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| MEPIAHWH

21NV TTapouoa TITUXIOKA €pyacia, TTapouciadetal n HEAETN Kal 0 oxedlaouog 3D
MOVTEAWV Kal N XPrion TOUG YIa TNV TTapoUCiacn I0TOPIKNG EEENIENG KAl AEITOUPYIWY TNG

KIBdpag.

2TO TTPWTO KEPAAQIO ava@EPovTal CUVOTITIKA N I0TOPIKA avadpopr) Tnv KIBApag Kai
Ta BaoIKOTEPA €idN KIBGPAGS TTOU UTTAPXOUV CANEPA. ETTIONG TTEPIYPAPOVTAI Ol TEXVIKEG

TNG KAQOIKAG KAl TNG NAEKTPIKAG KIBAPAGS .

270 OeUTEPO KEQAAQIO TTEPIYPAPETAI N EPYATia YUE TO AOYIOPIKO 3D povteAoTroinong
KaBwg Kai yia To HovTal Tou TEAIKOU BivTeo. Z€ auTo TO KE@aAaio avaypd@ovTal Bacikd
oToIXEia yia Kal TO TTEPIBAAAOV TWV TTPOYPAUMATWY Kal TTEPIYPA@ETAI QVAAUTIKG n)

dladIkaoia kartaokeung 3D HovTEAWY Kal TTI0 CUVOTITIKA N dladikaoia uovTad.
To TpiTO KEQPAAQIO aOPd TNV NXoypaenaon Kai ere¢epyaacia fxou. AvagépovTal ol
BaoIkéEG apxéG TNG nxoypdenong Kabwg kai 1o TTEPIBAAAOV TOU AOYIOMIKOU Kal N

dladikaoia eTmeEepyaaiag Axou.



ABSTRACT

In this thesis, a 3D modeling study is presented in order to present the historical
evolution and functional behavior of the guitar.

In the first chapter, there is a very brief overview of the historical guitar evolution
and the basic types of guitar that today exist. The techniques of classical guitar and
electric guitar are described.

In the second chapter, the 3D modeling software is described as well as the editing
of the final video. This chapter lists the details of the key elements for the program
environment for the 3D modeling process and the editing process.

The third chapter deals with audio recording and editing. The basic principles of

recording and audio processing environment are presented.



EYXAPIZTIEZ

‘Eva peydAho euxapioTw oTo KaBnynth K. lwdavvn Opeavo yiati pou €dwoe TNV
BaoikA 16€a Kal Ye oTAPIEE onuavTika o€ autd. ETriong Tov kaBnynth Pirocavakn Mivw
yla TNV BorBeia Tou o€ KATTOIEG ATTOPIEG TTOU €ixa oTa BEpara Tou ‘Hxou. TéEAOg BEAW
VO EUXAPIOTACW TOV CUPQOITNTA Jou @odwpen MNMatrapérn yia TRV ONUAvTIKA CUPPETOXNA

oTI¢ Hxoypd®nong KAaoIkAG Kal HAEKTPIKAG KIB&paG.
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KE®AAAIO 1 - IZTOPIKH ANAAPOMH

1.1 TANPQTA XTAAIA

H puBoloyia avogépel 611 0 Ogdg
EpuAg kKataokevooe Tnv apyxaia Aupa
(Eikéva 1.1) 1Tou £11EITA OOONKE WG dWPO
TPOG 70 Ogd ATOMwva yia va Tov
OUYXWPNOE! yia TNV KAOTTH Twv Bodiwv
Tou. Eival kataokeuaopévn amd KaBouki
XeAWvaAg Kal xopdég atrd evidoBia {wwv.
ApXIKA €ixe €T 1 oxTw XOopOEG Kal
apYyoTEPA EUPAVIOTAKAV KAl EVVIA XOPOES
AOpeg. O nxog NG €uolade PE AUTOV TNG
KIBApag, av Kal NTav ¢ePOg.

Eikéva 1.1 Apxaia Aupa

ApyoTepa €kave TNV EUPAVIOT TNG N
apxaia eAAnvikn kiBdpa (Eikéva 1.2) trou
ATAV OUCIACTIKA Mia AUpa KOTAOKEUQ-
opévn o€ PeEYaAUTEPO PEYEBOG TTOU E€iXE
mo duvatd fxo. To cwpa NG eixe 2
eTTiITTEQEC EUNIVEG ETTIQAVEIEG, OI OTTOIEG
EVWVOVTAV WE €va eTTITTESO EUAIVO Cwa.
O1 xopdég dEvovTav 0TO TTAVW PEPOG TNG
KIBapag, otov (uyo, evw TO KATW PEPOG
OTO KUPIWG OWHa Tou opyavou. [evikd, n
Xpnon g apxaiag eAAnvikAg kiBdpag
ATav  TTEPICOOTEPO  AdYIA, MIAG  Kal
atroTeAoUoe TO KUPIO HOUCIKO Opyavo
Twv  KIBapwdwv  Kal  dladpaPATIOE
onuavTiké péAo oTn Aupikr TToinon.

Eikéva 1.2 Apxaia Kidpa

Ouwg, n ouyxpovn KiBApa, dev £xel KATTOIA IDIQITEPN OXECN MOPPOAOYIKA, UE TNV
apxaia eAAnvikA. Ztov Meoaiwva( 5° péxpr 10 15° aiwva p.X ) Tmaparnernénkav
MOUOIKG Opyava PE TPEIG, TEOOEPIG KAl TTEVTE XOPOEC. Evw €vav alwva apyoTepa, Tov
16° 10 TETPAXOPDOO POUCIKO OPYavo AVTIKATAOTABNKE aTTd £va GAAO TO OTTOI0 £Uolade
ME KIBdpa Kkal BI€BeTE TTEVTE BITTAEG XOPOEG aTTd £viepa (wwv. O1 KIBAPES auTou Tou
aiwva avagépovtal wg vihuela otnv lotravia kai chitarra battente otnv ITaAia. Ta
Vihuelas utripéav oe duo Baoikég katnyopieg. To vihuela de arco Atav éva 6pyavo


http://en.wikipedia.org/wiki/Vihuela
http://en.wikipedia.org/wiki/Chitarra_battente

TToU €épolale pe 1o BIOAI, kal To vihuela de penola TTai(détav pe doEApP! 1 PE TO XEPI.

Ortav TTaixTNKE PE TO X€PI ATaV yWwoTo we vihuela de mano.

O Aaipdg ixe dwdeka TadoTta. H pubuion
Twv Xopdwv Tng eival, AA-PE-ZOA ZI-Ml
(Eikéva 1.3). H teAeutaia yvwoTth vihuela
(Eikéva 1.4) xpovoloyeitar ammd 10 1700
TTOU QVTITTPOOWTTEVUEI TNV TEAIKH HOPYPN TOU
opydvou. Ta TdoTta Tou €ival ammd PETAAAO,
Ol KOMUTTUAEG KOTA MAKOG TWV TTAEUPWV
€XOuV €UPUBIOTEN Kal N OTTI) TOU NXOU EXEI
WOEIBNG oXAua TTou ouvrRBwg dlakoouEiTal
atré €va poTiBo TTou KaAuTrTEl Tnv ot .H
ONUOTIKATNTA TOU OPYyAvoU Egival EUPAVAG
atmmdé TN PeEYAAn TTOOOTNTA HPOUCIKNG TTOU
e€akoAouBei va eival ypaupévn yI' auto.
‘Evaog ammé TOUG TIPWTOUG TIAIKTEG TOU
vihuela Atav o Luis Milan. MevviAbnke 1O
1500 ka1 To 1535 dnpoaoicuoe éva BiBAIo pe
TiTAO Libro de Musica de Vihuela de Mano
Intitulalo "El Maestro".

VIHUELA 5 Single Strings

— -
L 4
5 4 3 2 |

Eikéva 1.3 H voteg otnv vihuela

-

Eikéva 1.4 Vihuela
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Tov 17° aiwva n

Eikova 1.5 Chittara Battente

H «kiBdpa pe Tévie xopdég  TTOU
dnuioupyndnke otnv ITaAia yvwoTA wg chittara
battente (Eikéva 1.5) n otroia xapaktnpifétav
ammd TO THOW MPEPOG TOU TIOU KAMTTUAWVEI
atmaAd TTpog Ta £€w. AUTOG O TUTTOG OpYyAvou
ATV QVTITTIPOOWTTEUTIKOG TNG VOTIOG ITAAIKAG
MOUOIKAG Kal ouviBweg €ixe TTEVTE OITTAEG
METOAANIKEG Xopdéc. Eival kataokeuaopévn
atro €AaTo Kal EUAO KapudIAG hE dIaKOOUNTIKA
évOeTa o€ eAe@aAvVTOOOVTO, HOpPYapITAPIO Kal
KEAUQOG xeAwvag. Xpnolyotroinbnke yia va
TTpooBéoel puBud oe Tpayoudia Kal Xopoug,
OTTwg n Onuo@iAn tarantella. H kiBapa eival
ouvToviopévn oTig voTeg AA-PE-2OA-Z1 MI. Ol
OUVOETEG AUTWV TWV  HOUCIKWY  OpYyavwv
Eypagav KUpiwg (o} onueloypagia
TaUTTAATOUPAG.

ITahia €yive n

TpwTtelouoa TNG KIBApag evw OTNV
"aAAia n KIBGpa BewpnBNKE TO PJOUCIKO
Opyavo TwV  EUYEVWV  Kal TG
aploTtokpaTiag. Katd tov 18° aiwva 10
1780, gpgaviotnke €TTiong kai n Aupa-
KIBapa (Eikéva 1.6) Arav évag TUTTOG
KIBApag Pe oxnuUa apxaiag €AANVIKNAG
AN0pag. Eixe €& xopdéc kai Artav
ouvToviouévn  OTTwWG N ouyxpovn
KAQOOIKA KIBApa n oTroia  UTTAPXEI
OKOMO KOl CHPEPQ.

Tov 19° aiwva 1892 o Antonio Torres
¢dwoe oTnv KIBAGpa Tnv Hop@r TTOU
yvwpioupe onuepa. Me peyaAuTepo Kai
MO NXNPEO CWHAa BEATIWPEVO OTO OXAMO
KAl OTA INXAVIKA KAEI0IA.
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Eikéva 1.6 Atpa KiBdpa



https://en.wikipedia.org/wiki/Guitar
https://en.wikipedia.org/wiki/Classical_guitar#Tuning
https://en.wikipedia.org/wiki/Classical_guitar

1.2 KAAZIKH KIOAPA

Mop@oAoyia

H kiBdpa aviKel 0TNV OIKOYEVEIQ TWV VUKTWY £€yX0PdwV JOUCIKWY opyavwy. NUKTa
ovopadovTal Ta 6pyava, TTOU O HOUCIKOG AXOG TTAPAYETAl PE TO TPARNYMA TwV XOPdwvV
TOoUG. O OKEAETOG TNG UTTOPEI VO XWPIOTEI € 3 PEPN.

e To owpa TTou diabétel eTTiTredn TTAATN, TO NXEeio, Tov KABaAdpn Kai TV yépupa.

e ToutmpdToO, OTO OTTOIO TOTTOBETEITAI N TACTIEPA KA €ival XWPIOUEVN O 19 AeTTTA
METAAAIKG XWpiopaTa TTou ovouAadouue TAoTa.

e Tnv kKeEQOAA, pe Ta 6 KAEIBIQ, TTOU dlaxwpileTal atrd Tov Bpaxiova PYECwW TOu
Cuyou.

H kAaoikn KIBapa d1a0£Tel 6 xopdég. O TpeIg KATW XopdEC ovoudlovTal KavTivia Kal
€ival KATAOKEUAOHEVES aTTO VAIAOV Kal Koupdiopéveg aTig voTeg MI, ZI, ZOA kai o1 TpEIg
TTAvVW PTTACQ TTOU Eival TUAIXTEG JE KATTOI0 KPAUQ JETAAANOU ,0UvABWG XaAKOC Kal gival
KoupdIouéveg oTIg voTeG PE, AA, MI.

ExTéAeon oTnv KIBdpa

H kAaoikq kiBdpa (Eikéval.7), amairei pia
@ OUYKEKPIPEVN OTAon yia Tnv ekTéAeor tng. O
" KIBOPIOTAG TTPETTEl va KABETal O Mia KApPEKAQ,
OKOUUTTWVTOG TO apioTePd Tou TTOdI O0TaBepd OTO
TATWHA. To Oe€i OO Ba TTPETTEl va UWWVETAI
eANA@PWG PE Eva UTTOTTOdIO KAl TO KUPTO PEPOG TOU
OwWHaTOG TNG KIBAPAG epappolel otov unpd. ‘ETol, n
KIBApa PpiokeTal dlaywvia o€ oxXEon UE TOV KOPHO
TOU, €0Ti WOTE TO KABE XEPI va gival 0TV KATAAANAN
0éan. To &¢ti xépi XTUTTAEI TIG XOPOES TTAVW aTTd TO
NXEiO Kal TO aploTEPd KAgivel Ta TACOTA OTOV
Bpayiova Tng KIBAPAC.

Eikéva 1.7 KAaoiki KiBdpa

MNa va mapaxdei nxog péow NG KIBAPAG, 0 KIBAPIOTAG BETEI OE TTOAUIKES KIVIOEIG
OTIG XOpdEC TNG, ME Ta DAKTUAQ Tou O£gloU Tou Xeplou 1 ue Tréva. MNa va mapayel
OIOQOPETIKOUG PBAYYyougs, TTIECEI TIG XOPOEG Ooe did@opa onueia pe Ta OAKTUAQ Tou
apIOTEPOU TOU XEPIOU, QUEOUEIVOVTAG £TOI TO HAKOG TOUG.

Auo Baoikoi TTapdyovTéC yia Tnv TToIGTNTA TOU NXOXPWMATOG, Ogeilovtal oTov
TPOTTO, TTOU TTPOKAAOUVTAI O TAAQVTWOEIG TWV XOPdWYV, avaloya av gival Je To XEPI N
ME TTéVa Kal avaAoya HE TIG TEXVIKEG TTOU XPNOIUOTTOIOUVTAl OTNV EKTEAEDN.

Texvikég KAAOIKAG KIBApag

Apoyando: Texvikrp Tou Oe€loU xepiou, OTTou WETA TO TraigINO TNG XOPOAG, TO
OAKTUAO OTnpiCeTal oTNV €TTOUEVN XauNAOGTEPN Xopdn. MNa Tov avTixeipa 1oxUEl TO
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avTifeTo, otrou 10 OAKTUAO Ba oTNnEIXBei TNV auéows YnAdTePn Xopdr). To apoyando
XPNOIMOTIOIEITE yIa va "TOVICOUUE" TIG VOTEG HOG OE KATTOIO HEAWDIKA TTEPAC UATA.

Tirando: Texvikr Tou degloU XepIOU, OTTOU PETA TO TTAICIMO TNG XOPONG To OAKTUAO
Ogv oTnpideTal o KAtrola Xopodr Kal To OAKTUAO aTTAG Auyilel TTPOG TO E0WTEPIKO TNG
TTOAGUNG. To Tirando xpnoigoTTolEiTal 0 aPTTECIO KAl OUYXOPDIEG.

Arpeggio: Mia O1000xIKI C€IpA TTAIGIMATOG TwV XOPOWV Yia €KTEAECN MIOG
ouyxopdiag.

Glissando (FAiotpnua): To yAiotpnua Tou ddAxTuAou, atmd pia vOTa OE MId
uwnAoTEPN A XapNASTEPN TNG 18iaG XOPdNG.

Vibrato: Kivouue eAa@pd 10 dAXTUAO, KATA UAKOG TNG XOPONG, XWPIG TO dAXTUAO va
@euyel atrd Tn B€on TOU.

Natural Harmonics: ( @Quoikég Appovikég) Texvikr) Tou aploTepou XEpIou, OTToU
TTaiovTal KATTOIEG VOTEG O€ CUYKEKPIYEVA ONMEIA, OKOUUTTWVTAG TO OAKTUAO TTOAU
atraAd otn xopdH.

Mrrapé: Texvikl TOU apIoTEPOU XEPIOU, OTTOU TraifovTal dUO 1 KAl TTEPICOOTEPES
VOTEG TAUTOXPOVA OTNV 10ia B€on Pe TO Eva OAKTUAO. XpNOIUOTTOIEITAI TTEPICOOTEPO YIA
TTAiGINO oUYXOPDIWV.

Rasgueado (Strumming): Texvikp Tou &e€lol Xepiou, otTou Traifovral OAEG ol
XOPOEG ME TOV QVTIXEIPQ, EITE PE KivnOn TTPOG TA TTAVW I Kivnon TTPOG TA KATW), EITE PE
ouvOuaouo.

Trill (Tpikia): Tpriyopn emmavaAapBavouévn ekTéAeon Ouo OIODOXIKWY VOTWV.
MaiCoupe TNV vOTa PE TNV aPéowg uywnAdTepn TNG PEoA oTn dOOMEVN KAIJOKA TOu
KOMuaTIOU.

Tremolo: Texvikr Tou de€loU XEPIOU, OTTOU O QVTIXEIPAG avaAauBAvel va TTaigel To
EVOIAUECO APTTIOUA MIOG PEAWDdIOG evw Ta UTTOAOITTA DAKTUAQ €TTAVOAAUPBAVOUV TIG
I0iEC VOTEG.

1.3 EIAH KIGAPAZ

AKouOoTIKA KIBdpa

Ta €idn TNG €ival TTOAAG Kal dIAPEPOUV AVAAOYQ PE TNV KATAOKEUN TwWV XOPOWV.
MaieTar cuvABwG GUyXPOVN POUCIKK TTOTT POK PE TNV XPRoN Twv dAkTUAwV aAAd Kai
TTevwyv. To péyeBog Tng eival cuvnBwg ot 4/4.

Kifdpa Tou Flamenco
Eival oxedov opoia pe Tnv KAaooikr kiBdpa. Eival @riayuévn atmd EUAo KUTTapIoaiou

Kal epuBpeAdTn. O rfixog TTou TTapdyeTai gival o 0&Ug Kabwg gival eEAa@pid o€ PAPOG
Kal TTI0 JIKPA o€ Y€yebog atrd TNV KAACOIKA KIBdpa.
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HAekTpOoKAQOOIKN KIBdpa

4

5

Eikéva 1.8 HAekTpOaKOUOTIKN KIBdpa

HAekTpIKA KIBGpQ

Eikéva 1.9 HAekTpikn KiBdpa

H HAektpoakouoTikr) KiBdpa (Eikéva 1.8) n
Baoikn dlagopd atrd TNV KAAOOIKA KIBdpa eival
OTI £x€l TOTTOOETNOEI €10IKO HIKPOPWVO Kal OUXVA,
évag pubuioTng (equalizer) yeocaiwy, PTTACWYV KAl
éviaong. To JIKPOPWVO gival akpIBwg KATW atro
TO Nnxeio Kal givar pubpiIouévo va Tavel yovo Ta
NXNTIK& onfuarta Tou €pxovTal atd Tnv eubeia
otnv omoia Ppioketal. 'ETol,  €MTUYXAVETQI
BéATIOTN TTOIGTNTA RXOU, OTAV XPNOIKOTTOIOUUE
TNV KIBApa pe evioxuti. H ouvdeon cival pe tn
yvwoTh di1dtagn, dnAadn Pe €vav KOIVO EVIOXUTH
Kal éva attAd KaAwdio TTou KaTtaAnyel otnv Bdon
NG KIBAPAG.

KaTtaokeuaoTNKE yIa TO AGYo Tou OTi
UTTAPXE MEYGAN avdykn yia KiBdpa pe
EVIOXUMEVN €vTaon, TTOU €yIve aioOnTn
Kata mn dIdpKeIa TNG TTEPIOdOU TWV big
band.

H HAektpiky kiBdpa (Eikéva 1.9)
onuepa eivar éva €yxopdo HOUOIKO
Opyavo Je €1 XOPBES, Ol TPEIG KATW aTTO
atodAl, Kal Ol TPEIG TTAavw TTAAI atrd
atcdAl  aAAG  pe  €IdIKf  TTEPIENIEN,
avaAoyou Tou €idoug Twv Xopdwv. To
OKAQOG TOug €ival oTnv TTAEloWn@ia
TOUG aTTd Paoip EUAO Kal XPNOIUOTTOIE
NAEKTPOUAYVATEG VIO VO JETATPEWEI TOV
NXNTIKO TTOARO TwV atodAivwy Xopdwv
TNG 0€ NAEKTPIKO PEUNA TO OTTOIO PTTOPEI
ETTEITa va evioxuBei, amrd éva ocuaTnua
EVIOXUTN.

O nxog¢ TNG NAEKTPIKAG KIBAPAG PTTOPEI TTOAU €UKOAa pe Tnv Bondeia KATToIwV
NAEKTPOVIKWY KUKAWMATWY va dlagopoTroindei amd Tov apxikd rxo. ‘Exouue AoImrov

TNV dUVATOTNTA VO EUTTAOUTIOOUWE,

Kal v 0AAOILWOOUE TOV X0 MOG UE did@opa e@é

reverb, delay-flanger, phaser péxpr kai va Tov aAAd¢oupe pIfika pe TNV Pondcia
OIGQOoPWYV TUTTWV TTPOCOPOIWONG KAl TTAPANOPPWONG.
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https://el.wikipedia.org/wiki/%CE%9C%CE%B9%CE%BA%CF%81%CF%8C%CF%86%CF%89%CE%BD%CE%BF
https://el.wikipedia.org/wiki/%CE%97%CF%87%CE%B5%CE%AF%CE%BF

TexvikéG NAeKTPIKAG KIOGpaGg

Sweeping f Sweep Picking: Eival n TexvIKA, oTTou gival ammapaitnto n JeEAWDIKN
ocipd va atroTeAcitTal amd pia voTa o€ KaBe xopdn. To deEi 1 To xépl TTOU KpaTd ThV
TTéva TTaidel TIG VOTEG BIadOYXIKA ATTO TTAVW TTPOG TA KATW 1) aTTd KATW TTPOG Ta TTAVW,
avaAloya Pe TNV peAwdia.

Artificial harmonics- Teyviteg appovikég: KaBwg TTaifovTal ol VOTEG, TO apIoTEPO
XEpI MECEI ue TO OAKTUAO TIG VOTEG, ONUIOUPYWVTAG TPEUOAO Kal TO OEEi XEPI APECWGS
MOAIG TTaigEl TNV VOTA, AKOUMTTAE! ATTOAG O AVTiXEIPAG OTNV XOPdr).

Slide: XpnoiyoTtroigite éva JETAAAIKO epyaAgio, To o1Toio ovouddleTal “slide”, o o1roio
TOTTOBETOUE O€ £€va OAKTUAO TOU apioTEPOU XePIOU. To aploTeEPO XEPI EV OO0 TTAIEEI pIa
voTa, YAIOTPA OTnV €TTouéVN vOTA Kal e Tn xprion Tou “slide” aAA&lel o xapakTipag
TOU rXou.

Palm muting: Otav katd Tn dIdpKEIQ TTAISIMATOG, N AKPN TNG TTOAGUNG Tou dEEIoU
XEPIOU OKOUMTTA aTTaAd OTIG XOPOEG.

Bending & Release: Kivnon evog daxTuAou Tou apioTepoU XEPIOU, TO OTTOI0 KABWG
TTaideTal N voTa, KIVEITAl TO OAKTUAO avOdIKA OTnNV TACTIEPA Kal PETA KABWG eival
TTIECPEVO ETTIOTPEPEI OTNV APXIKA TOu BEon.

Shredding: Eivar 1o ypriyopo Trai€iuo TTOAAWV PeEAWDdIWV TTOU PTTOPOUV Vva
OuvVOUOOTOUV TTOAAEG TEXVIKEG.

Vibrato: Kivouue eAa@pd 10 dAXTUAO KATA UAKOG TNG XOPONG XwpPig TO dAXTUAO va
@evyel amd T Béon Tou.

Glissando: To yAioTpnua TOoUu OdYTUAOU, OTTO MIa VOTA O€ MIa WNAOTEPN N
XauNAGTEPN TNG 18iag XOpdnG.

Trill (Trilia): Tpnyopn emavolauBavouévn ekTéEAEOTN, OUO JIOBOXIKWY VOTWV.
Maioupe TNV VOTA PE TNV QUECWS UWNAOTEPN TNG, MEoa oTn OOOMEVN KAIUAKA Tou
KOMuaTIOU.

Hammer-on/ Pull-off: TeXvIKA TOU aplioTEPOU XEPIOU, OTTOU TTAICETAI KAVOVIKA Hia
vOTa KOl METETTEITA ME OeUTEPO OAKTUAO, TraiCetal GAAn vota otnv 10ia xopdn,
XTUTTWVTAG TNV OuvaTd, OTToU PETA a@riveTal atréToud, KABWS TTAPAUEVEI TO TTPWTO
OAKTUAO, TTOU £XEI TTAICEl TNV TTPWTN VOTA, TTIECUEVO.

Tapping: Otav Ta OAKTUAQ Tou degIoU XePIOU, TTIECOUV duvaTA VOTEG TTAVW OTNV
TAoTIEPQ.

let it ring: OTtav Katd 10 TAI§IUO YIOG PEAWDIAG OEV OTAPATOUNE TIG XOPOEG , AAG
TIG AQVOUE VA NXOUV.

muted chords: To &€& xépi Tailel K&TTolov puBuod Kal TO apIoTEPO XEPI KOBEI TIG
VOTEG KaI £€TO1 aKOUyeTal KATI pUBUIKO.
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KE®AAAIO 2 — 3D I'PA®IKA ME TO MAYA

To mpdéypapua Maya, cival éva 3D AoyIOHIKO Ypa®IKWV TOU UTTOAOYIOTH TTOU
Aeiroupyei pe Ta Windows, MacOS kai Linux, avamtuxnke apxikd oo tnv Alias
Systems Corporation (Trpwnv Alias | Wavefront) kai €1 Tou Tapdviog avikel Kai
avartrtuooetal atmo Tnv Autodesk, Inc. XpnoipoTroigital yia T dnuioupyia d1adpacTIKWV
epapuoywv 3D, cuptrepIAauBavopévwy Twv video games, TAIVIWV KIVOUPEVWV
oXediwV, TNAEOTITIKWY OEIPWV I OTITIKWV EQE.

2.1 EIZAFQIH £TO MPOrPAMMA MAYA |

I 2.1.1 BAZIKEZ AEITOYPTIEZ TOY MPOrPAMMATO: MAYA

KATQ OWH-TOP Y

NPOIOWH-FRONT Z MAATIA OWH- SIDE X

Eikéva 2.1.1 : To repiBdAAov epyaciag
Kai 1o TAéypa Grid

Eikova 2.1.2: To repifdAAov epyaoiag Kail ol TEOOEPIG OYEIG

AvoiyovTag 10 TTPOYPANKA, TO TTPWTO TTPAYHA TTOU Ba TTPETTEI
va avTikpiooupe gival 1o TAéyua Grid (Eikéva 2.1.1 ) 10 oTtroio
TTAPOUCIAETAI OTO KEVTPO TOU TTPOYPANMOTOG Kal Hag Bondda oTtnv
Kataokeuy Tou povrédou. Otav dev gu@avidetal UTTAPXEN Eva
oUPBOoAO akpIBwg TTavw atrd TO TTApPABuUPOo, OTNV TTPWTN YPAUMN

Ekéva 2.1.3 Kai To Trataue. To oUpPBoAo eivai: Av auTo egakoAouBei va unv
Emloyég mpoPoAis  gugavifeTal aue Display=>Grid
oypewv

TNV apioTePr KABETN OTAAN BAETTOUUE TPEIG ETTIAOYEC TTOU pag BonBouv va douue
TO HOVTEAO, A YEVIKA TNV OKrvn atTd otroia own BéAoupe. H TTpwTn emmiAoyn (atrd Tavw
TTPOG TA KATW, OTTWG QaiveTal oTNV €IKOVA 2.1.3, BAETTOUPE TO HOVTEAO OTNV TTPOOTITIKI
Béon, og autd 1O TTAPABUPO E€XOUME TNV dUVATOTNTA VA KIVNOOUPE OTTWG BEAOUE.
Mapadeiyuatog xapiv JTTopoupe va KivnBouue yupw- yupw atrd To JovTEAO.

H &eltepn emiAoyn, pag deixvel TEooepa dla@opeTikG TTapdbupa. Tnv MNPooTITIKN
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TNV MAayia éwn tnv MNMpdoown Kal TNV KATw O0Wn 0TTwG @aiveTal oTnv €Ikova 2.1.2.

H teAeuTtaia etmAoyr pag divel duvatoTnTa va dOUUE TO JOVTEAO PaG aTTd dUO OYEIS
TNG €MAOYNAGS Mag. MNa va yivel autd €TTIAEYOUPE TNV TPITN €TTIAOYH, KAl AKPIBWS TTAVW
amdé 1o TTapdbupo utTdpxouv KATToleG €TTIAOYEG. Mia atrd auTég Aéyetal Panels.
AkoAouBoupe Tnv dladpoun Panels=>0rthographic (Eikova 2.1.4) BAETTOUHE KATTOIEG
OWeIg Kal TTIAEYoupE atro TTola Ba BEAapE va dOUPE TO JOVTEAO, ETTIAEYOUME IO OWn
yla TO KGO TTapddupo.

Mia GAAn duvaTtdTnTa TTOU Pag diveTal OTNV TTapouca @Acn, gival OTav BEAOUPE va
doupE Povo éva TTapdbupo atrod Ta TECOEPA ATTAG OUPOUNE TO BEAOG TTAvw aTTO TO
TTapdBbupo Kal TTaTdpe 1o TTARKTPO dlaoTriuatog (SPACE).

Panels
Perspective
Stereo
Orthographic
Look Through Selected

Panel

Hypergraph Panel

Eikéva 2.1.4 NapdBupo Panels

Toolbox Window

Select Tool 10 10 KOIVO epyaAeio o€ KABE TTPOYPAUMNA, TO OTTOIO
MTTOPOUME va ETTIAECOUE TA AVTIKEIMEVO OTN OKNVA Kal Ta TTapadupa
TOU TTPOYPAUMPATOC ETTEEEPYQTIAG.

Lasso Tool eTmAgyei TO QvTIKEINEVO Kal TA OTOIXEIG TNG OKNVNAG
oxed1AZovTag Kal oxnuaTti¢ovrag eAeUBepo oxXANa yUpw atrd auTo.

Paint Selection Tool epyaAgio €mMAOYAC XPWHATWY, ETTIAEVEI
OTOIXEIA TNG OKNVAG TToU €ival (WypaPIoUEVQ.

Move Tool petakivei €mAeypéva QVTIKEIUEVA PETAPEPOVTAG TOV
XEIPIOTA METAOXNMOTIOUOU atrd Toug G&oveg Z (MTTAE BEAOG), Y
(Trpdioivo), X (kOkkIvo) Kal 0To KEVTPO otToudrroTe (W).

Rotate Tool epIoTpEPel Ta ETTIAEYUEVA AVTIKEIMEVA 1 £CapTAMATA
oupovTag TO XeEIPIOTAPIO TTEPIOTPOPNG (E).

Scale Tool peyioToTrolei Ta €mAEyPEVA AVTIKEINEVO TUPOVTAG TOV
XEIPIOTH KAIJOKAG.
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Time Slider

270 KATw PEPOG TNG 08B6vVNG, KATw atmd 1o TTapdBupo TTPoROANG, eu@avifeTal o
puBUIOTAG XPOVou, O OTToioG QaiveTal OTIC €IkOveG 2.1.5 kal 2.1.6. To puBUIOTIKO
XPOVoU ep@avilel To eUPOG TWV KAPE, TTOU Eival EVEPYA OTN OKNVr], TN B€0N TNG KEPAANG
avaTTapaywyng Kal Ta TTAdiola mou €xouv KaBoploTei o€ autd Ta BacikG Kapé yia
OTTOIOOATTOTE ETTIAEYUEVO AVTIKEIMEVO.

Playback Head Time Slider

Eikéva 2.1.5: Time Slider

Eikéva 2.1.6: Time Slider To eUpog TwVv Kap€ Trou gival evepyd.

Range Slider

Kdatw atrd 10 pubpIoTIKG XpOvou gival TO puBUIOTIKO €UPOUG TIHWYV. To pubuIoTIKO
€UPOUG TIHWV EPQAVICEl TO TUVOAIKO apIBusd Kapé, TTou BpiokovTal OTn OKNVA Kal TO
TUAMO TV KapE TTOU €ival evepyd. 2Ta apIoTEPG TOU PUBPIOTH €UPOUG, UTTAPYXOUV dUO
TTaPABUPA TTOU TTEPIEXOUV TTANPOPOPIEG OXETIKA PE TO TTPWTO TTAAICIO TNG OKNVAG Kal
TO TTPWTO TTAQICIO TNG TPEXOUOAG TTEPIOXNG KaPE. 2Ta OECIA TOU PUBMIOTIKOU £UPOUG
uUTTdpXouV duo TTapABupA, TTOU TTEPIEXOUV TTANPOPOPIEG OXETIKA HE TO TEAEUTAIO
TTAQIOI0 TNG TPEXOUOOG TTEPIOXNAG TTAQICIWY Kal TO TEAEUTAIO TTAQiOIO TNG OKNVAG. To
gIkOva 2.1.7 deixvel To pUBUIOTIKO EUPOUG TIHWV Kal Ta TTapdBupa TTAaigiou.

Beginning Range Slider End of Active Scene
of Scene

Beginning of End of Scene
Active Range

Eikéva 2.1.7: Range Slider PuBpioTik6 g0poug Tipwyv Kai Ta rapdbupa rAaiciou
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Shelves

21NV apioTepn TTAEUpPG TNG 080vNng, eugavifetal To TTapdbupo
NG €PYOAEIOBNKNG. H epyaAcioBrnikn TTePIEXEl KOUUTTIA YIa TTOAAG
atod Ta KOIVWG XPnOoIdoTTolouueva epyaAgia Tou AoyiopikoUu Maya,
KaBw¢ Kal To TTo TTPOCQPATO XPNOIUOTIOIOUUEVO EPYAALIO TTOU
epavicetal Aiyo o KaTw atmo TIg £€1 emAoyég (Eikdva 2.1.8). Auth
n emAoyn @aiveral 6tav emAECoupe KATI atTd To Edit Mesh | Mesh
Tools.

Mavw amd 10 TMapPdbupo TPOROANG, eival pia PIKPR Oudda
eIKoVIDiwv TTou ovoudlovtal pdeia (Shelves). To Aoyiopiké autd
TepIAapBavel diapopd TTpokabopiopéva pdgia, OTTwg polygons
animation. H eikéva 2.1.9 diakpivovtal JEPIKES aTTO TIG ETTIAOYEG OTA
pdgia.

Eikéva 2.1.8 EmiAoyég
epyaA&gloBnkKng

Palygons Sculpting Rigging
& & N 4 &
IR RN B

Eikéva 2.1.9 Shelves

ViewCube

Eival évag dANog TpOTTOG va TrepinynBoupe o€
éva Tapdbupo TpoPoAfg, 1o ViewCube TrOU
Qaivetal otnv eikova 2.1.10. Mrmropoupe va TO
XPNOIYOTIOINOOUKE KAVOVTOG KAIK KAl OUPOVTAG TOV
KUBO KAvOVTaG KAIK O€ Jia eTTIQAVEIQ 1] AKpn KUBou
N KAvovTag KAIK aTo £Ikovidlo ApxIikr ogAida. Eikéva 2.1.10 ViewCube

19



2.1.2 XPHZIMOIMOIQNTAZ TA MAPAGYPA KAI TA MENOY TOY MAYA

Ymrapyxouv TTOAAG TTapdBupa yia Ta
MEVOU TOu Aoyiopikou Maya. Mepika
gival  mavra diaBéoiya kar  AAAa
eg@avidovtal HPE EVTOAEG HEOW TOU
TIANKTPOAOYiOU ] JE KAIK TOU TTOVTIKIOU.
O Tmivakag Layer Box / Layer, eikéva
2.1.11, o omoiog PBpiokeTal oTn OEgIA
TAeUpd TNG dieTTaPrg Maya, TTEPIEXEI
TTANPOPOPIEG OXETIKA UE TO ETTIAEYMEVO
avTIKEiuevo, OTTwG gival n B€éon Tou, n
KAiJOKQO Kal TO IOTOPIKO TOU POVTEAOU N
GAAO  XAPOKTNPIOTIKA  TTOU  €XOUV
onuioupynBei. Eav o Ttrivakag dev eivai
opPATOG, UTTOPEI VA EJPAVIOTEI TTATWVTOG
TO KOUWTTI.

€

Xz

MpéoBaon oTo pévou

els Edit Object Show

SHAPES
pCubeShapel

INPUTS
malCiihe 1

Display

Layers Options  Help

Eikéva 2.1.11 Mivakag channel Box/layer Editor

O1 cuvTouegUuoEIg TTOU Pag divouv Tnv duvaTdTnTa Va
QTTOKTH)OOUNE TTPOCRach OTO PEVOU gival Kupiwg duo.

To Marking Menu, 1Tou @aivetalr oTnv €ikova 2.1.12,
MOG ETTITPETTEI VA ETTIAECOUHE BIAPOPA XAPAKTNPIOTIKA EVOG
OBJECT, émmw¢ EDGE 1 FACE. Metapaivouue 010 evoU
onuavong kavovtag Oegi KAIK o€ éva QVTIKEIMEVO TNG
OKNVAG Kal ouveyxi¢ovtag va kpatate To RMB.

To Hotbox Trepi€éxel OX1 JOVO TA Kupia OTOIXEIA TOU

Eikéva 2.1.12 Marking Menu  1eyo(, aAAG Kol TTOMA aAAG pevou. Ma va OTTOKTHOOUUE
TpooPBacn oto Hotbox, 6TTwg gaivetal otnv €ikéva 2.1.13,
TOTTOBETOUNE TO Opopéa oTOo TTAPABUPO TTPOBOAAG Kal
TTOTAPE TTAPATETAPEVA TO TTAAKTPO SIQOTANATOG.



Eikéva 2.1.13 Hotbox
Option Boxes

MepIKEG POPEG, TA OTOIXEIA OTO PJEVOU, €XOUV ETTIAOYEG TTOU OXETICOVTAI UE QUTEG TTOU
MOG ETTPETTOUV, VA KaBopioouue akpIBWGS, TTWG BEAOUUE TO OTOIXEIO VA EQAPUOLETAI
OTO QVTIKEINEVO OTO OTToi0 epyaddpaoTe. MTTOPOUUE VO ATTOKTIOOUNE TTPOCROCN O€
QAUTEG TIG ETTIAOYEG HEOW TOU TTAQICIOU ETTIAOYWYV OTTWG PaiveTal Kal oTnv Eikova 2.1.14.

File Edit [Creaté Select Modify Display Windows Mesh Edit Mesh Mesh Tools
"
Modeling i 3

NURBS Primitives

Polygon Primitives

Volume Primitives @& Sphere

Lights & Cube
Cameras % Cylinder

Curve Tools & Cone

Eikéva 2.1.14 MAaiciou EmiAoywv

Na va eCoikeiwBouue pe TN Xprion Tou TrAaiciou eTTiAoywv, E€TIAEyOUUE
OTTOIODNTTOTE OTOIXEIO OTTO TO MEVOU TTOU EXEI TIG OXETIKEG ETTIAOYEG KOl KAVOUUE KAIK
oTo TTAaiolo €mmAoyng. Avoiyel To TTapaBupo Pubpioeig epyaleiou (Eikova 2.1.15) kai
MTTOpOUNE va doUE TIG BIAPOoPES DIOBETIYES ETTIAOYEG YIA QUTO TO OTOIXEIO PEVOU.

Polygon Sphere Options

Create

Eik6va 2.1.15 PuBuioeig yia To Aaicio emiAoywv
Setting Preferences

To Maya pag divel Tn duvatdTnTa va TTPocapudoouuEe Tn diETTagr Pe dia@dpoug
TpOTTOUG. 'Eva amd 1a 1Mo ouvnBiopéva €ival n aAAayr TTPOTINACEWV O€ Ouxvda
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XPNOIUOTTOIOUHMEVA XOPAKTNPIOTIKA VIO VO CUUTTANPWOOUNE TOV TPOTTO TToUu BEAoupE
VO EPYACTOUE.

Preferences Window

Kdvoupue KAIK 0TO PIKPO €1KOVidIO,
oTnNV KATW OECIA YWVIA TNG BIETTAPG
TTOU @QaiveTal oTnv €IkOva 2.1.16 yia
va avoi¢oupye TO TIAPABUPO TWV

'ITpOTI}Jr']O'EU,)V Maya Mnopoope Windows Mesh Edit Mesh Mesh Tools Mesh Display Curves Surfaces
1 B e e

€TTIONG VA ATTOKTAOOUMPE TTPOCRacn d
oT0 TTapABupo eTmAéyovTag Windows Ceneral Editors
=> Settings / Preferences => Modeling Editors

Animation Editors

Preferences, OTTWG @aiveETal OTNV [N
glkéva 2.1.17 1} XpNOILOTIOIWVTAG TO i

Ul Elements

Hotbox kai emAéyovrag Tnv 18ia Settings Preferences
6IG6pO|JI"] Qutliner

Preferences
Performance Settings

Node Editor

' Eikova 2.1.17 Preferences menu

Eikéva 2.1.16Preferences Button

I 2.1.3 METAKINHZH KAI XEIPIZMOX ANTIKEIMENQN

210 Aoyiopikd MAYA, €xoupe Tnv duvatdtnTa va PETakivnBouue yupw atmd TO
MOVTENO KaI VO E0TIACOUNE OE KATTOIO CUYKEKPIPEVO ONUEIO PE TIG TTIO KATW ETTIAOYEG.

Tumble

Aivel Tn duvaToTNTA TTEPIOTPOPNS YUPW OTTO TA AVTIKEIMEVA TNG OKNVAG. TO epyaAgio
Tumble Aecitoupyei povo Otav €xoupe TTPOOTITIKA Acitoupyld. O ouvduaouog
TTANKTPOAOYiou Pe To aploTEPO TTARKTPO Tou TTovTikKiIoU (LMB) kai o Option / Alt + pag
divel autr} Tnv duvartoTtnta (Eikéva 2.1.18)

Option
Alt

Eikéva 2.1.18 Acixvel cuvduaopu6 TTANKTPOAOYioU OTO TTOVTIKI.
Pan Panning

Mag emiTpétrel va peTakivnOoupe TTAayia, TTpog Ta TTAvw Kal TTPOG Ta KATw Péoa o€
Mia TTpoBoAr). O ouvduaoudg TTANKTpoAoyiou yia petakivnon ival Option / Alt + middle
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KoupuTTi Tou TTovTIKIoU (MMB). ZTIG TTEpIc0OTEPES TTEPITITWOEIG, TO MMB €ival 0 Tpoxog
KUAIONG Tou TTovTIKIoU pag (Eikéva 2.1.19).

Option
Alt

Eikéva 2.1.19 Zuvduaopudg TAnkTpoAoyiou / TTovTiKIOoU.

Zoom

Méow TnG pey€Buvong TNG TTPOROARG PTTOPOUNE VA PETAKIVNOOUUE TTIO KOVTA A TTI0
Makpid atrd Ta avTikeipeva NG oknvns. O ouvduaopog TTANKTPoAoyiou yia peyéBuvon
givar To Option / Alt + d€€i6 kKoupTri Tou TTovTikiou (RMB). 2tnv Eikéva 2.1.20
EM@avileTal autdG 0 aUVOUAO OGS TTANKTPOAOYIOU / TTOVTIKIOU.

Option
Alt

Eikéva 2.1.20 Acixvel ouvduaouo TTANKTPOAOYIOU E TTOVTIKI.
EmiAoyég peyébuvong

To Maya 0100£Tel €TTiONG MEPIKEG EVTOAEC TTANKTPOAOyiou TTou peyeBUvouv Ta
QAVTIKEIYEVA OTN OKNVI:

=> [laTwvTag 10 TTANKTPO A yia JeyEBuvon yia va EPQavioT KABE opaTtd avTIKEIMEVO
oTn OKNvA.

=> [latwvTtag 10 TTANKTPO F yia peyéBuvon yia va eu@avioT KABE €TTIAEyUEVO
QVTIKEIMEVO aTn okNvr. Edv dev £xel eIAeyei OTIOATTOTE, TO TTAAKTPO F CUPTTEPIPEPETAI
oav To TTARKTPO A.

I 2.1.4 XPHZH THZ AIAXEIPIZHZ APXEIQN ZKHNQN

Mpiv ¢ekivAooupe, TTPETTEI va puBuicoupe Tn oknvh Maya, €101 woTe, OAa Ta apxeia
va gival opyavwpéva Kal va gival EUKOAO va T BPOULE.

To Maya TTapéxel évav TPOTTO va diatnpouvTtal eUKOAd 6Aa Ta apxeia yia éva
OpYavWHEVO €pYO Kal ovopddleTal KatdAoyog £pywv. KdbBe @opd tTou Cekivape pia
Kalvoupyla oknvh, 6a TpETTel va pubuicoupe £vav véo KATAAOyo €pyou akoAouBwvTag
TQ TTAPOKATW Bripara:

1. EmAéyoupe File => New Scene.
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2. EmAéyoupe File => Project Window. Avoiyel 10 mTapdBupo Project, 61Twg
Qaivetal oTnv €iIkova 2.1.21.

3. ‘Emara kAk oto kKoupTri New ditTAG oo 1redio Current Project kai divoupe €va
HovadIko Gvopa.

® [ Project Window

Edit Help

Current Project: New_Project
Location: [Users/konstantina/Documents/maya/projects
¥ Primary Project Locations
Scenes scenes
Templates assets

Images images

Source Images sourceimages

Render Dat nderData

Movies movies
Translator Data data

Time Editor Time Editor

ssembly sceneAssembly

» Secondary Project Locations

Accept

Eikéva 2.1.21 Project Window.

4. BeBaiwvoupaoTte 6T T0 0x€016 ammoBnkevetal otov odnyd maya / projects,
emAEyovTag 1o TTEdi0 Location, TTou @aivetal otnv €ikéva 2.1.21. To Maya dnuioupyei
UTTOKOTAAOYOUG, HECT OTOV KUPIO KATAAOYO yIa va KPaTa dIAQopa OTOIXEIA TNG OKNVAG.
Autd TrapartiBevral otnv evotnTa Primary Project Locations, Ta otroia a@opouv Tig
eMAOYEG autoSave kal Scenes OTTWG QaiveTal oTnv Eikéva 2.1.21.

5. EmAéyoupe 10 KoupuTti Accept kal KAgivoupe To TTapdBupo Project.

6. TéAog, @povTiCouue va €xouue pubpioel To Time Slider ota active frames 1ou
BéAoupe 1o TTapAdelyua otnv ikova 2.1.22, €xoupue 24 active frames. Av dev £xoupe
Ta KapE TToU BEAOUE, puBUIfoupE TO PRKOG TOU PUBNIOTA €UPOUG i TTANKTPOAOYOUUE
TOoV aplBuoé oto End Time window.

Range Slider Adjustment End Time Window

Eikéva 2.1.22. Setting the scene to 24frames

24



2.2. KATAZKEYH 3D MONTEAOY

Anpioupyia cwpaTog KAAOIKNG KIBApag

[MpIv EEKIVAOEI N KATOOKEUN €VOG HOVTEANOU ,gival onuavTikd va gival katavonta Ta
M0 Baoikd epyaAgia TTou BpiokovTtal oTnVv Mo KATw Eikova 2.2.1. Z1nv KABETN OTAAN,
ol TMIAOYEG ouvOUALoVTal JE TIG ETTIAOYEG OTAV OPICOVTIA YPAPUA.

270 TTPOYPAPMA o1 ETTIAOYEG TIG KABETNG OTAANG BpioKovTal TNV apioTePH) TTAEUPA.
Evw o1 emAoyég Object, Vertex, Edge,Face Bpiokovtal de€id otnv kKaptéAa modeling
ToolKit.

P Object —~ / -
o N < o

Scale Tool

MeyaAwvel EmAéyoupe duo ol EmiAéyoupe pia
TO AVTIKEIMEVO Kal KOPUQPES Kal oyn Kai Tpﬂﬂdps
oTig 3 dlaoTdoels f TpaBdpe TTPOg TTPOg TIg duo
Ta £§W avdhoyeg
KaTeuBUVoEIg

Rotate Tool

Alvettnv Em\éyovtag pia 6yn
Suvarétnta oto HmOpPOUE va
HoVTéAO va SNUIOUPYHCOULE pat
TIEPIOTPEPETAL KUPTH EM@avela
KUKAIKG

Move Tool

Metakivnon Emdoyr kopueric | Emhoyr dkpwv Ermoyr 6ying
HoVTENOU piECw Kal petakivnon Kal HETakivnon Kal peTakivnon

TWV TPIOV 610U BENoUpE ormou Béhoupe
Slaotdoewy

Eikova 2.2.1. Mepikd ammoTeEAEOPATO CUVSUAOTIKWY ETTIAOYWV.

MNa dnuioupyia Tou PHOVTEAOU, TTPETTEI VA EI0AYOUNE Wi BonBnTikn €IKOva, TTou Ba
BonBroel otnv KaTaokeur Tou. YTTapxel duvatotnta TPpooBnkn piag eikévag o€ KABe
own. H ka&Be oyn @aiveral og Tpia daQopeTIKA TTapdbupa. ETnv KATaoKeur TTou Ba
akoAouBnaoel, xpnoiyotroiénkav eikéveg aTnv TTpdooYn Kal aTnv TTAAyIa Oyn. TNV
eikéva 2.2.2 @aiveral n diadpopr) TPooBNKNG TNG EIKOVAG.
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LYLIE TIIUUYn wanicias

View Shac

€ G | =T 5

Undo View Change
Redo View Change
Default View

View Along Axis

Look at Selection

Center View of Selection
Frame All

Frame Selection

Frame Selection with Children
Align Camera To Polygon
Predefined Bookmarks
Bookmarks

Camera Settings

Camera Attribute Editor...
Camera Tools

Image Plane
Select Tool: s Import Image...

View Sequence Time

Import Movie...

Eikova 2.2.2 Eicaywyn €1Kovag

A@oU TOTT0BTNBOUV 01 €IKOVEG, OTO KATAAANAO onueio pe Tnv BorBeia Tou move
tool yia Tnv 1o KaAr eTe¢epyacia, eMAEyovTag TNV KapTéAa channel box aAAGloupue
TIG TINEG OTO translate z yia front / rpéooyn translate x side / mAayia é6yn o€ -12.
‘ETO1 TTETUXQIVOUUE VO UV TTAPEUPAiIVOUV Ol EIKOVEG, OTO JOVTEAO TTOU Ba dnuioupynOei
QKPIPWG OTO KEVTPO. ZTIG €IKOVEG 2.2.3 €W 2.2.5 @aivovTtal Ta oTadia TN diadikaaoiag.

Channels Edit Object Show Trans|ateX

imagePlanel

Translate Y

4 Translate Z
Rotate X

Rotate Y

Rotate Z

SHAPES -
imagePlaneShapel

Display
Layers Options Help

Eikéva 2.2.4 EmiAéyoupe Tnv eik6va Kal Bddoupe oTo translate z -12
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Translate X
Translate Y
Translate Z
Rotate X
Rotate Y
Rotate Z

Eikéva 2.2.5 EmiAéyoupe Tnv gik6va Kai Bafoupe oTo translate X -12

‘Emreita  akoAouBoupe Tnv Oladpour) TTOU @aiveTal oTnv €IKOva 2.2.6 yia va
dnuIoupynooupe éva KUPBo, oToV OTTO0I0 Ba KTIOOUME TO HOVTEAO YAG. Z€ auTO TO OTADIO,
eipaoTe 01O Object mode xpnoiuoTtroloUpe ouvduaoTikd To move tool pe 1o scale tool
MEXPI Va TTETUXOUME TO €TIBUUNTO PEYEBOG, TTOU Ba pag BonBroel va dnuioupyACOUNE
TO KQAOUTTI TOU JOVTEAOU PAG.

t |[Create Select Modify Display Windows Mesh Edit Mesh Mesh Tools Mesh

9  Object " (N oM N ol o W o
NURBS Primitives

Polygon Primitives

|
Volume Primitives Sphere O

Lights & Cube

Cameras Cylinder

Curve Tools Cone

Eikéva 2.2.6 Aiadpopun yia eicaywyn KUou

Katl onuavTikd TTou TTPETTEl VO BUPOPACTE VIO va YivEl TTIO 0waoTO TO JOVTEAO A,
TTPETTEl Va ETTIAEGOUNE TO wireframe TO OTToi0 BPIoKETAI AKPIBWS OTIG ETTIAOYEG TTAVW
ato 10 TTapdBupo TNG KABe Oowng. 2Tnv o K&tw Eikdéva 2.2.7, gival n uttddeign oTo
1660 pe apiBud éva. Auth n €AoYyl €ival o Xpnolun Kupiwg oTnv apxn yia va
MTTOPOUNE va OUNE TNV EIKOVA Kal va TNV aKoAouBAooupE oXeBIAOTIKA.

21NV uTTédEIEN dUO PaiVETAI N XPON TNG AEITOUPYiag vertex yia va UTTapxel Mo KOAR
akpipeia oto oxnua. BeBaia xpeidletal TTOAU TTPOCOXN N CUYKEKPIPEVN AEITOUPYIA.
MpétTel va TTPOCEXOUME OTI ETTIAEYOUNE CWOTA onueia. Ta onueia TTou eTTIAéyovTal
yivovTal KiTpiva. Ztnv 1o KATw €IKOva 2.2.7 @aiveTal 0TI €TMAEYOUPE OUVOUAOTIKA TO
vertex ye To move tool .

27



View Shading Lighting Show Renderer F

s MB AN LD ziEEE B @ & b M E E RS 000 Q 100 SRGB gamma

Eikova 2.2.7 wireframe

lMNa 600 xpovikd dilaoTnua éxouue eTmIAeypévo 1O object mode (Eikéva 2.2.8),
emAéyovtag Tnv kaptéha channel box @aivetal pia Aiota amd  didpopeg
ouvTeETaYHEVEG. 2TNV BEon INPUTS 110U QaiveTal oTnv €Ikova 2.2.10 ye 10 dvoua poly
Cubel kal aAAaloupe TIG TIUEG Tou subdivisions width kal subdivisions height é1ol
dnuIoupyouvTal TECOEPIG BoNONTIKES YPAPPES. To HOVTEAO OTNV €IKOVa 2.2.9 @aiveTal
n emmAoyl smooth shade all.

Multi-Component

Eikéva 2.2.8 EmiAoyn object mode

2 Z
Visibility
SHAPES
pCubeShapel
INPUTS
polyCubel
Width

Height

Depth

Subdivisions Width

Subdivisions Height

Subdivisions Depth
Create UVs ormaliz

Eikéva 2.2.10 Anpioupyia fonénTiIKWV ypauuwv

‘ETO1 0TIG TTI0 KATW €1KOVEG 2.2.11 €wg 2.2.15 @aiveTal TTwG SIANOPPVETAI OIYA O1yd
TO MOVTEAO TNG KAQOIKNG KIB&PAGS. XpnOIUMOTIOIOUKE KUPiwS TOUG GuvOUACUOUG vertex
+ move tool i} vertex + scale tool.
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Multi-Component

»' Combine Separate

4! smooth @ Boolean

(&S

extride

Eikéva 2.2.14 Zxnuatiopdg povréAou pe Tig eTTIAOYEG vertex + scale tool

29



Eikéva 2.2.15 ZXnuartiopdg povréAou pe Tig £MIAOyEG vertex +scale tool

Mesh Tools Mesh Display Curves

Hide Modeling Toolkit

Append to Polygon
Connect

Crease

Create Polygon
Insert Edge Loop
Make Hole

Eikéva 2.2.16 Aiadpopn yia va £I0GyOoulE KAIVOUPYIEG
ypappég (mesh tools -> insert Edge Loop)

2TNV €IKova 2.2.16  @aivetal n
dladpoury TOU akoAouBouual oétav
BéAoupe va €1I0AYOUHE  KAIVOUPYIEG
YPAMUEG OTA OnuEia otTou XpelddeTal
ylad va TTETUXOUME €va TTI0 OwaoTO
oxnua. AloQopeTiKA, B6a uTTdpyouv
EVTOVEG YWVIEG.

2TIG €IKOveG 2.2.17 péxpr 2.2.20
gival Ta oTAdIa XpHong TNG Epyaciag.

Multi-Component

Multi-Component

Eikéva 2.2.18 Txnuatiopog povrélou e Tig emAoyég edge selection + insert edge loop
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Muiti-Component

g

Eikéva 2.2.20 Zxnuatiopog povréAou e Tig eTIAoyEg object selection + scale tool

I 2.2.2 AHMIOYPTIA BAZHZ MMNPATZOY KAAZIKHZ KIOAPAZ

AkoAouBoupe tnv diadpourn mesh tools -> insert Edge Loop, €ikéva 2.2.21, Kai
OnNUIoOUPYOUE BUO KABETEC YPOAUMEG.

File Edit Create Select Modify Display Windows Mesh Edit Mesh Mesh Tools Mesh Display Curves Surfaces D¢
Modeling v EmdE->c ik O =.>( (3 kit Symn
Poly Modeling Create Polygo.
: Insert Edge Loop
View Shading Lighting Show Renderer Pa 'S Make Hole
mMBR Lo ZiBEE ’
Multi-Cut

Offset Edge Loop

Paint Reduce Weights'

Paint Transfer Attrit
1L\ Quad Draw :
10p-¥ Sculpting Tor”

View Shading Lighting Show Renderer Panels view Shading Lighting Show R
=MBN Lz BOE 11§ 2 @ @ @ mMBOR LD 2 E ]
T |

Eikéva 2.2.21 mesh tools -> insert Edge Loop

‘ET01 dnuioupyrROnKe TO onuEio TTou XpEIAdeTal yia va dnuioupynoei To uTTpdTtoo Tng
KAaoIKAG KIBGpag. Me ocuvduaoud oTta epyaAcia move Tool kal Face Selection yiveral
ETTIAOYN TTOU QaivVETAI OTNV EIKOVA 2.2.22.
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sh [EditMesh! Mesh Tool

&  Add Divisions
Bevel

* Collapse
Connect
Detach
Extrude
Merge
Merge to Cent’

*  Transform

cuize

Average Vertices
Chamfer Vertices
Reorder Vertices

Delete Edge/Vertex
Edit Edge Flow

Flip Triangle Edge
Spin Edge Backward

Spin Edge Forward

Assign Invisible Faces
Duplicate
Extract
Poke

» Wedge

Project Curve on Mesh

Split Mesh with Projected Curve

Eikéva 2.2.23. EmiAoyn yia Tnv dnuioupyia Bdaong

MITPpATOOU

32

AkoAouBoupe tnv dladpopn edit
mesh => Extrude 6TTwW¢ @aiveTal oTnv
eikova 2.2.23. Me autd Tov TPOTIO,
divoupe wlnon otov y d&&ova
(TTpdoivo BEAOG) TTPOG Ta TTAVW LYIA
va €€AYOUNE ATTO TO TTAPOV POVTEAO
évav TTPOELEXOV KOPUATI TTou Ba
onuioupyrooupe 1o pTpdroo (Eikéva
2.2.24).



persp

View Shading Lighting Show Renderer Panels
DE BEODIE% € ® @

i

m(MMTCR B

Eikéva 2.2.25 IXnuaTiopog urpdTrocou

Me ouvduaoud Twv epyaiciwv
move Tool kal vertex Selection
OnNMIOUPYEITAI TO ATTOTEAECUQ TTOU
@aivetal otnv TTAayid own(side),
eIkdva 2.2.25. 21NV €Ikova 2.2.26
OlakpiveTal 1o &ekABapda n Bdon
TOU JTTPATOOU HE TNV ETTIAOYN

smooth shade all. .

Eikéva 2.2.26 Bdon Tou pmrpdroou
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Me ouvduaouod Ta epyaAgia move Tool kar Face Selection yivetal emmiAoyry oTnv
Baon Tou PTTPATOOU TNG KIBAPAG OTTWG @aiveTal oTnv eikOva 2.2.27. AuTto yivetal
duvaTtov akoAouBwvTtag Tn diladpopr) edit mesh=> Extrude.

Edit Mesh Mesh Tools Mesh Display Curves Surfaces Deform UV Generate Cache Arnold

Components Symmetry: Off

&  Add Divisions
o

Bevel
Bridge

Collapse i Show Renderer Panels
Connect BHEE HED RDHEH S ¢
Detach :
Extrude
Merge
Merge to Center
Transform
Flip
Symmetrize
Vertex
Average Vertices
Chamfer Vertices

Reorder Vertices
Edge
* Delete Edge/Vertex ing Show Renderer Panels
o o o = 7 VB (o] 0 (5 =] [T 0 (6 o' € 6

Eikéva 2.2.27 Aladikaciag dnuioupyiag HTTpAToOoU

>2uvduddovTag Ta epyaAeia move Tool kai
Exbva 2.2.28 Txnpamiopss pmpdTooy vertex Sellecnon OAOK)\,r]pUUVGZTGI n ’popcpr]
KEPOARC TNG KEQAANG Kal TOU PUTTPATOOU TNG KIBAPAG.
XpNOIYOTTOIOUHE eTiong EMMTTAéOV
YPOUMES OTTWG @aiveTal oTnv eikéva 2.2.28
Kal 2.2.29, yia va dnuioupynBei To POVTEAO
oTnv €ikéva 2.2.30.

Eikéva 2.2.29 ZXnpaTioy6g HIrpdToou
KeQPAANG

34



o1y mogenng

Eikéva 2.2.30 HuiteARg KiBdpa

AkoAouBoupe Tnv diadpoury Create => Polygon primitives => Cylinder o61Twg
paiveTal Kal 0TNV €IKOva 2.2.31.

Create Select Modify Display Windows Mesh Edit Mesh Mesh Tools Mesh
I-k [« NN @I .3 o Sl 0.3 -
NURBS Primitives
Polygon Primitives
Volume Primitives Sphere
Lights Cube
Cameras @&  Cylinder

Curve Tools Cone
Torus

Tvne

Eikéva 2.2.31 Aiadpopn yia eicaywyr KuAivipou

BAétTovTag 10 povTéAo atrd Tnv TTpdoown, ToTToBeTOUNE e TNV BorBeia Tou Rotate
tool pépvoupe Tov KUAIVOPO OTnV 1I8aVIKR BE0N £T01 WOTE va QAIVETAI OTTWG TNV EIKOVA
2.2.32. Autdg o0 KUANIVEPOG Ba pag BonBroel va dnuioupyACOUPE TO NXEI0. TNV €IKOva
2.2.32 6TTWw¢ Kal otnv €ikéva 2.2.33, BAETTOUPE TNV TOTTOBETNON TOU KUAIVOPOU OTO
owoTd onueio oTnv TTPOCOYN.

Eikova 2.2.32 KuAivdpog
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Eikéva 2.2.33 Toro08éTnon KUAivdpou 010 OWOTO onuEio

Evw €xoupe Tov ouvduaopo move Tool kal object selection eTTIAéyouuE TTPWTA TO
KaAoUTTI TNG KIBApaAg Kal ev 000 TTaTdue 1o shift emAéyouue kalr Tov KUAIVOPO. ZTO
QVTIKEIPMEVO TTOU ETTIAEYOUUE TTPWTO, €ival O€ AUTO, TTOU Ba EQAPUOCTEN TO KEVO, BACN
TOU OXNMATOG TTOU XPNOIUOTTOINONKE. TO TTPWTO AVTIKEIYEVO TTOU ETTIAEYOUUE gival auTo
ME GoTTpég ypapués. 'Emeira akoAouBoupe tnv diadpopr: Mesh => Booleans =>
Difference. Ztnv €ikéva 2.2.34 kai 2.2.35 BAETTOUE TNV d1adIKOCIA KOl TO ATTOTEAEC Q.

ows Mesh| Edit Mesh Mesh Tools

Booleans
Combine Union
Separate €. Difference
Intersection
Conform
Fill Hole M B EE| @ oo

Eikova 2.2.35 TeAiké amoTéAeopa

Me pia avaAloyry diadikacia dnUIoOUpyoUUE Kal T XwpEiohaTta oTnv KEQAAR TNG
KIOdpag. AkoAouBoupue Tnv dladpouny Create => Polygon primitives => cube, o¢
ouvduaouo e Ta epyaleia move Tool kal vertex Selection kaBwg kai insert Edge
Loop Tool => Edge pag divouv Tn duvatdTNTa VA OXNUATIOOUPE TO OXAUa TToU Ba
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BonBrosl va dnuioupyAoOUUE TO KEVO O€ eKEIVO TO onueio. H diadikaoia auTh @aivetal
OTIG €IKOVEG 2.2.36, 2.2.37 kai 2.2.38.

2 0.00 ¢

."—- e -
s o=y
-

) A, ¥ L

Eikéva 2.2.37 Alapép@uwaon Kevou

Me Tov ouvduaoud move Tool kai
object selection, €mmAéyouue TTpWTA TO
KAAOUTTI TNG KIBApag kal 600 KPATAUE
Tatnuévo TO shift emAéyoupe kalr 1O
OXNUa TToU QaiveTal oTnv eikova 2.2.39.
2TO QVTIKEIMEVO TTOU ETTINEYOUME TTPWTO
gival og autd TTou Ba dnuioupynBei TO
KEVO PACEI TOU OXNUATOG TTOU XPrOIUG-
Toinonke. To TpwTo €Xel  AOTIPEG
YPOUMEG Kal TO OEUTEPO TTPACIVES. ETTEITa
akoAouBoupe Tnv dladpoun. Mesh=>
Booleans=> Difference. Alakpivoupe 10
TEANIKO aTTOTEAEOUA OTNV €IKOVA 2.2.40.

Eikova 2.2.39 Toro8éTnon yia diapoépewon Eikova 2.2.40 Tehiko amrotéAeapa

Ta epyaieia move Tool kal Face Selection o€ ocuvduaouoO, POG TTAPEXOUV TN
duvatétnTa TNG E€TMIAOYNG TTOU @aiveTal OTnV €IKOva 2.2.41 OAng TNG KEPAANG Kal
akoAouBoupe Tnv dladpoury edit mesh => add divisions. [evikd oTnv 1o TTAVW
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dladikaoia 600 o TTEPITTAOKO €ival TO oxXAUa TTou BEAOUUE va ATTOKOTTEI TOOO TTIO
dUoKOAO €ival va Byel cwoTd. H TpooBAkn ypapuwyv pe add divisions oTto TEAOG
ouvnRBwg BonBdel. MeviK& TTPETTEI va EXOUNE UTTOWN MOG, OTI N YPAUMES AeIToupyoUV Kal
oav oTnpiydata, €dv av PTITOUV o€ OwOoTd onueia, 10TE Ba €xouue €va OwWOTO
ATTOTEAEOUQ

> Add Divisions

Bevel
%s  PBridge

Collanse

Eikéva 2.2.41 Aiadpopn yia dnuioupyia divisions

XpnRon epyaAeiou BEVEL

To epyaAeio Bevel, xpnoIPOTTOIEITAI YEVIKA YIA VA WOEI OTIC YWVIEG MIA TTIO OUAA
KAion kal avédAoya Je TO OXAMQ TTIO CUYKEKPIMEVN. ZTNV €IKova 2.2.42 BAETTOUNE Eva
KUBO TToU TO OeUTEPO €XEI Yivel Xprion Tou epyaAciou Bevel vy oTo TTpwTOo OXI.

Eikova 2.2.42 Xprion Tou epyaAciou Bevel

Otav mTardue 70 TTARKTPO «3» a1Td TO TTANKTPOAGYIO, QAIVETAI OTTWG OTNV TTPWTN
TTEPITITWON TTOU OV £YIVE XPAON TOU EpyaAciou, £yIve OQAipa VL) OTO BEUTEPO £XOUV
AelavBei o1 akpeg Tou. MNa eTava@opd TTatdue atrAd 170 TTANKTPO «1x». To atroTéAeoua
auTd @aivetal oTnv elkova 2.2.43 .I'evikd To TTARKTPO «3» pag BonBd va doupe av 1o
OXAMa pag gival cwoTtd AAAa dev gival atrapaitnTn N XPnon Tou yia TNV TEAIKN Tou
HOPON.
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Eikéva 2.2.43 Xprion Tou gpyaleiou Bevel

Me tnv emAoyr Edge selection emA£youue TIG AKPEG TToU BEAOUPE va AslavBouv.
O1 emmAeyuEVEG AKPES @QaivovTal PE TTOPTOKAAI Xpwua. TNV €IKOva 2.2.44 £mmeita
akoAouBoupe Tnv diadpouny edit mesh => bevel kal dlOKPIVOUPE TO ATTOTEAECUQ
(eikbéva 2.2.45). ETriong oTIg €IKOveG 2.2.46 kal 2.2.47 aTtreikovideTal n eTTavaAnyn tng
OUYKEKPIPEVNG B1adIkaaiag.

Fraction
Segments
Depth
Mitering
Miter g
Chamfer

Eik6va 2.2.45 BAETTOUPE TO OTTOTEAEO O ETTEITA OTTO TRV Eikéva 2.2.44 XpRon Tou bevel
Xprion Tou bevel
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Eikéva 2.2.46 Xprion Tou bevel kai og GAAa onueia TnG KIBApag

Eikova 2.2.47 Edw BAETTOUE TTWG QAIVETAI ME TNV XPOEI TOU TTARKTPOU 3

2uvduadovtag Ta epyaleia move Tool kal Face Selection (Eikéva 2.2.48), yivetal
emAoyn yia di16pbwaon TG MOPPRS Tou nxeiou, (N HOP®H TTOU QaiveTal €ival oTnV
emAoyn TTANKTpou 1). Z1nv eikdva 2.2.49 atreikovifetal To TEAIKO atroTéAeopa (€TTIAoyn
TTAfKTPOU 3).
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Eikéva 2.2.48 EmiAoyn nxeiou

Eikova 2.2.49 Qaiveral To povréAo otnv €mAoyn 3.

211G eIkOveg 2.2.50 kai 2.2.51 emmavoAapBaveral n mo Katw diadikacia e AAAa
onueia.
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GB gamma

Fraction

Eikéva 2.2.50 Me TARKTpo 1 pe TNV Xpnoel Bevel.

Eikéva 2.2.51 Me TARKTPO 3 QaiveTal TO ATTOTEAEO A METO ATTO TNV EQPapuoOyK Tou Bevel
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I 2.2.3 KATAZKEYH XOPAQN

AkoAouBoupe Tnv diadpoun TnG ikévag 2.2.52 create => polygon primitives =>
Helix

Create Select Modify Display Windows Mesh Edit Mesh Mes

k (e o Y o

NURBS Primitives

Polygon Primitives

Volume Primitives Sphere
Lights Cube
Cameras Cylinder

Curve Tools Cone

e Torus

SVG
Adobe(R) lllustrator(R) Object...

Plane

Construction Plane Pyramid
Free Image Plane Prism
Locator Pipe
Annotation... % Helix
Measure Tools

Eikévag 2.2.52 Aiadpopn eicaywyng polygon

2NV €Ikéva 2.2.53 BAETTOUPE TO QTTOTEAECHA VIO TWV TTAPAPETPWY TTOU £XOUV
eMAeyei yia TV dnuioupyiag TG Xopdns (Eikéva 2.2.54).

INPUTS
polyHelix1
Coils
Height
Width
Radius
Subdivisions Axis
Subdivisions Coil
Subdivisions Caps
Create UVs | Normaliz...
Round Cap [ off

0
=
)
=
=
o
w
o
x
—
—
%)
<
i)
=

Eikévag 2.2.54 PuBpioceig
Eikévag 2.2.53 AmrotéAeopa pubpicewv

H puBuion Subdivisions Coil 1Tou BAéTTouue oTtnv €ikéva 2.2.56 dnuioupyei
TEPIOOOTEPEG UTTOdIIPEDEIG OTaV augdvoupe TNV TIPR. O1 uTTOdIdIPETEIC QUTEG
dnuioupyouvTal KABeTa 010 PAKOG TNG Xopdn s (Eikdva 2.2.55).
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M UVTIHTIUT Vi

INPUTS
polyHelix1

Coils

Height

Width

REGITH

Subdivisions Axis

Subdivisions Coil

Subdivisions Caps
Create UVs | Normaliz...

Round Cap [joff

3 19Ae1 / X094 1dUUBUN

Eikévag 2.2.56 PUBuion subdivisions Coil

Eikévag 2.2.55 AtroTéAeopa puBpicewv

H puBuion Subdivisions Axis 1ou BAémoupe oTtnv €ikova 2.2.58 dnuioupyei
TTEPICOOTEPES UTTODIAIPETEIG OTAV DITTAACIACOUUE TNV TIPF. O1 UTTOBIAIPETEIG QUTEG
dnuioupyouvTal otov opifévtio dEova. MNMapatnpoupe OTI OTO OXAMO OTPOYYUAO-
TTOIOUVTAI Ol YWVIEG TTOU €ival éviova oTnv elkova 2.2.55. 21nv eikova 2.2.57
BAETTOUUE TO ATTOTEAECUA TTOU TTPOKUTITEI ATTO TIGC TTAPAPETPOUG TNG €IKOVAG 2.2.58.

INPUTS
polyHelix1
Coils
Height
Width
Radius
Subdivisions Axis
Subdivisions Coil
Subdivisions Caps
Create UVs [jNormaliz...
Round Cap §off

| J19ART / X094 I3uuRU"

Eikévag 2.2.58 PUBuion subdivisions Axis
Eikévag 2.2.57 AtrotéAeopa pubpioewv

H puBuion Coil TTou BAETTOUNE OTNV €IkOvVa 2.2.60 dnuioupyei TTepiocdTepa Coil
TTaPATNPEOUME TTWG aTTd TPEIG £yivav £€1. AOYwW Tou OTI TO UYOGS TTAPEUEIVE TO idIO TO
aTTOTéEAEOUA €ival TTO TTUKVO. TNV €IKOva 2.2.59 BAETTOUPE TO ATTOTEAEOHA TWV
puBuicewv.

INPUTS
polyHelix1
Coils
Height
Width
Radius

Subdivisions Axis
Subdivisions Coil
Subdivisions Caps
Create UVs [ Normaliz...
Round Cap Joff

1aAeT / x09 1IpauuPuN

Eikéva 2.2.60 POBuion Coil
Eikéva 2.2.59 AtrotéAeopa pubpioswv
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2tnv eikéva 2.2.61 mapatnpoupe 6T aAAGfoviag TO UWoG avoiyel n xopdn
OUYKPITIKA PE TNV €IKOvVa 2.259. H puBuion auth diakpiveTal oTnv €ikéva 2.2.62. Otav
TTpooBEéToUupE Kal AAAa coil ,eikdva 2.2.64 dnuioupyeite éva 0 KAAO atToTéAeoUa

2.2.63.

INPUTS
polyHelix1

Coils

Height

Width

LEGITH

Subdivisions Axis

Subdivisions Coil

Subdivisions Caps
Create UVs §Normaliz

Round Cap W off

xog |auuey)

| 134

Eikéva 2.2.62 AAAayn oT10 UYog

Eikéva 2.2.61 AroTéAeopa puBpicewv

INPUTS
polyHelix1
Coils
Height
Width
Radius

Subdivisions Axis

Subdivisions Coil

Subdivisions Caps
Create UVs [ Normaliz...
Round Cap J off

| 49Ae7 / x0g |[puuey)

Eikévag 2.2.64 AANayRn otnv puBuion Coil

Eikévag 2.2.63 AmrotéAeopa pubpicewv
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Aiaxeipion Layer

Ta Layers yevikd divouv Tnv duvatotnta
va TOTToBeTOoUPE MECOA O QUTA KATTOIA
MOVTEAQ KAl va Ta A@AIPECOUME OTAV AUTA
Oev Ta XpeIalOUaoTE.

Ta Layers T1a BpiOKOUPE OTNV KAPTEAQ
channel box / layer Editor.Eikéva 2.2.67.

EmAEyoviag 10 POVTEAO 1] QVTIKEIUEVO
TToU BéAoupE KI ETTEITa ETTIAEYOUpE TO Layer
TTou B€éAoupe va kKAvoupe Oei KAIK Kal
emAéyoupe add selected objects (Eikéva
2.2.66 kal 2.2.67). Ztnv €kéva 2.2.65
artreikoviovral €TMTTAéOV  puUBUIcEIC TwV
Layers.

Emiong ptopoupe va  PaAoupe  Kal
KATTol0 Xpwua oTo Layer, TO QVTIKEIPUEVO
TTOU QVAKEI O€ QuTO, OTNV  €TMIAOYN
wireframe @aiveTal ue To XpwWUa TTOU £XOUME
EMAEEEN, OTTWG oTnV Eikéva 2.2.68.

Move Selection Up
Move Selection Down
Create a New Layer
Create a New Layer and Assign Selected Objects

Normal, Template or Reference Toggle
Playback Toggle
Layer Visibility

Eikéva 2.2.65 PuBuioeig layer Editor

Display
Layers Options Help

IEE]

| layer2
|
kavalaris
’| A3_KLEIDIA_TELIKO1:layer;
| kormos

| A3_KLEIDIA_TELIKOL:layer:y ©
I

polySurface28

Translate X
Translate Y
Translate Z
Rotate X
Rotate Y
Rotate Z
Scale X
Scale Y
Scale Z
Visibility

O mMMHOOOOOO

SHAPES

Display
Layers Options Help
¢ ¢ ¢ &

-

1 / xog |auueyd)

kleidial...

Add Selected Objects
Remove Selected Objects
Select Objects

Set All Layers
Set Selected Layers

Eikéva 2.2.67 EmiAoyn avTikeipévou Kal TTpooOnkn oTo layer
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Display
Layers Options Help

7] layer3
7| layer2
/| kleidial

| A3_KLEIDIA_TELIKO1:layer:
| kormos
"“ A3_KLEIDIA_TELIKO1:layer:.,

Eikéva 2.2.68 ®aiveral To Xpwua TTou éXoupe oTo layer

I 2.2.4 NIPOZOHKH XPQMATOZ XTO MONTEAO

KaBwg 10 povréAo TTANCIAdel oTnv TEAIKA TOU Pop®nr OTTWG QaiveTal oTnV €IKOvVaA
2.2.69 107€ €ival n KATAAANAN OTIyun yia TNV €TMIAOYA TOU XPWHATOG.

Eik6va 2.2.69 TeAikl pop®R HovTEAouU.

2T0 OUYKeKpIPEVO TTapadeiyua pe TIG €mAoyég Select Tool kar Face Selection
eMAEYoUpE TNV Own TTou BAETTOUME OTNV €IKOVA 2.2.70 yia va TIG BWOOUNE XPWHA.

47



Eikéva 2.2.70 EmiAoyn emi@dveiag

EmAéyoviag 10 onueio Tou povtéAou, TTou BEAoupE va TTPOCBECOUME UK Kal
XpWwHa, pe Oegi KAIK ,emmIAéyoupue Assign New Meterial, 0TTwG @aiveTal oTnv €IKOVA

2.2.71.

l.me Editor

Scene Assembly

Material Attributes...

Assign New Material...
Assign Favorite Material

Assign Existing Material
Eikéva 2.2.71 Aiadpopn yia EI0aywyR XPWHATOG ETTIPAVEIAG

Avoiyel To TTapdBbupo Kal atmd To OUYKEKPINEVO TTapddeiypa emAéyouue Phong,
OTTWG PAiVETAl OTNV EIKOVQ 2.2.72.

Ocean §

* Phong

Phono
@ sracing Map

Eikova 2.2.72 EmiAoyég Meterial
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210 O€CId TOU TTPOYPAUMOTOG €u@aviovTal KATTOIEG KAPTEAEG, ETTIAEYOUMPE ThV
Attribute Editor exei epavifovral apKeTEG KOPTEAEG OTO TTapAdelyua gival To Phong7
(Eixéva 2.2.73). Av kdrmoia oTiyufp BeAjooupe va aAAdG&oupe katrola  €ikOva,
akoAouBoupe Tnv idla diadikacia dANa avti Assign New Material emAéyoupe 1O
aKpIBwg 1m0 TTAvw To Marerial Attributes 1Tou diakpiveTal oTnv €ikéva 2.2.71. AITAd
atro TNV €MAOYA TOU XPWHATOG EP@AVICETAI Eva AOTTPOPAUPO EIKOVIOIO TO OTTOIO €ival
i010 yia OAeg TIG eTTIAOYEG. MNaTdpe Kal ep@avideTal Eva aAo TTapdBupo, 6TTwG QaiveTal
oTnv €Ikéva 2.2.73

phong? !

Focus
Presets

' Show Hide

Copy Tab

ICREREIE N SN SR

Eikéva 2.2.73 MNivakag pubuicewv Meterial

A6 10 TTapdBupo auTtd emmAEyoupe file, OTTWG QaiveTal oTNV €IKOvVa 2.2.74.

1 Mes esh Display face w o e Maya Classil

Create Render Node = O 8 signin & -

us ~ Attributes

phong? !

Focus
Presets
Ly
Show Hide

angquIy

Mandelbrot

8 Mountain

100p3

Load Attributes Copy Tab

94 e |4 j4 4 P »ipl

24 ps - o
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Eikéva 2.2.74 EmiAoyn file

Otrwg atreikovietalr otnv €IkOva 2.2.75, pag gugavicel €va kitpivo @akelo. H
emAoyn auth, pag divel Tnv TTPdoacn OTIG €IKOVEG TOU UTTOAOYIOTH Pag. Auto TO
oTAdIo gival Aiyo TTOAU KOIVO HE TA TTEPICCOTEPA TTPOYPAMMATA . ETTIAEYETAI KAI QVOIYEl
TNV €IKOVA yIa va TTEPACEI OTO TTPOYPAUPA OTTWG QAIVETAI OTNV €IKOVEG 2.2.76 Kal
2.2.77.

file18

‘ Focus @ [ Open
¥
Presets*
3
Show Hide

B /Users/konstantina/Desktop

ookmarks Name Size Kind

% Computer o png 1.011KBpng
B Desktop 20 1.54.52 pp.png
M Documents 6 2.51.08 pp.png

¥ File Attributes & konstantina

Filter Type Quadratic ¥

rrent Project
brg Fibar Current Projec

/Users/konstanti ¥

M Workspace Root ~
M scenes

Reload Edit M assets

I re0T yia yparTa -~ Folder
I reoT KAaowng kiBapag -~ Folder
™ renderData M pwTiopog -- Folder
i clips M pwroypaepieg 3D MODELING - Folder
r“’“”d : ¥ I ©QTOrPAGIEE A MEPOX -- Folder
B wpapa PG 224 KBJPG File

Set Project... 4

UV Tiling Mode Off

Use Image Sequence

Notes: file18

File name:
Load Attributes Copy Tab

Files of type: Image Files
94 lac |4 |4 4 D | »| »|

- -

Eikéva 2.2.76 EmiAoyn gIk6vag amo Ta
Eikova 2.2.75 EtmiAoyn g1kovag apxeia utroAoyioTh
a1rd T apxeia uTTOAOYIOTAH

/Users/konst: v

- Wo

< >
e dudad Jadod Jadaded dal Jadadad
5 3

Set Project...

Eikéva 2.2.77 EmiAoyn gIkOvag amo Ta ap)eia utTtoAoyioTh

270 TTaPOV OTAdIO EUPAVICETAI TO ATTOTEAEOUA, OTTWG QAIVETAI OTNV £IKOVA 2.2.78.
‘Emreita akoAouBouue Tnv 1814 diadikagia PEXPI va TACOUUE OTO TEAIKO ATTOTEAECUQ,
(Eixéva 2.2.79).
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Eik6va 2.2.78 AtroTéAeopa mAoyAg Eikova 2.2.79 TeAik6 atroTéAeopa

UV Editor

Me Tov UV Editor ummopoupe va eTTECEPYOOTOUUE DIAOPACTIKA TIG CUVTETAYMEVES
uene. ‘Exoupe Tnv duvatotnta mpoéoBaocng o€ auTto €ite amo Ta Windows> Modeling
Editors > UV Editor 4 amoé 1o pevou UV > UV Editor 010 0€T pevou MovteAoTroinong.
MTtropouUpe €1Tiong va doUUE TNV EIKOVA TTOU CUCOXETICETAI UE TOV KABopIouEVO XApTNn
uPnG wg oknviké péoa oto UV Editor kai va TpoTrotroifjooupe tn didragn UV woTte va
TaipIadel 6Trwg TrpéTel. Mapadeiypata UV Editor diakpivovTal oTig €ikoveg 2.2.80 kai
2.2.81.

View options for UVs s

UV texture coordinates __| \ 4 |__ UV Toolkit for arranging
displayed inin 2D Y = 2 and modifying UVs

Eikéva 2.2.80 Aciypa UV editor
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Perspective View UV Editor View

Eikéva 2.2.81 Asiypa UV editor

|2.3 AHMIOYPIIA ZKHNHZ

Baoikég KaptéAeg PuBuicewyv

Mia GAAN opdda atmé pubuioeig xwpideTal oTIg £¢RQG KaTnyopieg, Eikdva 2.3.1:

Modeling utrdpyxouv ol puBuiceIg TTou XPNOIKOTTOIoUKAl VIO TNV KOTOOKEUR TOU
MovTEAOU paG.

Rigging uttdpyxouv ol pubuiceig Tou dnuIioupyolv Kivnon O€ €va POVTEAO ME
avlpWTTIVA XapaKTNPIOTIKA. AUTO yiveTal e TNV dnUIoUpyia OKEAETOU.

Animation €8 PTTOPOUNE VA ONPIOUPYFOOUE TNV OKAVN VA EI0AYOUUE TIG KAPEPES
KAl TO QWTIOPS Kal Ba dnuioupyroouuE TNV Kivnon TTou 6a dWOOUUE OTO HOVTEAO HOG.

FX éxoupe TNV duvatoTnTa dnUIoUPYIaG EQE.

Rendering €dw €ival o1 puBNIocEIC yIa Ta XapAKTNPIOTIKA TwV Kapé TTou Ba e¢ayoupue
atro TO JOVTEAO KABWG Kal ol dI00TACEIG.

Customize atrAd dIauOPPWVOUHE TO PJEVOU TOU TTPOYPANPATOS OTTWG MAG BOAEUEL.

Modeling
Modeling
Rigging
Animation
FX
Rendering

Customize ...

Al

Eikéva 2.3.1 Katnyopieg puBpiocswv
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§ 23.10amsmos

O @wTtiopog Asitoupyei dlagopeTikG availoya ue Tnv Aoy Render Using (Arnold
Renderer, maya hardware ). 'Exoupe TTévTe DIAQOPETIKESG ETTIAOYEG, OTTWG BAETTOUNE
KAl OTNV €IKOVA 2.3.2, £TTIONG QVTATTOKPIVOVTAI DIAQOPETIKA AvAAOya PE TNV UPr Kal Ta
materials Tou XpnaoipoTtrolouue yia 70 povtédo (Eikdva 2.3.3).

® Assign New Material: file1

* Bifrost Foam Material

* Bifrost Liquid Material

® Render Settings
Edit Presets Help

Render Layer masterLayer v

Render Using Maya Hardware 2.0 .

M f
Coron aya Software

Maya Hardware 2.0 )
Path: /Users ya/projects/cla
File name: u mental ray

* Blinn

* Hair Physical Shader

¥ Layered Shader
Ocean Shader

* Phong

* Phong E

& Ramp Shader

Image size: € Arnold Renderer 72 pixels/inch) @ Shading Map

Maya Vector

¥ Calor A Surface Shader

® Use Background
Eikéva 2.3.2 PuBpiosig Render Using

+» Fluid Shape

Light Fog

Volume Shader

M aiAmbientOcclusion

Close

Eikéva 2.3.3 EmiAoyég materials
Point Lights
‘Eva Point Light ekméuTTOUV QWG OMOIOUOPPA TIPOG OAEC TIG

KATeEUBUVOEIC KAl TTPOCOMOIWVOUV TIG aKTiveg TTou Tnydlouv ammd éva
Makpivé onueio (Eikéva 2.3.4).

Eikéva 2.3.4 Mia TNy OnpEiou EKTTEUTTEI GWTICHO OHOIGHOPPA TTPOG OAEG TIG KATEUBUVOEIG.
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2TIG €IKOveG 2.3.5 Kail 2.3.6 BAETTOoUNE €va atTAS TTapdadeiyua Point Light To otroio
EXEN Yivel oUPQWVA PE TIG pUBpioeIg TNG eikOvag 2.3.5 kal pe Tnv etmIAoyr Render Using.

pointLightshapel

Focus

pointLight: pointLightShapel = Presets

Show Hide

Point Light Attributes

Type Point Light

v/ Emit Di e v/ Emit Specular
Decay Rate No Decay
Light Effects
Shadows
Object Display
Arnold

Eikéva 2.3.5 PuBpioeig Point Light

Eikéva 2.3.6 AtroteAéopata Point Light pe SiagpopeTiké Render Using

Spot Lights

Ta Spot Lights pag diver Tnv duvaTtdTnTa OTOXEUOOUMPE OE €va
OUYKEKPIPEVO ONuEio, OTTWG @aiveTal oTnv eikova 2.3.7 kai 2.3.8. Mtropoupe
va opadoTroifjooupe éva Spot Lights e éva povréAo, OTTwG yia TTapddelyua
Ta QWTA 0€ £va auToKivnTo. AAEG TTAPAPETPOI TOU QWTIOPOU Pdg divouv Tn
duvaTtoTNTa va AEYXOUME TO TTAATOG TOU KWVOU Kal €101, £XOUUE TTIO €UpEia
OéouNg PWTOG.

Eikéva 2.3.7.'Eva Spot Lights ptropei va otoxeuel
TO (PWG O€ £VAV OUYKEKPIPEVO OTOXO.
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Eikéva 2.3.8 H amraAdtnta Spot Lights ptropei va puBpioTei pe Tnv amroéppiyn.

2TIG €1kOVEG 2.3.9 Kal 2.3.10 BAETTOUNE éva aTTAG TTapadelyua Spot Lights cupgwva
Me TIG puBuioeig (Eikdva 2.3.9) kai ye tnv €mmAoyr) Render Using. To mental ray
O0oUAeUEl Povo e OIKG Tou material.

Focus
spotLight: spotLightShapel ' Presets
[
" Show Hide

Sample . Light Shape .

Spot Light Attributes
Type Spot Light

1 1
v llluminates by Default
 Emit Diffuse  Emit Specular
Decay Rate NoDecay ¥

Light Effects

Shadows

Object Display
»  Arnold

Notes: spotLightShapel

Eikéva 2.3.9 PuBpioeig Spot Lights

software h are vector m

Eikéva 2.3.10 AtroteAéopara pe Spot Lights pe diagpopeTiké Render Using

Directional Lights

‘Eva Directional Light 8étel éva pdévo didvuoua yia 0Ao Tov QwTIoNS Tou
Kal XTuttd K&Be avTikeipevo atrd Tnv idia ywvia, aveEdptnta amd 10 1ToU
_— BpiokeTal TO avTiKEipyevo. Agv €£xel onuaoia To TTou BpiokeTal €va Directional
Light og oxéon pe Ta avTikeipeva Tou QwrtiovTal. To pévo TTpayua TTou £XEl
onuaacia yia Tnv ToTroB£TNON €vog Directional Light eival o€ TToia kateuBuvon
Ociyvel .
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2TIG €IKOVEG 2.3.11 kai 2.3.12 BAETTOUNE £va aTTAG TTapadelypa ue Directional Light
TO OTT0i0 BAETTOUME CUPQWVA JE TIG puBuioelg oTnv eikéva 2.3.11 kal he TNV €TTIAOYA
Render Using Ta ammoteAéopata oTnv €iIkOva 2.3.12.

Presets

>
»
»
»
»
»
>

Eikéva 2.3.12 AmroteAéopara Directional Light pe diag@opetiké Render Using

Area Lights

Eivar diodidoTtateg opBoywvieg TTNYEG QWTOG. XpnoiyoTrolouue Area
Lights yia va TTpOCONOIWOOUNE TIG AVTAVOKAACEIG Twv TTapabupwyv. Mia
QPKETA onuavTik puBuion cival n Decay rate TTou ouvavidue TEOOEPIG
OIaQOPETIKES ETTIAOYEG YIO TO TTWG Ba a1Tod00El TO YWG TTAVW OTO UOVTEAO.

2TIG €IkOveG 2.3.13 kai 2.3.14 BAEToupe €va atmmAd TTapddesiyua pe Area Lights
oupewva ue TG pubpioeig (Eikova 2.3.13) kai pe Tnv €mAoyr) Render Using, evw Ta
atmmoTeAéopaTa @aivovTal oTnv £IKOva 2.3.14.

arealightShapel

Focus
arealight: arealightShapel == Presets

»
" Show Hide

78

sample W

Area Light Attributes
Type Area Light
Color NG
Intensity 8.309
v llluminates by Default
v Emit Diffuse v/ Emit Specular
Decay Rate No Decay \
Light Effects
Shadows

Object Display

Eikéva 2.3.13 PuBuioeig Area Lights
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Eikova 2.3.14 AtroteAéopara pe Area Lights diagopeTikd Render Using

Volume Lights

Ta Volume Lights Bacifovial oe Téooepa oxAuata. Mrmopouue va
OpiooUPE TO QWG Va €ival €iTe KouTi, o@aipa, KUAIVOPOG 1 KWVOG auTh N
emAoy Tnv Ppiokoupe oto Light shape (Eikéva 2.3.15). Méoa oe kd&Be

@ OXNUa UTTAPXEl MIO JIKPT OQaipd TTOU UTTODEIKVUEI TNV TTPAYMATIKY QUTEIV
Ny (ME TNV TTPOoUTTO0e0n OTI N KaTEUBUVON QWTICPOU €évraong Eival

puBpIouévn O€ Agova TTPOG Ta £EW 1 TTPOG TA KATW).

volumeLightShapel
Focus
volumelLight: volumeLightShapel = Presets
»
' Show Hide
®

Sample »

Intensity 1.000 [ |

v llluminates by Default
v/ Emit Diffuse v/ Emit Specular
Light Shape Cone v
Color Range Box

Selected Position 0. Sphere

Cylinder

s: volumeLightShape
- P Cone

Eikéva 2.3.15 PuBuioeig Volume Lights

Ta ewta évraong eivar oav éva TPIodIAOTATO QWG TTEPIOXNG. O OUYKEKPIPEVOG

QWTIONOGS dev AciToupyei pe metal ray. ZTIg €lkoveg 2.3.16 kai 2.3.17 BAETTOUME €va
atmAd mapddelypa Volume Lights oupgwva pe Tig pubpioeig (Eikéva 2.3.16) kai ye v
emAoyn Render Using (2.3.17).
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ZiIEDEDBRED|EWNe @
volumeLightShape1

Focus

I3
volumeLight: volumeLightShapel Presets

Show Hide

Volume Light Dir

Ar

¥  Penumbra

Notes: volumeLightShapel

Eikéva 2.3.16 PuBuioeig Volume Lights

software hardware vector

Eikova 2.3.17 AroteAéopara pe Volume Lights pe Siapopetikd Render Using

Ambient Lights

Ta Ambient Lights gwTiouv akéun Kai Tig TTEPIOXEG TTou dev QwrTiovTal Aueca aTro
AAAN TTNYN @WTOG. O1 OKIOOUEVEG TTEPIOXEG EVOS TTPAYHATIKOU SWHATIOU KATTOIEG POPES
yivovtal opatég povo armd 1o Ambient Lights. To Ambient Lights mpooB€Tel To idI0
XPWHa Kal éviacn o€ OAEG TIG TTAEUPEG VOGS AVTIKEINEVOU, XWPIG va AauBavel uttown
T 8€on ToU.

2TIG €IkOveG 2.3.18 kai 2.3.19 BAEtToupe éva ammAd mTapdadelyua Ambient Lights
oupewva Pe TIG pubpioeig otnv eikéva 2.3.18 kai e Tnv €tmAoyr) Render Using Ta
arroteAéopara oTnv €Ikova 2.3.19.
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ambientLightShapel

Focus

ambientLight: ambientLightShapel Presets

Show Hide

- .

Ambient Light Attributes

Ambient Light

v llurr
Ambient Shade 0.450
Shadows
Object Display
Node Behavior
uuiD
Extra Attributes

Notes: ambientLightShapel

Eikéva 2.3.18 PuBuioeig pye Ambient Lights

S EE vector

Eikéva 2.3.19 AmroteAéopara pe Ambient Lights diag@opeTiké Render
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2.3.2 ARNOLD LIGHTS

To Arnold &iabétel pia karnyopia

TTAPOKATW:
Arnold Area Light

To xapaktnpioTikd Tou Arnold
Area Light amd 10 KavovikO Area
Light eival 6T uttdpxel n pubuion
“Light Shape”. Auto kaBopilel edv 1o
QWS¢ TG TEPIOXAG  Ba  éxel
KUAIVOPIKO oxnua (cylinder), oxnua
diokou (disk), TeTpdywvo 1 opBo-
ywvio oxnua (guard). Auto givail Kal
TO TIPWTO XOPAKTNPIOTIKO TTOU
TPETTEl VO puBuioOUPE WOTE va
TAIPIAZEI, ME TN YEWMETPIA OTNV
oTToia avakAdTal 1o we. H gikova
2.3.20 diakpivovTal ol ETTIAOYEG PG
Kal ol €ikéveg 2.3.21 kai 2.3.22
KatTola Trapadeiypara.

atro €idn @WTIOPOU Ol OTToieg avaAuovTal

¥  Arnold Area Light Attributes

ylor Temperature

v Tllumina
v Emit v Emit Specular

quadratic b

b Light Filters

Eikéva 2.3.20 Ai Area Light puBpioeig

®wg KuAivdpou ®dwg Siokou Terpdywvo @wg

Eikova 2.3.21 Al0@OpPETIKA QWTA TTEPIOXNG TTOU Eival OPATA OTNV KATOTITPIKN aGVAKAAGCT MIAG O@aipag
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Eikéva 2.3.22 Ta S10@opeTIKA €idn WTICPOU UE TNV CEIPA TTOU
@aivovTal Kal oTnV gIk6va 2.3.19

Skydome Light

¥  SkyDomeLight Attributes
color |G
Intensity  1.000
Resolution 1000

Use Color Temperature

v Tllumina 3y Default
v Emit Diffus v Emit Specular

Format latlong

Exposure  (0.000
Samples 1
v Mormalize
v Cast Shadows

Portal Mode interior_only

Eikéva 2.3.23 PuBuioeig owTtiouoU

Mpooopoiwvel TO QWG atmo éva nuIo@aipio 1 B0Ao, TTévw atmd TN OKnvr], TTOU
QVTITTPOOWTTEUEI TOV oupavo. MTTopei eTTiong va XpnoIPoTToINBEi e €IKOVEG UWNAAG
duvapiknig eupéAciag (HDR) yia va mpayuatoTroioel @uTiopd mepIBAAAOVTOGC e BAon
TNV €IkOva. AUTOG €ival 0 KOPPOG TTOU OuvhRBWGS XPNOIKOTTOIEITAI VIO QWTIONO
eCwTtepIkwyv oknvwyv. O1 puBuioeig diakpivovTal oTnv eikova 2.3.23.

Light Mesh

2¢ KataoTaoelg 6tou Ta cupPartikd light shapes dev erapkouv, Ta mesh lights
gival o katdAAnAa. Ta Mesh lights ytropouv va xpnoigotroinBouyv yia tn dnuioupyia
agloAoywv @€ @wTIoPoU TTou dgv Ba rTav duvartd he oTrolovonTToTe AAAO TpoTTO. MNa
TTAPAdEIYUA, TA EQE OTTWG O PWTIOUOG ATTO VEOV 1] TO iXVOG Kivnong GuTOG QUTOKIVATWV
MTTOPOUV va eTTITEUXO0UV TTI0 EUKOAQ e Ta Mesh lights.
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MNa va dnuioupyfoouue mesh light, emA€youpe To HOVTEAO Kal £TTEITA aKOAOUBOUUE
Tnv diadpounry oto Arnold-> Light-> Mesh light. Ztnv eikéva 2.3.24 BAéTTOUpE TIG
puBuioeig yia Ta mesh light.

Eikéva 2.3.24 H o@aipa perarpdirnke og mesh light pe evepyotroinpévo 1o Light Visible

Mesh Attributes

Mesh Attributes

In Mesh  pSphereShapel

Show Original Mesh

Eikéva 2.3.25 PuOpion mesh light

Eikova 2.3.26 Mg atrevepyoTToInMévo Kal
EvepyoTmroinuévo Show Original Mesh
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2Tnv  Tapdauetpo  “In Mesh” ep@avifetar 10 Ovoua TOU OXAMUOTOG TTOU
xpnoigotroigital wg mesh light (Eikéva 2.3.25). Me tnv emAoyny “Show Original
Mesh”, ep@avilel To apyxlk6 oxAua TToU avaloyn 10 Qws. Evw otav dev eivai
emAeypévo atmmAd BAETTOUPE TO QWG TTOU dNUIOUPYEITE aTTd TO OXAMA. ZTNV E€IKOVA

2.3.26 €xoupe éva TTAPADEIYUA PE ATTEVEPYOTTOINUEVO KOl EVEPYOTTOINMEVO TO mesh
light.

Photometric Light

I

Eikova 2.3.27 MNapadeiyHaTa QWTOMETPIKWV QUTWV

Ta Photometric Light (Eikéva 2.3.27), TTPOGOUOIWVOUV TOV QWTICKO TTPAYHATIKOU
KOOMOU, OUXVA aTTEUBEiag atrod TOUG KATOOKEUAOTEG TwV AQUTTTRPWYV. MTTopouuE va
eloayayoupe apxeio IES atrd etaipeieg 6mrwg Erco, Lamp, Osram kai Philips Ta otroia
TTAPEXOUV aKpPIPr SEdOUEVA I TOV QWTIOUO TTOU UTTOPEI Va £XEI O KABE AQUTTTHPAG.
Tétoia Trapadeiyuara divovral oTnv €Ikova 2.3.28 Kabwg Kal ol puBIcEIC OTNV EIKOVA
2.3.29.

21 22 23 24 25 26 27 28 29 30
jamadiatan

Eikéva 2.3.28 NMapadeiypata amd ta IES files

¥  Photometric Light Attributes

Photometry File

Intensity  1.000

Eikéva 2.3.29 H emiAoyég Tou gpgaviovral
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http://www.lamp.es/en/catalog
http://www.osram.com/osram_com/tools-and-services/tools/dialux-and-relux/index.jsp
http://www.ecat.lighting.philips.com/l/

Light Portal

Ta @wta Skydome ptopouv va xpnoigotrolouv light portal yia tn peiwon Tou
BopuBou yia €0WTEPIKEG OKNVEG, OTTOU TO QWG MPTTaivEl PEOA aTTO OXETIKA MIKPA
avoiyparta. AvTi va  eKTTEUTTIOUV  QWG, WTTOpoUvV va XpnoigotroinBouv yia va
KateubBuvouv Tn deiypatoAnyia Tou skydome light. Ta light portal tpétrer va
TOTTO0£TNOOUV YyIa va KAAUWOoUV OAa Ta TTapdbupa, Tig TTOPTES KAl GAAa avoiyuata péoa
atro Ta otroia ptraivel To skydome light otn oknvi.

Odnyieg yia mn dnuioupyia evog light portal:

210 pevou Arnold, kdvoupe kKAIK otnv €tmIAoyn lights> Lights portal

H Lights portal 8a rpétrel va gival TTpooavaTtoAiopévn €101 WOTE va deixvel Eoa aTTd
TO TTAPABUPO OTTWG UTTOBEIKVUETAI TTAPAKATW OTNV €IKOva 2.3.30

Eikéva 2.3.30 H Lights portal n omoia Tomro8ereite £§w amwd 1o Tapddupo.

Physical Sky

MNa TOv OUYKEKPIMEVO QWTIOPNO uTttdpxouv ol pubpuioeic skydome_light otrou
TTapouciddovTal oTnyv ikova 2.3.31.

¥  Physical Sky Attributes
Turbidity  3.000
Ground Albedo
Elevation

Azimuth

Intensity 000
sky Tint | AR
sun Tint [ AR

Sun Size 0,510

v Enable Sun

Eikéva 2.3.31 PuBpioeig physical sky

To physical sky xpnoigotroliei éva TToAIkd cUoTNPa CUVTETAYUEVWY. H aviywwaon £xEl
ywvia petagu 0 poipeg €wg 180 poipeg. O RAIog Bpioketal o1o CeviB 0TI 90 poipeg. To
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adipouBio €xel ywvia yetalu 0 poipwyv kal 360 poipwy OTTWGS QaiveTal oTnV TTIO KATW
eikéva 2.3.32.

Eikéva 2.3.32 moAiké oUuoTtnpa Orientation XYZ

2€ OPIOUEVEG TIEPITITWOEIG MTTOPEI va  gival  Xproiyo va  oAAGEoupe  TOV
TTpooavaTtoAiopo Tou physical sky. MNa mapddeiypa, n kareuBuvaon TNG OKNVAG TTPOG TA
TTAVW XapToypageital oto + Z avti oto + Y.

AuTtoi o1 éAeyxol uTTopouv va Bpebouv ota "Extra Attributes" Tou Shader Physical
Sky (Eikéva 2.3.33).

1.000 0.000 0.000

1.000 0.000 0.000

Agovag Y-Up (TrpoemAeypéveg TIpPEG) ASovag Z-Up

Eikéva 2.3.33 Napadeiypara Orientation XYZ

I 2.3.3 CAMERAS

2Tnv eIkova 2.3.34 @aivetal n diladpouny create => Cameras OTTOU £XOUME TTEVTE
emAoyEg, ol duo Baoikég gival n Camera kal Camera and Aim.

Create Select Modify Display Windows Key Playback Visualize Deform

, " (oS S G G o
NURBS Primitives
Polygon Primitives
Volume Primitives
Lights

Cameras

Curve Tools * Camera

« Camera and Aim
Type

SVG
Adobe(R) lllustrator(R) Object... Stereo Camera
nstruct - Multi Stereo Rig

< Camera, Aim and Up

Eikova 2.3.34 Aiadpopn yia eIAOYEG KAPEPAG

Camera: AutA n kduepa Kiveitar OTTwg eueic BEAoupe, apioTepd, Oe€id TTAayia.
(Eikéva 2.3.36). lNa va dnuioupyfiooupe TTAQVA PE QUTA TNV KAPEPA, KOBWG EipaoTe
oTnVv Katnyopia animation, Bafouue TNV KAPEPQ O€ éva onuEio TTou BEAOUPE va eI Vel
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TO MOVTEAO Kal TTATAME aATTO TO TTANKTPOASGYIO TO «S» | akoAouBoupe Tnv diadpoun
key=>set key, BAéTTOUpE TOTE OTO time slider pia KABETN KOKKIVN YPAUUL £€TO1 €XOUME
Karaxwpnon Tnv 6éon tou Ba &ekivael (Eikéva 2.3.35). H emmduevn emAoyh TToU
kataxwpnOei oto time slider Ba gival n Béon(11.X. 860N 65) TTOU Ba BEAAUE va KATAANEN
N Kauepa. MTTopou e va TTPOCOECOUNE KATTOIEG OTO EVOIAPETO av OOUNE OTI XPEIAETA.

Eikéva 2.3.35 EmiAoyn Tou kKataxwpnlnke oto time slider

Eikova 2.3.36 Mapddeiypa aTrAng KAPEPAG

Camera and Alm

Eugavicel pia Kauepa Pe Eva OnUEIo E0TIACEIS UTTPOOTA, TO ONMPEIO AUTO €XOUME TNV
OuvaToTNTA VA TO KPATACOUMPE OTaBEPO eKel TTOU BEAOUUE KAl VO PETAKIVACOUME TNV
KAuepa OmTwg B€éAoupe kai AN ‘Evag GAAOG TPOTIOC TTOU  MUTTOPOUME  va
akoAouBrooupe ival o £€ENG:

e [lape oTig emAoyég curves /surfaces Kal XpnOIWOTTOIOUUE TNV TPITA €TTIAOYH,
Ep curve Tool kai ¢Tidxvouue pia kaptuAn (Eikova 2.3.37).

o Kavoupe KatToleS €TTIAOYEG (KAIK) yUpW aTTO TO HOVTEAO OTA OnEia TTou BEAOUNE
yia va £pBel TTepitrou 6TTwS BEAOUNE N KAUTTUAN.

e Av B¢Aloupe va doupe autd Ta onueia emAéyoupe select=> all CVS

e Av BéAoupe kal AAa onueia 16TE TTAPE oTNV KapTéAa modeling => curves =>
rebuild kair emAéyoupe option box kal oto TapdBupo TTou avoiyel aANG{oupe Tov
apiBud oto Number of spans.Etol BAéTToupe Kal aAAG onueia TTAvw 0TV KAPTTUAN
KAl JTTOpOUHE va aAAAEOUNE TTPOG TO KAAUTEPO TO OXAMA TNG.

e Eioayoupe Tnv kauepa (Eikova 2.3.38).

o EmAéyoupe KGuepa Kal JETA pE TO shift TTaTdue TNV KAPTTUAN akoAouBoupe TNV
Oladpoun constrain => motion Paths => Attack to Motion Path. ‘Etol n k&Guepa 6a
akoAouBei TNV KAPTTUAN. € autd To TTapdBupo UTTAPXE! Kal N €TTIAOY VO KaBopioouue
atro TToU BEAOUE va EEKIVA N KAUTTUAN. AUTEG oI TINEG @aivovTal OTNV apxr) KAl TO TEAOG
TNG KAPTTUANG.

e Emeidn dpwg 10 onueio dev kavel To id10 kKal BEAouue va gival Padi he TO JOVTEAO
€101 akoAouBoupe Tnv €TAOYA constrain => point.

66



O1rwg @aivetal kal oTnv €ikdéva 2.3.39, cival éva TTAPEPPEPES ATTOTEAECUA MIOG
oKnvnG oTo TTpdypapua. ETriong mdvw o€ KAUTTUAN JPTTopouuEe va PAaAoupe €va
MOVTEAO, yia TTapAdEIyHa £va TPEVO Yia va KAvel pia kaBopiopévn Kivnon.

Curves [ Surfaces Poly Modeling Sculpting Rigging Animation Rendering

OOZ &t "L X %N VC & K

Eikova 2.3.37 EmiAoyég yia ypauuég Tropeiag

Eikéva 2.3.38 Napadeiypatra Camera and Alm

Eikéva 2.3.39 Napdadeiypa diadpoung e kouppa

AKOuQ KATTOIEG ETTIAOYEG TTOU MOG OIEUKOAUVOUV OTNV TTIO EUKOAN TTEPINYNON Kal
OlaudpPPWan TNG OKNVIAG €ival ol O1adPOoEG:

Panels => perspective BAETTOUNE TIG KAUEPES TTOU £XOUUE TTPOCOECEI TNV OKAvN
Kal €mAéyoude autry TTou B€Aoupe va doupe TI akpIBwg TTpoPdaAel (Eikéva
2.3.40).

Panel => Look Through selected emAéyouue pia Kauepa Kal 6Tav akoAouBoupe
auTr) Tnv diadpopr BAETTouue TI akpIBwg TTpoRdaAel (Eikova 2.3.41)
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Panels
Panels

Perspective cameral

Perspective
Stereo camera2 P

Orthographic camera3
Look Through Selected persp

Stereo
Orthographic

Look Through Selected
Panel New

Eikéva 2.3.41 Look Through selected
Eikéva 2.3.40 Perspective

I 2.3.4 AHMIOYPTIA ZKHNHZ KAAZIKHZ KIOAPAZ

Graph editor

Otav akoAouBricoupe TNV dladpopr Windows => Animation editors => Graph
editor, BAémoupe €éva TTAPABUPO TTOU UTTAPXEI OXNMATIOPMOG HIOG  YPOQPIKAG
TTapdoTaong. AuTr n ypagIki TTapdoTacn UTTOPE va Yivel e DIOQOPETIKOUG TPOTTOUG.
‘Evag TpoTTOC €ival va yivel péoa oto TTapdBupo Graph editor (Eikéva 2.3.42), ye Tnv
xprnon Twv did@opwyv epyaAeiwv TTou Ppiokoupe ekei. AeUTEPOG TPOTTOC €ival PE TNV
xprion channel Box/ Layer Editor mou Bpioketal ,06€€1d Tou TTpoypduuatos. O
OXNMUATIOPOG TWV KAUTTUAWY OTNV YPOAQPIKA TTAOPACTACN, €iVAI OI CUVTETAYUEVEG ATTO TNV
Kivnon €vog JOVTEAOU 1) KAPEPOQG. ZTNV TTIO KATW €IKOVA PBAETTOUME TIC KAWTTUAEG TTOU
€XOuv oxnuaTioTel BAon TNV Kivnon TIS KAAOOIKNAG KIBApag. H KAOe KautruAn deixvel
KAtrola OIaQOPETIKN Kivnon o€ dIaQopeTIKO dtova. Mtropouue va TiIG OOUME Kal
EexwpIoTa av TTatiooupe T Rotate Y 6a douue TV KAPTTUAN yia AuTr) TNV Kivnon.

Graph Editor

-
-
-
-
-
-
-
-
-
-

| KYKLOI_KEYS

Eikéva 2.3.42 Graph editor

H Eikéva 2.3.43 10 povTéAo gival oTnv TEAIKN Tou Jop@n. ETriong €xoupe TTpooBEoel
QWTIONOS Kal KAPEPES. MNpiv TTpoxwprjooupe oTo TEAIKG oTddio, TTou gival To Rendering,
TTPETTEL OAA TA ETTIMEPOUG KOUMPATIO TOU JOVTEAOU, va €TTIAEyOUV Kal va yivouv éva.
AkoAouBoupe Tnv dladpopr atd tnv KaptéAa Modeling, Mesh => combine ki av
BéAoupe va Kavou e KATTola aAAayn, ETTIOTEQOUUE YE TRV dladpour) Mesh =>Separate.
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21nVv Eikéva 2.3.43 BAETTOUNE TTiong pia AioTa Outliner, ekei yTropouue va Bpoupe
OTI €xoUpE TTPOCOECEI OTNV OKAVN KAl TO ETTIAEYOUNE aTTO €KEN Kal Tou aAAGlouue dvoua
€av BéAoupe va 1o EeXwPICOUE.

Eikéva 2.3.43 Outliner

2.3.5 RENDERING

Eival n TeAeuTaia kapTéAa puBuicewy TTOU XpNoIUoTTOIoOUUE. IMpIv KAvouue TO TEAIKO
Render TrpéTel:

Na éxouue avoitel To TTapadBupo render settings yia va KAvouue TIG pubuicelg
TTou BéAoupe (Eikova 2.3.45 kai 2.3.46).

Avoiyoupue 10 TTapdBbupo Render View 0TTwg BAETTOUUE OTNV €IkKOva 2.3.44 kal
Kavoupue Katrola doKIuaoTiKA, Balovrag oTadlakd ToV QWTICHO Kal ETTEITA TIG
KANEPEG ,MEXPI VO TTETUXOUME QUTO TTOU BEAOULE.

21NV €Ikéva 2.3.44 @aivetal Kal N d10dPOML TTOU KAVOUUE VIO ETTIAEEOUNE TNV
Kauepa TToU B€EAoupE va doupe 1o povtélo. ‘Emeita atmd tnv emAoyn Tng
KAPEPOAG, TTATAUE TO TTPWTO EIKOVIOIO TToU BAETTOUME OTO TTAPABuUPo. TOTE pag
Bydace éva kapé TTwg Ba eival. MNa va douue TNV EIKOVA KOAUTEPA TTNYQIVOUNE
file => save image, yiaTi £€xel dia@opd oTa XpWHATA ATTO AUTS TToU BAETTOUME
oTO TTapdbupo.

2tnv €mAoyl Animation kdvouue save key TIG KAPEPEG KAl TO MOVTEAO
avaAoya TI BEAoUuE va KAVOULE.

Ortav olyoupeuTtoUpe TTWG OAa €ival EVTAEEl, OTTWG O QWTIOUOG N BEon aTTd TIG
KAUEPES Kal va pnv uttdpxouv AGBn ota povTéAa pag kavouue Render.
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hEgo>c HY L

Poly Modeling

View Shading Lighting w  Renderer P t Selected Focus Attributes

mMEON L [ ] Render View 1

File Vie Render cameraShapel

- = O A Maya Hardwar Focus
Reda Previous Render
Presets.

R
e Show Hide
Render Selected Objects Only

Render

Snapshot Current (persp) Sample

cameral

persp ¥ Camera Attributes

front

Load Attributes Copy Tab
[ |4 |4 4 P Bl Pl r

No Character Set

Eikéva 2.3.44 MNapdBupo Render View

[ O | Render Settings
Edit Presets Help

) Render Settings

Presets Help
Render Layer masterlLayer
masterLayer

Jer Us L are 2.
Maya Hardware 2.0 nder Using Maya Hardware 2.0

Common Common

Path: /Use; tantina/Desktop/APXEIA MAYA/APXAIA AYPA.*/arxala_lyra/image
Path: /Users/konstantina/Desktop/APXEIA MAYA/APXAIA AYPA.*/arxala_lyra/imal “:Q‘” IH\SL:’:\'((;;\“"’/\,I"Egll()lt;q e ¢ ’ ’ RN TR TN00S

e 3 APA
File name: KIOAPA TEST .iff To: KIOAPA TEST 10.jpg

)
Image size: 960 x 540 (13.3 x 7.5 inches 72 pixels/inch
Image size: 960 x 540 (13.3 x 7.5 inches 72 pixels/inch ) e & PO KIS0 L Al P / )

¥  Color Management

Use custom extension

ersion Label
¥ File Output ¥  Frame Range
(not using scene n Start frame: 1.000
Maya IFF (iff) End frame: 10.000
Alias PIX (als) By frame: 1.000
neon (cin)
DS (dds)
EPS (eps)
GIF (gif)
JPEG (pg)

MacPaint (pntg)

Skip existing frames

Renumber frames

¥ Renderable Cameras

Maya IFF (iff) Renderable Camera cameral

Alpha channel (Mask) v/
Depth channel (Z depth)

Mayal®6 IFF (iff)

¥  Frame Range PSD (psd)
¥  Image
Presets: HD 540
Maintain width/height ratio
Maintain ratio: ® Pixel aspect

Device aspect

Width: 960

Eik6va 2.3.45 PuBuioeig Render
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E J ® Render Settings
Edit Presets Help

Render Layer masterLayer 2 L

Render Using Maya Hardware 2.0 .

Common
Path: /Users/konstantina/Desktop/APXEIA MAYA/APXAIA AYPA.*/arxaia_lyra/images
File name: KIOAPA TEST 01,jpg

To KIOAPA TEST 10,jpg
Image size: 1920 x 1080 (1920 x 1080 inches 1 pixels/inch )

By rrame: 1.000
Skip existing frames

Renumber frames

¥ Renderable Cameras

Renderable Camera persp

Alpha channel (Mask) v/
Depth channel (Z depth)

¥ Image Size
Presets: Custom v
Maintain width/height ratio
Maintain ratio: ® Pixel aspect
Device aspect
Width: 1920
Height: 1080
Size units: pixels 2
Resolution: 1,000
Resolution units: pixels/inch v
Device aspect ratio: 1.778
Pixel aspect ratio: 1.000
P Scene Assembly

» Render Options

Eikéva 2.3.46 PuBuiosig Render

210 Render, 01TTWwG TTPOAVAPEPBNKE, EXOUUE TTEVTE DIOPOPETIKEG ETTINOYEG. 2TNV £V
AOYO epyaaoia xpnoigoTtroindnke Kupiwg 1o Arnold Renderer Kal 0€ KATTOIA JOVTEAQ TO
Maya Hardware 2.0. levik& 0 wTioudg Kai Ta materials €ivalr autd Tou cupBdAouv
yia va dlapop@wOei éva o PeAAIOTIKO OTTOTEAECUA. ZTIC TTIO KATW EIKOVEG 2.3.47 £wg
2.3.50 BAémmoupe TpEIG €MAOYEC OTO TTaPOV POVTEAO TnG KIBApag. ETriong upe tnv
BonBeia Tou Photoshop agaipouue 10 background kai TrpocBéToupe GAAN €ikéva. To
M0 CWOTO OUWG €ival va GTIALOUNE PIa OKAvN JECQ OTO TTPOYPAMMA, YIATI JE TRV EIKOVA
OEV QaiVETAI N XWPO-TOTTOBETNON KOl TOOO CWOTH.

e Render View «] 1.00
File View Render IPR Options Display Help cameraShape1l

- = B e yi o 1:1 |[M| P Maya Hardware 2 ‘ Focus

Maya Software [ a: cameraShapel ‘ Presets
Maya Hardware 2.0 Show Hide
mental ray

Maya Vector

Sample
Arnold Renderer

¥ Camera Attributes

Notes: cameraShapel

Eikova 2.3.47 NapdaBupo Render View
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Render View

File View Render IPR Options Display Help

1:1 |8 M. Maya Hardware 2.0 > %4 0.00| @' sRGB gamma

Eikéva 2.3.48 Maya Hardware 2.0

Render View
File View Render IPR Options Display Render Target Help

11 M| M mental ray ¥ 2 000 ) sRGB gamma

Eikéva 2.3.49 mental ray

Eikova 2.3.50 Arnold Renderer
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Render Toon Stereo Cache Arnold

Render Settings
Render Settings...

Render Using

Test Resolution
Set NURBS Tessellation
i=.  Export Pre-Compositing
Rendering
Render Current Frame

Redo Previous Render
IPR Render Current Frame
Redo Previous IPR Render

Render Sequence
Batch Render
Batch Render

Cancel Batch Render

Create Backburner Job...

Eikéva 2.3.51 Render Sequence

To emmdpevo oTddIO Kal TEAIKO, aTTd
auTé TO TTPOYPAUMA Eival N eEaywyr TwWV
Kapé, autd yivetalr PE dIAPOPETIKOUG
TPOTTOUG, Yyia TO Arnold Renderer kai
GA\o pe To Maya Hardware 2.0. Na 10
Arnold Renderer akoAouBoupe Tnv
dladpoun Render => Render
Sequence kal yila To Maya Hardware
2.0 Tnv diadpopny Render => Batch
Render (Eikéva 2.3.51).

2.3.6 ZKHNEX MONTEAQN

MNa Tnv Tapouoa gpyacia dnuioupyrndnkav d€ka PovTéAd, KaBwWG Kal GAAa duo Ta
oTroia dev €Xouv CUUTTEPIANGBEI 0TOo Bivieo. Ta povTEAa TTOU £XOUV TOTTOBETNOEI OTO
BivTED ETTICUVATITOVTAI TTIO KATW HPE KATTOIEG PACIKES TTANPOYPOPIES VIO TO KABEVA.

21NV 1Mo KATw €ikova 2.3.52 BAEToupe 1o AoyodTutro Tou TEI KPHTHZ oTo oTtoio
TOTTOBETABNKAV dUO KAPEPES KAl €PTA QPWTEIVEC TTAYES. XpnOIPoTToINenkav KAPEPES
atrAou TuTtTou Kai Directional Light. H egaywyn kapé€ €yive e Arnold Renderer, 6TTwg

Qaiveral oTNV €IKOVa 2.3.53.

Eikéva 2.3.52 ZkAivn AoyoTUtrou TEI Kpitng
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Eikéva 2.3.53 Render pe Arnold Renderer

2tnv ekéva 2.3.54 BAEtroupe TNV okAvn TG Apxaiag Aupag otnv oTroia
TOTTOBETABNKAV TECOEPIC KAPEPEG KAl TTEVTE QWTEIVEG TIRYES. XPNOIUOTToINBnKav
KAuEPES atTAou TUTToU Kal Directional Light evw n pia amd autég ival Area Lights.
H egaywyn kapé€ €yive ge Arnold Renderer. & auTtr TN OKAVN €XEI KATAOKEUAOTEI €VaG
vaog kal To backround 10 €xoupe TOTTOBETNON HECA OTO TTPOYPOUMO HE XPAON
polygon plane. To atrotéAeopa @aivetal oTnv eikéva 2.3.55.

v
& arxaia_lyra_telikol:arxaia_lyra2:pSg
& arxaia_lyra_telikol:pCube31

[#] & arxala_lyra_telikol:pTorus?
a7 arxaia_lyra_telikol:polySurfacell

[#] a7 arxaia_lyra_telikol:pCylinder9

[# & arxaia_lyra_telikol:pCylinder10

#] a7 arxaia_lyra_telikol:pCylinder11

] a7 arxaia_lyra_telikol:pCylinder12

[# a2 arxaia_lyra_telikol:pCylinder13

+] a arxaia_lyra_telikol:pCylinder14

7 aF arxaia_lyra_telikol:pCylinder15

7] a7 arxaia_lyra_telikol:frontl

7] az arxaia_lyra_telikol:polySurface44
<3+ arxaia_lyra_telikol:polySurface78
3 directionalLight2
3\ directionalLight3
3\ directionalLight4
a7 arealight15
3 directionalLight16
<, arxaia_lyra_teliko2:imagePlanel

tl ag arxaia_lyra_teliko2:pCubel

7] & arxaia_lyra_teliko2:pCube2

7] a7 arxaia_lyra_teliko2:pCylinderl v
‘ »

Eikéva 2.3.54 ZkAvn AUpag
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Eikéva 2.3.55 Render pe Arnold Renderer

2tnv eikéva 2.3.56 BAétroupe TNV okivn TnNG Apxaiag KiBdpag oTtnv oTroia
TOTTOBETABNKAV TTEVTE KAUEPES KAl EPTA QWTEIVES TTIYES. XpNOIPOTTOINONKaV KAPEPES
atrAou TuTTou Kai Directional Light evw n pia atmé autég gival Area Lights. H e€aywyn
kapé €yive pe Arnold Renderer. ‘Exel xpnoipgotroinBei n 181a okrivn pe tnv Apxaia Aupa
KOl TO QTTOTEAECUA PaiveTAl OTNV EIKOVA 2.3.57.

LLLLLLLLLGGLYLGY

Eikéva 2.3.56 Zkvn Tng Apxaiag KiBdpag
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Eikéva 2.3.57 Render pe Arnold Renderer

21NV eIkOva 2.3.58 BAEToupe TNV okrvn TnG Vihuela otnv otroia To1T00€THONKAV
EQPTA KAPEPES KAl OXTW QWTEIVES TTAYEC. XPNOIYOTToINONKav KAPEPES atTAoU TUTTOU,
camera and Aim, Directional Light kaBwg kai Area Lights kai Spot Light. H
eCaywyn kapé éyive pe Maya Hardware 2.0. [Na va UTTOPECOUUE VA AQAIPECOUNE TO
backround atmé 10 povtéNo xpnoigoTtroinenke polygon plane Tou otToiou opicaue 10
XPWHA TTOU @aiveTal OTNV €IKOvVa 2.3.58 OTO OTI0I0 XPNOIPOTTOINONKE €IKOva atrd
BiIBAI0BNKN €AelBepnc TTpOCPacng. Auth n emegepyaaia Eyive pe Photoshop, evw T10
ATTOTEAEOHA QaiveTAl OTNV €IKOVA 2.3.59.

Eikéva 2.3.58 TkAvn 1ng Vihuelas
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Eikéva 2.3.59 Render pye Maya Hardware 2.0

2tnv eikova 2.3.60 BAEmoupe TV OKAvn Tng chitarra battente oT1o oTT0I0
TOTTOBETABNKAV OEKA KAUEPES KAl TPEIS QWTEIVES TTAYES. XpnaolyoTroinenkav KAPEPES
atmmAou TUTTOU KOBWS Kal camera and Aim. Xpnaoiyotroienkav Directional Light,
Ambient Lights kaBwg kai Spot Light. H e€aywyn kapé €yive ye Maya Hardware 2.0.
MNa va pymmopéooupe va agaipécoupe To backround até 1o povréAo XpnoluoTToiénke
polygon plane Tou oTT0iOU OpiCAUE TO XpWHA TTOU QaiveTal oTnV €iKova 2.3.60 oTo
OTT0i0  XpnoldoTroIinenke eikéva amd PIBAIOBAKN €AeuBepng Tpdofaong. AuTh n
emegepyaoia €yive e Photoshop kal 1o ammotéAeopa @aiveTal oTnv €IKOva 2.3.61.

Eikéva 2.3.60 ZkAvn Tng_chitarra battente
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Eikéva 2.3.61 Render pe Maya Hardware 2.0

21NV eikéva 2.3.62 BAETTOUPE TNV OKAVN TNG KAAOIKAG KIBApAg OTnv oTroia
TOTTOOETABNKAV £EI KAUEPEG KAl OXTW QWTEIVEG TTHYEG. XPNOIYOTToINONKav KAWEPES
atrAou TUTTOU, KaBwg kal camera and Aim kai Directional Light. H €Caywyn kapé
éyive e Arnold Renderer. MNa va ptropécoupe va agaipéooupe To backround atrd 1o
MovTéAO xpnoigoTtroindnke polygon plane Tou oTToiou opicauE TO XPWHA OE KATToIA
TAGva €xel yivel Render pe paupo @OvTo OTTWG @aiveTal Kal oTnv €IKOva 2.3.62 010
OTT0i0 XpnoipoTTroInenke eikdva atrd BIBAI0BRKN eEAcUBepng TTPOORaoNG .H eTTeEepyaaia
éyive ue Photoshop kai To atrotéAeoua ival otnv eikéva 2.3.63.

Eikéva 2.3.62 Zknivn KAaoikng Ki8dpag
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Eikova 2.3.63 Kapé KAaoikng KiBdpag pe Arnold Renderer

21NV o KATW €IkOva 2.3.64 BAEToupe TV OoKAvn TNG AkouoTikig KiBdpag otnv
oTToia TOTTOBETABNKAV £§1 KAUEPES KAl EVIEKO QWTEIVEG TTAYEC. XpnoiuoTtroinenkav
KAuePES atrAou TuTrou Kai Directional Light. H e¢aywyn kapé€ €yive ue Arnold Renderer
OmTou dev €xel TTpooTedEi KATTOlIO plane €101 TO @QOVTIO €ival PJaUupo OTO OTI0IO
XpnoigoTtroinenke eikova atrd BIBAIOBNAKN eAeUBepng TTpdoBaong. H emegepyaaia £yive
pe Photoshop kal To ammotéAeopa @aiveTal oTnv €IKOVa 2.3.65 deixvel.

Eikéva 2.3.64 Zknvn AkouoTikiig Ki@dpag
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Eikéva 2.3.65 Kapé AkouoTikng KiBdpag pe Arnold Renderer

21NV o KATw €IkOva 2.3.66 BAEtoupe TNV okivn TG HAeKTPpO-AKOUOTIKAG
KiBdpag otnv otroia TOTTO0ETABNKAV TTEVTE KAMEPEG KAl EVVEQ QWTEIVEG TTVEG.
Xpnoiyotroinbnkav KauepeS atrAou TUTToU Kal Directional Light. H e€aywyn Kapé €yive
pe Arnold Renderer. Na va utropécoupe va agaipécoupe To backround atrd 1o povTéEAo
XpnoigoTtroinénke polygon plane Tou OTT0ioUu OPICAUE TO XPWHA TTOU QAivETAl OTNV
eikbva 2.3.66 oTO OT0I0 XpnOolPoTroInenke €ikova atmd PBiBAI0BKN €AeUBepng
TpooBaong. Auth n eTTegepyaoia €yive ye Photoshop kai To ammoTéAeopa @aiveTal oTnv
eikéva 2.3.67.

cameral

Eikéva 2.3.66 Tkvn 'HAekTpo-AkouoTikng KiBdpag

80



Eikova 2.3.67 Kapé 'HAekTpo-AkouoTikiAg KiBdpag pe Arnold Renderer

Tnv 1Mo K&Tw €ikéva 2.3.68 BAETTouuEe TNV okrvn TNV HAekTpIKA KIBdpa oTnv otToia
TOTTOBETABNKAV £QTA KAPEPES KAl OXTW QWTEIVEG TTRYEG. XPNOILOTTOINONKAV KAPEPES
atrAou TuTTou Kal Directional Light. H e€aywyn kapé €yive ye Arnold Renderer xwpig
va €XEl TTPOOoTEDEI KATTOIO plane €101 TO POVTO €ival JaUpPO OTO OTTOIO XPNOIKOTIOINBNKE
eiIkova atro BIBAI0BRKN eAeUBepng TTpOCoBaons. H etreepyaoia €yive pe To Photoshop
KOl TO QTTOTEAECUA PaiveTal OTNV EIKOVA 2.3.69.

Eikéva 2.3.68 TkAvn HAekTpikig KiBdpag
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Eikova 2.3.69 Kapé HAektpovikig KiBdapag pe Arnold Renderer

24 EIZATQIrH 21O NEPIBAAAON TOY PREMIER

Eival éva Aoyiopiko emre€epyaaiag Bivreo TnG eTaipeiag Adobe Systems. YTTapyouv
Ta KUpia TTapdBbupa epyaciag. O xwpog epyaciag urropei va diapopPwBei cuupwva Pe
TIG OUVNRBEIG KAl aTTAITNOES TOU XPRoTN. MTTOPEi va «@EPEI» EPYOAEia OTO TTPOOKNVIO
TTOU XPNOIUOTIOIEI TTEPICCOTEPO KAl VA T TOTTOOETOEI OTO OKPIBEG ONUEIO TTOU ETTIBUET
(apioTtepd 1} de€Id TNG 006VNG, TTAVW A KATW) EVW GAAa PTTOPOUV Va eTTIAEXBOUV aTTAd
atrd TO KUPIO pevoU. Ta PBaoIKOTEPA OTOIXEIQ TOU XWPOU gpyaciag, eikova 2.4.1, oT0
adobe Premiere Pro €ival To Timeline kai To Monitor.

"1 | I H " .
L
ST !
W e

o Lion oo
AL v

Eikéva 2.4.1 - Work space
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To Timeline peta@pdadetal wg ypauur Tou xpévou. Eival dnAadni oav éva ypaenua
oTToU Aaupdavouv xwpa yeyovoTta (TTou cuuBaivouv o€ éva BiviEo) wg TTPOG TOV XPOVO.
ATTO autd pTTopoUpE va eTTe€epyacToUNE Ta Bivieo o€ oxéon HMeE Tov Xpovo. 'Etol
yvwpifoupue ava mrédoa oTiyun (xpovikd) 1o TI cupPaivel oTo Bivieo Kal avaAoya va
ONMIOUPYHOOUWE TV CUVEXEID TOU.

Ta layers gpgavifovral oTo apioTePd oTo TTEPIBANOV gpyaaciag Kal XwpifovTal o€
ETTECEPYATia €IKOVAG 1] BiVTEO Kal XOU.

To  Aoyiopiké  utrootnpiel  OAeg  TIG  ONUOQ@IAEIC  POPQYEG  PivTeo,
oupTtrepiAapBavouévwy Twv DV og PAL ) NTSC kaBwg kai Bivieo uwnArng €UKpivelag.

2.4.1 XPHzH BAZIKOY MENOY EMEZEPIAZIAZ

2TNV MO KATW epyaoia BAETToupe katTola Bacikd TTapdBupa TTou gu@avicovral.
NEITTEl TO PoOvITop €TTEIdN BpiokeTal o€ AAAn 086vn. Ztnv Eikova 2.4.2 BAETTOUUE
aploTeEPd OTNV KABETA OTAAN Ta apxEia Ta OTToia £XOUME €I0AYEl HECT TO TTPOYPAUUA
yla emmegepyacia. 1o o Tavw TapdBupo PAETToupe TO effects control TTou
eMaviCetal pe Tnv emAoynA Tou Editing. BAETTOUUE TTWG £XEI ETTIAEYEI HIA EIKOVA £XOUE
gvepyoTroinon 1o scale kal auté QaiveTal yiaTi To €1IKOVidIO OITTAG €€l UTTAE XpwHaA, TTOU
onAwvel o1l gival evepyoTroinuévo. Paivetal emTiong 0TI €xel XpnoIPoTToINBei atrd Toug
pOUBoUG TTOU OEiXvouv OTI UTTAPXEI MIa aAAayry oTnV TIPK Tou scale.

N N

B PRD

eENED

eI NN

Eikéva 2.4.2 Kupio rapdabupo

Me Tnv emiAoyn effect eu@aviovral o1 €mAoyEG oTnv eikdva 2.4.3 o1 OTToiEG OTO
effects control dnuioupyouvTtail kai GAAES eTTIAOYEG aTTO pUBICEIC.
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Eikova 2.4.3 Effect control

‘Eva mapddeiypa xpnong effect
TTOU QAiVETAI TTIO KATW €ival duvatov
Me Tnv e€mAoyry Color Key, auth n
€AoYy pag divel Tnv duvatotnTa va
agaipéooupe 1O background TTOU
UTTApPXEl OTNV €IKOvVa pag. ETTIAEyoupe
TNV €TMAOYN KAl TNV O£PVOUME TTAVW
oTnv €IkOva n Bivreo Tou BEAouUpE va
EQAPUOCTEL. 2TV OUVEXEID  ETTI-
Aéyoupe TO Xpwpa TToU B€Aoupe va
aQaIpéoouuE Kal HE TNV OeUTEPN
emAoyr color Tolerance agaipoUue
TO XpwMa Trou uTTapxel Tiow. H
eIkoveg 2.4.4 kai 2.4.5 dgixvouv TIG
OUYKEKPIMEVEG  €TTIAOYEG KOl OTNnV
eikOva 2.4.6 c€ival akOpa KATTOIEG
ETMAOYEG TTOU UTTOPOUME VA ETTE-
EepyaoToUE.

g
-1

CBEBCEBBDREBB

Eikéva 2.4.4 Xprion Color Key

Eikéva 2.4.5 Xprion Color Key

Eikova 2.4.6 O1 utrOAoITTEG ETTIAOYEG TTOU JTTOPOUME VA ETTESEPYAOTOUME
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Etriong n emAoyn Color, eikéva 2.4.7, ytropei va XpnolyoTroinBei yia va kabapioel
N €IKGvVa atrd KATTOIO XPWHATA 1] YEVIKA va avadeitel katrolo xpwua. ‘Eva mapdadeiyua
eTTECEPYaoiag TapouaiadeTal oTig €IKOVEG 2.4.8 kai 2.4.9.

Eik6va 2.4.7 Mepikég a1rd TiGg pubpioeig

Eikéva 2.4.8 Xwpig TNV XpRon Tng emegepyaciog
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Eikéva 2.4.9 Me Tnv xpRon emegepyaciag

2.4.2 AHMIOYPTIA MAANQN AMNO TO NPOrPAMMA MAYA

TNV TTapouca epyacia XpnolhoTToIdnkav euwToypagies Bivieo atrd IVIEPVET Kal N
BIVTEOOKOTINON TTOU £YIVE OTO OTOUVTIO TOU TUAMATOG, KABWG Kal Ta TTAdva TTou
onuioupyndnkav atréd Ta Kapé Twv 3D povTéAwv. H Kauepa TTou XpnoiPoTToinenke nTav
n Sony HXR-MC2000. Ta Bivieo amd 10 IVIEPVET KABWG Kal Ta BivTEO TTOU €XOUV
BivreookotrnBei oTto TEI diaxwplioTtrkav oTo TTpoypauua. O nxog atod TNV KAPEPQ TTOU
éyive n Pivieookdtnon, dev xpnoidotroindnke kaBoAou. ‘Eyive eTTeepyaoia Twv
NXOypPa@noewVv aTrd TO0 GTOUVTIO TTOU XpnaoldoTroindnkav TeAkd. MNa tnv dnuioupyia
TTAGVWV a1Td T KAPE £YIVE N TTI0 KATW dladikaaia.

File => Import yia va €iI0ayoupe Ta Kapé 0TO TTPOYPAUMA.

EmA&yw 6Aa Ta kapé kai Oegi KNIk speed/ Duration yia va Toug aAAGEw TaxuTnTa
(Eikoveg 2.4.10)

Ta oépvoupe péoa oTo TTapdbupo eTTeEepyaaiag.

Kavw KAIK kai de&i kKAIK oTnv apxr} Mark In kai To T€Aog Mark Out. Auté kaBopidel
TNV TTEPIOXN TTOU Ba yivel export. H emmIAeypévn TTEpIOXA QaiveTal attd TNV KiTPIvn
ypauun oto time line (Eikdveg 2.4.11).

File =>export=>media, aAA&Cw TO dVONa TOU ApPXEIOU. ZTNV TTAPOUCa PACn dev
Xpelddopal Axo otroTe dev Xpelddopal TV €TTIAOYR OTOV HXO Kal TTEITA TTOTAW
export. To MNMAGvo Ba atmmoBnkeuTei ekei TTou €xel kaBopioel (Eikoveg 2.4.12 Kai
2.4.13).

Source Settings...
New Sequence From Clip

Speed/Duration...
Audio Gain...

Open in Source Monitor
Open in Timeline
Open Shared Projects

Link Media...

Make Offline...

Proxy >
Merge Clips...

Create Multi-Camera Source Sequence...

EEEEN

|

Disable Masterclip Effects
Label >
Export Media...
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Eikéveg 2.4.10 Napadeiypa speed/ Duration

Mark Qut
Mark Clip
Mark Selection

Eikoveg 2.4.11 Mark in/Out

Save As: kAaowkn ki@apal
Tags:

Where: Desktop
File Format: ~ Video Files(*.mp4)

Cancel

(Quwe )

Eikéva 2.4.12 PuBpioeig Bivreo
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Eikéva 2.4.13 PuBpioceig Bivreo

2.4.3 ENE=EPrAzIA TEAIKOY BINTEO

Mpiv EekivAoel TOV JOVTAL TNG EIKOVAG ETTPETTE TTPWTA VA NXoypa@noei n ekpwvnon
Kal va yivel n avahoyn etre¢epyacia n otroia Ba avaAuBei oTo eTTOpEVO Ke@AAalo. OTav
auTO EYIVE EQIKTO, KOl UTTAPXE N EKQWvNOn / odnyodg £yivav Ta TTIo KATw Prpara.

e Elocaywyn apxeiwv eikOvag Kal TTAAvwy Kal Bivieo atrd IVTEPVET Kal Jn,hETa
OTO TTPOYPAUMA.
Eicaywyn apxeiwv AXoU TG EKQWVAOEIG OTO TTAPABUPO ETTECEPYATIAG.
AnpioupynOnke pia oeipd Ta apxEiwy, JEoa oTo TTapAbupo eTTEEEPYATiag.
Mpoco6bnkn didgopwy effe.
H eikéva 2.4.14 mrapoucialel Eva oUVOAO apxEiwv TTOU TTPOOTEBNKAV VIO
ETTECEPYQTIA.

TECTIPE =

|
| |
[ ] |
g
d | b
(< M

il
LA

Eikéva 2.4.14 NapdBupo Etmre§epyaciog Movrdad
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KE®AAAIO 3 - HXOTPA®HZH KAI ENME=EPI AZIA HXOY

§ 3.1Mirooana

Auvapiké HIKpOPWVO

“MayviTng
\.".
"‘.
S HAEKTPIKO
— PEUHaA

(1]
" f ||l

! || AlAoPArmA
"/ / (MEBPANH)

Eikéva 3.1 EcwTepikd SUVOMIKOU HIKPOPWVOU

MUKVWTIKS pIKPOYWVO

—
-

BB
-
=

HAeKTpIKS pedpia
Hxnuké Kopata

LR

! EunpooBia maka

i
// nukvwtn Avegpaypa

Eikéva 3.2 ECWTEPIKO TTUKVWTIKO HIKPOPWVOU

MoAikd diaypdppaTa

Ta QUVOUIKA MIKpO®WVaQ,
Baoifovtar  OTO  @QAIVOPEVO  TNG
NAEKTPOPAYVNTIKAG ETTAYWYNG, OTNV
EMPAvion OnAadr MIOG NAEKTPIKAG
TdoNg OTa AKPa €vOG aywyou Trou
KIVEiTQl géoa o€ payvnTikd TTedio Kal
aTtroTeAouv TOV «QaVTIOTPOPO»
METATPOTTEA TOU NAEKTPOBUVAUIKOU
Meyadpwvou. H etTaywyikr Taon TTou
AVATITUCOETAI OTA GKPA TOU TTNViou
Ba eival avdAoyn Pe TN JayvnTIKA por
TTou OdIappEEl TO TIMViou Kal TNV
TaxutnTa Tou Trnviou. (Eikéva 3.1).

To diG@payua ToU HIKPOPWVOU
armmoteAei TN piIa TAGKa  €vOg
METABANTOU  TTUKVWTA, N Xwpn-
TIKOTNTQ TOU OTToiou  METARAAAETaI
KaBwg 1o dId@payua KIVEITal UTTO TV
eMidpaCN Tou NXNTIKOU KUPaTog. Me
TNV €QAPUOYN MIOG EEWTEPIKAG TAONG
TOAWONG n METABOAN TNG Xwpen-
TIKOTNTOG TOU €XEl WG CUVETTEIA TNV
EMQAvION MIoG HETABaAAOueEvVNG TA-
ong oTa akpa Tou TTUKVWTH (Eikova
3.2).

Ta pikpdPwva dlIaPEPOUV NETALU TOUG OTO PACHA TWV CUXVOTHTWYV TTOU KAAUTITOUV
IKOAVOTTOINTIKA, OTNV OKOUGTIKI €VTAOT OTNV OTToia OEV TTAPANOPPUIVOUV TO CHUA, OTAV
avoloyia onfuatog / BopuBou Kal QUOIKA OTNV TIPR TOUuG. Av TAGIVOUNOOUME TA
MIKpOwva avaloya pe tnv Omni-Directional Toug 6a kKaTaAngouue OTIG TTEVTE

TTOPAKATW KOTNYOPIEG:
A) OmniDirectional
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B) Figure of 8

[N Cardioid

A) Sub-cardioid
E) Super cardioid

Ta OmniDirectional ¢€ival €giocou
euaiodnTa o€ 6Aa Ta NXNTIKA peBiouaTa,
ave¢dptnta  amoé A  Kateubuvon
EpXovTal Kal Tn ywvia TTou €Xel N TNyN
TOUG 0¢ OXéon MeE TO dIA@PAYUd TOUG
(Eikéva 3.3).

Eikéva 3.4 MoAiké diaypappa figure of 8
HIKPO®PWVOU

Ta Cardioid piIkpdQwva  €ival
IIITEPWG  €uaioBNTa O€ AXOUG TIoOU
TIPOEPXOVTAI AKPIBWS UTTPOOTA atmd TO
didppayua (undév poipeg). AvtiBeta,
MTTOpEl va gival eAaxiota 3 KaBoAou
euaiobnTta o¢ TTNYEG TTOU BpiokovTal 0TO
TTiow PEPOG Tou dlappaypaTtog (180°). Oi
TIAEUPIKOI AXOI ME KAION MIKPOTEPN TWV
90° 1} peyaAuTepn Twv 270° utropouv va
OUAAN@BOUV  IKaVOTTOINTIKA, EVW TO
avTiOeTo oupPaivel Pe Toug UTTOAOITTOUG
TTAeUpIKoUG Axoug (Eikéva 3.5).
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Eikéva 3.3 MoAik6 didypappa OmniDirectional
HIKpOPwWVO

Ta Figure of 8 eival e¢ioou euaiobnTo
TMECEIG TTOU QOKOUVTAI ATTO TO EUTTPOG KAl
TO TTOW MEPOG TOU dIAPPAYHATOS, OAAG
XapakTnpifetar  ammd  TTOAU  xaunAd
emimeda euvaioBnoiag Tou deixvel O€
TMECEIC TTOU QOKOUVTAI aT1Té Ta TTAdIVA
MEpPN Tou pikpopuwvou (Eikdva 3.4).

Eikéva 3.5 MoAiké diaypaupa Cardioid
HIKPOQWVOU
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To TTOAIKG Ol1dypapua avaueca oTa
Sub-cardioid Kal oTa Cardioid
MIKpO®wWVa polalel apketd. H dlagopd
givar 6m T1a  Sub-cardioid €ivar TTIO
euaiobnta  otnv  Tow  TTAEupd  Kal
eAd1oTa AlyOTEPO OTA TTAQYia, GUYKPITIKG
pe Ta Cardioid .To didypaupa Toug €ival
YVWOoTO Kal we "eupu KapdIoEIdES" 1] "NuI-
Eik6va 3.6 MoAik6 Sidypappa Sub-cardioid kapdIoe1dég" (Eikdva 3.6).
HIKpO®WVoU
To T1OAIKG dIdypaupa avauecd oTa
kapdiogidr) kar ota  Super cardioid
MIKpOQwva polddel. H diagopd eival ouTi
Ta Super cardioid €ival o euaiobnTa 7. " N\

oTnv Tiow TTAeupd Kal Alydtepo OTa ‘,"'/ 4 \"l
TTAQyia, OUuykpITIKA pe Ta  cardioid. \ /
] , . N /
ZUYKEKPIPEVA N eualoBnoia Toug eival / T
MO MEIWPEVN OTOUG TTAAIVOUG RXOUG ( )
katd 8.7 dB a1rd Ta kapdioeidn kai £xouv A

Ouo uNndevikd onueia guaioBnoiag oTIg
125° ka1 235° oupueTpIKA atmmd Ta duo
MEPN TOU KEVTPIKOU KaBETou dagova
(Eikéva 3.7)

Eikéva 3.7 MoAik6 didypappa Super cardioid
HIKPOPWVO

Mikpo@pwva TTou XPNOINOTTOIRBNKAV OTNV £pyacCia

414 AKG

To ouykekpipévo piIkpdewvo (Eikdva 3.8),
gival TTUKVWTIKO Kal €xel OAa Ta TTOAIKA
dlaypduuata dnAadn cardioid, wide-cardioid,
hypercardioid, omnidirectional, Figure-8 kai 4
eVOIAUEDEG BE0EIG, EVW TA XAPOKTNPIOTIKA
TOU €ival:

e Frequency range: 20 - 20,000 Hz
e Dynamic range: 140 dB(SPL) max

Eikova 3.8 414 AKG
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Eikéva 3.9 shure 57

3
; H
i i
=

Eikéva 3.10 beyerdynamic MM88TG

Eikéva 3.11 C3000 AKG

Shure 57

Auvapikd  KapOIoEIDEG  HIKPOYWVO
(Eikéva 3.9). 210 oTouvTIo, TOo SM57 ¢ival
I0avIKO yIO TNV KATAYPA@r TUPTTAVWY KAl
KIBApag.

e Frequency response: 40-15000 Hz

e Output Impedance: 310 Ohm

e Open circuit sensitivity: -54.5 dBV / Pa
(1.88 mV)

beyerdynamic MM88TG

Auvapikd  pikpogwvo (Eikéva  3.10),
UTTEPKAPOIOEIBEG YIa Tpayoudia, Bass Drum
Kal KpouoTd. EgaipeTikd eupeia atrdkpion
ouxvoTNTag, EEQIPETIKA XAMNAR avarpo-
@odOTNON KAl KATAAANAO  yia  uynAég
OTABUES NXNTIKNG TTiEONG.

e Frequency response: 30 - 20,000 Hz
e Nominal Impedance: 200 Ohm

C3000 AKG

To uIkpOéQwvo oTnv eikéva 3.11 e€ival
KatdAAnAo yia Tpayoudia, Bass Drum kai
KPOUOTA ME €CAIPETIKA €upeia aTTOKPION
ouxVvOTNTAG KI EEQIPETIKA XOAUNAN avartpo-
@0d0TNOoN KatdAAnAo yia uwnAég oTaBueg
NXNTIKAG TTiEONG PE TTOAIKO JOTiRO:

e Cardioid Switchable -10dB PAD
e Frequency response: 20 - 20,000 Hz
e Max. SPL: 140/150 dB (THD = 0.5%)
e Electrical impedance: 200 Ohm
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KAaoikn KiBdpa

To povrédo TG kIBApag civar AKIA AK-45. Xpnoigotoinkav duo TTUKVWTIKA
MIKpOQwva 414 AKG. 210 nxeio NG KIBAPAG XPENOIMOTIOINBNKE TO super-kapdIoeIdES
TTOAIKO DIAYPAUMA KAl OTA TAOTA XPNOIKMOTTOINONKE KAPOIOEIOEG TTOAIKO dIAYPANMA.

HAekTpikn KiBdpa

To povtéAo TG KIBApag cival Schecter Hellraiser. Evioxutig Marshall-JCM 2000-
60W. MTTpooTd a1Td TOV EVIOXUTHA £XEI TOTTOOETNBEI TO shure 57 Trou XpnoiuoTroInonke
o€ on axis (Eikéva 3.12 kai 3.13), o€ amoéotacn 1cm pakpid atrd 10 nxEio kal 1cm
apIoTEPA aTTO TO KEVTPO Kal OTO TTiow PEPOG Tou To beyerdynamic MM88TG (eikéva
3.14).

On-Axis Off-Axis

Eikéva 3.12 Auo Baoikoi TpOTTol TOTTOo0ETNONG TOU MIKPOPWVOU OTO NXEIO TOU EVIOXUTA.

Eikéva 3.13 TomwoBETnon HIKPOPWVOU GTOV EVIGXUTH TNG KIOApag
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Eikéva 3.14 TomroB£TnON HIKPOPWVOU OTOV EVIOXUTH TNG KIBdpag

Exkpwvnon

‘Eyive ekTOG oTouvtio Tou TEI pe éva
atmAG TTUKVWTIKO MPIKpOYwvo 10 C3000 3 ‘ lF_.
AKG XpnoiuoTroIntnke €1Tiong KApTa fXou - -uuu“““ k/"-
Focusrite Scarlett 2i2 2nd Gen kai yia ¢
arroppo®nT) Kalr diaxutn 10 the t.bone
Micscreen LE kai K&M 23966 Popkiller
XL yia atmopeuxBei o uttePPBOAIKOG TO-
VIOUOG TOU TII KAl TOU Oiyda oTtnv
nxoypaenon. ETtriong xpnoipgotroinénkav
KATTOIO aKOUA aTtToppo®nTIKA UAIKA yia va
TTEPIOPIOTEI NXOYPAPNOEIG TOu Xwpou. H
nxoypaenon €yive oto Trpdypappa logic. H
eikéva 3.15 @aivetal pia  TOTTOB£TNON
MIKPOQWVOU TIOU £€yIVE OE MIa Q1m0 TIG Eikéva 3.15 TomoBiTNON HIKPOPWVOU EKQWIVNTI

NXOYPOAPNOEIG.

I 3.2 EIZArQrH 10 NEPIBAAAON TOY MPOMPAMMATOZ LOGIC

To Logic Pro civar pia epappoyy wnoiakou nxou (DAW) kai uia €@apuoyn
Aoyiopikou MIDI yia tnv TAaT@oppa macOS .Apxikd dnuioupynRbnke oTIG apxES TNG
dekaeTiag Tou 1990 wg Notator Logic , ) Logic, amd Tov Nepuavo TTpoypaupaTion)
Aoyiopikou C-Lab, apyétepa Emagic. ‘Eyive mpoidv 1ng Apple , TeAikd yvwoTd wg Logic
Pro, apou n Apple aydopace to Emagic 1o 2002. Eival T0 20 dnuo@iAéoTepo DAW
oupewva Pe Epeuva TTou dIgrxon 1o 2015.

Mia ékdoon oe emmimedo KatavaAwTr], Baciouyévn oTo idIo interface kal nNxNTIKN
MNxov aAAG pe pEIWPEVA XAPOKTNPIOTIKA, TTou ovopddetal Logic Express , Arav
etriong 0100£01un pe PEIwPEVO KOOTOG. To GarageBand Tng Apple , pia GAAn epapuoyn
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TTOU XPNOIJOTTIOIEl TOV NXNTIKO KivATrpa Logic, ouvodeuetal atrd Tnv iLife , yia couita
AoyiopIKoU TTou TTEpIAaUBAvETal O€ OTTOI00NTTOTE VEO UTTOAOYIOTH Macintosh.

KaBe KOpMATI €xel €va OUVOAO TTOPAMETPWY, €VW Ol OIABECINEG TTAPAPETPOI
eCapTwvTtal ammd Tov TUTTO TOU KOMPuaTiou. Mtropoupe va TrpoBaAoupe Kal va
ETTECEPYOOTOUUE TTAPAUETPOUG YIA TO ETTIAEYMEVO KOUMATI OTOV  ETTIBEWPNTH
TTapakoAoubnong, Tou PpiokeTal KATw OTTd TOUG €TMOEWPNTEG TTEPIOXAG  Kal
oupBavrog.

O1 apxIkéG pubpioelg Tou TTpoypAPaTOS dlakpivovTal oTnyv ikéva 3.16.

External MIDI Guitar or Bass

¥ Details:

!npnt: Output:
Input 2 C} l Bus 2
" Ascending [ Ascending
" Load Default Patch (7 Input Monitoring
" Open Library " Record Enable
Input device: Scarlett 2i2 USB @ Output device: Scarlett 2i2 USB @

Number of lracks: Cancel

Eikéva 3.16 Apxikég PuBpioceig logic

To kUplo TTapdBupo @aiveTal oTnV €IKOva 3.17.

Eikéva 3.17 Kupio mrepifdAAov logic

21NV €ikéva 3.18 @aivetal n diadikaoia eI0aywyng apxeiou Kal ol TUTTOI ApXEiWV TTOU
MTTOPOUNE VA €I0AYOUNE O€ QUTO.
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(i) Edit Track Navigate Record Mix View Windoll
New CRN
New from Template... EN
Open.. %0
Open Recent >
Close #BW Sl

Close Project

Save %S
Save As... Ris $
Save A Copy As...

Save as Template...

Revert to

Project Alternatives

Project Management
Project Settings
Page Setup...
Print

yYvwy v

Logic Projects...
Audio File... ok |
MIDI File...

MusicXML...

Music Memos File...
Final Cut Pro XML...
AAF...

Other...

Eikéva 3.18 Aladikacia eiIcaywyng apxeiou

&

Me tnv eTmAoyn eEMavieTal 0TO0 TTAPABUPO O TOPEQG TTOU pag divel Thv
duvardTtnTa £mmegepyaaiag Tou NXNTIKoU yeyovoTog (Eikova 3.20), evw pe TNV €TTIAOYN

m BAETTOUNE TA KAVAAIA TTOU £XOupEe oTnv d1a8eon pag (Eikova 3.19).

- (5] Track 2.02 02-24k 8{kada)-24b O Track 2.02 02-4

e o o e S e s

Eikéva 3.20 Topéag emegepyaciag

2TIG €IKOVEG 3.21 Kal 3.22 UTTAPXOUV KATTOIEG ETTIAOYEG EKTOG Volume TTou ITTOPOUNE
Va ETTECEPYAOTOUUE OTO NXNTIKO YEYOVOC.
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3 4

2 [ 6 7 9 3 9 2 3 -
D2 02-44k Bixako)-24b O
B

Eikéva 3.21 EmiAoyég emregepyaoiag

Edit ~ Function= Vi
Display off
" apy 1:00:11:06
Cycle Through 3
[ Track 2_02 5 64
All Regions s
Smart Controls
Volume
Volume
Pan
Solo
Automation 3 e Mute
U] Track
Insert 1 B: (Channel EQ)
Volume v Volume Insert 2 B oise Gate)

_— Insert 3 B 5 (Limiter)
-59,0 dB

Eikéva 3.22 Emiloyég emmegepyaaiag

2tnv eikova 3.23 BAémmoupe Tnv €mAoyn drag => x-fade Tou pag divel Tnv
ouvardétnta yia éva autépato fade in/out dtav ATTOKOTIA TO NXNTIKO YEYOVOS Kal TO
OUPOUE TO £vVA KOUMPATI TTAVW oTO GAAO. H giIkova 3.24 deixvel Eva PIKpd TTapddeiyua
TTOU YiveTal Je TNV €mmIAoyr Scissors Tool 6TTwg @aivetal oTo TTapdbupo oThV EIKOVA
3.25.

Eikéva 3.23 EmiAoyég emregepyaaiog

97



Smart Drag e T M
Pointer Tool : 15
% Pencil Tool

Eraser Tool

I Text Tool

Scissors Tool
Glue Tool

> Solo Tool
Mute Tool
Zoom Tool

“» Fade Tool

~ Automation Select Tool
Automation Curve Tool
Marquee Tool

> Flex Tool

Smart Tempo

Smart

Eikéva 3.24 Emiloyég emregepyaaiog

Track 2 02 02-44k B(xaro)-24b.1.2 O

Eikéva 3.25 Napddeiypa fade in/out
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O Input 2

. . P . Channel EQ
Edav emAégoupe 10 epyaAcio Fade ammod 1o pii i

Tool Box, o dpousag epgaviel 1o epyaieio v No Plug-in
Fade o6tav 1O TOTTOBETOUME TTAVW OF €va

KOMMATI AXOU. AUTOC €ival O  XEIPOKIVTOG ?ﬁfﬁﬁf&% ‘
TPOTTOG yIa va papuocoupe éva Fade infout. Gain >
Compressor >
Me de€i KAIK eppavifovTal ol ETTIAOYEG TWV Ampeand Padels

plug in (Eikéva 3.26). Ta plug in TTou €ivai Delay

, . . , Distortion
MTTAE €ival evepyoTToINUEVA EVW TA YKPI Eival Dynamice
amrevepyotroinuéva. OTtav  Ta  €MAEYOUE E?

P , . ilter
euavietal 10 avdAoyo TTapdBupo HE TIG Imaging

puBuiceig Toug. Modulation
Pitch

Reverb
Specialized
Utility
Metering
Multi Effects

V'V VY Y YNV VY VYVV VY

Audio Units

v

Audio 1

Eikéva 3.26 EmiAoyég plug in

Channel EQ

To EQ mrapéxel oxtw Cwveg ouxvotAtwy (Eikdva 3.27), mou dlaxwpileTal UE
OIOQOPETIKA XpWHATA, cUuTTEPIAAMBavOoPEVWY TwV QIATPpwYV lowpass kai highpass, low
Kal high shelving filters ka1 T€é00epIg EUENIKTEG TTOPAUETPIKEG CwveS. AloBETel €TTiIONG
évav avoAuTr] ypriyopou upetaocxnuaTtiopou Fourier (FFT) TTou Ocixvel aAAayég
TTPAYMATIKOU XPOVOU OTNV KAUTTUAN CUXVOTATWY, EMTPETTOVIAG PAG va OOUUE TTOIN
MEPN TOU QACHATOG CUXVOTATWY HTTOPEI va XPEIAOTOUV TTpocappoyr. H KevTpiKA
TTEPIOXN Tou TTapaBupou Channel EQ trepIAapBAvel TNV ypa@ikr Atreikovion Kal TIG
TTOPAPETPOUG Yia TR dlapopewon Kabe (wvng EQ. To kUpio puBuIoTIKG eugavileTal
oTa 6e€1d, evw Ta xelpioTrpia AvaAuth kal Q-Couple gpgavifovral 0To KATW apIoTEPD
MEPOG.
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Eikéva 3.27 Channel EQ
Gain

To Gain evioyxuel (f MEIWVEI) TO ONPA UE OUYKEKPIYEVN TTOOOTNTA VTECIUTTEA.
2nUavTIKEG TTapapepol gival To Phase Invert Apiotepd / Ae€id dnAadni n avaoTpoen
@Paong Tou CAPOTOG OUVABWG XPNOIUOTIOIEITE O€ VIPAUG OTTOU €XOUME TTOAAG
MIKpO@WVa OTToU AAANAOETTIOPOUV PETAEU TOUG Kal UTTAPXEI TTEPITITWON va UTTAPEOoUV
OKUPWOEIC OTO OANa pag. Balance otrou yivetal n puBuion TNV 100pPOTTIG TOU
EI0EPXOPEVOU CANATOG HETAEU TOU aploTEPOU Kal Tou OeCIoU KavaAiou. 2Tnyv eikova 3.28
OlaKkpivoupe OAeG TIG eTTIAOYEG Gain.

Eikéva 3.28PuBpiceig Gain
Noise Gate

To noise gate xpnolyoTrolgiTal CUVABWG yia TNV agaipeon avetmluuntou Bopuou
TTOU aKOUyeTal OTaV TO NXNTIKO onua BpiokeTal o€ XaunAo emmimedo. To noise gate
AEITOUPYEI ETTITPETTOVTAG OTA CANOTA TTAVW aTTd TO ETTITTEDO KATWE@AIOU va TTEPACOUV
ATTPOOKOTITA, MEIWVOVTAG TAUTOXPOVA TA OAMOTA KATW ATTO TO ETTITTEDO KATW@AIOU.
AUTO aQaipei ATTOTEAEOUATIKA TA TUAPATA TOU OAUOTOG XAMNAOTEPOU ETTITTEOOU,
EMTPETTOVTAG TAUTOXPOVA TNV BIEAEUCT TWV EMOUPNTWY TUNUATWY TOU AXOU. 2TNV
eIkova 3.29 arreikovidovtal ol pubuioeIg noise gate.

Ducker

-100 d8 ns ms Bandpass ¢

Eikéva 3.29 PuBpioceig Noise Gate
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Limiter

AeIToupyei OTTWG akpIBWS £vag oUUTTIECTAG, AAAG pE pia onuavTikh diagopd: oTnv
TTEPITITWON OTTOU €VOG CUNTTIECTNG MEIWVEI avaAloyikd To ofjua éTtav utrepPaivel To 6pIo,
€VAG TTEPIOPIOTAG MEIWVEI OTTOIAdATIOTE KOPUPN TTAVW ATTO TO KATWQAI OTO ETTITTEDO
KaTtw@Aiou, TTepIOPICOVTAG ATTOTEAECUATIKA TO Ofua o€ auTo TO £TTiTTEdO (EIKOVa 3.30).

Eikéva 3.30 PuBpioceig Limiter

Compressor

O compresor / CUUTTIECTAG €ival évag EVIOXUTAG O OTToiog oTnv €000 Tou divel éva
onua Kupiwg atrd TI pubuioeig threshold kai Ratio. To threshold ovopdadetal 1o level
TT0U divel 0TNV £€6000 TOU £va TTOOOOTO TOU avTIoToiXoUu level elc6dou. To Ratio gival 10
TTo000TO cupTtriecong. Ooo uywnAdTEPN n avaAoyia pag, 1000 PapuTtepn eival n
oupuTtrieon. Mia avaAoyia 2:1 onuaivel 0TI OTav T0 Criua €l00d0uU UTTEPRAivEl TO OPIO TTOU
éxoupe Béoel, KGBe 2 dB uttéEpPaonG To TTPOKUTITOV Orfua £€£600u Ba pelwveTal KaTd 1
dB. H Asitoupyia Tou cupTieoT €ival va peiwbei 1o duvauikd €Upog £vOG OAUATOG,
OnAadn va peiwbei N dla@opd PETALU TWV TTIO HOUXWYV KAl TWV TTI0 dUVATWYV NXWYV, WG
OTOU TO TEAIKO ATTOTEAEOUA €ival VO KAVOUV ATTOTEAEOUATIKG TOUG duvaTOUG HXOUG TTIO
XAPNAOUG Kal TOUG XaunAoug va akouyovTal 1o duvaTtoug. 2Tnv eikova 3.32 @aivovTal
Ol puUBUIcEIC CUPTTIEDTH Kal OTnV €IkOva 3.31 TTapadEiyUaATA CUPTTIEDTH.

Ho compression

2:1 Compression

10:1 Compression
(Limiting)

Output Level (dB)

L

Threshnid Input Level (dB)

Eikéva 3.31 Napadeiypara CUPTTIESTH
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Eikéva 3.32 PuBpiogig Compressor

I 3.3 ENEZEPrrAzIA HXHTIKQN FEFONOTQN

21ad1a eregepyaciag nXou

‘Eyive d1axwpIiopog apxEiwVv fXou Kail eIKkovag. KoTrkav Kal Tagivounenkav o€

POKENOUG.

e Anuioupynénkav EexwpioTd apxeia oT1o  logic  yia  KABe  TEXVIKA.
Emegepydotnkav EexwplioTa.

e Ta Bivreo ato 1o IVTEPVET, dNPIoUPYRBNKE Eva apxeio oTo premiere, OTIG BE0EIG
TTOU XpeElagovrav.

o Emegepyacia ekQwVAOEIC.

e 2UYXPOVIOUOG NXou e TEAIKO BivTeo.

Emre§epyaoia yia TeXVIKEG KIBAPAG KAl EKPWVAOEIG

e Eicaywyn Bivreo (Eikéva 3.33).

e Eicaywyn nxou kai cuyXpoviouog e 1o Bivreo (Eikdveg 3.34 kair 3.35).

e Xpnon fade tools (fade in/out) ,volume, panning (Eikéveg 3.36 kai 3.37).

e Anuioupyia OTEPEOPWVIKAG €IKOVAG (TT.X. YyIa Ta Ouo MIKPOYWva TTOU
XpnoigoTtroindnkav yia KAaoiki KiBapa), emAEéyovTag cmd+ J yia evotroinon Twv duo
NXNTIKWV yeyovoTwy (Eikéveg 3.38 kai 3.39).

e Eicaywyn nxou Ekpwvnong.

e Emegepyaaoia évraong TnS KIBApPAG, yia va unv KOGAUTITEI TRV QWVHA TOU EKQWVNTH
(Eikéva 3.41).

e Eicaywyn plug in (Eikéva 3.40).
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@ TIRANDO A1 (D

TIRANDD A1
Mis R

Page Setup...
Print

Eikéva 3.34 Eicaywyn nxou

Eikéva 3.35 Eicaywyn nXou Kal GuyXpPoVvIouOg JE To Bivreo
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X Pointer Tool

TIRANDO A1

N Pencil Tool MiS R

N\ Eraser Tool
T Text Tool
Y Scissors Tool
Track 3,03,07-:‘-&( 7-24b O
' Glue Tool
e e

S Solo Tool

Track 2.02.02-44k5-24b O
M Mute Tool

, W Q Zoom Tool ‘ Eikéva 3.37 E@apuoyn fade tools
*\' Fade Tool
m ».~ Automation Select Tool
B+ Automation Curve Tool
4—fpe-Pmereens - Marquee Tool

<> Flex Tool

Eikéva 3.36 Xpron fade tools

TIRANDO A1
MS R I

@ Mixdown of audio regions?
g

Cancel

Eikéva 3.39 Evotroinon Twv duo nXnTikwv
Eikéva 3.38 EmiAoyr cmd+ J yia dnuioupyia YEYOVOTWV
OTEPED EIKOVAG.
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Smart Tempo

Edit Functions
17

KiBapa

[*] Track 303 02-44k @

Eikéva 3.41 Emre§epyacia évraong Tng KIBAPAg, yia va NV KAAUTITEI TAV QWVH TOU
EKQWVNTA.

Eikéva 3.40
Eicaywyn plug-in

MapakdaTtw (Eikova 3.42) @aivetal n emmegepyacia TnG @WVAG. EKTOG atrd 10 noise
gate XpeIGOTNKE va KOTTOUV WE TO KAEIOINO TNG €viaong O€ KATToIa Onueia yia va
MTTOPOUV Va agaipeBoUV KAAUTEPA KUPIWG N avaTTvoEG. 2TnV eikova 3.43 aTtreikovideTal
TO TENIKO ATTOTEAEC Q.

(I v
{0k okfwris 2312
M8 | 3 4 |
o b e B v nennanscse (B4 5 101
[
i ‘

oo

23122010040 mied ()

Eikéva 3.42 Emre§epyacia uvig
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EKOONHEH_TEAIKHrexviaes mixed 1 @D

e-ipmeroatisdostedon— s ids gt

Gt ottt b s —idetio i

Eikova 3.43 TeAIk yop@n TEXVIKAG

Emregepyaoia Bivreo amo IvrepvET

H emreCepyaoia ATav atrAn yiaTi ATav €idn eTeCepyacuévog AX0GS. ATTAG uTtrmkav Ta
fade in/out ekei TTOU XpelIalOTAV VIO VA NV OKOUYOVTAI KAIK.

Etre§epyacia TEAIKOU UAIKOU

Mpiv TOTTOBETNOOUV OI EIKOVEG KOl TA BIVTEOD, ETTECEPYACTNKE N PWVI TNG EKPWVNONG.
Otav ATav €T0IuN, PTTAKE OTO premiere, OTTOU XPENOIMOTTOINBNKE wg odnyog, yia va
TOTT00eTNOOUV O€ YIa OoeIpd Ta YeYyovOTa (€IKOVEG, BivTeo). OTav TEAEIwOoE N eTTeCEPYaTia
TNG €IKOVAG KAl PTTAKAVE Ta BivTEo aTTd TO IVTEPVET €KEl TTOU Appodlav, £yIve eEaywyn
TOU apxeiou Pe To Bivreo Kal KATTOIO NXNTIKA yEyovoTa.

‘Etreira akoAouBnrioe n ere€epyacia oto Tpoypaupa logic kal ToTToBeThBNKAV Kal Ta
aAAG NXNTIKA yEYOVOTA KOl CUYKEKPIPEVA TO HOUCIKO XaAi. OAa emmegepydoTnkav Kai
€yIve e€aywyr To oUVOAO O€ apXEio rixou.

2TNV TTAPAKATW €IKOVa 3.44 BAETTOUNE TEOOEPA KAVAAIQ XoU. To TTPWTO KAVAAI JE
10 6vopa «NTYXIAKH B2» gival TO apxeio he TRV EKQuvNon Kal rixo atréd 1a Bivreo atmo
IVTEPVET KOBWG Kal aTrd TIG TEXVIKEG TNG KIBApag. To &eUTePO Kal TO TPITO KavAAl givai
NXNTIK& ATTOCTIACUATA TTOU XPNOILOTIOINBNKAV WS JOUCIKO XOAI.
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3
MTYXIAKH B2
MIS R I

B ™1 "5 W
@ FTVXIAKH B2

][

MOYZIKH_1
MS R I

T e I U - s LRt

03 Fantasia 8 (]

S o G B DR B RGO B o= o o B B o 10
[

MOYEIKH_2
MIS R |

fad|

e

Eikova 3.44 TeAiko apyeio emegepyaoiag

Kal oTnv €ikova 3.46.

21NV eIKOva 3.45 @aiveTal n €TTeCEpyania TNG EVIAONG OTA CNUEIA TTOU BEV UTTHPXAV
OwOoTA TTO000TA éviaong. 270 TEAOG €yIve Kal N elcaywyrl Compressor 61w @aiveTal

® O SR

ATYXIAKH B2

KH B2

> B4 BT
t Hl =

1
Movie

J ,
T

NTYXIAKH B2

M'S

- e
|

we I t o
MY e NE W PR OEE R T
L)
‘||[;]|}|M‘

L S " S LR

NTYXIAKH B2

Eikéva 3.45 Emregepyaoia Tng évraong
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[E) §23s &

None

Undo Drag: X-Fade

449 513 677

[ -
@ fenko a7 @ |

Smart Tempo

[N x Snap:  Smart

Automatior

(U} Track

Volume

I
M s

TEAIKO....KH_27:2

Eikéva 3.46 Eicaywyl Compressor
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2YMIMNEPAZMA

2TNV €pyacia auTh EyIVE PIO ONUAVTIKA TTPOOTTABEIA YIa UAOTTOINON £VOG OUCKOAOU
€pyou, yIaTi BEV UTTAPXAV Ol YVWOEIG OTO BACIKOTEPO TTPOYPAPUA AUTO TNG OXEdIAONG
Twv 3D povtéAwv. Mevikd n un €Coikeiwon Kal n ayvola Twv duvaToTATWY, BACIKWYV
TIPOYPANMATWY YIa TV UAOTTOINON TNG TTapoUoag TITUXIOKAG, NTAV QUTO TTOU €KAVE
OUOKOAN TNV oAokAApwaon TnG. Eival onuavTikd va avagepBei 611 TO TTpOYpAPUa yia
TNV 3D povTteAotroinon Maya, €xel TepdoTiEG duvaTdTNTES. H EKUGBNON TOU dnuioupyeEi
¢KTOG OT1Td OUOKOAiEG Kal peydAo evdiagépov. Mia péBodog ekuABnong Tou,
TTPOUTTOBETEl €COIKEIWON ME TIC PAOCIKEG €PYAAEIOBNRKES TOU TTPOYPAUMATOG. AUTO
AAWOTE, 10XUEl yia OAa Ta TTpoypdupaTa, av kal To Maya €xel yia TToOAUTTAOKOTNTA,
MIag Kal ouvOudlovTal apKETA EpyaAcia TauTOxXPOVA.

2T0 TPWTO PaCIKOTEPO OTAdIO, TTOU €ival n Onuioupyia evdég 3D povréAou,
emMPBAAAeTalI n KaTavonon Tov gpyaAciwv edit mesh kai mesh tools. Autoi o1 TUTTOI
epyaAeiwv, Bonbouv oTnV dIANOPPWON TOU POVTEAOU. ZTO dEUTEPO OTAdIO TTPETTEI VA
000¢i TTpoooxn oTnv eloaywyr Twv KAaTGAANAwv UAIKwv (materials), dnAadn oTnv uen
TToU Ba €xel To HovTéAD. AuTO Ba cUPBAAEl onuavTIKA oTnNV TTICTOTNTA TOU JOVTEAOU.
‘ETTeiTa, yivetal n Aoy NG EMQAVEIAG ) TOU KOPUATIOU YIA TNV EI0QYWYI XPWHUATOG
N €IKOvag. AuTOg ATaV Kal O TPOTTOG TTOU XPNOIYOTTOINONKE oTnv TTapoloa £pyaaoia,
Opwg d¢ev gival o povog. H xprion UV Editor, cival €vag dANOg TpOTTOG TTOoU YiveTal N
XOPTOYPAPNON TOU POVTEAOU, E TOV OTTOIO UTTAPXEI, N duvaTtoTnTa £TTEEEPYATiag Kal
€10aywyng Tou o€ AAAo TTpoypauua O0TTwg To Mudbox kal To Photoshop.

2.TO TPITO OTADIO €ival N El0aywyr TOU WTICPOU TToU TTaidel ETTIONG oNPAVTIKO POAS
oTNV PEAANIOTIKOTNTA TOU POVTEAOU, €10IKA OTav Xpnolyotrolouue 1o Arnold renderer.
Eivail emmiong pia 1d1aitepa xpovoBopa diadikaoia, Kupiwg oTav dev UTTAPXEI ECOIKEIWOT.
‘Etreira akoAouBei n eicaywyr KAPEPAGS Kal TO KAEidwa Twv Kapé. Eival onuavtikd va
avaeepBOei 011 o€ auTd TO OTAdIO £yIvav KATTola onuavTikd AaBn. 1o Arnold renderer
UTTAPXEl MIO  EEXWPIOTEI  KaTNyopia QWTIOPJWY TIOU  Ta  TTEPIcOOTEPa  Oev
xpnoigotroinénkav Adyw eAAeipeic xpoévou. MBavov av yivotav kaAuTepn avalntnon
TTEPICTOTEPWYV TTANPOPOPIWY YIA TO QWTIOUS ,iCWG va PTTOPOoUCE, va ATToPeUXBoUv
OKIEG Kal B6puBog oTa kapé. Emmiong otnv xprion Tng KAUEPAS KUPIWG yia TIG TTIO
TTEPITIAOKEG KAPEPES, aTtaiTeiTal dnuioupyia k&tmolou povréAou oknvAg. H atroucia 3D
OKNVNAG Kal N XPAoN MIag oTaBepng €ikovag, dnuioupyei weudaiobnon Kivnong Tou
MOVTEAOU, EVW) OTNV TTPAYMATIKOTNTA KIVEITAI N KAMEPQ KOl OXI TO JOVTEAO.

210 TETAPTO Kal TEAIKO OTAdIO TNG TTAPOUCOG egpyaciag, gival To Rendering TTou
uTTdpXouV o1 pubpioceig yia eEaywyn Twv kapé. O1 pubuiceig TTou xpnoiyoTToIénkav
yia 1o Rendering €ival d1a@opeTIKES yia To Arnold Renderer kai yia To Maya Hardware
2.0.

Ta utréhoirta Trpoypduuata, Adobe premiere Pro kai Logic Pro X tmou €xouv
XPnoiJoTtroindei, ATav 1Mo ammAd oTnv Xpron Toug AOyw TnNG MIKPAG £COIKEIWONG TTOU

109



UTTAPXE ME auTd. Ta TTPOYPAPUATa AUTA €XOUV QPKETEG duvaTOTNTEG, TTOU OEV
aglotroinénkav 6Aeg oTnv TTApPoUCa Epyaacia. ZIyoupd av UTTHPXE KOAUTEPN yVwWOn OTA
TTPOYPAUMA QUTA KAl KUPIWG yia TOV X0 Ba yivoTav akoua KaAUuTepn n TEAIKN Epyaaia.
Etiong xpnoipotroin®nke 10 Photoshop av kai Ba pytropouce va eixe atro@euxOei
onuUavTIKA av utripxe 3D okAvn yia OAa Ta HOVTEAQ.

270 TUAMO TOU fxXou, n OUCKOAIQ, ATAV TTEPIOCCOTEPO OTNV NXOoypaenon Tng
ekpwvnong. O KupldTeEPOG AGyog ATaV N EAAEIWN 16AVIKOU XWPEOU YIa TV NXoypdaenon,
MIag Kal dev €ylve OTO XwWpPO Tou TUAMaTog Mnxavikwv Mouoikhg TexvoAoyiag &
AkouoTikng Tou TEI. Xpeidotnkav apkeTég OOKIUEG yia va dnuioupynBouv 600
KaAUTEPEG OUVBNKeEG nxoypdenong yivotav. ETriong 10 yeyovog 0TI nxoypa@nonke
MOVO n OIKIG Pou @wvry, €Kave TNV NXoypdenon akoua 1o OUOKOAN. Av Kal
nxoypa@nonke TTOAANEC QOpPEG, TTAAI UTTAPXOUV apPKETA AGBN TTou o@eilovTal Kupiwg
oTnNV CWOTR XPNon Tou Aoyou Kal TIG SIAKUPAVOEIG EVTACEWY TNG QWVAG, MIOG Kal N
EKQWVNON OTToTEAEITal  aTTO  OIOPOPETIKEG nYXoypaenoelis. [lapdAo Tou  €yive
TTPOOTIABEI0 OTABEPOTTOINONG TNG ATTOOTACNG TOU MIKPOPUWVOU, OI DIAKUUAVOEIG AUTEG
OTAONKE adUvaTOV VA aTTOPEUXOOUV.

TENOG, TMIOTEUW OTI N TTAPOUCA EPYATia TTIPOCPEPEI ONUAVTIKEG TTANPOYPOPIES, YIa va
EEKIVIOEI KATTOIOG TNV €EKPABNON Tou TTpoypdupaTog Maya. H xprion tutorials dpwg
BonBdgl TTOAU TTEPICCOTEPO OTNV KATAVONOT TOU TTPOYPANUATOG, QPKEN va yvwpileEl
KAveIg TI wayvel. MNpoomddOnoa va dwow O6co o TTAAPN €IKova atrd auTtd TTou
KATAQEPA TEAIKA va HABw Katd Tnv SIAPKEIA EKTTOVNONG TNG £PYACiag. Oewpw TTwWG
gival TTOAU OUOKOAO OTav Oev €XEIC aOXOANBei 0e onuavTikG PaBud pe KATtrola
TTPOYPAUUATA, VA UTTOPEIG VO OUVOUAOEIG TOOO TTOAAG TTpAyPaTa O€ Jia epyacia. HTav
MIa xpovoBoépa epyaaia TTou gévo yia Ta TTAGva atro Ta 3D povTéAa xpelaoTAKay Ta 4
atrd Tov XPOVO TTOU PTTOPECA VA APIEPWOW YIa TNV OAOKANpwon TNG. MoTelw TTwg
MEAAOVTIKG, Ba utTopoUcE va dnuioupynBolv HIKpd ekTTaIdEUTIKG PBivieo, oav BEuaTa
TITUXIOKNG. KaAUTepo eTTiong €ival n xprion evog pe 600 povTEAwY Kal eupaduvon o€
MIO OUYKEKPIMEVN BEPATIKN EVOTNTA.
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