa Kot To Udog
NG €pyaoio Hag. JUXVA TO TEAIKO QTMOTEAECUA OeV £XEL KOUIO OXEON UE TNV OPXLKN
£1KOVA, TIPAYHO TIOU yLa TOAAOUC CUVLOTA KOl T «layeia» tng emefepyaoiag.

Yto Adobe Premiere CS3 €xoupe tn duvatotnta €mAOYNG avapeoa o TANBwpa
NXNTIKWV Kal ontikwy €€, pidtpwy kal Transitions. OAa autd Bplokovtal otnv KapTtéAa
Effects TnG KATW apLOTEPNC TEPLOXNC KOL YL VO EPAPUOOTOUV OTO EKACTOTE OTOLYELO TNC
TEPLOXNG MOVTAL, Ta kAvoupe Drag and Drop eite kateuBeiav oto emiBupntd otolkeio,
eite otnv kaptéla Effects Control Tou avrtikelpévou, n omnoia PplokeTal aplOTEPA TOU
Program Monitor. 2tn cuvéxelo péoa amod tnv kaptéla Effects Control pmopoUpe va
SLopopdWOOUE TA XOPAKTNPLOTIKA TwV GIATpwY o KABe SedoPEVN OTLYUN KAVOVTOG
xpnon twv Keyframes. Ta Keyframes pmopouUv va dnuioupynBouv adol matricoupe To
kouuni Toggle Animation, dnAadrn adol evepyomoljooupe tn duvatotnta eVaAAayng
TWV YOPAKTNPLOTIKWY Tou GIATPOU o€ cuvaptnon e To Xpovo (Eik. 2.5) (.. Oftovtag
TN XPOVIKN oTypun 0 sec tnv TN tou ¢idtpou Equalize ion pe 10% kau t otyun 10 sec,
TN ton pe 80%, £xoupe SnULOUPYNOEL OUCLOOTIKA €va animation tou ¢iAtpou Equalize
10 omoio Ba aAAATEL ypA LKA OTO XpOvo amo 10% os 80%).

Mepikd amo to Bacikd ¢iAtpa mou LooppPOomoUV Ta XPWHATA, TIG OVTIBECELC KAl TOV
dwTlopo ™G £kOvoC sival ta €ng: Video Effects->Adjust->Shadow/Highlight, Video
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Effects->Color Correction->Brightness & Contrast, Video Effects->Color Correction-
>Equalize koL Video Effects->Image Control->Gamma Correction. Ebapudlovtag ta
rapandavw GiAtpa Kot BETOVTOC TIC AVANOYEC TIUEC OE VA KOUUATL BLVTED TNC UmopoU e
va Soupue epdavn dtadopd (Ekdva 5.5).

LIl EL 1

adow/Highlight

Ewoéva 6.4 Egappoyn eidtpov Equalize, Gamma Correction kat Sh
Ta Transitions edapuolovtal eite otnv apxn Kal 6To TEAOC €VOC KOUUATLOU
Bivteo/nxou eite avapeoa os Suo Sladoxika Kot epamTOpeva KOUUATIO TTou BplokovTal
oTo (610 KavAAL tng Teploxng povtal. OuoLaoTIKA, gival To g€ mou spoapuoleTal otnv
oAAayn HLOG oKNVAG 1 €VOG NXNTIKOU Koupatiou. Ebapuoletal kot auto kavovtag drag
and drop oto emBupntd onueio, EVW TO EMUTAEOV TOU XAPAKTNPLOTIKA OTWE N SLapKeLa
Kol ta onueia edpappoyng, dtapopdwvovtal ano tnv kaptéla Effects Control. Ta mio
ouvnOiopéva Bivteo Transitions eivat ta Cross Dissolve (yavetal n pio
glkOva péoa otnv aAAn), Dip to Black (n ewkova pavupilel otadiaka) kot Dip to White (n

£1KOVA aoTIPILEL OTASLOKA).

Gl Koule Rocks-water, avi

g8l [qualize
-

v B

Ewova 6.5 Animation tou ¢iktpou Equalize
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Eneepyaoio/Movtal pe to Premier

To Adobe Premiere CS3 poag 6ivel tn duvatotnta va €l0Ayoupe oto Project pag
TOAAQ Kal Stadopetika £16n apyelwv ewkovag, nxou kat Bivteo. H dladikaoia auth
yivetal eite nnyailvovtag oto File->Import, site kavovtag SIMAG KAk oto Project Panel
Ko Sladéyovtag To emBupunto apyeio amnod tov Browser.

Metd tnv ewoaywyrn Ttou, Onwg avédepa Kal OTNV TPONYOUHEVN €votnta,
UTTOPOUE VA TIAPOUUE HEPLKEG eTULTTAEOV TTANpodoplieg amnod to Project Panel, oxetika pe
to £(60¢ Tou, TN Slapkela, tn SetypatoAnia, ta fps kal MToAAG AN, kaBw¢g emiong Kat
va aAAAEOULE TO OVOLLO TOU OPXELOU OE KATL TTOU UaG apUolel KOAUTEPQ.

3TN OUVEXELD Yl va SOUUE 1] va OKOUGOUE TO TEPLEXOUEVO TOU, OE TEPIMTWON

Tou elvat apxelo NXou, KAVOULE SITAO KALK TTAVW TOU Kol £TOL EUPAVIIETAL OTNV OUECWE
6e€10Tepn TepLOXN TTou ovopdletal Source Monitor (Etkova 5.5). Anto edw, eav to apxelo
MOC €lval OMTIKOOKOUOTLKOU TIEPLEXOMEVOU, €XOUHE TN XPNRowun Suvatotnta va
Slaxwplooupe TNV €lKOVA ATO TOV AXO WOTE va Xpnolpomnotnbolv 1o €va avefaptnta
arod to Ao, matwvtac to kouprni Toggle Take Audio/Video. Emiong, pe tn BonBela twv
Koupmwwy Set In Point kal Set Out Point, pmopoUpe va emAEEOUE TO KOUUATL TTou Ba
XpelaotoUpe. AnAadn va oploBetrijcoupe to apyeio pag, BEtovtag tou ta onueia
gkklvnong (Set In Point) kat teppatiopov (Set Out Point) mpayua mov pag BonBaesl oto

VQ KAVOULE ULOL TIPWTN ETUAOYN TWV OKNVWV.

Ewova 6.6

To napdBupo
Tou Source
Monitor

‘EMeLTa, ELOAYOULE T EMIAEYUEVA KOUATLO OTNV TIEPLOXN EMefepyaoiag oTolyelwv
OUVOPTHOEL TOU XPOVOU, O€ €va KATAAANAO KavaAl (av elval AXoG o€ KavaAl AXOU Kal av
elval Bivteo N ewova oe kavaAt Bivteo) eite matwvtag To Kouuni Insert oto Source
Monitor eite kavovtag Drag and Drop tnv €lkéva tou Source Monitor oto emBupnto
KovAaAL Mo Adyouc eUukoAlog Bo ovOUAOOUUE aUTA TNV TEpLloxn, Teploxn povtal. Ta
KOVAALa TIou €xoupe otn S1aBeon pog AELToupyoUV cav HLa oTolBa CTPWHATWY, LE TO
PnAdtepo oe BEon va KaAUTTEL To XaunAotepo (Ewova 5.7). Etol, €xoupe tn duvatotnta
VO TIELPALATIOTOUE E TNV ELKOVA Kal ToV AXo, Palovtog ta va mailouv ouyxpovwe oe
Slapopetika KavaAla 1 evallacoovTtog Ta Ke ToOAAA oo Ta Transitions mou €Xoupe otn
S1a0eon pag.

Kavovtog 6&€l kKAlk o€ £va otolxeio ou BplokeTal otnv mepLoxn Hovtal epdaviletal pia
OELpA Ao eMIAOYEC ToU propel va davouv oAU xproeg. H o afloonueiwtn KaTd tn
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yvwun pou eivalt n emdoyn taxvtntag (Speed/Duration), n omola pog Sivel t
duvatotnta vo maifoupe to BIvieo Kal TN HOUGCLKN, O ypnyopoTepPss N Bpadutepeg
TOXUTNTEG.

Jtnv meploxn Movtal, eival emiong onuavtikd va avodépoupe AGAAa Suo
npayuata. Mpwtov, Ot pe €va amAo Click and Drag ta otolxeia pog pmopouv va
petadepBolv os OMOLOSATIOTE XPOVIKH OTLYUN Kol SeUTEPOV, OTL KAvovtag Oe&l KALK-
>group o€ TOAAOTAQ €TUAEYUEVA OVTLKELMEVA, UMTOPOUUE VO TA OUOOOTIOL)COUNE, e
OTMOTEAECUA OL TTPAEELG HaG VO LoXUOUV OMOSIKA Kal OXL LEUOVWHEVA (TT.Y. HETAKIVNON
moAwv otolxeiwv pall). TEAog, to Monitor mou pog Seixvel TI¢ aAAayéG Tou yivovtal
oTNV TEPLOXN HOVTIA{ KOl CUVENMWG TPOPRAAEL TNV TeAKN emefepyacpévn €LKOvVa,
ovopaletat Program Monitor.

_-nn;unim:un_ Dﬁ_:ﬂﬁ_:‘ﬂz:nﬂ 100:037 100:04: i ‘ -00:00:06:00 00:00:07:00 00300:08:00

Ewova 6.7 Timeline - Meploxn povtad.

6.5 Xprion tou Adobe Premier yia to Post-production tou
animation

ZeKkwvape pe tn dnuloupyla evog véou project. EmiAéyoupe To mpotumo HDV 720p25 kot
nataue ok. Anpoupyoupe dUo kavaAla Bivreo -video 1 kat video 2- kat 5 kavaAlo nxou
TIOU Ta ovopAou e

Dialogues - To kavaAL tou Ba TtepLEXEL TOV X0 TwV SLOAOYwWVY
Score - Ba TTEPLEXEL TN LOUGCLKNA

Effects kat Effects 2 - Ba mepléxouv diadopa NXNTIKA epé
Ambient - Ba rtepléxel Tnv atpoodatpikr) background pouaotkn

Prologue

O mnpoloyog TNG Tawiag EEKWAEL PE TOUC ELCOYWYLKOUG TitAoug. la TN
dnuloupyia Toug xpnoluomoloUue Tov title editor tou premier akolouBwvtag tnv
napakatw Stadkacia.

1. Em\éyoupe File>New>Title. 2to mapdBupo mou gudaviletal ypadou e Tov Titho
ue ypapuatooelpa Folkard ota 214px. Ano to Title Properties toekdpoupe to fill
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KEQAAAIO 6 Postproduction

KoL ETUAEYOULE TO XpwHa #6AIFD1. EmtAéyou e File>Save kal akoAouBoUue Tnv
(610 Sladikaoia Kal yLo Tov UTIOTLTAO.

Small Caps
Small Caps Size

Aa i Aa AQ

2. Zépvoupe Tov titho oto kavdAl Video 1 tng Timeline, tov undtitAo oto Video 2
KoL To NXNTLko background oto kavaht Score. EmAéyoupue Collapse/Expand Track
yla to Video 1 kal Video 2 ywa va gpdaviotel n ypapun Stadaveiag (av Sev
daivetal én).

3. T to Video 1 B€toupe 4 keyframes oto 1:00:00:00, 1:00:01:17, 1:00:04:12 ko
1:00:05:15 pe opacity 0, 100, 100 kat O avtiotolya.

4. Ta to Video 2 Btoupe 4 keyframes oto 1:00;00:00, 1:00:01:19, 1:00:03:12,
1:00:04:13 pe opacity 0, 100, 100 kat 0 avtiotowa.

Mo to Aoyotumo xpnotpomnotoupe to Adobe Photoshop. Me tn xprion tou Text Tool kat
Bétovtag tig pubuioelg tng Ewk. 6.9 Snuloupyoupe tnv €kova 6.10 Tnv omoia ELoAYOUUE
oto Premier oav kAt Bivteo
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Ewova 6.11 H
nepLoXA Tng
timeline peta
™mv
npooonkn
TWV TITAWv.

KEDAAAIO 6 Postproduction

-La}rer Style

Styles
Blending Dptions: Custom

[¥] Drop Shadow
[#] Innar Shadow
[#] Cuter Glow

[¥] Inner Glow

[#] Bevel and Emboss

[F] Contour

7] Textuire
[F] 5atin
[Fl Color Owverlay
[#] Gradient Overlay
[F] Pattern Owerlay
[Tl stroke

=]
— Blening Otions
— General Blending
Blend Mode:  mifference -
opscty 0
~ Advanced Blanding ] preview
Fill Opacity: — ] 10 %
Channels: @R IEG B !
Knockowt:  pone et
[T elend Interior Effects as Group
Blend Clipped Layers as Group
Tr.msp\a'rency Shapes Layer

DLayer Mask Hides Effects
[ | vector Mask Hides Effects

—  BlendIf: g, -

This Layer: [\ 255
= —
Y

Underhying Layer: [1] 255
I
Y

Ewk. 6.9 Ol puBuioeig tou Text Layer

Etwk. 6.10 To teAko Text Layer

Ma TG UTIOAOUTEG OKNVEC
TOU QmAQ OEPVOULE Ta KALT

Kol Ta NXNTKA
amoonacuata otnv
timeline.

Jta onueio  00:00:22:00,

00:00:29:07 Kol

00:00:33:00 «kOBoupe» To KAUT PE TN Xpron tou Razor Tool kot epappoloupe To e

fast blur (Ew. 6.12).
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KEDAAAIO 6 Postproduction

(>3]

.
25 III
o

Ewkova 6.12 PuBpilovtag ta nedia
Ito onpeio 00:05:26:02 XPNOLUOTIOLOUUE TEXVIKA  tou Chroma Key oto napdBupo
green screen. tou Effects Control

1. X€pvoupe To KAUT e To Tipacivo ¢povto oto Video 2.
Amo 1o napabupo twv Effects Bpiokoupe to Chroma Key kat to oépvoupe oto
KAut tou Video 2.

3. Jto Effects Control oto medio Color tou Chroma Key smi\éyoupe iSlo xpwua pe
To povto tou Video 2 kat B£toupe to Similarity oto 82%.

Chapter 2

310 00:09:07:12 sl0dyoupe To apxelov nxou «don’t go.mp3» Kal LLE TN XPrOoN ToU razor
tool to k6Boupe oto 00:09:20:09 Kol TOOOETOUE TO TPWTO KOUUATL oto track ambient
koL to deltepo oto track dialogues.

Ek. 6.13 H timeline oto onueio 00:09:07:12

3TO MPWTO KOUUATL edappoloupe xaunAomepatd ¢IATpo He ouxvoTNTA QTIOKOTIG
F=1445Hz.

3to 00:11:51:06 edpapuolouvpe vPnlomepatod ¢pidtpo oto apyeio fxou steps.wav pe
ocuxvotnta F = 1000KHz.
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KEDAAAIO 6 Postproduction

Audio Mixing

Ma to uEaplopa Tou nXou xpnotuomnololpe tov Audio Mixer tou Premier o omoiog pag
ETUTPEMEL VO pUBULLOOU E TNV £VTaoN TOU KABe KavoAlol EexwploTd.

iy

=

Ewk. 6.14 To napaBupo tou Audio Mixer.
Export

To teleutaio BARpa mepthapPavel to teAkd render tou Bivteo Kal tnv e€aywyr Tou o€
popodn apxeiou Bivteo. EmiAéyoupue File>Export>Adobe Media Encoder kat epdaviletal
TO MAPAKATW mapabupo

preses cwem  [v] [@0E
M eportvides  MlBportaudo [ 0peninDevice Central
 Summary
K8 NTSC, 1280720, 25 [fps], Progressive
) RAC, 192 [kbps], 48 kHz, Stereo.
L CBR, 12,00 [Mbps].

Tv Standard: @ NTSC
Frame Width(pixels]: 1280
Frame Height [pixels]: 720

Ewk. 6.15 O Adobe Media Encoder
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KEQAAAIO 6 Postproduction

JTO apLoTEPO UEPOC TOU TtapaBupou PAETIOUME HLO TIPOETILOKOTILON Tou Bivteo, evw OTO
Oetl pépog unmapyxouv pubuioslc mou adopouv to format tou Bivteo (MPEG-4, H.264
KATT) TO pUBUO TWV KapPE ava SEUTEPOAEMTO, TNV AVAAUGCH KABwWG Kol EMIAOYEG OXETLKEG
L€ TNV TTOLOTNTA TOU FXOU.

@£toupe TIG pubpuioelg omwg paivovral otnv Eik. 6.15 kat mataue OK.
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Mpotuma kwdikomoinong Yndrakol Bivteo

INAPAPTHMA 1

Npdtuna kwdikomoinong Ynodrakou Bivieo

To video codec (mpotumo kwdikomoinonc Pndlakou Bivteo - COder/DECoder)
elval éva AoyLOULKO TIOU ETUTPETEL TNV CUUTIEoN Kal/f TNV amoouprieon ya Yndlakou
Bivteo. H ouumieon ouvnBwg meplapBavel ocuumicon OeSopévwV HE ONMWAELEG.
MNaAalotepa, To Bivieo amoBnkevovtav cav €vo avoAoyLKO CHUO O HOyVNTIKN Tawia.
Otav e0nABav otnv ayopd oL MPWTEG MOVASEG OMTIKAG amoBrkeuong oav éva format
OVTLKOTACTAONG TWV OVAAOYLKWY PECWV amoBrkeuong nxou (kacfteg, LP) £ywve emiong
epkt) n amoBbrkeuon kat n xpnon Bivteo oe YPnolakn popdn, Kol ApxLOoe va
gudavileTal pLa moLKIALO TETOLWY TEXVOAOYLWV.

Ymapxel pia moAUTAOKN LooppoTtiia PeTalu tng molotntag Bivieo, tng
moodTNTAG TwV SeS0UEVWY TIOU XPELAETAL VO avaTapLoTd (emiong yvwoto wg pubuog
6edopévwy — bit rate), Tng mMOAUTTAOKOTNTAC TPNG KWwdLKOTIOINoNG Kol amokwdikomoinong
Twv aAyopiBuwv, Tou Moocootol Twv odaAPATwWY, TNG eUKOAlag emegepyaciag, TG
tuxalag mpoomélaong, Tto oXeSlaopo aAyoplOuwv cupmieong kot TIOAwV AAAwv
TIOUPOLULETPWV.

Edappoyég

Ta Yndlaka video codecs PBpiokovtal ota DVD (MPEG-2), oto VCD (MPEG-1),
otoug 50pudOPOUC KaL OTA XEPOOLA CUCTH AT EKTTOUTING, Kot oto Atadiktuo. Ta online
Bivteo kwdlkomolovvtal oe pa mMAnBwpa codecs, Kal autd exel odnynoeL ot
SlaBeootTnTal TWV TOKETWY codecs — €va TPO-CUVAPHUOAOYNUEVO OET Ond ouxva
xpnowomnoloUpeva codecs ocuvbuaopéva e €va TIPOYPAUUO EYKOTOAOTOONG OOV £va
TLOKETO AoYLopLKoU yia ta PC.

H kwdwomoinon moAupéowv amd To KOwo €xel dextel pa wlnon pe n
eudavion twv DVD-writers.

Zuxva xpnowuonolovpeva video codecs

‘Eva mAnBog anod format cupmnieong Bivteo unopouv va edpappooctouv ota PC kat
0€ NAEKTPOVIKEG OUOKEVEG. Emopévwe elval epiktn n umapén Siadopwv codecs oto 610
npoidv, amodelyovtag TNV avaykn ylo éva kupiapxo format cupmieong ywa Adyoug
cuppatotntag.
To Bivteo ota meploootepa tumonolnpéva format ouprmieong Pivteo pmopel va
SnuovpynBet pe MOAAOUC KWELKOTIOLNTEG KATAOKEUAOUEVOUC arod MoAAoUG avBpwroug.
MoAAa video codecs xpnolpomololv Kolwvd, tumonolnuéva format cuumieong Bivteo,
YEYOVOG Tou Ta KaBLotd cupPatd. Ma mopddelyua, €va Bivteo SnULOUpyNUEVO UE TO
standard MPEG-4 Part 2 codec onmwg to Xvid pmopei va amokwdikomolnBel (va
avamnapayxBei) ypnowuomnowwvtag onotodnmote dAAo standard MPEG-4 Part 2 codec
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onwg to FFmpeg MPEG-4 1 to DivX Pro Codec, emelér) 0Aa xpnollomnolouve to 8o video

format.

2TOV TAPAKATW TIVAKA TAPoucLAlovTal HEPIKA amd Ta o SnuodAn mpoTuna

kwdkomoinong Yndrakou Bivteo.

TYIIOX

ONOMA

[TEPITPA®H

Lossless codecs

Huffyuv

To Huffyuv (or HuffYUV) elval £éva oAU ypriyopo
un anwAegotikd Win32 video codec
KOTOOKEUAOUEVO amo tov Ben Rudiak-Gould kat
OLOVEETOL UTIO TOUG OPOUC Xpriong tou GPL cav
€AeVBePO AOYLOULKO, TTOU OTOXOC TOU TAV va
avtikataotnoel to YCbCr oav €va video capture
format.

Lagarith

Mta o avavewpévn €kdoan tou Huffyuv eival
Slo0€otun pe to ovopa Lagarith.

DivX Pro Codec

‘Evat MPEG-4 ASP codec KATAOKEUQGUEVO OO TNV
DivX, Inc.

Xvid

EAeVBepn/Avorytou-Kwdika uhomoinon tou
MPEG-4 ASP, apxkd Baciopévo oto OpenDivX
project.

MPEG-4 Part 2 codecs

FFmpeg MPEG-4

JuumneplapBavetal otnv open-source libavcodec
BLBALOBNKN, N omola xpnoLUOTOoLELTAL GOV
OTAVTOPVT VLo KwdLKomolnon Kat/n
amokwdikomoinaon g moAAoUG open-source
video players, frameworks, editors kal epyaAeia
Kwdkomoinang 6nwg ta MPlayer, VLC, ffdshow
Ko GStreamer. JupBato pe aAAa tpotuma
MPEG-4 codecs omwc to Xvid kat to DivX Pro
Codec.

3ivx ‘Eva gumnoptkd MPEG-4 codec dnploupynuévo
amno tnv 3ivx Technologies.

X264 Mua GPL-licensed uAomoinon tou H.264 encoding
standard. To x264 sivol LOVo €vog
Kw&LKOTIONTAG.

Nero Digital Epmopkd MPEG-4 ASP kat AVC codecs

avamntuypéva amno tnv Nero AG.

QuickTime H.264

H.264 vhomoinon tg Apple.

H.264/MPEG-4 AVC
codecs

DivX Pro Codec

‘Evag H.264 kwdLkomolntr¢/amnoKwsIKomown T
npootednKe otnv €kdoon 7.

Microsoft codecs

WMV (Windows Media
Video)

H owkoyévela tng Microsoft Twv video codec
cuunepthappavouévou WMV 7, WMV 8,kal
WMV 9. Mrmopel va KAVEL Ta TTAVTO OO ULKPEG
OVAAUGCELG YL XPrOTEG LLE APYEC GUVOEDELG LEXPL
yta Bivteo HDTV.H teAeutala yevid tou WMV
£xeL tumomnotnBei anod tnv SMPTE w¢ mpotumo
VC-1.
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MS MPEG-4v3

‘Eva un ouppato MPEG-4 video codec mou

dnuloupynBnke anod tn Microsoft. KukAodopnoe
oav €va koppatt tou Windows Media Tools 4.
Mua «omaopévn» €kdoon tou Microsoft's MPEG-
4v3 codec €ylve yvwotn wg DivX ;-).

VP6, VP6-E, VP6-S,
VP7, VP8

High definition video compression formats and
codecs avamntuypéva ano tnv On2 Technologies
TIOU XPNOLUOTIOLOUVTAL O TIAATPOPES OTIWG TO
Adobe Flash Player 8 kat avw, Adobe Flash Lite,
Java FX kat @AAe¢ mobile kat desktop video
AT OpHEC. YIootnpilouv avaluon pexpL 720p
ko 1080p.

Libtheora

Mtua uAomoinon tou Theora video compression
format avemntuyuévo ano to the Xiph.org
Foundation, oto VP3 codec tng On2
Technologies, and ovopaop£vo amno tnv On2 wg o
Sladoyog oto VP3's lineage. O otdxo¢ Tou Theora
elval va avtaywviotel pe to with MPEG-4 video
KoL tapopoLa xapnAotepou bitrate video
compression cuUCTNUOTA.

Cinepak

‘Eva moAao codec mou xpnotpomnoleital amno to

QuickTime tng Apple.

RealVideo

AvamtuxOnke ano tnv RealNetworks. Eva
dnuodhég format cupmieong kal codec pexpt
Tipv amd Alya xpovia, mou twpa xavel £dadog
yla diadopouc.

Other codecs

Sorenson Spark

‘Eva format cupmieong mou ayopAoTnKe amo tnv

Macromedia yia xprion oto 61k6 tn¢ Flash Video
mou ekivnoe pe to Flash Player 6. Oswpeitol cav
pta eAAtn ¢ vAomoinon tou H.263 standard.

DNxHD codec

‘Eva high-definition video production codec pe

OTWAELEG TTOU avartuxOnke amo tnv Avid
Technology. Eival pla uAomnoinon tou VC-3.

Schrédinger and dirac-
research

YAomnotoelg tou Dirac compression format mou
avartuxtnke amo to BBC Research oto BBC. To
Dirac mopgxel cupumieon Bivteo amo molotnta
emumedou web péxpt kat ultra HD kat avw.

Sorenson 3

‘Eva format oupumnieong Bivteo mou

Xpnoulormoleital eupgéwg anod to QuickTime tng
Apple. Baowa givat o mpdyovog tou H.264.
MoAAG armo ta trailers Tawilwyv mou UTAPYXOUV OTO
web xpnolpomnolovv auto to format cupmnieonc.

Indeo

MaAalotepo format ouprnieong Bivteo kal codec
TIOU OPXLKA avamtuxOnke amo tnyv Intel.

Mivakag 4 Software Codecs
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NAPAPTHMATL g, 34 XOPOKTAPEG TOU animation

INTAPAPTHMA I

Ou 3d xapaktipeg tov animation
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NAPAPTHMA IlI STYULOTUTOL

ITAPAPTHMA 111

ZTypotuna
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H OUYKEKPIIEVN TITUXLOKT]
Epyaoia aIToTeAEL lta
npoontavela énploupylac
LLOC TUVIOG LILKPOU UNKOUG
uUe 3d animation.

2T0 NPWto LEPOC
TEPLYpA@OVTOL SLAPOPEC
TEXVIKEC KOlL TEXVOAOYIEC Tou
XpnoLlomolouvIalL atny
napaywyn, EVw ato 6eUTEPO
LEPOC mapouotalovrol oTny
JIOGEN QLUTEC OL TEXVIKEC [EoO
ano ta 3 Baatka oradlo
Snuloupylac piac 3d
animation rapaywync onwe
okpLBwc ypnotuonoudnkay.
yia tn dnuloupyia tou
animation mou MePLEXETAL
0TO OUVOSEUTIKO DVD.
JUYKEKDLUEVQL:

v Preproduction
aradlo: auyypaen
TOU Script kot
axedlaouoc tou

storyboard.

Production otaéio:
LovteAonoinon
ploSLlaoTaTWY
Torniwy,
HovreAormoinon &
agxeblokivnon
XApaKTHpwy.

Postproduction
oradlo; Moviad-
eneéepyaaio tou
teAtkou Bivreo,
TTPOOUIIKN NXNTIKWY
KOUL OTTTIKWV EQE




