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Evyoprotieg
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Téloc, Ba MBela Vo EVYAPIGTNC® TNV OKOYEVELQ OV Y100 TNV OUEPIOTN GTNPLEN Kt
Y TV dvev 6p®V GLUTOPACTOCN TNG.



Abstract

The subject of this thesis was to create a three-dimensional animated short film. The
following software were used: Autodesk software Maya 2018 Student Version for modeling
purposes, Mudbox 2018 Student Version for sculpting, Arnold for rendering, Adobe software
Photoshop for image editing, and Premiere Pro for the final video editing.

We start with an introduction to the history of the 3D animated world and to the
technologies whose use has become so widespread in the seventh art, followed by a detailed
theoretical analysis about the procedures required in 3D animation process. There will be also
a comparison between the existing technologies used by 3d designers and companies,
followed by the software graphical environment description and a detailed explanation of
their tools.

Then we present the steps that led to the final result. We begin with analyzing the
modeling and sculpting process of objects and characters. We continue by explaining how we
achieved a realistic effect through the creation and application of materials and two-
dimensional textures on said objects and characters. In the next part, you will find
representations showing how objects and cameras can be moved, and how complex models
can be controlled by rigging. Finally, rendering and lighting settings and preferences will be
analyzed, as well as the editing of the image sequences that compose the final short film.



Xovoyn

H mopovoa mroylokn epyocioc mpoaypoatomombnke pe okomd i onpovpyior piog
TOViog HIKPOY UNKOVG KIVOLUEVOV oyedimv og tpiodidotartn popen. '  deloaywyn g
ypnoonomdnkov ta mpoypaupata Maya 2018 Student Version yio t povielomoinom, 1o
Mudbox 2018 Student Version yia ) ynotakn yAvmtkn kot to Arnold yuo ) dadikacio tov
rendering g etoupeiag Autodesk. Emimiéov, ypnowomombnke to Photoshop yw v
enefepyooio ewdvov kot to Premiere Pro CC 2019 ywo v ene€epyacio tov tedikov Pivieo,
¢ etarpeiog Adobe.

Apykd, Ba yiver pia avagopd otnv 10T0pia ToL TPLGOIGGTOTOV animated KOGHOV Kot
OTIG TEYVOAOYIEC LE TIC OTOIES €YEL KATAKADGEL TOV KOAOGG0{0 Y®Po TG EPdoUNS TEXVNG.
Axéun, Ba avarvBodv oe BewpnTikd eminedo OAeg ol omapoitnteg OWOKACIEG TOV
ypewdlovtal yio T dnpovpyia pog tpiodidotatng taviag animation. ‘Enetra, 6o cuykpibovv
HETOED TOVG O1 VTAPYOVGES TEXVOAOYIEG TOVL YPTCLOTOOVVTOL EVOEAEYMG OO TYEOOCTES KoL
etoupeieg wor Ba  axolovOnoer o meEprypaen TOL  YpoewoL TEPPAALOVTOS  TMV
TPOYPOUUATOV 7OV  emAEYOMKaY, OAAG KU emeENynon TV  EPYOAEI®V  TOVG OV
YPNOOTOMONKOY.

Ev ovveyeia, Oa avaivBodv OAa ta amortodpevo Prpoata yio T SEKTEPUIOOT TOL
TEAMKOD OMOTEAEGLOTOC. ZEEKIVOVTOG WHE TN HOVIEAOTOINGYN TOV OVIIKEWWEVOV KOl TOV
YOPOKTAPA, OAAG KOl TNV dNUOVPYIN KL EQAPUOYT VAKOV Kol S160140TATOV VOOV TAV®D GE
avtd Yoo éva peolotikd amotédecua. ‘Emerta, 0o avagepfodv ot tpomotl pe tovg omoiovg
UTOPOVV VO OITOKTNGOVV Kiv|GN, TOGO TO OVTIKEILEVO OGO KOl O1 KAUEPES KO TTMOG UTOPOVV
va, eAeyyBo0v TOADTAOKA HOVTEAD UE TNV €QapUOYn okeAeTOV. TEhog, Ba mpoypotomomOel
aviivon Tov puluicewv g peailoTikng anddoons (rendering) kot Tov EOTIGHOV Kol Oa
akoAovBncEl TaPOLGICN Yol THY HETATPOT TG aAAnAovyiag edvov (image sequence) e
Bivteo ko n eneéepyacio avTov TOL Ol PLaG dMOEL TNV TEAMKN Tovio (Kpo» HNKOLG,.
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1 Ewayoyn

H tpiodidotatn ypagikn omewkovion, yvoor kot o CGI (Computer Generated
Imaginary) avBel oe TOAAOVG KAGOOVG TNG EMOTAUNG, OTMOG OTNV WTPIKT], TNV OPYOL0A0Yia,
TNV OPYLITEKTOVIKN KOOMG Kol 0€ OAEC TIG QUOIKEG EMOTNUES OO OCTPOVOUiN, YE®AOYia,
yvewypopia, ynueio ko mopnvikn euoiky. [TAéov amotelel kol ovomOOTOGTO KOUUATL TNG
YOYOy®YILoG, OTMG TOV PIVTEOTOLVIOIOV KOl TOL KIVILOTOYPEPOV.

Ot Tpddteg Touvieg Kivovpévav oyediov ftav (oypaeloUEveG 6TO YopTi KL ETPETE VA
oyedlaotel kdOe mhaiclo (frame) Yo vo amodobel kivnon. Ot TponyUEVEG TEXVOAOYIEC KOt TO
OLVEYDG OVATTUGOOUEVO AOYIGUIKO OEVKOADVOUV Kl EMITOYVVOLV GLTH TN O0KACio Kol
TPOGPEPOVY OMEPIOPIGTES OVVATOTNTEG GTOVG GYEONGTEG onuepa. H Aoy g aAiniovyiog
EIKOVOV TOPAREVEL 1] 1010, 0ALA O€ yperdleTon TAEOV va oyedtdletal omd TV apyn pio oknvy
N éva poviého vy kdBe frame. Avtifétmg, agov oyedlooTovV pmopovv pe TN Ponbewa
OKEAETMV KOl KAEWLOV, TOV B avadivBovv TapaKdT®, Vo 0moKTGoVY Kivnon.

v " L

Ew. 2: Anodoon kivnong 6tov vmoloyloT)

Ewc. 1: Amddoon xivnong oto yopti

To 3D animation yivetar 6Ao Kot 7o SNUOPIAEC GTOV YDPO TNG ERSOUNG TEXVNG Kot
TAEOV M TAEOYN QIO TOV TPIOOICTATOV KIVOLUEVOY oxedimv dnmovpyeiton pe CGI. ITAéov
Olec ot tavieg peyding mapaywyns ypnowonotovv CGI kot moAég opég dev yivovTar Ko
AVTIANTTA a0 TO KOO AOY® TOVL PEOMGHOD TOLG Kot TG 0€ong otovg, O10TL Umopetl, Yo
TOPAdELYLQ, VO, amoTeEAOVV povo 10 eO6vto ¢ oknvig. Ilapdro mov ta CGI Eexivnooav va
YPNOOTO0VVTOL At T TEAN ToL 70, M 01dpKeELd TOLG NTOV TOAD HIKPT HEGO OTIG TOVIES.
Evo miéov érovv dnuovpyndel tpiodidotates anewkovicels oe OAa T 10N TavVidV, GTNV
npoypaTikdTnTa EKEL TOL £ytvay dNpoPireis kot teplnnteg and Tovg Beaté NTtav PEG® TV
TodIk®V towviov. H mpotn towvia mov dnpovpyndnke €€’ ohokAnpov pe CGI ftav to Toy
Story g etopeiog Pixar. T v enitevén tov kvicenv ypnoonomdnkov m©oleg and
LLOVTEAO QTIOYILEVO OTtO TTNAO, KOOMG Kot 0 Sy pALLOTO CYEOIUGUEVO GTOV VITOAOYLGTY| GTO.
omoio papUOGTNKOY XEPICUOT KIVONG LE KOJTKAL.



Ew. 3: H In tawio pe CGl to 1976

[TAéov M xwnowoAoyio etvar toydtepn Kot wo pealotiky omd 7oTé, KuOMG
gmTuyyOvetal kol pe Vv kataypagn kivnong (Motion Capture) oe avOpodmove o
ocvvnOwouéva, oAdd kor o (oo kol aviikeipevo. Me avt ™ puéBodo ypnopomoovvTol
OAPopeS €101KEG OTOAEG TAVM oToV MBOTO0 Kl EMEITOL AVIYVEDETAL KOl KOTAYPAPETOL KAOE
kivnon tov. Téhog, Ta dedopéva Kataypapns £appolovior move o€ £vo TPIGOIIoTUTO
LOVTEAO LE ATOTEAEGLO VO EKTEAEL TIG 1O1EC KIVIOELG.

Floy

Ew. 5: Mnyovuc Kataypaen Kivnong Ewc. 6: Hiextpopayvnrkn Kataypaen Kivnong

Ew. 7: Ontucy Kataypaen Kivnong



H tprodidotatn ypoeikn aneikdvion eivor pio mepimlokn kot ypovoPopa dradikacio
Kot Ypelaletal va eKTeAecTOVV TOAAA 6TAd10 Yo va VAoTom el pia 10éa o KivoOpeva oyédia.
EmnpocOétwe, omoteiton o ocwotdg efomMopdc, m o ekudOnon moAA®OV  TEXVOAOYIDV,
drdkactmv Kot pefddwV Yo va enttevyBel To embountd omotéAesa.

1.1 TIlepitqyn

YKOTOC NG TOPOVCHG TTVYIOKNG €ivarl 1 dNUovpyio piog TPIoOIoTOTNG TOVIOG
HIKPOD UNKOVG YPNOLULOTOIMVTOG ONUOPIAT AoYIoHKd aTtov Ydpo tov 3D animation. ‘Enerta
and £pevva, eMAEXOMKaV Ta TPOYPAULATO TOV KpiONKav Tl UTOPOVV Vo EELTNPETIIGOVYV TOVG
oTdY0VG OV elyav TEOEl KOl LETA OO GLVEYT LEAETT Yol TNV KOTOVONON TOV EPYUAEI®V TOVG,
Eexivnoe M eKmOVNON TNG EPYOCTOC.

Apyikd, ylo TIG TEPLGGATEPES OOIKAGIEG YpTMoILoTOmOnke T0 TPOYpappa Maya g
etoupeiog Autodesk. ITwo ocvykekpyéva, péow ovtod mpaypoatomomdnke 1 oyedioorn twv
OVTIKEWEVOV KOl TOV HOVTEAOD, 1| ONUIOVPYio KL EQAPLOYT OKEAETOD GTO HOVTELOD (rigging)
Yy vo, eEAEyyeTal 1 Kivnon tov, To animation, 0 eMOTIGHOG Ko ot kapepes. [a tnv epoppoyn
VOOV KOl VAIKOV (texturing) oto oavtikeipevo Kobdg Kol Yo T PEAMOTIK AmdoooN
(rendering) ypnowomomOnke to Arnold cav plug-in péso oto Maya, kabmg eivor avdtePo o
mo10TNTO KO ToyuTN T 0o T0 Maya, 1660 610 texturing, 660 Kot 6to rendering.

IMa va elvar o poviélo mov oyedidonke mo pealoTikd pmopel vo ecaybel oe
TPOYPAULOTO TO OTTO10 TPOGPEPOLV T dSLVATOTNTA VO TPOooTEDOVV AemTOUEPELEC GE QVTO UE
dbpopeg peBddovg. O mo ocvvnbiopéveg eivan 1 ylomtikr (sculpting) kow i {oypogikn
(painting) kot omnv mapovoo epyocia ypnowwomombnke to Mudbox 1tng Autodesk.
Emnpocbétwg, yio va detyvouv ta avtikeipeva (objects) o peaMOTIKO EQOPUOGTNKAY TAV®D
o€ oVTA VEEG (textures) kol €KOVES Ol omoieg onuovpyndnkov 1 enelepydokay oTO
Photoshop g Adobe.

Ev xoatoxAeidr, petd 1t oyedioaom, To texturing, To rigging kot To animation,
tomofeTOnNKe QOTICUOG Ko KAUEPES OTIC OKNVEC (Scenes), Kol TPOETOUACTNKAY Yo TN
dwadikacio Tov rendering. To amotélecpa tov rendering givar arAniovyia ekdovev (image
sequence), onAadn yio Kabe frame dnpovpyeital Kou pio ewova, ol omoieg elonydncav cto
Premiere Pro t¢ Abode, petatpdmnkav e Bivieo ki emeEepydotnkay yioo vo exttevydet to
TEMKO Pivieo.

1.2  Kivnytpo ywo ™ Awe€ayoyn g Epyacioc — Xtoyor

O tp1edioTaTog KOGUOG TV KIVOULEVMV GYedimv cuvaprdlel T0 KOwd OV TmV
NMKIOV e TNV EUPNUOTIKOTNTE TOV. Mmopovv vo oxedlacTodv o TPIGOAoTATN LOPOT|
(QOVTACTIKA TAACUOTO, ovTikeipeva kot tomobeciec Kot 0,1t A0 pmopel va @ovtacTtel o
avBpdmvog voug Kot vo  ovaderBodv  pe  €va peoloTikd  amotédecua. EmmAéov,
ypnowomowvvtar 6Ao kot mo cvyva 3D CGI otov kivnpatoypdeo kot TPoTovVToL 0nd T0
VO KOTOOKELOOTOVV, YOl TOPAOELYUO, OKNVIKA HE omtd LAKG, 0TI T0 KOGTOS &ivan
YOLNAOTEPO KOl O YPOVOG dNUIOVPYING TOAD PKPOTEPOC.

H onpovpywdém o 0vtov touv KAAd0ov Kot 1) cuveyng avamtuén kot {\tnon tov nTav

To KOPLOL KiviTpa v ) dteEayyn avtg g epyaciog. ErummAéov, n mowidia ¢ yvdong mov
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amorteitor ywoo TV emitevén TOL TEMKOV OMOTEAEGUOTOC KPATOEL TO EVOLLPEPOV TOV
oxedlaotn. Ilap’ 6o mov ot peydreg etoupeieg, VIAPYOLVY JSAPOPETIKA TOGTA Yoo KAOE
oTAd0 TopOy®YNG animation, ot pkpEG etaipeieg, kabdg Kot ot elevBepot emayyelpotieg
avoAapBavouv o PEYOADTEPO UEPOG, N aKOUA Kol OAOKANPO T0 project. ' v exmdvnon
™G MTUYWKNG MTav omopaitnn n ekudOnon oyedioong, Kwnowoloyiag, oknvobeciog,
QOTICHOD Kot TOAADY 0K S1OIKAGLOV, KAOMS Kot 1) EKLAONON d1pOp®V TPOYPUUUATOV
He o epyoreio kot Tig puhuicelg tovg. Atovoovtag O To 6TAda TapaymYNS, vipée pia
oQUIPIKN Katavonon tov puebddwv mov dopoped@vouy pio Tovio KIVOLHEVOVY GYedimV Kot g
amotélecio iye TV amdKTNoN gumepiog otov topéa tov 3D animation kat v Kotavonon
TOV TEYVOAOYLOV TTOV TOV amapTilovv.

1.3  Aopn Epyaociog

H nopotvoa nruylokn epyoasio, EKTOC 0o TO TPOTO EIGAYOYIKO KEQPAANLO0, ATOTEAEITOL
amd TEGoEPN OKOLLO, TOV OTOIWV TO TEPLEYOUEVO EXEL OG EENG:

e To 2° kepdAoto amoteleiton amd PPAOYPOQIKY £pELVO GYETIKN HE TNV 16TOPio TOV
3D animation kot T OgwpnTiky vwodoun OAwV TOV OladKacIdV 1oL O
xpnoporombovv.

e Y10 3° keparaio Oa emeEnynbodv o1 Adyol mov emAEyONKaAY TO TPOYPOLUATO Y10 THV
dtekmepaioon v epyaciag, Bo yiver pio oOykpion pe To VITOAOUTO, LEAPYOVTO
Aoylopkd kot Oo avadlvBovv Tor TAEOVEKTLOTO Kol LEWOVEKTNHATO Yo KAOE Eva omd
avTa.

e It0o 4° xepdhoo Oo oavarivbei to mEPPGALOV TV Tpoypauudtov Kol Oa
TOPOVCIACTOVV OAEG Ol Ol0OIKAGIEG OV EPOPUOGTNKAV YO TNV EKTOVNON TNV
epyacioc:

- Modeling: Movtehomoinon TV aVIIKEWEVOVY KOl TOL YapakTipa Kt eneénynon
OL®V TV gpYaLEI®V TTOV YPNOYLOTOMONKOAV.

- Shaders: H d1adikacio epaploync VAK®V 6To AVTIKEIUEVA, TO OTTOI0 VILAPYOLY
o€ KaBe punyovn amddoong.

- Texture mapping: ®a avolvbovv d1dpopeg néBodot e TIg 0MOiEg UTOPOVUE VoL
ONWOVPYNGOVE  AEMTOUEPEIEG OTAL  HOVTEAD UE VLOEEG Kol YPOUATO,
epapuolovtag O100100TATEG EIKOVEG OTNV  EMPAVEID, TOV TPIOOICTATMOV
OVTIKELEVAV.

- Rigging: H gpoppoyn okeletod kot apfpdoemv 6T0 HOVTELO pE OKOTO 11
onuovpyia kivnong.

- Dynamics: H ypion xovoveov @QLUOIKNG Yoo TNV TPOGOUOIMOT] (QUGIK®OV
duvhipemv and 10 AoYIoUIKO, 0TS T.Y. N fopdTnTo.

- Animation: H epoppoyn khewdwwv (key frames) ota avtikeipeva pe 6Komd
onuovpyio kivnong.

- Kapepeg: Oa mpaypotonombeil mapovsiosn ToV S10POPETIKOV KAUEPDY TOV
dwbétel To Maya Kot TV pyaAEi®mV TOVG.

- Dotiopdg: Oa avaivBovv ta €101 POTIGHOD TOV TOPEYOVTOL GTO TPOYPULLLLOL
(Maya), kaBd¢ kot ot puOuicelg Tovg.



- Rendering: ®a yivel enenynon oToVG TPOTOLS TOPAYWYNG TNG TEAIKNG
(POTOPENAMGTIKNG OMEIKOVIGUEVIG OKNVIG, KaBhg Kl emenynon tov epyoreiov
nmov dwbéter to Arnold, to omoio ypnowomombnke ywo T GLYKEKPLUEVT
dwdkacio.

- Editing: TéAoc, Oa. akolovOncel meptypoen He Ta PLOTO TOV TEAEGTNKAV YO
mv ene€epyooio Tov tehMkov Pivieo oto Premiere.

e To 5° kepdhouo meplapuPdvel TNV amoTiUNON TNG TTUXOKNAG £PYOoiog Kol Ta
GUUTEPACLLATO TTOV TPOEKVLYOLV.



2. OcopnTukn Yrodom)

2.1 Hwropia Tov 3D animation

[Topdrio mov 1o dodidotato animation kKvkAoeopnoe and 1o 1800, to 1960 évog
epyalopevog ot Boeing, dpyice va mEPOUOTICETOL GTOV LVTOAOYIOTH] HE TPMOUEG HOPPES
TPIOOIOTATNG OMEKOVIONG TV TAOTOV NG 0ePOTOPIKNG etarpeiag. O ypoeiotag Kot
kaAMTéyvne, William Fetter, onpiovpynoce tv mpdTN TPAYUOTIKY TPIGOAoTAT) 1KOVA
avlpOTIVNG HOPENG TOL Ypnolpomominke o€ tawvieg pikpod pnikove Yy T Boeing.
Emumiéov, Bempeitor Tmg o 1610¢ dnpodpynce TpmTog Tov 0po ypaeikd VIToAoYIeT”.

To 1976, ot dvvatdnteg tov 3D animation Eexivnoav va efedMocovior Kot ot
oxedwotég  Frederic Parker wou Edwin Catmull dnmpotvpynoav peoiiotikd CGI. Ot
OYEOOTEG YpNOOTOiNoay TPIGOAcTOTO TPOCHOTA KOl ¥EPLOL OTNV TPMOTN Tovio HE
teyvoroyia CGI, to Futureworld. O Edwin Catmull apydtepa £ytve £vog amd Toug WOPLTES TNG
Pixar, pali pe tov dnuovpyod tov Star Wars, George Lucas.

Ew. 8: H 1n 3D anewdvion Ew. 9: Ta npdta 3D CGl og touvia

Méypt ta péca g dekoetiog tov 1970, o1 véeg teyvoroyieg apylov va 1GEpyovTaL
Kol ota péca evnuépmongs. Kabwg dpyioe va Beltidveral n 16x0¢ TV VTOAOYIGTOV APYIoAY
va, Yivovtal TEPIoCOTEPEG TPOGTADEIES Yo TNV EMITEVEN PEAAGHOD, OAAG TTap’ OAQ OVTA M
TAEOYN PO TOV YPAPIKDOV TOV TPOPAALOVTAY APOPOVCHV SIGOIACTATEG EIKOVEG. XTO TEAT] TNG
dekaetiog Tov 1980, 10 pwtopeoMotikd 3D dpyloe va epeaviletol 6€ KIVNUOTOYPOPIKES
Tovieg Ko péyptl tor péoa e oekoetiog tov 1990 eixe avamtuydei uéypt to onueio 6mov Oa
pumopovce va ypnowonombei 3D animation yioo 0OAOKANPN TNV TOPOY®Y] LEYAAOVL HKOLG
TOVIDV.

To 3D animation £ywe mpaypotikd ompo@urés t dekoetia tov '90. O Ztifev
Imidumepyk ko o TCépug Kapepov yapagav tnv mopeio ywo OAOVG TOL EMOUEVOLG
KIVUATOYPAPIGTEG LE TNV TEPACTIO EMITVYI0L TV Touvidv Jurassic Park xou Terminator 2:
Judgment Day. H peyolvtepn, Opwg, oloyn oto XoAyovuvt fpbe petd v amd@acn g
Disney kot g Pixar va evddcouv Tic SLUVAES TOVG Yo Vo OMLLOVPYHGOVV L0 KIVOOLEVT
towvio Tov dnuovpynnke &’ ohokAnpov amd 3D animation. To 1995 n Pixar Animation
Studios kvkho@dopnoe v mpmdt toviee CGI mov @tidymke moté, 1o Toy Story, n omoia
dAloEe yuo mavta o Kvnuatoypaewkd tomio. ITAéov pmopel kaveig va ol Tp1oddoTOTO
animation omv mAgoyneio TOV TOVIOV, GE JOPNUICELS HEYPL KOl GE TAIOIKEG OEPES LE
efdopadiaia emelcodo.


https://www.google.com/url?sa=i&rct=j&q=&esrc=s&source=imgres&cd=&cad=rja&uact=8&ved=2ahUKEwis89mS09_jAhXNI1AKHYigDFsQjRx6BAgBEAU&url=https://alchetron.com/William-Fetter&psig=AOvVaw3-XuxOQx1XeeaG8Drrtntf&ust=1564679404839682
https://www.google.com/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&ved=2ahUKEwjgqdbhjOzjAhVIDewKHddHAnwQjRx6BAgBEAU&url=https://www.dailymail.co.uk/sciencetech/article-2034003/How-Pixar-founders-worlds-3D-graphics.html&psig=AOvVaw2zQTPELYoQGfwRt2lllq7K&ust=1565107181566443

Exto¢ amd tov Kvnuotoypdeo, To TPIoOoTOTO HOVIEAN YPTOLOTOOVVIOL GE
EMOTNUOVIKA Kol 6€ TOAAG GAAa Srapopetikd media. Ot Prounyavieg Pvteomayvididv to
YPNOWOTOWHV Y10 TOYVidl MAEKTPOVIKOV VIoAoYloTtdv kot Bivieo. O wotpikdg KAASOG
xpnowonotel Aemtopepn Hoviélo opydvov, To. omoio. pmopovv vo dnpovpynbovv pe
TOAMOTAEG O160140TaTEG €1KOVEG amd HoyvnTIKEG 1| a&ovikég Topoypaeiec. O kKAAd0C NG
OPYLTEKTOVIKNG TO YPNOLOTOIEL Y10 VO TOPOVGIACEL KOVOUPLOL KTIPLoL KO OPYITEKTOVIKA
HOVTEAQ KOl O1 UIXOVIKOT MG GYEJN Y10 VEEC CLOKEVEG, OYNIOTA KOl KOTAGKEVES, KOOMG Kot
vy TAN00¢ GAAwV ypioewv. EmumAéov, Tig tedevtaieg dekaetieg 1 KOWOTNTA TG YEWAOYiNG
KOOEPWOE TNV KATAGKELT TPIOOIACTOTOV YEMAOYIKOV HOVTEAMV MG M0 GLVION TPAKTIKY.
Téloc, ta tprodidoTata poviéAa umopohv emiong vao. amoteAécovv ) Pdon yuo avtikeipneva
K0l GUGKEVEG TTOV KOTAGKEVALOVTAL LE TPLGOIAGTOTOVS EKTUTMOTES.

2.2  Tuveivar to 3D Animation;

3D Animation ovopdZetot 1 dtodkosioo Snovpyiog KIVOLUEVOVY EIKOVOV GE YNOLOKO
Tp1oo01doTato mEPPAALOV. MEGm TOL YEPIGHOV TOV TPIGOICTATOV OVTIKEWEV®OV GTO
AOYIGHIKO, pmopovpe Vo, eEdyovpe akoAovBieg ekdvav, ol omoieg divouv Vv yevdaicOnon
¢ Kivnomng pe Péomn tovg XEPIoUOVS TOL TPAYHOTOTOmoaE. AvTO ToL cvuPaiver ivar Ot
TO animation TPOGOUOIMVETOL UE TETOWO TPOTO OV TO avOpOTIVO HATL avTAapPavetal
TPAYUOTIKY] Kivnomn, &ved oTnv mpayuatikotnta o0 umopel va yivel ovtilnmmy 1 toyeio
TPOGTELUGT] TOV SLUOOYIKDV EIKOVOV.

Avt 1 Bewpia 1oydEL KAl 0TO O1GO1ACTATO KIVOVUEVE GYXE010. KOl GTO Stop
motion animation. X£to mapadoctokd 2D animation, o1 eikoOveg ivar {oypapiopéveg pe To xEpt
Kol M kéBe pio epeovifel wikpéc oAayég amd v mponyovuevn. Otav avamoapdyovrtol
dadoykd, onpovpyeital v yevdaichnon g kivnong. £t1o stop motion animation, to. OnTA
HOVTEAQL  HETOKIVOLVTOL OO Tov OvOpwmo eAdylota kdbe @opd Ko mn kdbe arloyn
Katoypdoetor ommv Kauepa. Kot oe oavty v mepimtwon, ot teMkég ewoveg Oa
dNuovpyncovy Vv yevdaictnon g kivnong kotd v oavomapaymyn. Xto 3D animation,
Ola yivovTol ymelakd 6Tov LTOAOYIGTH Kot £QYOVTOoL 0td TOV VTOAOYIGTN.

% Ve
v Uk Be€ "€ Ui bE €
Ew. 10: 2D Animation

To 6166146TATO KOl TO TPIGIUCTOTO animation avoEEPOVTAL 6T O1GTACT) 6TV 0Toid
dnpovpyHnKay ta Kivovpevo oyéda. Xto 2D animation, ta avtikeipevo dnpovpyodviot o
po mAateopua 2 ductdoemv, He PNKog (x) kot vVyog (y). Ot eikdveg givan emimedes, ywpig
BaBoc kot avomapdyovy povo pio mpoontikh. Tig mePIocOTEPEG POPES TO AVTIKEILEVA KOl O
YOPOKTNPES oyedtalovtal ympic Tig Aemtopuépeleg mov PAEmOLUE otV TTpaypatiky Con, OTm
Yo TOPAdELY L YOPiG amOAES OKIEC KOl YPNOYOTO0VVTOL AIYEG OMOYPADGELS YPOUATOV. XTO
3D animation, 6Aa oyedtdlovtol 6 o TPLEOASTATN TAATEOPLA, 1] oTtoia daféTel unKog (X),
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Vyog (y) kot BaBog (z). Ta AoyIopIKA TPOGPEPOVY TOAAUTAEG TTPOOTTIKES KOL T OVTIKEIEVQ
umopovv enefepyactovv amd OAeg TG mAevpéc. Ot S100146TOTOL YUPOUKTAPES (POIVOVTOL
velooypapikol Kot pun peoiotikol. Ot TpodidoTaTOl YOPAUKTHPEG UTOPOVY Vo (QoivovTol
YEAO10YPOPIKOL, OAAL TOVTOYPOVA VOl dELYVOVY PEAAIGTIKOL.

Ew. 12: Aiodidototo Avtokivnto Ew. 13: Tpiodidotaro Avtokivnto

‘Evag dALog tpomog mov Oa pmopovcay vo TEPTYPAPOVV Ol SPOPES TOLG Eivar va
avTiAaneOodue ™ oyediaom otig 2 JoTdcels MG COYPaPIK Kot ot 3 ™G YALTTIKY. X&
O160140TOTN HOPPN ATEOVILETAL, Y10 TAPAOELY LA, EVO TETPAYMVO GE U0, ETITEN EMPAVELQ,
evdd o€ Tpooldotatn omewovileton évag KOPog oe  evphywpo ewovikd mEPPAALOV,
OTOTELOVLEVO OO PAOTO, OVTAVAUKAACELS KOl GKIEC.

[ToAMoi miotevovy 6t1 10 3D animation tpoNABe and v e£EMEN Tov 2D animation Kt
VO aLTO deV vl EVIEAMG avaAnBEg, GTNV TPAYLOTIKOTNTO £XEL TEPIGGOTEPES EMPPOES O
TNV TEYVIKN TOV stop-motion animation. £to stop-motion animation yivetot Aymn pe kapepo
TOL HOVTEAOVL Yo kKAOe kapé. TIpaypatomolovviol cuvexmdg UIKPES KIVIIOELS GTO LOVTEAD Kot
o€ Ka0e alhayn yivetar Al Aqyn. Otav 6to T€A0C Yivel avamapaywyn OA®V TOV KapE, LE TN
oelpa mov Tpafnytnkay, cuvnBmg amd 12 péypt 70 kapé 10 devtEPOAENTO, dNUIOLPYEITOL I
yevdaicOnon g kivnong.

Ew. 14: Stop-motion Animation Ew. 15: 3D Animation

Ot 1p1od1doTaTEG KIVOVUEVES €IKOVES Onuovpyodvion pe mopdpow péBodo, oArd
YPNOWOTOUDVTOG VITOAOYIST. Ot aAlayég Bécewv yivovtar péGa 6TO AOYICUIKO Kol Yo Vol
“Bopdtar” o mpdypappa kibe odiayn Kivnong mov €ywve oto povtéro, umaivouv KAWL yio
va arofnkevtovv. A@ol yivel 1 elcaymyn Tov KAEWWOV Kt emAeyBovv o1 puBuicelg v v
TOWOTNTA TOV EIKOVOV, TO TEMKO OMOTELEGHLO TOPAYETOL CLTOLATO OO TOV VITOAOYIGTY| LE TN
dwdwaocio rendering. Avti 1 péBodog eivar Aydtepo KOVPAGTIKY G€ GUYKPION LE TO Stop-


https://www.google.com/url?sa=i&rct=j&q=&esrc=s&source=imgres&cd=&cad=rja&uact=8&ved=2ahUKEwjWrePUkt3jAhXBIlAKHdI7AJcQjRx6BAgBEAU&url=https://www.pinterest.com/pin/154318724718886818/&psig=AOvVaw1UQt8YPAz62ZK9m62arQML&ust=1564593368980964
https://www.google.com/url?sa=i&rct=j&q=&esrc=s&source=imgres&cd=&cad=rja&uact=8&ved=2ahUKEwjHkfneyd3jAhVO3qQKHUNGCJsQjRx6BAgBEAU&url=https://www.discovercentralma.org/sp/stop-motion-animation-at-tatnuck-magnet-branch&psig=AOvVaw3v6Ffg4nAdoKVYYgPWXVCw&ust=1564608062171171
https://www.google.com/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&ved=2ahUKEwjqtuDky93jAhWEyKQKHR7FAaQQjRx6BAgBEAU&url=http://digitalverse.io/&psig=AOvVaw07pnhGYScJ3IHamBGuDWQf&ust=1564608615587744
https://www.google.com/url?sa=i&rct=j&q=&esrc=s&source=imgres&cd=&cad=rja&uact=8&ved=2ahUKEwjB75r0kt3jAhURK1AKHZ79A2QQjRx6BAgBEAU&url=https://www.telegraph.co.uk/motoring/picturegalleries/8603114/What-if-Pixar-had-designed-other-famous-movie-cars.html?image=7&psig=AOvVaw1bMRId2_DmyLnPyDlxh1AR&ust=1564593261183130

motion animation, adAAd 1 Boctkr] AOYIKY Tio® omd TNV TOpay®YN Eival Topdpota. AkOuN Kot
0 QOTIOUOG, Ol LEEG Kol Ol KAUEPES KOl TV 000 TEPMTMOCEWV KIVOOUEVNG EKOVOG
popdlovton Tig 101eg apyéc, ne e&aipeon OTL N pio SNUIOLPYEITAL GTNV TPAYUOTIKOTITO KOL 1)
GAAN YyNooKa.

H dnuovpyia 3D animation propei va yopiotet o 4 Bacikd otddio:

1. Modeling mov givor n dadikacio dNUOVPYING TPIGOACTOTOV HOVTEA®MY HECH OTN
oknvn evég 3D mpoyphippatog.

2. Shaders & Textures mov &gival 1 €PAPUOYN VAIKDV, VOOV, EIKOVOV KOl YPOUATOV
TOVO GTO AVTIKEILEVA TTOV GYXEOIAGTNKAY Y10 VO POIVOVTOL PEAAGTIKA.

3. Layout & Animation mov &ivar 1 dadikacio S1GTaENg TOV AVIIKEWEVOY GTN GKNVI
Kol 01 TpOTTO1 ONpovpYyiag Kivnong.

4. Rendering mov &ivar 10 TeMKO QOTOPEAAGTIKO OMOTELEGHO TOV YPOUPIKDY TTOV
QTILYTNKOAY GTO AOYIGUIKO.

Méo® 10V GLVOLAGHOD TV TAPATAVE® PACEMY KOl LEPIKADOV OKOUO VTTO-QAGE®MY, TOL Ha
avoAVOOUV TOPOKAT®, OAOKANPAOVETAL 1 SL0OIKOGIO TOPAYOYNG TPIGOUCTAT®V KIVOOUEV®OV
oyedimv.

2.3 Modeling

Tpodwdotarn povtedomoinon eivar 1 dwdwkocio  Onpovpyiag TPIGOEoTATOV
EMPAVEIDV KOl OVTIKEUEVOV O AOYIGUIKO TOV ONOI0L 1 TAATEOPUO €lval GE TPELG
dwotdoels. 'Eva tpiodidotato poviého amoteleitoan and onueion mov ovopdlovior Kopueeg
(vertices), o1 omoieg opifovv 10 oynua kot Ta ToAvymva. ‘Eva moldymvo givor pio teployr] mov
oynpotiletor amd TovAQyoTOV TPES KOPLEES (Tpiymvo). Lto animation cvvnBiletar va
KOTOOKELALOVTOL HOVTEAN TOV amoTEAOVVTOL Omd TeETpdywva. H cuvolkn akepotdOTNTe TOV
HOVTEAOL KO 1) KOTOAANAOTNTA TOV Y10 YPNOT GE KIVOUEVA GYEO ££0PTATAL OO TN dOUN
TOV TOAVYDOVOV.

Ew. 16: 3D Movtélo pe tpiyova Ew. 17: 3D Movtého pe tetpdymva

Onwg Kot 6T GTEPEOUETPIN, TO YEOUETPIKA GTEPEN TOV SOETOVV TO TPOYPAULOTO
amotehovvTol amd kKopveég (vertices), akuég (edges) kar £6peg (faces). I va dnuiovpynOei
£va LOVTEAO VTLAPYOVY SLAPOPES TEXVIKES, 01 OTTOleS e TO OKO TOVG TpdTO emeCepydlovTat Ta
YEDUETPIKA YOPOKTNPIOTIKE TOV GTEPEDV GYNUATOV.


https://www.google.com/url?sa=i&rct=j&q=&esrc=s&source=imgres&cd=&cad=rja&uact=8&ved=2ahUKEwjw1JWmo-7jAhXrAGMBHWb7CFoQjRx6BAgBEAU&url=http://learnwebgl.brown37.net/model_data/model_volume.html&psig=AOvVaw0y9iohyRxnycKYfXCrf557&ust=1565181957152671

/ -
/ ——
I
Euwc. 18: Kopoen (Vertex) Ew. 19: Axpr (Edge) Ew. 20:"Edpa (Face)

2.3.1 Box/Subdivision Modeling - Movrelomoinon xifov

H povtelomoinon kdPov eivar pio TOAVY®VIKY TEXVIKY GTNV 0moio 0 6YedoTNG EEKva
He €va, amho YEOUETPIKO GTEPED KOl OTN GLVEXEL PBEATIOVEL TO G TOV UEYPL VO ETEVYDET
t0 embountd amotérecpa. Ot povieMotés KOPwv Aertovpyohv Guyvd oTadlaKd, EEKIVOVTAG
ue éva mAéyua (mesh) younAng avaivong, PeAtidvoviog TO OYNUO KOl OTH GUVEXELL
VTOSUPAOVTOG TO Yo TNV EEOUAAVVOT TV EVIOVAOV OKUMV KOl TNV TPOGHNKI AETTOUEPEIDV.

Ew. 21: Box/Subdivision Modeling

H dwdwoacio vrodiopéoewe emavaloppavetor pEYPIS OTOV TO TAEYUO VO TEPLEXEL
OPKETEC TOAVYWOVIKEG AEMTOUEPELEG TTOV Bl KAVOLV EUQOVT TNV apykn 10€a Tov oyedtaot. H
povteromoinon kOPov etvat icwg n o cuvNOGUEVT LOPPT] TOAVYWOVIKNG LOVIEAOTOINGNG Kot
YPNOYLOTOLEITOL GLYVA GE GLVOVOAGHO UE AAAES TEXVIKES.

2.3.2 Edge/Contour Modeling - Movreiomoinon ue ypijon axumv

H povtelomoinon axpmv/meptypdupatog eivol Kot vt [o TOAVY®VIKT TEYXVIKY], OV Kol
TeEAEL®MG O10POPETIKY AO TNV HovTeEAOTOinon KVPov. XN HOVIEAOTOINOT TOV AKU®V, avTi Vo
apyiler n oyxedioon pe éva Poacikd oteped GYNLUM, TO HOVTEAO KATOOKELALETOL KOUUATL-
Koppatt Eekvavtog amd éva d160100tato anid oyfue Tov omoiov eEmBovvton (extrude) ot
OKUEG Kot omd TO KOvoUPlo GYNUA OV TPOKVTTEL, €EMBOVVTOL Ol VEEG OKUES K.0.K.. XN
ouvvéyetla yepiCovtat omoadnNmoTe Keva Exovv onuovpyndet peta&d tovg.
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Ew. 22: Edge/Contour Modeling

Avt 1 TEYVIKY €lvon TOAD PO Yo T o)X€S100T TOADTAOK®V HOVTEA®V OTMC, TO
avOpdTIVO TPOG®TO. AVTi Vo SIHOPPMOEL TO TEPTYPAULLO LOTUDV, Y10 TOPASELY UM, OO EVAV
TOAYOVIKO KVPO, €ivarl TOAD 7o €0KOAO Vo dSnovpyncovpe €€’ apyng To TEPTYPOUULO TOV
HaTIo0 Kol Vo, GUVEXIGOVUE TN povteAomoinon amd ekel. MOAG dtopopemBodv Ta KuploTepa
YOPOKTNPLOTIKA (TO PATLO, 1) LOTN, Ta YEIAN, TO HETOTO Kot 1 YvABog) cupmAnpdvovtol B po-
o ta keVA PeETaED TOLG.

IMa va givar cwoT6 10 PHOVTEAD €VOG TPOCOMOL AMOTEL TOAD VGNP dlayeiplon TV
KUV Kot TG TomoAoyioag. [Ma mwapddetypo 0tav dnpovpyeitol Eva TpOcOTO 01 POEG AKUOV
npénel va, fpiokovtol og onpeia Tov OTav Umel apyodTEP Kiviion 01 EKQPAGELS VO PaivovTol
QLOIKEG, YU avtd ko cvvnBileton o1 poég akumv va mePPaAiovy o pdTIo, To XETAN Kot
dlapopes putideg Ekppaocng, Ommg Yop® and to otdépa. H akpifeia mov mopéyetonr omd
LLOVTELOTIOIN G TEPTYPAUUATOG Eival TOAVTIUN TOG0 6T0 o)edlooud 660 katl 6to animation.

2.3.3 NURBS/Spline Modeling - Movtelomoinen ue yprion kaunblwv

To NURBS (Non-Uniform Rational B-Spline/avopodpopen Aoyikn kopmdin) givor puo
TEYVIKN LOVIEAOTOINGNG TTOV YPNCLOTOEITAL TEPIGGOTEPO Y10 TNV OLTOKIVITIOTIKN KOl TN
Bounyoavikn povteromoinon. e avtifeon pe v moAvYOVIKY| yeoueTpie, £va mAEyUO OO
NURBS dev &yet £dpeg, akpéc 1 kKopueég. Avt' avtov, ta poviéha NURBS amotelodvion amod
Aentéc emdvelec, mov dnUovpYNONKay peTd TNV €veOoTn TAEYLOTOS OVAUESH GE dVO M
neplocotepeg kaumoieg Bezier (Mneli). Ou kaumvreg NURBS dnpovpyodvrar pe éva
gpyadreio mov Agrtovpyel Moy mapdpole pe to gpyaieio pen oto MS paint 1 oto Adobe
[lustrator. H xopumdAn dnpovpyeitor o€ p1od1dotato yodpo Kot eneepyaletal LETOKIVAOVTOG
o ogpd and AoPég mov ovopdalovrar CVs (control vertices/kopvpég ehéyyov). o yivel
povtedomoinon pwog emedveing NURBS, o oyedwwomic tomobetel to onueio ywo va
oYNUOTIcEL TIG KOUTOAES KU €merto TIG Tomobetel oTO mepiypoppo Tov GYediov Kot To
Aoylopikd avtopota vroroyilet pe mapepoin 1o 1ot HETAED TOVC.
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Ew. 23: Am\ Movtehonoinon pe NURBS Ew. 24: TToAMdmhokn MovteAdomoinon pe
NURBS

Evolhoktikd, pmopel va onuiovpynbet po empdvein. NURBS  zmepiotpépovtog
(revolve) pwo kapmdAn yopo amd évov Kevipikd GEova. Avth sivol o cvvndicpévn Kot
YPNYOPT TEXVIKN LOVTEAOTOINONG Y10 AVTIKEIIEVO TTOV EIVOL OKTIVIKA 0td T VON TOVGS, OTMG
mothpua, Pala, mdto KA.

Ew. 25: Teyvikn Revolve pe NURBS

2.3.4 Digital Sculpting - Yneaxij ylortikij

H ymoeioxn yAurtikn etvon puor avotpentikn texvoloyio pe tnv évvoln 0t £xet fondnoet
TOVG €AEV0EPOVG LOVTEMOTES ad TOVG TEPLOPIGLOVS TG TOTOAOYIOG KOl TNG POTG OKULMV KOt
TOVG EMTPENEL VO, ONILOVPYOVV dlousOnTiKd Tpredtdotate Lovtéda pe TPOTO TOAD TOPOLO10
pHe TOV ymMewkd mNAO. XNV Ymewokn YALTTIKY, TO HOVIEAQ OMUOLPYOVVIOL OPYOVIKD,
cuvnbeg ypnowomowdvtag o cvokevn tablet (Wacom) yw vo kolovmmbel kot va
dwpopembel to povtédo pe aviiotoyo epyoreion kor teXVIKEG mOL €vag YAOmMING O
YPNOYLOTO0VGE GE TPAYUATIKO TNAD.

Ew. 26: Ynouoxn Mortkn

H ymowxn) yAortikn €xet ¢Tdoel T HOVIEAOTOINGT YOPOUKTP®V KOl OVTIKEWEVOV CE
véo enimedo, KaOoTOVTAG TN 101KaGio To YPNYOoPN, OMOTEAEGUATIKOTEPT KOl EMITPETOVTOG
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OTOVG KOAMTEYVES VO OOVAEVOLY UE TAEYHO VYNANG OVAADONG OV TEPIEXOVY EKOTOUUDPLOL
noAbymva. Kt evd o peaiiopdg toug etvar avumépPAnTog, ta LovTEA O€ YPTCILOTOOVVTOL (G
éyovv oto animation, 416tt Ady® TOVL TEPAGTIOL AP0 ToAVY®VMY TO animation kat to
rendering Oa koBvotepovoay moAd. Mmopel va, yivel, dpwc, eaymyn dtopdpmv maps (wov Oo
avaALBoOV TaPUKAT®) O TO AOYIGUIKO OV SnuovpyndnKoy Kot va EQApUOcTOVV GE £va.
O OmAO HOVTELO, e OMOTEAECUO VO OElYVEL OAEG TIC AEMTOUEPEIEG, XWOPIG VA €ivol SVGKOAD
Kot ypovoPdpo va eneEepyactovpe 10 poviéro. Ta mAéypata mov €yovv dnuovpyndet pe
YNOLKN YALTTTIKY €val YVOOTA Yol To adlovonTa EXITESO AETTOUEPELNG GTNV EMPAVELL TOVG
KOLL TY] QLGIKT] GONTIKY TOVG.

2.3.5 Procedural Modeling - diadikactixyy Movrelomoinon

H AéEn 01001kaoTIK) 6TO YPOPIKE TOV VITOAOYIOTH] AVOPEPETOL GE OTIONTOTE TOPAYETOL
olyoplOukd, avti vo Onuovpyeiton yepokivnta amd TO YEPL €VOC OYEONOTH. XM
OOIKOOTIKY HOVTEAOTOINGT, OMUOLPYOLVTOL GKNVEC 1 OvTIKEipEVO PAcEl KovOvov T
TOPOUETPOV TOV UTOPOVV Vo KaBopliotovv and tov ypnotn. Mmopodv va onpovpyndovv
oAOKANpa ToTtia, Kabopilovtog Kot TPOTOTo1dVToS TEPPAALOVTIKES TOPUUETPOVG.

Ewc. 27: Awdwootiky) Moviglomoinon

H 61001K00TIKY] LOVTELOTTOINGT YPNCIUOTOIEITOL GLYVE Y10 OPYAVIKES KATACKEVES, OTMG
Y 0évipa, AovAovdla Kot OAuvovg, OTOv LIAPYOLV GYEOOV AMEPES TOPOAAAYES Kol M
TOAVTAOKOTNTA TOovg B MTav TOAD ypovoPopa Yy vo onpovpynbet €€ apyng and tov
oXE0100TI. XVVNOMG XPNCUOTOOVVTAL ETOHOL OAYOPIOLOL Vi TN ONELLOVPYi TOVS, Ol 0Toiot
propovv va tpomomomBovv pécm eneEepydoipnmv puvbuicemv oto Aoyiopkd. ‘Etot, o ypriotg
umopet va kaBopicetl yio Tapddetyplor T0 VYOS TOL KOPUOV €VOG OEVIPOV, TNV TUKVOTNTO TMOV
KAOOUDV TOV, TO YPAOLLO TOV PLAADUATOS TOV Kol OEKAOES KO ETAOYEC.

2.3.6 Image-based Modeling / Movreiomoinon facer etkovas

H povtelomoinon Paoet ewdvog eivor pio dwdkacio Pe v omoio UETOUOPOOCLLO
aviikeipeva 3D mpoépyovtor omd éva oOVOAO GTATIK®OV O1G0140TOTOV EKOVOV  UECH
alyopiBuov. H povielomoinom PBacet 1KOVOG ¥pNOYLOTOEITOL GLYVA GE TEPUTTOCEL OTOV Ol
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TEPLOPICUOT XPOVOL 1 TPODTOAOYIGHOV OEV EMTPENTOVV TN dNUIOVPYIO d10 YEPOS EVOG TANP®G
VAOTOMUEVOL TPIGOLAGTATOV GTOYEIOV.

'nltl(‘

Ewc. 28: Movtehomoinomn Pdoet eicovog

Towg 10 Mo d1donpo mapaderypa povieromoinong pe Paoet eovag oy oty Tovio
The Matrix, 6mov Aoy®m EAAenyng yxpovov Kou moOpwv YOploav akolovbieg Opdong e
OLOTOLYIEC PMOTOYPOUPIK®OV PNYovav 360 LOP®V KOl GTN GLVEXELD YPNCILOTOMGaV Evav
alyopiBpo yuo va emrpéyouv Ty "eKovikn", TpoddoTaT Kiviion KOUEPOS GTA CKNVIKA TOVL
TPAYUATIKOD KOGLOV.

2.3.7 3D Scanning - Tpicoiacrary cdpwaen

H tpiodidotatn cdpwon eivar pio pEBodog ynelomoinons avIIKEILEVOV TOL TPAYUATIKOD
KOoUov Otav amotteital £va amiotevta VYNAO emimedo eotopeaiiopoV. ‘Eva avrtikeipevo
TPAYUATIKOD KOGHOL (N okOpo Kt évag mMBomoldg) okavapetal Kol OVOADETOL Kol To
OKOTEPYOUOTA OEOOUEVO YPNOYLOTOIOVVTOL Y10 TN dNovpyia evog akplPois moAvywvikol 1
NURBS mAéyupatoc.

Ewc. 29: Movtehonoinomn pe Tpiodidotatn Zapwon

E&axorlovBovv va vapyovv axdpa morloi meplopiopol 6To €100G TOV OVTIKEWUEV®V
OV UmopovV va. ynoeomonbovv. I'a mapddstya, n OTTIKN TEXVOAOYiO UTOPEL VO GUVOVINGEL
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TOALEG OVOKOMEG pE YLOAMOTEPE, avoKAOoTIKG 1 opavn aviikeipevo. Ta Tprodidotata
dedopéva mov €yovv cviieybel elvar ypnowo ywoo g PeYGAN mowidio epappoymv. Ot
OLGKEVEG GAP®ONG YPNOYWOTOWVVTOL EKTEVMOG od TN Propunyovia g yuxaymyiag yuo tnv
TOPOYOYN  TAWIDOV KOl PVTEOTOYVIOIDV,  CUUTEPIAOUPOVOUEVIIG NG  EIKOVIKNG
TPOYLATIKOTNTOG,

2.4  Shaders & Textures

Ta viwa/shaders givor 1810tTEG OV VILAPYOVY G€ KAOE Unyovn amddoong, ToL EGV
EPOPLOCTOVV TAV® OTA HOVTEAQ TOVG Oivouv TO YOPOKTNPIOTIKA VAKOV, OT®MG Yo
TOPAOELYLO LETAAAOV, TAAGTIKOD, YVaA0L K.0.K.. O oyediaotng unopel eniong va puOuicet
TIG TOPOUETPOVS Y10 TO TOGO L0 EMPAVELD EIVOAL OVTOVOKANGTIKY, YOOAMOTEPY, TPOYLd, Asia
KA. [ va givan opatd mpémet va ypnoyomomBel pia unyovn omddoong (rendering) yio va
e€dyel To HOVTELD LE TOL DMKA TTOV TOV EQUPUOGOLLE.

.@ >
2/ TN "/

poumMer cLay GLASS  GOLD METAL  pencwrusser PLASTIC
Ew. 30: YAucd/Shaders

"Evag dAAog tpdmog Yo v gpaivovTol To OVTIKEILEVO TTIO PEOMOTIKE Eivor 1 EQapLOYN
O160140TUTOV EKOVOV TAVED OTNV EMPAVELL TOLS. Me avtdv Tov TpOTO UTopel Eva LOVTEAO
ue yoaunio apud molvydvov va eaivetol wo moivmAoko. To texture mapping eivai pio
puéBodog M omoilo TPOCEPEPEL AEMTOUEPEIEC VYNANG TOWOTNTOG OTO  OVTIKEIUEVO 7OV
onuovpynnkav. o cvykekpéva, pumopet va mpochéoetl ypmdua, ve Kot vo puduicel v
OVOKAQCTIKOTNTO Kol TV 0patodTNTa TV pHovtélmy. Ta texture maps oyedtdloviol £T61 ®oTE
Vo, 0VTIOTOLYOVV 0T1G cuvteTaypéves UV evdg povtédov.

2.4.1 UV Mapping

Otwnmote dnpovpyeitan o€ éva Aoyopko 3D éxet UV map, to onoio etvon n eminedn
avamopaotacn evog Tplodtdotatov aviikelpnévov. Ta ypdupata U ko V avagépoviar otov
opOVTIO Kot GTOV KATOKOPLYO GEova Tov JedIoTOTOV YMPOoL, Kobmg ta X, Y kot Z
YPNOWOTO0VVTAL O OO TOL AOYIGUIKA Y10 VL TEPLYPAYOLV TOV TPIGdldoTato ympo. ['a va
epappootel éva texture map mwéveo oe €va poviélo, mpémel mp®dTa avTd va “EeTvAryTel”
(unwrap) o¢ éva diodidotaro UV map 1 o€ avamtuypo ot YAOOGo TG GTEPEOUETPIONG.
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3-D Model UV Map

Texture

Ew. 31: UV Mapping KvBov Ew. 32: UV Mapping Zeaipac

Avt 1 dwdkacio gival TOAD GNUOVTIKY], SLOTL Y10 VO, EPAPUOCOVUE pia d1601doTTN
eIova o€ £va TPIed1AeTATO HOVTELD, TPETEL TPMTA Vo peTappaotel To 3D avtikeipevo o pia
2D ewodva, 1 omoia e&dyetal amd 0 AOYIGHKO ¢ pia teTpdymvn wkova. Ta textures maps
oxedalovtan 1 eme€epyalovion oe véo layer méve amd ™ diodidotarn €wkova, 1 omoio
ypnoponoteiton mg onueio avagopds. EmmAéov, ot vpég pmopovv gite va donpiovpyndovv amd
TPAYUATIKEG EIKOVEC, €(TE VO GYESNGTOVV Od TNV apyn o€ AOYISUIKA O0Ttw¢ to Photoshop 1
to Corel Painter. TéAog, ago® onpiovpynbodv to textures maps, e1cdyovior 6To AOYIGHIKO
£T01 MOTE VO UTOPEGOLV VO, “TuAYTOVV” (Wrap) cmotd yOp® omd T0 TPIoOAoTATO HOVTEAD
®G O100140TAUTEG EIKOVEC VOOV.

A@ob ohokAnpwbei n dwdikacioc tov UV mapping, vradpyovv d14popot Tpdmol mov
LITOPOVY VoL dMGOVV PEOAICUO OTO. aVTIKEILEVa, e o ocvvnbiopéveg tic teyvikég diffuse,
specular, normal, bump ko displacement mapping.

2.4.2 Diffuse / Color Maps

To diffuse mapping sivatl to mo cuvnbiouévo €idog texture mapping, to omoio yia va,
Aertovpynoet, mpémel vo ewcaybel pio eikdvo TNV TAPAUETPO TOV YPDUATOS TOV AVTIKEEVOU.
MOMG eQOpUOGTEL GTNV ETPAVELNL TOV, TPOPAAAETAL TO TEPLEYOUEVO TNG EKOVOG.

, ——— e

Diffuse Mapping

Texture
Object

Texture
Mapped
Object

Ew. 33: Diffuse Mapping Ew. 34: Specular Mapping
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2.4.3 Specular Maps

Ta specular maps (KOTOTTPIKES AMEKOVIGEIS) EVIUEPDOVOVY TO AOYIGUIKO Y10, TO OO
pépn evog povtédov mpémetl va givol Aapmepd 1 YoaAoTtepd, Kabmg Kol TNV €VTAoN OUTMV.
Tnv ovopoacio Tovg TV Tpav Yo To YEYOVOS OTL YOOMGOTEPES EMUPAVELES, OTWG TO. LETOAACL,
TO KEPOUIKA Kol OPIOUEVO TAOGTIKG, SOOETOVY TIC 1O10TNTEG EVOG KATOTTPOV, GVTOVOKAOVY
onAadn wa woyvpn Ty emtog. Ta specular maps sivol pio acmpouawpn €KOVA, OTOL TO
GOTPO AVTITPOGMOTEVEL T YVOAOTEPY EMPAVELN Kol €ivol amapaitnTo Y10, LOVTEAD TOV SEV
etvar opoopopeo yvolotepd. o mapddetypo, £vag yOpaKTPUG NAEKTPOVIKOD TTALXVIOI00
7OV amoteleital amd moALG VAKA, Bo fonbovoe va Tov epapupoctei Eva Specular map yo va
avadEIEEL TN SLUPOPETIKOTNTO TOV VAIKADV TOL POPEEL, OTWS Y1 TOPAIEY LA EAV POPOVGE Lial
peToAAKN Cov.

2.4.4 Bump Maps

Ta bump maps dnuiovpyodv v yevdaicOnon tov Pabovg kot g VPN oTNV
eMEaveld €vOG TPIOOIIOTATOL HOVTEAOL 0OV Yivel peaAloTikn oamddoon. Ot veég
OMUOVPYOLVTOL TEYVNTE GTNV ETIPAVELD TOV OVTIKEIULEVOV YPNCILOTOIOVTAG TNV KALOKO TOV
YKPL K1 €161 08 YpetdleTal va oxedlooTobv 1o XE1pOc KPEG AemTopépeleg. Xto bump mapping
01 AEMTOUEPELEG TTOL ONUOLPYOLVTOL Elvol YEUTIKEG Kol TO HOVTEAO Ogv emPapOVETOL HE
npoohetn avalvon. Zvvibwg, o bump maps eivar aorpdpovpeg eikdveg mov meplopilovran
o€ 8-bit mTAnpoopieg xp®UATOG, ONAUOYT] LOVO GE 256 SUPOPETIKEG ATOYPDGELS TOV LOOPOV,
TOL YKPL 1] TOL AEVKOV YPOUATOC. AVTEG O TYES YPNOYLOTOIOVVTOL Y10 VO TOVV TO AOYICHUIKO
7ol eivor o1 e£0yEC Ko TTo1eg o1 £60%EC.. Otav ot Tipég evoc bump map PBpiokovol Kovid 6To
50% vyxpiCo, eppaviCovror eidyloteg N Kot KOOOAOL AEMTOUEPEIEG OTNV EMPAVELDL TOV
TPLOOIACTATOL AVTIKEIEVOL. OTav 01 TIHEG YIVOVTOL O POTEWVEG Kot TANGLALOVY TO AEVKO, Ol
AEMTOUEPELEG OELYVOVV VOL OITO LOKPVVOVTOL OTO TNV EMPAVELN KOl ONUIOLPYOVV TV aictnon
OTL TO HOVTEAD €xEl EE0YEG, EVA OTAV O1 TIEG TANGLALOVV TO HadPO, PAIVOVTIOL VO EIGEPYOVTOL
OTNV EMPAVELN KOl VO, ONUIOVPYOVV EGOYES.

Ew. 35: Bump Mapping

Ta bump maps givotl KatdAAnAa yio T SNUovpyic (MKPOGKOTIK®OV AETTOUEPEIDV KO
dgv aALALoVV TN YEOUETPIO TOV HOVTEAOD, ONAAOT EVO 1| EMPAVELL TOV UTopEl va delyveL 6TO
rendering mog £xst e€oyég Kol €60YEG, OTNV TPOYUATIKOTNTO EYel Topapeivel exinedn. To
LEYOADTEPO LEOVEKTN LA TV bump Maps eivat 0Tt avTd UTOPEL VoL aviyveVLTEL av 1 KApEPa TA
BAémer amod AdBog ywvia. Agdopévov OTL 01 AETTOUEPELEG TTOL dNUIOVPYOVV givor WeOTIKES KOt
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dgv MPOoTIfETAL TPOUYUATIKY EVKPIVELD, TO TEPTYPOLUN TOV TAEYUATOG OV €QAPUOLEL TO
bump map Oa givar Tdvtote avennpéacto amd oTo.

2.4.5 Normal Maps

Ta normal maps sivat pio kKoAdtepn kat vedtepn €kdoon tov bump maps. Onmg kat
o bump maps, ot Aemtopépeieg mov dNUIOVPYOVV GTO TPIGAACTATO OVTIKEILEVO Elval ETIONG
YEDVTIKEC Ko 0g dnpuovpyeitan tpdcobetn yewpetpioo otn oknvi. ‘Eva normal map dnuovpyel
mv yevdaictnon tov Pabovc oty empaveln evoc HOVTEAOL, OAAG dlopépet amd éva, bump
map. To bump map ypnoomotel THéEG GTNY KMUOKO TOL YKPL Y10, VO TOPEYEL TAT|POPOPIEG
v ecoyég ko e€oyéc. "Eva normal map ypnoiponotel minpoeopiec RGB mov avrtictoryovv
dupeco pe toug déoveg X, Y kot Z otov Tp1odidototo yopo. Avti n mAnpoeopic RGB Aéet
0T0 AOYIGHIKO TNV okpn] katehBvVen TOL TPEMEL VO AKOAOVONGOVYV Ol EMPAVEIEG TMV
TOAVYOVAOV Kot TOG VO oKLALoVTaL.

Yndapyovuv dvo €idn normal maps, ta omoia @aivoviol TeAEi®wc S0QOPETIKA OTOV
npoPdAirovtal o€ dtodidototn popen. To mpdto €idog normal map, mov ypnopomoteitol Kot
mo ovyvéd, etvon to Tangent Space kot eivon pio d1601doTaTn EKOVA LE ATOXPDOGELS TOV Lo
Kot TOv pmAe. Avtol ot yOpTeEG AETOVPYOLV KOAVTEPO YO TAEYUATO 7OV TPEMEL VO
petamombodv kotd T didpkelo. Tov animation, 6rwg ot yapaktipes. To devtepo €idog TOL
avikel otnv katnyopio Tov normal map sivar to Object Space, to onoio givar Wavikd Yo
povtéda mov dev ypetdletar vo petamombovy. To Object Space amoteleiton omd T0 YPOUATO,
T1G ip1dag Kt xel Ehappdg Pertiopévn amddoon ce oyéon e o Tangent Space maps.

Ew. 37: Object Space vs Tangent Space
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Ye avtifeon pe éva bump map, avtoi ot tHmol pumopei va givar TOAD o dVGKOAO Va,
onuovpynBovv N va eneEepyactodv o €va 2D hoyopkd 6mwg to Photoshop kot pévo
npoécpata Eekivioov va ypnolpomotovvtal hormal maps oe epapuoyéc moyvidiov ota
Kvnta.

2.4.6 Displacement Maps

>to displacement mapping ypnotponoteitar 1 610 uéBodOG pe v TEYVIKN TOL bump
mapping, pe T SPopd OTL M YEOUETPIKY BEon TV onuelmv TG EMPAVELNG TOV EYEL
epapprootel kamola ven, petotomiletar. Ot empaveleg amoktobv Pdbog, Aemtopépelo Kot T
duvaTOTNTO QVTO-oKIioNG, dIVOVTOC o PEAMOTIKO amotéleoua and To bump mapping, aAld
KOTOVOADVOVTOG TEPIGGOTEPOVS TOPOVS TOV GLGTIULATOC.

ABC

Apycd TTIAEypo. Displacement Map [TAéypo. pe Displacement Map

Ew. 38: Displacement Mapping

ITpokewévov vo dnuiovpynbovv Aemtouépeleg ypnoipomowdvog évo displacement
map, ocvvBm¢ to TAEYHO TOAVYDOVEV TpEmel va. vodwpedel £tol MoTe va donuovpynOet
npaypotiky yeopetpio. ‘Eva displacement map amotedeiton amd Tipéc tov yKpt Ko wapdAo
7oV umopei vo ypnowomondei eikova 8 bit (6oa ypnoponotel ki évo bump map), eppavilet
KaAVTEpA amoteAéopato ypnowonowwviag 16 11 32 bit. Evd ta apyelo 8-bit pmopei va
Qoivovtol @paio 6To d1601A0TATO YDPO, OTAV PEPOVTOL GE TPIGOIEOTUTO LITOPOVV UEPIKEG
POPEG VO TPOKOAAEGOVV O1APOPES ATEAELEG, ADY®D TOL UIKPOV OACUATOC TOV TIH®OV. Onmg Kot
oto bump mapping, ot Tipég mov TANGIALoVY TO HOOPO XPOLO. SNUIOVPYOVV EGOYEC KOl Ol
TIWEG TOV TANGIALOVY TO AEVKO, TPOYUOTIKEG EEOYES.

Displacement Mapping

S oaaTSmE

Ew. 39: Bump Mapping vs Displacement Mapping

H dnuovpyla 6Ang avtg mg mpodchetne yewpetpiog oe mpaypatikd ypovo eivol
eEapetikd OVoKOAN Yy 10 cvotmua. E&atiog ovtol, or mepiocdtepes epapuoyés 3D
vroAoyifovy To TeEMKG amotedéopata oto rendering. e cOykplon pe T TponyovuEVA Maps,
éva displacement map 0o mpocOécer onpavtikd ypovo oto rendering, aAid m mwpocHeon
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vewUeTplag oo aviikeipeva, o KAvel T0 TeMKO amoTéEAECHO KAADTEPO OO TO LIOAOTA.
Agdopévou OTL 1 EMPAVELD EIVOL GTNV TPAYUATIKOTNTA TPOTOTOMNUEVT, TO TEPTYPOLLLL TOV
LOVTEAWDV ovTIKATOTTPILEL TNV TPOGHETN YeUeTPiaL.

Tig meplocoTEpeg popéc ypnoyomoteiton displacement map yia tig peydhec aldayég
oto povtédo poli pe bump map v normal map ya tig pukpég Aemtopépeies. Aviloyo pe
¥pNon Kot TG avaykeg kdbe project o oxedaotig ano@acilel mo10g cuvdvacuoc Maps Oa
ypnoponomBel kot Bo Tpémel va vITdpyeL po 1oppomion oTov xpdvo Tov rendering kot v
TO1OTNTA TOV OMOTEAEGLATOC,

2.5 Layout & Animation

A@oV €paplocTOVY VEEG KAl YPOUOTO GTO TAEYLOTO, TO HLOVIEAN KOU Ol KOUEPES
npémel vo. otnBobv oy oknvi. To layout xaBopiler tigc yopikég oyéoelg peto&d TOvG,
ocvumeptrappavouévng g Béong Kou Tov peyébove. Xe cuvevvonon He Tov oknvoBETn Kot pe
YVOUOVA TO EIKOVOYPOPNUEVO cevapto (Storyboard), otrivovtol ot kKauepeg, kKabopilovtar ot
KWWNOELS ToVg, kabmg Kot ot facikég BECEIS TV HOVTEAWYV.

Animation

Ew. 40: Animation Process

To animation avoeépetal 6N ¥POVIKN TEPYPAPT] EVOG AVTIKEWEVOL (dNAadT, TOC
KIWVElTOL KOl TOPOUOPOOVETAL HE TNV TAPodo Tov Ypoévov. Ot dmuoeiieic pébBodor
neprapfavovv v Inverse Kinematics (1K), 3D Skeletal Animation kot Fluid Simulation.
AVTEG 01 TEYVIKES YPNOUOTOI0VVTOL GLYVE G€ GLVOLAGHO. OTtmg Kot e To KvoOEVO GYEJL0,
N evoin Tpocopoinon kKabopilet emiong v Kivnon.
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2.5.1 Inverse Kinematics / Avrictpopn Kivyuatiky (1K)

Ta meplocdTEPA KIVOOUEVO GYEIIO TOPAYOVTOL E TO YXEPIGUO TV apBpdoe®Y EVOG
oKeAETOV OV ePapUOLeTOL 6TO HOVTELD YO VO TOL dwael kiviomn. H avtiotpoen Kivnuotikn
(IK) etvon puor tétota TeYVIKN 6TV 0TOi0 01 PLGIKEG KIVIGELS TOV GMOUATOS EVOS YOPAKTIPO
TPOGOLOUDVOVTOL LLE TN XPNOT OKEAETOV. MeTd, dnAad1| mov epapudleTat £vag oKEAETOG GTO
povtéro, ennpedlel Kot To TAEYHO ToAVY®OVeV mov 10 mepkieiovy. To IK givon e&apetikd
YPAOYO OTA TPIoIACTATO Kivovpeva oxédio 010tt amdomotlel T dadikacio kot Bondd ot
onuovpyloe  mpoNyUEVEOVY  KIVOOUEVOV  €KOVOV  Ue  peyoAdTtepn  evkoMa. EmmAéov,
YPNOYOTOLEITOL CLYVA MG ATOTEAECUATIKY] ADON Yo T dnuovpyio Kivnong Tov ave Kot
Kbt dxpov evog yapokmpa. H Avtiotpoen Kivnuotikn emrvyydvetor pe v €papuoyn
OKEAETOV TOL OMOIOV TOL 0GTA KOl Ol apOpMOCELS £xovV i dAVCIOMTH GYXEoN UETAED TOLG,
onAaodn edv kvnoovue pio apBpwon, Ba kivnbel To 0616 MOV EPATTETAL GE QTN KL TO 0GTO
pe ™ ogpd tov Bo emnpedosetl tnv Tponyovuevn dpbpmon.

Ew. 41: IK Animation

Me 1oV yepiopd tov IK petakivovtog 1o TeAevTaio 06T0 6TV 1Epopyia, to GALN 0GTA
VO, LETOKIVOUVTOL auTONATO, okoAovOmvVTOC pio aAvcldwt) ovtidpacn. AnAadn, ov yuo
TapAdEypo OAAGEOLIE BE0M OTOV aOTPAYOAO €VOC YOPOKTHPA, UECOH OTNV OKNVI TOL
TPOYPAUUOTOC, B aALGEEL BEom dAo mOOL Ko Ba axolovBncel T cuveyr Kivion HE PLGIKO
Tpomo. [t dnpovpyia kivnong, Oa npénet va tomobetovvron keyframes (khedid) petd v
KaOe aAAayn] TOV KAVOLLLE GTOV GKEAETO TOVL LOVTEAOV, Y10l VO, TNV AmoONKEVGEL TO AOYIGLUKO.

2.5.2 Forward Kinematics / Aueon Kivyuatixy (FK)

H Apeon Kwnpoatikr eivor po dadikacio 6mov €val poviého kiveitar, UETO TNV
EPOPLOYN OKEAETOV, YPNOOTOIOVTIOS Ve GUVOAO dloLVOEdepéveoy ootdv. [ va
emrtevybel kivnom, oe avtifeon pe v Avtiotpoen Kwnuotiky (IK), Ba mpémer va
LLETAKIVI)COVLE GTO TTPOYPOpLpO EEXOPLOTA To 06TA Kot TS apBpioelg mov emBopovpe. [ap”
Ola ovTd, Kot oTig dvo mepmtmoels Kivnpatikng ypnoyonoteital epopyio ot apbpmoels
KOl T0 0GTE KATA TN dNUovpyio Tov GKEAETOV, LE AmOTEAEGHO Vo Exovpe parent (yovéa) Kot
child (moudi). H dwapopd mov mapatnpeitan eivan 61t oto 1K 10 mondi emmpedlet tov yovéa, evid
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o010 FK avtd dev oyvet. o mapdderypa, o kopmndg elvar moidi Tov ayK®V Kol 0 ayKOVOG
ondl Tov dpov. Aniadn n epapyio sivar (Quog -> Aykovag -> Koprmdg). Eqv docovpe
Kivnon otov kapmd dev emnpedlel To TPONYOVUEVO, OALL OV LETAKIVICOLUE TOV OO, Oa
aKOAOLONGOVY T VTTOAOTTA.

Ew. 42: FK Animation

Mo dAAN dapopd mov €xet pe to IK givar 6t 1) kiviion TtV 06TdV dev €ivar GLGIKN
ka1 Qo wpémer va yivouv aAlayéc kal otic vroroweg apfpaocel. O cwotdg TPOTOC Yo Vo
amodobel Kivnon oto povtédo pe avtn T pnébodo, sivar va EeKvovv o1 AAAAYEG GTOV OKEAETO
amd tov yovéa Kot vo. cuveyiovv akolovBmvtag v epapyio mpog o kdtm. Metd and v
Tapakpn oAdayn Oa mpénel va tomobeteiton keyframe oto timeline tov mpoypdupatog yio
va, amoOnkevtel.

2.5.3 Dynamics / Avvauikij Evépyeia

Me tov 6po dynamics evvoolue TOvg TPOMOVG HE TOVE OMOIOVG KIVOUVTOL T
OVTIKEILEVA, LE TN XPNON KOVOV®V QUGIKNG, TPOGOUOIDVOVTOS OVVAUEL TOV TPOLYLOTIKOV
koouov. Etvor pia moAdmAokn unyavi] UGIKNG LE TNV 07Ol LITopovV va, KaBopiotovv OAEC Ot
eVEPYELEG OTA aVTIKEILEVA TTOV BEAEL O OYEOIOCTNG KOl TO AOYICUKO UTOPEL VOl TIG LETOPPACEL
dtvovtag {on ota avtikeipeva peg Tov TAEOV peaMOTIKO TpOTO. ALty 1) ddikacio eival moAy
OTUOVTIKN Y1 TN Onpovpyio pEOAIGTIKNG Kiviiong kot ToAD TaydTeEPN amd TV cLVNOIGUEVO
1pom0, Tpocbitovtag keyframes.

Ta dynamics givat £va €id0g TpocoUOimoNS KIVOUUEVOVY GYEDIMV, aAAL SLOPEPOVLY MG
PO TOV TPOMO pe tov omoio vmoloyilovtor amd tov vmoloyiotr. Kavovikd ot xwvnoelg
vroAoyifovtan ava kdOe frame kot n 0€om Tov avtikeévov oto mapdv frame katarapfdvetot
and 1 Béon mov éyovpe opicel oto emduevo frame. To dynamics dopépovy amd avty ™
uébodo, dniadn amd to va kabopiletar n Béon tov avrikelwévov amd ta Keyframes mov
gyovpe ewodyel. Avt’ awtol, YPNOULOTOWVV QPUGIKY KOl TOPEYOLV TN OLVOTOTNTO Vo
TPOGOLOUDVOLV YPIYOPQ KL EVKOAN TIC KIVI|GELC.
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Ew. 43: Animation ue Dynamics

‘Eva mopdderypo yioo to mov Bo Umopovcav vo govovv xpnotud givol 6to va
onuovpyncovpe kivnon oe aAvoidoa amd viopvo. Avti va alddlovpe ) 0éon and kdbe Eva
vtopwvo, Ba ypnowonoovoapus dynamics kot 0o mpocouoimvav TIC KWVAOELS €160YOVTOS
Bapvmto kol kwvntikn evépyela. EmumAéov, umopoldv va tpomomoinfoldv, ovaioyo HE TIG
avayKeg tov KaBevdg, OAEG OUTEC Ol OLVAUELS, MIOG KOL TOPEYOVTOL TOAAES OL0POPETIKEG
PLOUICELS YOPOKTNPICTIKOV.

Cloth /'Ypacua

Mia akopo ypriown Asrtovpyio mov ypnotponolei dynamics eivor m mpocouoiowon
VEAcHATOC. OTO0ONTOTE TOALVYMOVIKO OVTIKEIHEVO WmOpel Vo PETOTPOmEL G VQAGUA
epapudlovtac mave oe avtd tn Aesttovpyio cloth. Ta avtikeipeva amoktovv oTn OTIYUN
Kivnomn kot por| kat mapEyoviar dekadeg puhuicelc yopaktnpotikdv. Me to cloth umopotv va
onuovpynBovv povyo TOL UETOKIVOOVTOL GVOAOYO UE TO YOPOKTNPQ, TPOTECOUAVTNAO,
Kovptiva, onpoio kot 6Tt GAAO umopel va gavtactel o oyedaotc. AAalovtag tig pubuicelg
pmopet va kaBopiotei  pdlo 100 VEAGLOTOCS, 1| EAACTIKOTNTA TOV, TO TOGO KOAANTIKO Hmopel
va gival oTa aVTIKEILEVA TOV AKOVUTAEL Kot TOAAEG KON ETAOYEG,

Ew. 44: Dynamics - Cloth
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To peovékmnua ot g Asttovpyiag etvar OTL ¥pNoYoToLEl TOAAN VITOAOYIGTIKN
10Y0, Ue AmOTEAEGO, AKOUN KOl LE Evay YPTYOPO VITOAOYIoT, 1| xpron dynamics ce vynAd
eninedo akpiferog vo dopkéoel ToAD PEYAAO YPOVIKO SlaoTnia Yo TV enesepyacio TOVG.

nHair / Tpiywua

To ovomua NHair givol katdAAnio yo T dnuovpyic TPYOUATOS, OTME HOAAE Kot
YOUVOL Kol OmoTEAEITAL OO o GLALOYN TpyoBvlokimv. Avhkel oto Aoyicpkd Maya tng
Autodesk kat ypnoyomotei to 610 mAaicto Aettovpyiog pe to nCloth. Mo NURBS 1
TOADYOVIKN EMPAVELN UTOPEL Vo £xel TOANUTAG cvotiuata NHair oty 0o empdvelo Kot
éva ocvomuo NHair pmopel va ekteiveton o6& TOAATAEG EMPAVEIEG. XTNV TPOYUATIKOTNTO
kéBe OOAaxog Tpiyag @o&evel po tpiya, evd oto Maya kdbe OOAokag @uioevel o
kapmoAn NURBS 1 omoila avtimpocomevel ) 0éon (o SEGUNG TPYOV TOV GVKOLV GE
avtv. O BOAoKag eAEYXEL TOL YOPOKTINPIOTIKA KOl TIC KOUTOAEG Tov oyetilovior pe pio
OLYKEKPIUEVN TOVQO HOAAM®DY KOl TOV TPOTO HE TOV OMOi0 Ol TPiYeC GLVOLOVTIOL LE L
NURBS 1 moAvyovikn emeaveo.

Ew. 45: Dynamics - nHair

Y7apyovv S14¢popa yopaKTNPIoTIKA 6€ £va. cvotnua NHair yio v tpomomoinon tng
EUGAVIONG KO TNG CLUTEPLPOPAS TOV TPIY®V 6TO GUVOAO TovG. [ mapddetypa vdpyovv
pvOuioelg yio 1o Pépog tovg, 6mov €dv BEAOVIE VO YPNCILOTOMGOVIUE TO GUCTNUO Yo VO
onuovpyncovpe poAid 1o Bépog mpémet vo avénbel, eved edv BEAovLE Vo ONOVPYNCOVLE
po yoova evog Cmov, to. LOAALG dev elvar amapaitnto va mEQTOLV, OAAL TOAVOTEPL V.
otékovtal. EmmAéov vdpyovv puluicelg yio v mokvomntd toug, yio to av BéAovpe vo givan
{o 1 6yovpd, Yoo TNV EAAGTIKOTNTO TOVG, TO LAKPOG TOVGS, TO YPMLLOL TOVG, T1 ACGLYT] TOVS Kot
ToMEG akopa tpomonomoels. To ocvomua NHair, Topolo TOV TPOGEEPEL EVKOALD Kot
TOYOTNTO OTN ONUIovPYio HOAMAOV Kot youvag, YpNoyomolel moAhovg mdpovsg Tov
GLGTNLATOG, KAVOVTAG TO apyd TOGO oTNV emeepyacio TOV GTN GKNV TOL TPOYPAUULATOS OGO
Ko oto rendering.

Particles / Zwuariow

‘Eva 076 T0 0 duvoTd YopaKTnploTikd evog cuathuatog dynamics sivat ta particles
(copatidwn). Ta particles propovv va ypnopomomBovv yo v avamapiyovy eoTid, EKpHEELS,
Kamvo, vepo, opiyAn kot dAia. Evd kamola £Tolpa €0 OV EUNEPLEYOVTIUL OTIC TEPICCOTEPES
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epappoyés 3D elvar e€apetikd, m ypnon ocopatdiov emrTpémovv T pvduilon TOL

OTOTEAEGOTOC Kot TOV TANPT EAeYX0 TG Svvopikng tpocopoinons. Ta copotidio propovv
emiong va ypnowomombovv yio vo dnpovpyncovy ypacidlt kot yoovva. To copotiow
eAéyyovtal amd €vav TOUmd 0 0moiog dpa WG YN TV cOUATOIMV. O TOUTOS EYEl TOALY
PO PETIKA YOPAKTNPIGTIKG TOV propel va puBctodv amd Tov oyedlaotr, 0nmg o puoudg
EKTOUMNG OoOUHOTWOIOV, 1 ToYdTNTO Kot TOAAEC OGAAEC €MAOYEG TOV  UTOPOLV Vo
TPOTOTOMB0VV.

size: 1280 x 1024 zoom: 0.346 fume-FX.jpg

Ew. 46: Dynamics - Particles

Ye avtifeon pe To €PE MOV EUMEPIEXOVIOL OTO TPOYPOAUUOTO, TO GOUOTIOW Ogv
mopdyovyv v emBounti pedvion amd v apyn Kot Bo Tpénet avaykaoTikd va. puluetodv
Y0 VO ONLIOVPYNGOVY TO EMOLUNTO OMOTEAEGLOL.

Fluid Simulation / ITpocouoiwen Pevorav

O O6pog Fluid Simulation avoeépston o€ TEYVIKEG TOL YPNOWOTOOVVTOL OF
TPOYPAULOTE TOV TOPAYOLV YPOPIKE VTOAOYICTOV MOTE VO OVOTOPUGTIICOVV TNV Kivnon
vypov Kot aéplwv. [Ipokeitan yioo TeXVIKEG OV ETIKEVIPMOVOVTOL GTNV KOTO TPOGEYYIoN
OTLTIKY] TPOGOUOIMGON TNG CLUTEPLPOPAS EVOG PELGTOD, HE AydTEPN EUPOCT) OTNV aKPIP1] Kot
HE OMOTA QULOIKE AMOTEAECIATO TPOCOUOIMONG NG Kivnong tov. Me 1y mpocopoimon
PEVOTAOV Umopel vo TapayBel pEaAIOTIKY KIVNoT pEVOTOV COUAT®V OTTWS TO VEPO, 1| PWOTIA, TO
OVVVEQO, 0 Kamvag Kot ot ekpnéets. ITo ovykekpyéva, pmopovv va dnuovpyndovv Balacoeg,
PEAAMOTIKA OTLOGPAPIKA POIVOLEVO, TTUPOTEYVALOATO, TOYVPEVCTA VYPE KO TOALL OKOLLAL.

Ew. 47: Dynamics - Fluid Simulation
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2TIC TEYVIKES AUTEG VIAPYOVYV TOAAN O0POPETIKE emMimedo TOAVTAOKATNTAG, 7OV
umopet va givor apkeTd ypovofopa kot vo. amontohv HEYOAN VTOAOYIOTIKY 160 OOTE Vo
TapAyovy VYNNG moldtntag actnTikd anotedécpata. Avti n pébodog ypnoiponoteitol ToAD
Yo TN dNUIOLPYIN OTTIKMV €QE G€ TOvies, KaBmG Kal 68 Ty VIOl VITOAOYICTMOV.

2.6  Rendering / An6doon

To rendering (amb6doon) givar pio SNUIOVPYIKN dadikacio Tov vl ToPOUOLN UE TN
QOTOYPOPIN 1| TNV KWVNUOTOYPOQia, ETEWN ePApUOLETOL POTIGUOS, GTIVOVTOL Ol GKNVEG Kol
Topdyovtol €KOVEG. Xe avtiBeon omd TV KOVOVIKY] Q®TOYpA®ic, Ol OKNVEG 7OV
eotoypapilovtar oto rendering eivar @avtootikéc kol O,TL amewkoviletar mpémel Vo
dnuovpynOei otov vwoloylot mpwv va Kataotel dvvatd to rendering. Iopd ) dvokorio
QTG TNG O100TKAGT0G, O GYEONOTNG £XEL TANPN EAEYYO GTNV AVEL OPOV ONLOVPYIKOTNTO TOV
TOL TPOGPEPETAL, TOCO GE OLTA TOL eUEOVIlovTOl 6T OKNVY|, OCO KOl GTOV TPOTO 7OV
answoviCovral.

Ta tprodidotota dedouéva mov amewoviCovtor Bo umopovcav vo eivar  pio
OAOKANPOUEVT] GKNVI OV TTEPIAAUPAVEL YEOUETPIKA HOVTEAQ SLOUPOPETIKMOV TPIGOAOTATOV
AVTIKEWEVOV, OTMG KTIPLK, PLOIKA TOTIOL KOl YapakTPES Le Kivnomn. Aeov olokAnpwOovv ta
ot@dio tov Modeling, Tov Texturing kot tov Animation ceipd £xet to rendering. To rendering
elval N @OTOPENAIOTIKY OO0 OA®V aLT®V oL £Yovv dnuovpyndel oty TpoddcTaTn
OKMVN TOV AOYICUIKOV, OO GUYKEKPIUEVT B€om Kol TPOOTTIKY, ameikovilovtds ta og pia

aAAniovyia diodidotatmy ewkdévov. To rendering pmopel vo TPOCOUOIDGEL PEUAOTIKO
QOTIGUO, OKIEG, VO KAVEL OpUTE YPDOUOTA, VOES Kol OTTIKA £QE, OTMOS SIAOAACT TOL PMOTOC 1M
00Awon ota povtéda dtav Exovv Kivnon.

Ew. 48: Rendering

H dwdwcacio tov rendering eivor moAd ypovoPopa, axdOpo Kot 6 TOAD YPIYOPOLG
VIOAOYIOTEC. AVTO 0QEIAETAL GTO YEYOVOG OTL TO AOYIoUIKO 0VOL0GTIKG VITohoyiletl kdOe pixel
g ewovac. To rendering tov xpdUATOG HOVO EVOG EIKOVOOTOLYEIOV pmopel va. TephapPavet
TOAALODG VTOAOYIOCHOVS, OMMC, Yo TOPAOELYIO, VO EVIOMICEL TIG OKTIVEG (MOTOS OV
AVTOVOKADVTOL amd Kdmowo ovTikeipeva oty Tplodidotatn oknvy. Eva devtepdiento €xet
ovvnBwg TovAdytotov 24 frames, Tov avtd onuaivel 0Tt £va Aemtd animation amoteleitat omd
1440 xapé. To rendering evog povo frame pog ohokAnpouévng oknvig Hropei vo d1opkEcet
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amd pepikd Aemtd péypt opes. o va yivovv rendering 6Aa to. frames puog oAdKANPNG Taviog
KIVOUUEVOV OYediv peydAng mopaymyns, Bo mpémer vo meptlopPdvoviol eKoTovIadeg
VTOAOYIOTESG TOV AEITOLPYOVV GLVEXMG Y10 UVES N AKO LA KoL XPOVIaL.

I'evikd vdpyovv dvo tomot rendering: CPU rendering (mov onpaivel 6Tt 1o AOYIGUIKO
YPNOWoTolEl TovV €meEPYOOT] TOV VTOAOYIOTH YO TN (QOTOPEOAOTIKY amdO0GN) Kot
rendering GPU (6mov 10 AOYIGUIKO ¥PNOOTOIEL TNV KAPTO, YPOPIKOV TOL vroioyiotr). O
TOmog mov ypnoiponotel enegepyaotikn woyd (CPU) givarl ypnopoc Kot amodoTikoc 6to va
exTeAEl TOVTOYPOVO TOANOTAEG WIKPOTEPES EPYOCIES, EVM O TVUOG TOL YPNGLLOTOIEL TNV
kapta ypapikdv (GPU) Aertovpyel kodvtepo mo mepimhokovg vroloyiopove. Kat ot dvo
gtvatl TOAD onuavTIKol Yo Tn YeVIK) amdd0GN €VOC VIOAOYIGTYH, GAAL 1 XPNOWOTNTA TOVG
dwapépetl ot dwdtkooio rendering.

Ew. 49: CPU vs GPU Rendering

I'evikd, n anddoon pe GPU givar moAd mo ypriyopn amd v arddoon pe CPU. Avtod
EMTPENEL OTO, oVYYpova Toryvidl vo. tpéyovv pe mepimov 60 frames/devteporento. H
anddoon pe emeepyooTikny woyd  elvol KoAvtepn Yo Vv emitevén  axpiPéotepmv
OMOTEAEGUATOV GTOV QOTICUO KOl 6TOVG GVVOETOVG aAyopiBuovs ve1g. Q0T0G0, 01 OMTIKEG
SPOPEG LETAED avTAV TV d00 HeBddV oTig clhyypoves UnyaveS amddoong eivol oyedov
dVoeVPETES, EKTOG AMO TIG TTO TEPITAOKEG GKTVEC.

2.6.1 CPU Rendering

H teyvicn g anddoong pe xprion tov eneEepyactn ypnoyonoteitor Kupiog ond to
KIVILOTOYPAPIKE GTOVVTIO KOl OT0 TOVG GYEOUGTES TOV OGYOAOVVTAL LE TNV OPYLTEKTOVIKT
amewkovion. Avtd opeiletar otV okpifeld Tov KOTE TNV TOPAYOY] QOTOPENAIGTIKOV
ewovaov. To mpdPfAnpa Tov ¥podvov dev givarl TPOTELOV KPITHPLO Yol OVTEG TIG Proumyovies,
TapOLO OV M SPKELRL TOVG pmopel va Exel peydres dwakvudvoels. Mo oknvi pe Poctkod
QOTIOUO, VAIKG Kol pe amAd oynupoto pmopovdv va kdvouvv rendering éva frame og Adya
dgvTEPOLETTO, OALG Ol OKNVI UE TEPITAOKO QOTICUO Kol HOVTELD pmopel vo Thpel MPEG.
‘Eva akpoio mapddetypo eivar m tawvio g Pixar tov 2001 Monsters Inc. O Pacukog
YopoKTNpOg elxe mepinov 5,4 eKatoppdpla Tpiyeg, TPAYLO TOV CHUOVE OTL Yo Vo, arodoBovv
01 GKNVEG OV MtV €KEIVOC péoa ypetdotnkoy £og kot 13 dpeg ya éva povo frame. T va
KatamoAeunBovv avtol ot peyddotl ypovor anddoong, TAEOV o, LEYAAN GTOVVTIO TTOPAYWOYNG
ypnowomowovv éva render farm. To render farm omoteleiton omd éva peyddo apBud
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VTOAOYIOT®V 1] OOKOMOTAOV VYNANG 16YX00G TOV EMTPEMOVY TNV TALTOYPOVY] ATOS0CT
TOAMOTAGDV KopE. Mepkég popég VILAPYEL | dLVATOTNTA [LoL EKOVO Vo yopiletal o TuRpaTo
To omoiol yivovton rendering amo kéfe turqpo tov farm.

Ew. 50: Monsters Inc.

o yiver rendering oe mo mponypévo €Qé pe TN YXPNON TOL EMeEEPYAOTN,
YPNOLOTOOVVTOL O TOPAKAT® TEXVIKES:

1. Ray Tracing / Aviyvevon Aktivov

To ray tracing sivar o teyviky amdd00NC OV TOPAYEL OMIGTEVTO PEAAICTIKO EQE
QOTIGHOY. Ovo100TIKE, £vag adlyOplONoC LITopel Vo EVTOTIGEL TN OO POT] TOL POTOG Kol 6T
OCUVEXELNL VO TPOCOUOLMGEL TOV TPOTO LE TOV OTOI0 TO PMG CAANAOETIOPA LE TO AVTIKEILEVA
OV OMUIOVPYHONKAV GTOV LIOAOYIOTH. XNV TPAYHatiK (®N, TO PG EpYeETON OTO UATLOL.
Koupata mov amaptiCovror amd apétpnto pikpd eotovia ektoevovtal amd po tnyn eoTog,
avamnoovV amd O1PoPeS EMPAVEIEG O AAAES, KOl OTN CLUVEXELN PTAVOLV oTa pdtio. TOTe TO
HLOAG epunveDEL OAEG OVTES TIG OLUPOPETIKEG OKTIVES PMTOC MG UKL OAOKANPOUEVT EKOVOL.

Ew. 52: Ray Tracing
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To ray tracing Aettovpyei oyeddv pe tov id10 TPOTO, EKTOC OO TO OTL OAA KIVOUVTaL
poc TV avtifetn katehOvvorn. 210 AOYICUIKO TO PMC, TOV OVIXVEVETOL UE OKTIVEG, EEKIVA
amd tov Beatn (OVOOOTIKA OO TOV QOKO TNG KAUEPOS) KOl KIVEITOL TPOS To. TG,
oxeddloviag €va povomdtt wov avamndd o€ TOAMATAGL OVTIKEIUEVA, UEPIKES (QOPEG
TAlPVOVTOG OKOUN KOl TO YPMOUO KOl TG OVIOVOKAUGTIKEG 1010TNTEC TOVG, UEXPL VO
TPOGO0PIGEL TO AOYIGIKO TNV TNYN QWTOC oL Ba emnpéale Tn GLYKEKPEVT akTiva. AvT N
TEYVIKT TPOGOUOIMOTG TNG OPUCTC TPOGS TA TOW EIVOL TOAD O OITOSOTIKN Y0l VoL T XEPIOTEL
€V0G VTOAOYIGTHG, OO TO VO TPOCSTAONGEL VO Vi VEDGEL TIG OKTIVEG aO TNV TNYN @OTOC. Mg
aLTOV TOV TPOTO TO OV LOVOTATIO PMOTOG OV TPEMEL VoL TopayHovv gival avtd Tov Ywpave
o010 omtikd medio Tov ypnotn. Kotavardveror mold Alydtepn LTOAOYIOTIKY 1GYD Yo Vo
amodoBohv ot aktiveg mov Ppickovtal 6To TAGVO amd TO VO, VITOAOYIGTOVV Ol OKTIVEC TTOV
EKTEUTOVTOL OTTO OAEG TIC TNYEG PMOTOC GE L0 GKTV].

g ',*‘--Q
Ray.traced,

Ew. 53: Rendering pe Ray Tracing

To ray tracing mapdyet To peaMOTIKEC OKIEC KOl AVTOVAKAAGELS Kol TOAD BEATIOUEVT
cagnvela Kot dtbyvon ewtds. O arydpBuog AapPavel voyn to onpeio OTOL TEPTEL TO MG
Kot vroAoyilelr TG oAAnAemdpdoelc, Omwc to ovOpdmvo patt Oa emelepyaldTov TO
TPOYUATIKO Q®G, OTMG Yo TOPAOELYLOL TIC OKLEG KOl TIS avTavakAdoels. EmmAéov, edv 10
VAKO €VOG OVTIKEEVOL tvat d1PavEG, OTMG TO YVLOAL, TO HovomdTt TOL P®TOG B cuvE e,
VO ov pio EmMEAvVED Eval OVTOVOKAOCTIKT, OT®G TO UETOAAO, Ol axTiveg TOL PTOC Oa
ektomiCovtav, KOvovtog po yovio, pokptd and 1o avtikeipevo. O tpOTOS TOL T0 YOG TEPTEL
Téve oTo TPAyHaTIKG aviikeipeva ennpedlet eniong ta ypopato tov PAémovpe. Me apkem
StB€on LTOAOYIGTIKN 1YL, ivorl duvaTd v TOPAYOVTOL OMIGTEVTA PEOAOTIKEG ekOveg CG
7oV gtval oxedOV TAVOLOIOTLTTEG e TNV TPAYUATIKY| (o).

Adyo tov mpoceatov e&elitewv otig kapteg ypapwkov ¢ Nvidia, to ray tracing
Eexivnoe va e1ayeTol 6Ta oty vidlo VITOAOYIGTAOV O¢ HEBOOOC amOA0oNG Kol LEG® TOL TUTOV
GPU rendering.

2. Path Tracing / Aviyvevon Movoratiov

To path tracing &ivot évag aAydpiBpog amddoong, Toporolog pe tov ray tracing, ctov
omoio ol axtiveg petadidovior amd Mo €KOVIKY KApepo kol evromilovtor pécm piog
npocopolmpévng oknvig. To path tracing ypnowomotei touyoio derypotolnyio yioo va
VIoAoYicEl oTadaKd o TeAKN ewova. H tuyaio dwadikasio detypatoAnyiog kabiotd dvvotd

29



10 rendering xdmolwv moAdTAOK®V Qowvouévmv, To. omoio dev aviyetomilovtol pe
dwadkacio ray tracing, aAld yevikd ypeldletol mePIGoOTEPOG YPOVOS Y10 TNV TAPUYDYN UI0G
ewovag vyning mowmrtag. H toyaio derypotoAnyio mpokaiel v euepdvion Bopvfov oty
amekoviLO eV €1KOVO, 0 001G, Yo va umopécel va eEaielpdel, Bo mpémel o alyopOpog va
ONUIOVPYNGEL TEPLEGOTEPA delyaTa, dINANOT TYEG XPDOUUTOG TOV TPOKLATOLY 0o pio udvo
aKtiva.

scattering "
medium

scattering "

medium

Ew. 54: Path Tracing

Yo path tracing ot aktiveg MOTOG KOTAVELOVTOL TUYOI0 HECH 68 KADE EIKOVOGTOLYELD
(pixel) mov BAEmeL | kGuepo Kot o€ KAOE ETOQPT LE EVOL AVTIKEILEVO OTN OKNVH TOPAYETOL L0,
véo aktiva aviavakioong mov oelyvel o€ Tuyoio katevBuvon. Metd amd KAumooeg
avammoOnoels, oto TéAog KABe axtiva e&€pyetal amd tn oknvi N amoppoedrtol. Otav o
aKTivo £YE1 TEAEIDGEL TNV OVOTNONOT GTN GKNVI], VTOAOYI{eTon o Tyun oetypatog facet twv
AVTIKEWEVOV oL avomonoe 1 axtivo. H tyun detypatog mpootiBetal otov péco 6po o to
ewovootoyeio (pixel) tyne. Ta deiypota o po eikdvo mov £xel amodobei e path tracing
KOTAVELOVTOL OPOOHOPQO. o€ O Ta eikovooTtotyeia. To ypopa kébe pixel sivor o péoog dpog
OA®V TOV SEYUATIKOV TYLMV TOV VTOAOYIGTNKAV Yo TO glkovooTotyeio. Ta tvyoaio GuoTaTIKA
oTNV aviyvevon HOVOmoTIoV TPoKaAoOV BO0pvfo oty amddoon NG E€KOVOG, O Omoiog
pelovetal, kabmg vroroyiloviar OA0 Kot TEPGGATEPO dEIYUOTOL.

Mikpéc, aAhd QOTEWVEC TNYES PMTAOC, OT®G 01 PaKoi, TPosOBETovy ToAD B6pvPo e a
oknvn Kot xpelaleTol moADG ¥pOvos Yo vo. Yivel cotd rendering og o oKnvy QOTICUEVN
Kuplog and pepucovg eakovs. Ipdkettar yio £va SUGAPESTO KOl AVATOPEVKTO LELOVEKTTLLOL
ot TG peBddov amddoomng. O Adyog Paciletor otn pikpn mHavOTNTA VO GUUTEPIANPOOVV
ot Qokoi o€ kGO derypatonTTikd povondtt mtoc. To tehkd rendering amodidel Tov péco
O0po OV TV TGOV detypatoAnyiog, aAld o pécog 0poc umopet va tvor "moAd vynmAdg” Yo
peyédo xpovikd dotnua A0y g VYNANS potevotntoac. O pécog dpog o pewwbei pe v
Tapodo Tov Ypdvov, oAAG pmopel va vmdpyovv pixels mov va €yovv eotiotel and o
CLYKEKPIUEV TTNYN POTOG Kot va Egxwpilovv évtova £VOvTL TV GAA®V OV OEV £X0VV OKOUN
ootwotel and v B wyn, YU oavtdv tov AOYo, oe YOUNAEG HETPNOELS delypatog,
eppaviCoviot OTEWVEG KOVKISES GTNV TEAKT EIKOVA.
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Ewc. 55: Path Tracing (Atya deiyparta/Pixel vs TToAld dtypota/Pixel )

KaBopiotikdg mopdyoviag ywoo Ty omddoon TG modtntog €ivar o apOpog twv
detypatmv ava sikovootoryeio (SPP / Samples Per Pixel). Oco nepiocdtepa givar to detypato
ava pixel Tov pvOuiotkay otn punyavn rendering, téco Atydtepo opatdg Ba ivar o 06pvPoc.
Av1o BéPata Bo KatavaAdveL LEYOAVTEPT] VTOAOYIOTIKY| 100 Kot Bo dwapkel mepiocdTEPO. O
YEVIKOG KAVOVOG Y10, TOVG YPOVOVG &ival OTL 000 TEPLGoOTEPO dlapKel To rendering piog
EIKOVOG, TOGO KAAVTEPO givar To amotéreospa. O xpOVOG IOV amoLTeEITAL Y1 THY ATOS0CT HLOG
wpaiog ewovag eEaptarol and to 1060 KaAd emTileTon 1 oknvy, amd moca pixels amoteAeiton
N eovo kol TOoo detypato ave devTepOLEnTO Umopel vo mapdyet pio unyovr rendering, to
omoio e&aptdTon amd to OGO YPNYopog gival o enelepyaotng tov ypnot. To péyebog g
EIKOVOG £xEL EMIOPAOT GTOV ¥POVO OmOOOGNG OVAAOYQ LE TOV aplBpd TV EKOVOGTOLXEIMV.
Mo ewoéva pe 800x800 pixels Oa ypesiaotel téc0epic Qopic TEPIGGOTEPO YPOVO YO VL
eMTOYEL TNV 1010 TOLOTNTO pE ol ekdva Tov 400x400 pixels, apov 0 GuVOAKOS aplOUoS TV
EIKOVOGTOLYEI®V EYEL TETPATANGLOOTEL.

3. Photon Mapping / Xaptoypaonon ®mtoviov

Yto ypagikd vroloywotdv, to photon mapping eivor évag aiyopOuog @oTIGHOD
Bactopévog oto ray tracing, mov ypNOWOTOIEITOL YIoL TNV PEVAIOTIKY) TPOCOUOIMGT TNG
OAANAETIOPOAONG TOV PMOTOC e OPOPETIKA avTikeipeva. Xvykekpuéva, etvar oe Béon va
TPOGOLOUDVEL TN OOANCT EOTOC PECH €VOG O1APavVOL VAKOD, Omwg gival to yvaAl 1 to
vepo, va dloyéel ems, mov £xel TPoéABel and avtovdkiaon oe avtikeipevo kot Oyt amd Ty,
petalld tov eoOTIopEvVeV aviikeévay. To amotélecpa g 61a0Aaomg Tov PMTOG HEG® EVOG
dapavoig pécov ovoudleton caustic. To caustic givot éva oxéd10 @OTOS OTOV PETE TO APYIKO
LLOVOTIATL TOV QMTOG, Ol OKTIVEG KAUTTOVTIOL OO Lo EVOLAUEST] EMUPAVELD. KOl GTO TEAOG
KataAnyovv og pio AN empdvela. 'Eva moapddstypo givor Eva motpt kpaci méve ce éva
tpanéll. Kabog ot axtives owtdg mepvovv péca amd To Yool Kot 1o vypd, StobADVTOL Kot GTO
TEAOG GLYKEVTPOVOVTAL TV 6T0 Tpanéll. EmmAéov, 10 kKpaoi oto motpt aAldlet T ddtaén
KOl TO (POLO TOV POTOG.
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Ew. 56: ITopdderypa Photon Mapping

Me to photon mapping, ta @®TOVIQ 0mTOGTEAAOVTIOL GTH GKNVI] OO TNV TNYRH TOV
em1o¢. Kdbe popd mov &va pmTdVIo TEUVEL [E oL ETPAVELD, TO ONUEID TOUNG, N KaTeLOLVON
KOL 1] EVEPYELD TOV PAOTOVIOV amobnkedovTol 6 o Lviun Tov ovoudleTot YapTng POTOVimY
(photon map). KobBdc «dbe @otovio avammdd 1 OSbAdtor oTIC EMPAVEIES OV
TopeUPAAAOVTOL, 1| EVEPYELDL OMOPPOPATOL PEXPL VO UV €YEl amopeivel GAAN. Mmopovpue
AOUTOV TOTE VO GTAUATIIGOVLE TOV EVIOTIGUO TOV LOVOTATION OV OEGYLIGE TO POTOVIO. Xuyva
0 EVIOTMIGUOG oTopoTdel UETA omd €vov mpokabopiopévo aplfud avommonocewmy yuo. vo
€E01KOVOUNCGOVLE YPOVO.

Ew. 57: Photon Mapping

Mo GAAN TEYVIKY| €lval va 6TAAODV OLASES POTOVIMV aVTL Y10 LELOVOUEVL GOTOVLAL.
g autn Vv mepintwon, kdbe opdda pomtoviov £yl Tavta TV 1010 evépyeln, ondTte 0 XAPTNG
eotoviov doev ypedletor vo amobnkevel evépyeta. Otav pio opdda S0cTOVPOVETOL UE 0L
EMPAVELD, gite petadideTon TANPOG gite amoppodrol TApws. Avty eivan pa péBodog Monte
Carlo mov ovopdletar pwoiky povAéta. o vo amogevybei 1 ekmoumn pn omopaitntov
ootoviov, 1 katevbvvon tov efepyduevov axtivov eivar cvoyva BePfraocpévn. Avti va
OTOAOVV QMTOVIO GE TVYaiES KOTELOVVOELS, GTEAVOVTOL TPOS TNV KoTeEVBUVGN €VOG YVOGTOD
AVTIKEWEVOL, To omoio Ba ypnoyomombel wg xePloTg poTovimy, Yio va mpaypatorondet
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eotioon N va didyvon Tov eOTOG. YTAPYOVV TOAAEG AALEG BEATIOGELS TOL HITOPOVV Va, Yivouv
o€ oVTOV TOV aAyOppo, OIS T0 va Kabopilel €& apyng mOcH POTOVIO VO GTOAOVV, TOV
TPOOPIGHO, KAONDS KOt TOV TPOTO OMOGTOANG.

4. Radiosity / Padrocvyvotnta

H poadrocuyvotra eivan Topduoto pe o path tracing, pe m dtapopd 0Tt TPOGOUOLDVEL
LOVOTIATIO PMTICUOY TTOL OVTOVOKADVTOL OO [0l ETPAVELR TNV Kapepa. Elvar pia teyvikn
QOTIOHOD, 7OV TPOCGOUOIMVEL TN OlOVOUN TOL EUUECOV QOTOC o€ €va TEPIPAAAOV,
YPNOLOTOIOVTOS £V PUGIKA aKPIPEC LOVIELD QMTIGHOV. YToAoyilel TV KoTOvVOUn TOL
QMTOC OV avakAdToL otd pia 1 TEPIOCOTEPES ddyLTEG EMPAveELEG oe pia oknvh. H pébodog
padlocuyvoTNTaG dapel T oKNVI 6€ UEPT KOl LTOAOYILEL TAC TO PMG avamNdd amd To €val
HEPOG TNG oKNVNG oto vtorotmo. H euoikn akpifeio Tov vmoAoyIoHdY padlocuyvoTnTog EXEL
®G OMOTEAEGHO EIKOVEG TTOV gival duvnTikd o peooTikés. Edv ta dedopéva €16650v givar
owotd pe Pdon T ELOKN, TOTE Ol TEMKEG €KOVEC €ival TIOTEG AVATOPUCTAGES TOV
TPAYUATIKOD KOGLOV.

H padioocvyvotta eivar £éva cvotnuo pétpnong e aktivoBorodevng evEpYELOG Kot
N apyN TOV JEMEL ALTNV TNV TEYVIKN vl vor O10pEGel OAEC TIG EMPAVELIES TOL HOVTELOV GE
UIKPG TUNHOTO Kol VO DTOAOYIGEL ol Tiun aktivoBoiiag yio kéOe tunuo. Avtd ta dedopéva
OT CLUVEXELL XPNOUYOTOOVVTOL Y10, TV TAPAYMYN HOG EKOVAG, TOL amoTEAEITOL 0d OAQ TOL
TUNUOTO OV givol opotd, amd o emAeypévn ontikn yovio. To tuipato pe vymAég Tpuég
padtocvyvotntag eEQyovv £va To QOTEWVO omoTEAecpo Katd T dadikacio tov rendering,
EVO TO TUNUOTO LLE YOUNAES TYES padtOocLYVOTNTOG EEAYOVV VOl GKOTEWVO ATOTEAEGLOL.

- ' ey
o P T 2 ey | 3 -5

Ew. 58: Radiosity

Me 1t ypnom avtig g pebddov pmopodv va TpocopolmwBohv 0 pIoHEVEG CIUAVTIKES
eMOPACELS, OMMOG O EUUESOG POTICUOG TUNUATOV £VOG TTEPIPAAAOVTOG, OV 0ev PmTI{oVTOoL
dpeca omd por Kopla Ty otds. Avt 1 dwdikacio givor ToAD oNUAVTIKY €TEON TOAAES
EMPAVELEG, OE £va E0MTEPIKO TEPIPArAOV, dev pwTiloviatl KaBOAov and Tov AUeso POTIGUO
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Kot g€lval opatéc HOVOo omd TO QMG TOL avtavokAdtor omd GAAeg empdveleg. H
padtocuyvotnta umopel emiong vo cvvumoloyilel TiIg myEC QOTIOUOD TNG TEPOYNG, ME
AmOTEAESHO. TNV OKPIPESTEPT KOl 7O ONOAN OKioom, KOOMG Kol TOV YPOUATICUO UG
EMPAVENG 0QOoV £xel €pbel oe emaen He EUUECO QWS, TO 0moio PBplokdtav mpv o GAAO
OVTIKEILEVO KO LETEPEPE TO YAPUKTNPICTIKO TOV YPDOUATOS TOV.

To k¥pro TAeovéKTNUA TNG ¥PNONS TNG TEXVIKNG tvar OTL LereTd pe akpifeta To €160¢
TOV YOPOV OTOV VIAPYOLV UAT EMPAVEIEG, Ol OTMOIEC OVTAVAKAOLY TO QMG G OAEG TIC
KaTeLOVVOELG Kot o€ AAAEG HaT empAveleg. To 0mTEPIKO €VOG KTIpiov gival £va TOAD KOO
TOPASELY L EVOC TETOL0V YOPOL Kol 1 PASIOGUYVOTNTO EIVAL ETOUEVMG L0 GNUOVTIKY TEXVIKN
YW OPYLTEKTOVEG, OIKOOOLOVS, NAEKTPOAOYOLS Kol GYESOOTES YPUPIKAOV VTOAOYICTMV TOV
LOVTEAOTO0VV E6MTEPIKOVS YDpovg. [Tapdro Tov avt 1 TeYVIKN eivar xpovoPopa, givarl Kot
N uoévN oV popel va avomapdyel puoIKa akpiPeic cuVONKEG POTIGUOV.

Ew. 59: ITapdderypo Radiosity

H padwoovyvomnta eivor por texvikn enefepyacioc mov epoapuoletor petd v
amodoon pog ewovag. Tlaipvel og €lcodo ™ yeopeTpio TOV GYEOIAGTNKE KO TOPAYEL TAAL
ocav omotéAecpa yeopetpio. Tao amotedéopota givol pio EVOALUKTIKY OVATOPAGTACT] TNG
veoUeTplag mOv TopEYETOL ©C €l0000G, OoAAG vmodwupeitor oe pikpd  otowyeio Ko
tomofetovvtan TEG padlocuyvotntag o kabe kopven (vertex). Avth 1 yeopetpio pmopei va
yivel rendering, ypno1LOTOLOVTOC OTOLAOATOTE OO TIG TUTIKEG HEBOSOVG amddooNC.

H teyvikn g padiocuyvOTNTag LTOOEIKVVEL OLAYVTEG OVTOVOKAACELS HETOED
SWPOPETIKMV EMPOVEIDY GE 0L GKNVI, YU avTdV TOV AdY0 TTpémel va KoBoploTel To UEPOG
T0V Q®TOG oL KAOE EMPAVEID AVTAVOKAL. AVTO EMITLYYXAVETAL LE TNV EQAPUOYT VAIKOV
(shaders) étor dote o em@dveleg va givar TAPOG PelticTomomuéveg OG0 Yoo TNV
TPOGOUOI®ON PAdOGLYVOTNTOS OGO Kol Yo TN UETAYEVESTEPT OmOO0GT, Y®PIG TNV avdykn
Kamolag aAdayne. I'a ™ mpooopoimon g padlocLYVOTNTAG YPNOILOTOWVVTAL HOVO VO
KaTnyopieg LAIK®OV: YpOUHO Kot oviKAac. MTopovv va €QOpUOGTOUV Kol GAAN LAKE Kot
veéc, ta omoior Ba ayvonBovv amd TOV VEOAOYICUO TNG padlocvyvVOTNTEG, CAAL O

34



xpnowomomBovv amd Tig vmdAouteg HeBOSOVLE ATOSOOMNG, HETA TNV OAOKANP®GY TNC.
XpNOIWOTOIOVTOS 0. POTOPEOMOTIK HéEB0dO Y v dwdwkacio g anddoons, Oa
EMTPEYEL TO QMOTEALECUA TNG PASIOGLYVOTNTOG OTNV TEMKT €1KOVO, TO omoio Oa cupPdidret
oTn ONUIoVPYIiN HIOG EKOVAG TTOL HOLALEL TTPAYLLOTIKNY Kot O)L TEXVNTY.

2.6.2 GPU Rendering

H anddoon g GPU (ypnowomoteitar yio amddoon o Tpayuatikd ypovo) ivor otov
0 vmoloylothg ypnowomotel i kapta ypoaewkov (GPU) g xvpia mnyn yio tovg
VTOAOYIOUOVE. AVTOG 0 TUTOG amddooNG ypnolponoteitor cuvibme oe Prvreomaryviow Kot
GALEG BLOPOOTIKES £QUPUOYES, OOV mpémel va. yiver rendering amd 30 éwg 120 kapé to
OEVTEPOAETTO Y100 VO LITAPYEL pwo. OpoAr] por|. [a va emtevyBel avtd 10 amotédecua, M
amdO00T € TPAYUATIKO ¥POVO OEV UTOPEL VO YPNCULOTOMGEL UEPIKEG OO TIC TPONYUEVEG
VTOAOYIOTIKEG  EMAOYEC oL  avagépOnkav mponyovpévms. Etol, moAAéc omd  ovtég
npootifevtal oty peténeita eneEepyacio kotd mpocseyywon. o v enitevén KaAvtEPOL
OTOTEAECUOTOG YPNOYOTO0VVTOL Old@opa €PE Yo v EgyeEAdoovy To. PATIOL OTTMC, Yo
napaderyua, Ooumado katd Ty kivinon (motion blur).

Adyom ¢ tayeiog e£EMENG ™G TEXVOAOYIOG KOl TOV TPOYPOUUOTIOTOV TOV
onuovpyovy  eONvoTEPEC vVIOAOYIOTIKEG HEBOOOLG Yoo eEAMPETIKG  AMOTEAECUOTO, Ol
nepropiopoi tov GPU rendering yivovtol ypriyopa maperBov. Avtdg eivar o Adyog o Tov
omoio ta woyvidlwn Kot wapopow péca Pertiovovion pe ke véa yevid koveoras. Kabmhg ta
chipsets kat o1 yv®GEIG TPOYPAUHOTIOT®V PEATIOVOVTAL TO 1010 cvuPaivel Kot Ue To. YPOUPIKA
anoteréopota. H anddoon e GPU dev yperdletor movia va xpnoIULOTOIEITOL GE TPAYLATIKO
pOvo, KoBm pumopel va Tpaypotonomost Ko rendering peyodlvtepng didpketag. Eivor modd
YPNOO Vo, Etvor 0paTd £V ATOTEAEGLLO ATOSOCTC YMPIG VO VITAPYEL AVOLOVT] WPDV YL VOl
eovel  teMkn oknvn. Avtd kabiotd ) uébodo GPU rendering éva moAd yproyo epyoleio
d1otL vhpyer n dvvatdTNTe. va epyaletar o oyedlaotc oto 3d AOYIoHIKO KOl V. KOVEL
ToapAAANAC pLOUICEIC OTOV QOTICHO Kol TIG VEEG Kot vo PAEMEL TA OMOTEAEGUATO GF
TPAYUOTIKO XPOVO.
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3 Teyvoroyun) Yrodopn

INo ™ dnovpyior animation kot v extéleon OAmv TV Beopntikdv pedddwv, Tov
VoAV KOV TOPATAVE®, O GYEOGTNG Ba TPEMEL VA KOTEYEL TOV OmapaitnTo EEOMAMGUO Kot TaL
KOTAAANAO HEGA Y100 VoL T OEPEL € epapuoyT. To mowa Aoyiopkd Oo emdéler yo v ke
dwdwkacio, propel vo e&aptndel amd S1popovs mapdyovTeg:

1. Tlpocomkn mpotiunon

[ToAV amAd, o oyedootig pmopel va €xel eEokelwbel kat va €xel ocvvnbicel tovg
TPOTOVG Agttovpyiog EvOG TPOYPAUUOATOS, KOODS Kol VO TOV KOADTTOUV Ol dUVATOTNTES
TOL TOV TOPEYEL YL TNV EPYOGIO TOV.

2. ZopPotomra

Ta apyeio Tov e€dyovian omd €va AoyiopIKo, eival mBavod va unv avayvopiloviot ond
KOO0 AALO AOYIoUIKO. AV, Y100 TOPAOEYa, EVOG OYESOGTNG ONUIOVPYNOEL £VO LOVTELO
oe éva hoyiopkd Modeling kot 0éhel va 1o gwodyel og éva GAlo, mov dwabéter Sculpting
Yo va Tov Tpocbécetl Aemtopépeiec, Oa mpénetl to format tov apyeiov va dwfaleton amd to
éva, pdypoppo oto GAAo. I' avtd emAéyovtor AOYIGHIKA OV VIAPYEL cuuPatoOTnTa
HETOED TOV apyei®V TOVG,.

3. Owovopukoi Adyot

Kémola Aoyopukd pmopel va etvar moAd oxpipd yu KAmoov oYedl0oT KOl Vo
TPOTIUNOEL U0 OIKOVOLUKT AVoM. YTapyovv Tpoypdupata mov gival dwpedv, dALa Tov N
TANPOUN TOLG YIVETOL LE UNViaia 1] LLE TG0 GLVOPOUTN Kot AAAD TOV EE0PAOVVTOL GE [
TANPOUY.

4. EvkoMa ypnong

Kdémowa mpoypdppoto umopel va gival o @UAMKA Tpog ToV YPNoTN GE GVYKPION WE
Kkémow dALa. Edwd oty mepintmon mov o oyedlaotig elval KavoOplog 6To EMAYYEALA,
umopel va amoBappuvoet pe Tov Pabud dvoKoMag KATOIV AOYIGHIKOV.

5. Aguovpywd cvonuo

Kémow mpoypdupata dev £xovv katookevaotel Yo OAo To AEITOVPYIKA GLGTILATOL
Kot gtvar moAD mBovod o oyedotng vo emAélel kdmolo mov elvar cvopPatd pe To
AETOVPYIKO GUGTNA OV £XEL GTOV VIOAOYIGTY| TOV.

[Mopakdto Oo meptypa@obV To WO ONUOPIAY} AOYIGUKE 7OV YXPNGUOTOOVVTOL Oomd
freelancers péypt kon peydheg etonpeieg mopaymyng animation kot ToyvidIOV VTOAOYIGTH GE
6Mov 1oV kKOG pHo. Oa avalvBov kot Bo cuYKpPlBoLY avAAoya HE TV KOTYOpio TOL OviiKOVV,
dnAadn Aoywopkd ye Modeling, Animation, Rendering kot Video Editing.
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3.1 Aoywopkd yo Modeling
1. Maya

Ot mepiocdtepol emayyeluatieg oyxedootég animation 0o emiéEovv 10 AOYIGHIKO
Maya ¢ etaipeiog Autodesk. To Maya Oewpeitar og to Propunyavikd mpdTLIO Yo TO
YPAPIKA VTOAOYIGTOV Kot SL0OETEL oL ATOPAUAAT YKAUO EPYUAEIDV KO YOPOKTNPIOTIKAOV.
AV M €EUPETIKG ETEKTAGIUN EPOPLOYN O100ETEL EVOL GHVOAO TOADTAOK®V EPYUAEI®V TTOV M
expadnon tov ypedleton ypovo. To Aoywopkd Maya 1o ypnoyomoobve otic Propnyavieg
animation kot visual effects ot etarpeieg ILM, Pixar, DNEG kot Framestore. To Maya &ivat
WOvVIKO Yo Tn povtehomoinomn, tn onuovpyic vemv, Tov eotioud kot to rendering. To
TePAOTIO TANOOG YOUPAKTNPIOTIKGOVY TNG TeplapPavel copatiow (particles), tpiyoupa (nHair),
(QLOIKT TOL cOUOTOG, vedopato (cloth), Tpocopoidoelc VYpdV Kot animation YOPOKTHPOV.
AOY® TOV TOAATADV AETTOVPYIDV TOV SOETEL TO TPOYPULLLO, IGMOS VO UnV eivar KaTIAANAO
YL APYAPLOVG, S10TL UTOPEL VO U1 XPEWGTEL VO YPNCYLOTOMNGEL TIG TEPIOCCOTEPEG AEITOVPYIEC.

Ew. 60: Maya

Avt6 10 eminedo mapoydv, OLms, otoryilel apkerd. Mo cuvdpoun oto Maya otoryilet
2.033€ 10 ypbdVO, AL Yi0 EKEIVOVG IOV €YOVV TO XPOVO, TNV IKAVOTNTO KOL TNV VOOV VO
pudbovv to TpdYpappa, ivor pio KaAn emévovon, o10tt to Maya £xel va mpoopEper Leptkd amod
o koAvtepa 3D epyoreia. A&iler va onueiwBel O0TL yuo akadnpoikovg Adyovg Kot yio
TpocemKY ypnomn, owrifeton to Maya Student Version dwpedv pe ta it axpiPmg
YOPOKTNPLOTIKAL.

2. Houdini

To Houdini ¢ etaupeiag SideFX ypnoomoteitor evpémg otn Prounyavio. OTTIKOV
ePé Yo TN ONUovpYio (oG GEPES EKTANKTIKOV Tplodtdotatmv ewoévov. H daduaotikn
npocéyyion tov Houdini mov Baciletar oe kOpPovg, mapéyet 6Toug ynelokoVs KOAAMTEXVES
éva Gvev TporMyovpéEVoL eminedo 1ox00G, gveMEiag Kot EAEYyov. AVTOG 0 TPOTOG dev givat
QUMKOG PO OAOVG TOVG ¥pNotes, aAld to Houdini dwbétel kou mo cvvnbicuéva epyoireio
YL TNV GpeESN OAANAETIdpaon e TOADY®VO GTNV 006VN.
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Ew. 61: Houdini

Onog kot pe to Maya, ovto 10 €minedo EAEYYOV KoL 1 U] TUTOTONUEVT] POt EPYOGTOG,
Kavel 1o Tpdypappa dvokoro va pobevtel. [opd v vynAn tov ypnuatikny a&ia, 4,052€ to
xpovo, N etapeia SideFX mpocspépet o Houdini Apprentice, pua dwpedv €ékdoon tov Houdini
FX, n onoia pmopet va ypnoywomombel amd @ortntég Kot oYeESNCGTEG Y10 TPOSMTIKA Kol Un
eumopikd projects. H dwpedv ékdoon divel mpocPoon oe OAa TO YOPOKTINPIOTIKG TOV
BpaPevpévov mpoypaupatog ki €tot olvetor 1m dvvatdTNTo 68 OAOVLE Vo avamTtLEOVY TIg
KAvOTNTEG TOVS KO VO EpyactobV o€ mpoowmikd épya. To mAnpwg eEomiicpévo Houdini
Indie mpoc@épet emiong o TPOCITN EUTOPIKY| TN Y10 TA LKPE 6ToVVTIO 0T 243€ TO YPOVO.

3. Cinema 4D

To Cinema 4D g etaupeiog Maxon €yet KokAOQOPNOEL €0M KOl TOAAG YpOVIOL Kot
Bempeiton 1010{TEPA YVOOTO GTOV KOGUO TOV YPOPIK®V Kol NG amekovions. [Ipoxkertar ya
€vaL ETAYYEAUATIKO KOl TOADTAOKO AOYIGHIKO, YVAOGTO Y0 T1] GLVOAIKN TOV oTafepdTNTO Kot
WG TNV EPAPLOYN YPUPIKADOV VTOAOYIGTOV LE TNV EVKOAGTEPN YpNom. EmmAéov, to Cinema 4D
dwnbétel piao tepAoTio S1odKTLOKT PRA0ONKT 001 Y®V Kot GLUPBOVADV.

Ew. 62: Cinema 4D
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Ta epyareio mapopetpikng povtedomoinong C4D eivor yevikd moAd dptio kot o
YPNOTNG £XEL TN dLVATOTNTO VO TPOGHEGEL OKOLO TEPIGCOTEPEG EMAOYES AEITOVPYIKOTNTOG LIE
(o ogpd amd owovopukd plug-in. Mapéyet eniong oykopeTpikn poviehomoinen, n omoio eivort
KOTAAANAN Y100 T Onpovpyio 6TEPEDY HOVTEAMV OTAV VTLAPYEL EAAELYT YPOVOL 1) EUTEIPLOG.
To C4D eivar kot avtd Eva akpifo Aoyiopkd, aAld 0 oxedlooTig Umopel va EEKIVAGEL Pe
@OnvoTepn éxdoon Prime, n omoia dpwg dev mapéyel 0o ta epyareio e Studio £ékdoong kot
va to avafaduiocet pe v whpodo tov xpdvov. Mropel va ayopaoctel pio Ekdoon, xwpig ™
duvatdTTo avaabuong oe emdpeves ekdOoELS, ota 3567€ i va yivel cuvopoun pe 1548€ 1o
ypovo H etapeio Maxon mpoo@épel emiong pukpng S1GpKeEG Kot QounTIkEG Adelec Ue
HELOUEVO KOGTOG,

4. 3ds Max

To 3ds Max eivan éva mpdypoppo ypaeik®dv vroloywot g Autodesk mov
YPNOYOTOIEITOL GTNV TOPAYDYY] TNAEOTTIKMOV TAVIOV, BVTIEOTALYVIOUDY, GTNV OPYITEKTOVIKT
KOl Yl TV onTikomoinon mpoidvimv yia oapnuioels. Tlapdio mov eivar gukordtepo otnv
expanon and to Aoywopkd Maya, 6100£tel Kot avTd TOAD 1oYLVPA EpYAALEia Yo TPIGOAGTOTN
HOVTEAOTTOINGN, Y10, TIC TPOGOUOIDGELS VYPOL, Y10 TO, LOAALL Kot TN YOOV, KabmG Kol Yo 1
dwadikacio Tov rigging kot tov animation.

Ew. 63: 3ds Max

Xpnowonotel teXVIKEG GPEGOL YEPIOUOD KOl OOIKAGTIKNG HOVIEAOTOINOTG Kot
TopExel po. tepdoti Pprobnkn pe dwpopetikovg tpomomomtég (modifiers), n omoia
Ka01oTd T SdKacio LOVTEAOTTOINGOTG EVKOAOTEPN Y10 OPYAPLOVS KOt EUTELPOVS GYEIUCTES
3D. To peyodvtepo petovékTud Tov givar 0Tt eivar cupuPatd HOVO e TO AELITOVPYIKO GUGTN O,
v Windows.

To 3ds Max mpocépet Eva emayyeAlotikd cOvVoro epyaieimv kat YU avtd ototyilet
1,545€ 10 ypodvo. QoT06G0, N aKAdNLUAIKT KOvOTNTO Uitopel vo AAPEL TO AOYIGUIKO dMPEAV Kot
VILAPYEL EMIONG Lol SOKIHAGTIKY £kdoom pe 1oL 30 nuepdv.

5. Modo
Me v e&éMén ™ opadaG TPOYPOUUOTIOTOV NG eToupeiag Foundry, to Modo

avantoyOnke and éva moAd Pacikd TPOYPOLLLLL LOVIEAOTOINGNG EMPAVEIDOV e TN HEBOSO TNg
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VIOdiPESNC, OTNV TANPOC EEOTAMGUEVT EQAPLOYT ONLOVPYIOG YNOLOKOV TEPLEYOUEVOL TTOV
yvopilovue onuepa. Ta epyareio Tov Egovv peret el dieEodkd Kot vAoTomOnKayv pe tpdmo,
mov T0 KaBoTohv PUAMKd TPog TO YPNOTN. Me TN YPNoN UG KOANG HUNYOVIAG OTOS00NG
LITOPOVV VO POVOVV 01 TTPOYHOTIKEG SUVATOTNTEG TOL TPOYPAUUATOG.

H
o a

g A mes WEweW BORe  weso D

Ew. 64: Modo

Me k0pro yopoktnpiotikd tov to Modeling, to Modo eivar pio amd Tig kaAdtepeg
EPOPUOYEG Y10 TN ONLOVPYI0 TOAVYOVIKOV HOPPOV, YPNCILOTOUDVTOS AUECH EPYOAEIN KoL
OldIKOOTIKEG TEYVIKEG. Me v mpocsHnkn tov ocvotiyuatog Boolean MeshFusion to
AOYIGHIKO pmopel v emeKTeivel TO pemepTOplo povteromoinone. To Modo pmopetl va unv
dlnBétel Ta epyaieio OLVOAIKNG EVEPYELNG KOl TPOCOUOIMONC VYNAOV EMTEOOV TOV UTOPEL VO
VILAPYOVY GE AALD TPOYPAUUATO, OAAG UTOPEL VO TAPAYEL POVTOCTIKA £PY0 TEXVNG OTTMOG KAOE
Ao dwbéoyo axkéto. o va ayopdoet kdmolog oyedlaotng pia éxdoor ototyilel 1619€ ko
N o cuvdpoun pe dvvatotnta avafaduons kootilel 359€.

6. Blender

Mo oyed0TES YPAPIKAOV VTOAOYIGTAOV TOV gV £XOLV TH dVVATOTNTA VO 0YOPAGOLVY 1)
va yivouv cuvdpountég o KAmOw TPOYPUUUO, GUVICTOTOL 1) KOADTEPT dMPEQV €PAPLOYT
povtedomoinong, vemv, animation kot rendering, to Blender. To Blender mapéyet pia
ovyypovn, mo otafepd mepPdrrov, o oyéomn pe maAdTEPES KOOGELS, KAOMDS Kot LYMANG
noldtTog Viewport, d1adpactiky anddoon 6€ TPAYUATIKO Y¥pOvo, TOAAES d10pHdGELG Kat
mn0oc yapoktnpoTik®v. To TPOYPAULE avOorTOD KAOOKO KLUKAOQOPEl £0® Kol TOAAY
xpovia, pe amotédeoua va GUUBEALOVY otV cuveyn eEEMEN TOL GYEOINOTEG KOt OGAGKOAOL.
AwBétel e€apeTikd evTum®GoKd epyoaleio TPIOIACTATNG LOVIEAOTOINOTG KO YAVTITIKNG KoLl
Bewpeitan (o TANPOG PLOGIUN EVAALOKTIKY AVGT 0T 0KPBA TPOYPAULOTO LOVTEAOTOINOTG.
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Ew. 65: Blender

To Blender rav yvowotd yu tov pn tumomomuévo TpOTO €PYNCing TOv, OAAL Ol
televtaieg Kk000ELG AOvouy TOAAL amd avtd ta BEpata. Me Tig véeg aALaYEC EVOg OXEOIOGTNG
Ba vidber TAéov mo owkeia va aAlGEel Aoyouikd kot vo dovAéyel oto Blender. EmumAiéov, to
Blender givar katdAAnio yuo va Eekvioet va pobaivel kamotog apydptog yio to 3D Modeling.
[Mapd to yeyovog 0Tt datiBetol dmpeav gival og 0éon va mapdyesl kOveg kat animation wov
va avtayovitovtal oxeddv 0mo100MmoTeE AAAO AOYIGLUKO TOV €100VE TOV GTNV AyOopPd.

7. LightWave 3D

To LightWave 3D ftav kdmote 1 €Qappoyn mTov YPNOYOTO0V0AV OTIC TNAEOTTIKEG
OEPEC EMOTNUOVIKNG QovTaciog, oAAG LETA amd Hio OTOTUYNUEVT] TPOCTADELD TOPAYWYNG
LG EKGUYYPOVIGHEVTG EkdooNS, 1 epapproyn tng etalpeiog NewTek éuewve aypnopomrointm
Yy apkeTd ypoévia. Qotdco, TpdSPUTE GPYLoE Vo EPYETOL KOL TAAL GTO TPOGKNVIO KOl OTIG
apyés Tov 2019 Bynke pa evnuepopévn ékdoon. To Lightwave Asttovpyel og 600 epappoyéc,
to Modeler, yio ™ onuovpyio avtikelpwévov kol to Layout yio tnv ver, tov ¢oticud, 10
animation kot v amddoo.

Ew. 66: Lightwave 3D
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[ToAAd amd ta epyodeio elvor apketd moAd (v Kot VEdpyovv TOAAG Vvéa
YOPOKTNPLOTIKA TOL TTPocTéOnKaY Ta TeEAevTaia xpovia), aAAd ovtd dev To gumodiletl va eivan
éva. AOYIOUIKO OMUIOVPYIOG YNOKOy TEPIEXOUEVOD HE TOAAG YOPOKTNPIOTIKA Kot £va
ypryopo dadpactikd renderer. ‘Etot, mapd v modd erun tov LightWave, givar pio ol
koA epappoyn 3D poviehomoinong yw v ekpabnon tov Poacikov otoreiov. [Tapéyet
dwpedv doxun 30 nuepdv, ot ortnTég pumopoHv va Thpovv éva avtiypapo pe 176€, evod n
TAPNG €kdoo ototyilel 897€.

8. ZBrush

To Zbrush, g etapeiog Pixologic, eivor o avtovoun eeoppoyn YALITIKNG
(Sculpting) kot povielomoinong mov taplalel KAAHTEPA GTN SNUIOVPYIO OPYUVIKOV HOPODV -
vV KOl Ol TPOGPATES EVNUEPMOELS PEATIOOOV OTOOOKA TIG KOVOTNTEG TOL GE GKANPEG
empdveleg. Agrtovpyet pe pn tvromompévo tpdmo Ko drabétet éva mepiBdAlov epyaciog Tov
apywd etval ToAd 60vcKolo va pdbet o xpnog, YU avTo YpetdleTon omacyoieitor Kadnuepva
Y TOAAEG peG PEXPLS OTOL VO EE0IKEIMOEL.

Ew. 67: ZBrush

Qo1660, 0 ZBrush dgv givor pdvo yio yAvmtikn kot povtelomoinon. Mnopet eniong
va ypnopomonfet yu ) onpovpyioc UV maps kou textures ypopdtov, emipinoviog o
EUTMEPOVG KOAMTEXVES VO KATOOKEVALOVY OAOKANPOLG YOPOUKTIPES, LE POVYO KO GKNVIKA,
éropa yw omddoon. To ZBrush eivor pio ONUo@ANG e€mhoyn ©TOLG GYEOINGTEG TOV
emBopovv vo exktumdoovy 3D moyvidw kot eryovpeg dpaong (action figures), ue sdikd
gpyodelo MOV oTOYXEVOLVY EWIKE TNV TPoOdoTaTY eKTOTWON. To KOGTOG AVTAG NG
ePapLoynNg avépyetal ota 679€ Kot g pornTikng ékdoong ota 428€.

9. Mudbox

O duecog avraywviotig tov ZBrush eivar o Mudbox ¢ Autodesk. Omwg kot to
ZBrush, givar éva AOyIopIKO YALTITIKAG TOL OVAKEL GTHV KATNYopiot TOV TPLoddeTOTO
AOYIOUIKOV HOVTEAOTTOINGONG. ZTO TPOYPAUUATO YAVTTIKNG O oyedootg de Eekwvd pe éval
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HOVTEAO TOAD VYNANG oviivong, oAAd amd povtéda pe Alyo moAvywva Kot mpocOitel
vewpeTpia 0mote OEAEL Vo aVENGEL TO EMIMESO TOV AETTOUEPEIDV.

Ew. 68: Mudbox

[Tapoéro mov 10 ZBrush kot o Mudbox &yovv moAld kowvd ctoryeio Kol prAocopia,
Spépouv eAappac oty epapuoyr. To Mudbox Bewpeiton mo @AKo Yo Tovg apydplovg
YPNOTES OTN YALTTIKY, WOIOG edv £yovv eCokelmbel pe Kol He TO VTOAOWTO TPOYPALLUOTO
modeling t¢ Autodesk. Andé v GAAn mhevpd, to ZBrush d1abétel pio mo gvpeio ykauo
EPYOAEL®V KOl GLVIGTOTOL Y10 TOVG TO TPOYXWPNUEVOLS ¥PNOTEC. To KOPO HELOVEKTNUO TOV
Mudbox, opwmg, givor n e€dptnon tov and To Aoyloukd poviedomoinong Maya 1 3ds Max.
Yuvilwg o1 oyedlaoTéC dnuovpyovy Kol yewpilovtal 1 Pacikn yeoueTpion o€ avTd TO
AOYIGHIKG Kot 6TN cLVEXELD TNV €lc@yovv oto MudboX yia va mpocBicovy Aemtopuépeieg pe
ynoeokn yAumTikn, evd 10 ZBrush eivon amdéivto avtdpkec o€ avtdv TOV  TOUEQ.
IV avtdév 10 Adyo, T0 Mudbox eivor moAd ypfolo yio 6molov BEAEL VO EVOMUATMOOEL TO
ePYOAElD YAUTITIKNG 0TIg dALeg Goviteg Aoyiopikov 3D g owoyévelng Autodesk, oe pia o
owovopik Tiun. H tun tov mpoypdupatog avépyetor oto 103€ 10 ¥pdVO KoL 1 @O1TNTIKN
gkdoon eivar dwpedv, OTmg kat ot vrorowro 3D Loyiopkd e Autodesk.

10. 3DCoat

To 3Dcoat onuovpyndnke omd v ovkpaviky etoupeia Pilgway kot etvar yvwotd wg
uio epopproyn Yyneokng YALTTIKNG mov Paciletor oto oyedioouod pe Voxel (to voxel givor éva
otoyelo Ypapikdv mAnpogopudv mov opilel éva onueio otov tprodidotato ymdpo). Me v
TAPod0o oL XPOVoL £xel Tpochéset KL GAAa yapaktnpiotikd 0nmg UV mapping, dnuovpyio
VOOV pe Loypaeikn, VAKE, unyovn amddoons Kot TOAAY KO L.
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Ew. 69: 3DCoat

Ao to Eexivnud tov to 2007, to 3DCoat ypnowomnoteital topo ota studio dev
studios og OA0 TOV KOGHO Kot Gvveyilel Vo OVOTTUOGETOL KOl VO, ETEKTEIVEL TO GUVOAO
YOPOKTNPOTIKOV Tov. H ayopd tov, yoo emayyeipotieg, kootilel 341€ kot yio epacitéyveg
89€. EmumAiéov owtiBetor dwpedv @outntiky] €kd0oot, dAAE Y10 CUYKEKPUYEVES OYOAEC OTO

KOGLO.
AYZKOAIA AEITOYPI'IKO ®OITHTIKH
AOT'IZMIKO ANIMATION TIMH
EKMAGHIHE LYZTHMA EKAOZH
MAYA NAI v Windows, Mac, | 15a5/p6v0 | AQPEAN
HOUDINI NAI v W'”dlfi"r‘]’Z;(MaC' 4,052€/p0v0 | 68€/povo
_ 3567€ 1
CINEMA 4D OXI v Windows, Mac 253€
1548€/xpdvo
3DS MAX NAI v Windows 1545€/xpdvo AQPEAN
Windows, Mac 1619€ 1
MODO OXI iy LWLE 188€
v Linux 359€/xpdvo
BLENDER NAI v Windows, Mac, | \oppaN :
Linux
LIG H;;N AVE OXI v Windows, Mac 897€ 176€
ZBRUSH NAI - Windows, Mac 679€ 428€
MUDBOX OXI - W'”dlfi"r‘]’a'x'v' %€ | 103eKpévo AQPEAN
Windows, Mac AQPEAN
3DCoat OXI - Linux. 341€ (Y100 KGmoteg
GYOAEC)

Mivaxag 1: Zoykpion Aoyiopukav 3D Modeling
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3.2  Aoywopkd ywo Rendering
1. Arnold

To Arnold eivor pio ypiyopn punyovn omddoons mov ovartiynke amd To GTOLVTIO
VFX ¢ Sony Pictures Imageworks. Xpnoyomotel ene&epyaotiky] woyv, ov Kot tpdceato
Eexivnoav va KUKAOQOPoHV €KOOGELG TOL YPNGILOTOOVV TNV KApTa Ypapik®v. Eival oe Béon
va amodidel 6 TPAYUATIKO ¥pdvo, TOV onuaivel 6Tt 6TOV TPAYLOTOTOOVVTOL AALNYEG OTNV
oknvny katd t ddpkew tov rendering, ot LIOAOYICHOL O OTAUATOVV UE GTOTEAEGUO VO
enpaviCel to véo amotéAespo EKetv TN oTiyur). AVTi N TEXVIKY EMTAYVVEL TN SladKocio Kot
10 EMOLUNTO amoTELECUA EIVOL TTLO EVKOAO VO EMLTEVYDEL.

Ew. 70: Arnold Render

Me 0v16 10 AYIoUIKO TPIEOAGTATNG ATEIKOVIONC, LTOPOVV Vo ONUovpynBovv ToAAd
€lon VAKGOV To omoio. JBETOVV  TOAAEC TOPOUETPOVS YL TNV  EMEEEPYOCIN TV
YOPOKTNPLOTIKAOV TOVG, LE OMOTEAEGLLO VAL OTVOLV GTO GYEOOTN TEPACTIO EAEYYO GTNV TEMKT|
emBount) epedvion. Ovtog pio and TIC mpoTwmdpeveg unyovég amddoons, to Arnold
vrootnpiler To. volumetrics (oykopetpikd), 0nmg yio mopadstypo v opiyin. EmmAéov, o
enefepyaotne LVAIKOV tov Paciletal oe kouPove kabiotdviag tn dadikacio aentd mo
evkoAn. To evpy pdopa TOV YaPAKINPICTIK®V ToL KoboTd T0 Arnold éva amd ta kaAvTEpO
AOYIGUIKA TPIGOIGTATNG ATEWKOVIONG Y10 EWOIKE EQE.

2. V-Ray

To V-Ray Bewpeitan éva and ta KoAdTEPO AOYIGUKE TPIGOAGTATNG ATEWKOVIONG GTNV
ayopd, Kobmg mapdyel vyning mowtntag anotéAecua oe Ypnyopo xpdvo. To V-Ray pmopet
va a&lonomoet t1oco por CPU 6co ko o GPU kot propet va vmdpyel evoopatopévo e pio
LEYOAN YKAUO TPIOOACTOT®OV TPOYPOUUAT®V. AQEVOC, aVTO TO AOYIGHIKO €ivol OpKETA
TPOCITO MOTE TOGO Ol EMAYYEAUATIEG GYEOIUOTEG, OCO KOl Ol EPOCITEYVEG, VO UTOPOVLV VO
TAPAYOVV EEQPETIKA AMOTEAEGLOTO OO ALTO.
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Ew. 71:V-Ray Render

To V-Ray dwbétel, emiong, €va mANPeC cUVOAO YOPOKTNPIOTIKAOV LE ATOTEAEGUO Ol
OYEOWOTEG VO UTOPOVV VO EMTVUYOVV EKTANKTIKY] mowdtnta. Qo01dG0, TO TPONYUEVH
YOPOKTNPLOTIKAE TOV €ivar OVGKOAO Vo pLafevtovV amd Tovg XPNoTeS Kot emPAAAETOL TOAD®PN
amacyoAnon vy v kotavonor tov. To V-Ray aviketl oto €idoc tov unyavaov rendering mov
Tap1alet og kGOe oTAd10 TG AVATTVLENG EVOC TpLodldcTatov animation.

3. Redshift

To Redshift eivar éva Aoyiopkd 3D rendering mov Paciletal oty emrdyvvon g
GPU. To Redshift ypnoyomotel guoikd vikd kot dwbétel moKidio yioo To d€EpUA Ko Tol
poAMd. To cOoTNUO POTIGHOV vl EEAPETIKA EVEAIKTO KOl PEAAICTIKO KOl UTOPOVV UEYPL
Kol €KOVEG Vo TAPEYOLY QMOTICUO ©€ OAOKANPES oknvéC. Awbétel emiong OyKOpETPIKO
QOTIGUO Y10 TN ONUIOVPYIC OPOLOATIKAOV EQE.

Ew. 72: Redshift Render

Mo axoéun peyaddtepo peaiicpd, LTOPOHV va xpNCUOTOMBoVV Q€ PUOIKAOV PAKMOV
omwg ISO, Kielotpo Kot ypdpa. AOY® TV TPONYUEVOV EMAOYOV OTIS pLOUicelg Tov TehkoD
anote éopotog, 1o Redshift sivar éva eEapetikd Aoyiopko ya 3D rendering ot dnuovpyio
TOADTAOK®OV ANYEDV.
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4. RenderMan

To Renderman eivat pio. 7oA 6yvpn unyevy anddoong, 1 0moia ¥PNCLOTOLEITOL Ao
TNV TAGTYVOGOTN ETAPEIN TOPAYDYNG TPIOIACTATOV KIvouuévev oyediov, v Pixar. H Pixar
TPOTOCTATNGE GE TOAAEG TEYVIKEG TOV YPNOUOTOOVVTIOL onuepa otn Prounyoavio. Ot
S1dpooTIKOL YEPIOTEG Yoo Ta O1dpopa layers kabiotovv edKoAn Kot ypriyopn v emitevén
MG PEOMOTIKNAG Kot ocONTikng epedvionc. Emiong, ot petakwvovpevor Oykot (6mmg m
OUiYAN) HUmopoV va amoTuI®wOovV 6€ TOAD KOAN TOOTNTO.

Ew. 73: RenderMan Render

To poAAid kot n yobva amoteAodv onuavtikd onueio avagopdg ywo TV moloTnTo
omotovonmote renderer. Xto RenderMan, pmopodv va puOUIcTOUV OTOTEAECUOTIKG LLE TOV
TPONYUEVO aAYOPOHO VAIKOD Tprydpatog mov dtobétel. 261060, VTO TO TEPACTIO GUVOAO
YOPOKTNPLOTIKAOV UTOPEl va lval SVGYPNGTO Y10 TOVS OYESICTES TOV HOVAEVOVY LOVOL TOVC.
To RenderMan eivon éva emayyeApotikd TpiodldoTato AOYICUKO omdO0oNS, UE TEPACTIES
duvaTdTNTEG KO piol amd T1G KAAVTEPES O100EGLES ETAOYEG.

5. Corona

To Corona gtvan éva pwtopeahotikd 3D renderer, 1o omoio £xet yivel ONUOPIAEG AOY®
™G evypnotiog Tov. Av kot Agttovpyel pe enelepyaotikn 160, N OLVATOTNTA SLOPOUCTIKNG
amdO0oNG OVTOV TOV AOYIGHIKOV UTOPEl Vo emMTayOVEL ONUOVTIKE TIG poég epyoacimv. To
Corona givat eVEMKTO OGOV aPOpPA TOV PEUMOHIO, KOODS TO QOIVOUEVE TTOV OTOLTOVV TOAD
VTOAOYIGTIKT 10Y0 UTOPOVV VA OEVEPYOTOMOOVV EMAEKTIKA.

Ew. 74: Corona Render
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EmumAéov, umopovv va onpiovpynbodv QaviacsTikd VAIKA, TOV OV VIAPYOVV GTNV
npoypatikdétta. ‘Etol, yio mopddetypo, pmopel éva DAKO KATO0L YPMOUOTOS VO £XEL
JPOPETIKO YPOUO OTAV OvTOVOKAATOL 1] avakAdtal. AOY® TG E0KOANG YpMNOTIKOTNTAS TOV,
10 Corona givot éva Wdwaitepa Onpoeirég Aoyiopkd yo 3D rendering.

6. Octane

To Octane cuvdévalel v ypnyopn amddoon He TNV TOOTNTO KOl AVTO OPEIAETAL GTO
yeYovog 6Tt T0 Aoyicpkd ypnoonotel kapteg ypapikov NVidia (GPU) avti yio CPU. To
Octane £€yet Swakpfel petald ARV unyovov omddoons, Yoo TNV ToYLTNTA TOV. XTNV
npoypoatikdTnTa, To Tapdbvpa tpoPfoAng (Viewports) ce mpayuatikd ypovo eivorl To TEAKE
amoteAéopato. Avt 1 Asttovpyia PerTidvel dpapatikd ) pon epyociog, KaOmg ot ahlayég
TPAYLATOTOOVVTOL AUECMG KOl GE TOAD KOAN TO1OTNTO.

[

e

' ‘-.-....__,,« g - i

T v

Ew. 75: Octane Render

Emniéov, avtdo 1o Aoyiopkd 3D amewoviong upmopel va yeplotel moAdTAOKO
Qowvopeva, mov gival 0VGKOAD Vo YEPIGTOVV GAAEG unyavég amoddoons. H vedtepn €kdoon
neplopfaver pvbuicelg ywo mpocoopoiowon ocopatwiov. To Octane €pyetor pe €vav
eneepyaoti VAIKOV mov Pociletar e kOUPovg, aAAd Tacyel amd TEPIGTOCIKA GOAALLATO.
To Octane givor éva katdAAnio Aoywopkd 3D rendering yio éva ypnyopo kot Eva VYNANG
TOLOTNTAG OTOTEALEGLLAL.

7. Maxwell

To Maxwell eivar éva Loyiopcod 3D rendering mov Toiplalet 10104TEPQ GTIS ATOUTNGELS
NG APYITEKTOVIKNG AMEWOVIONG. XVVOVAlet Evav vynAd PBabud pealcopov pe por dxpno
pon epyacwwv. [a va yiver gukoddtepn 1 pLOLION TG GKNVNG, TO AOYIGHIKO TTEPAApPAvEL
éropa Kot puuicpéva €idn OTOV, T0 0Tol0 EMITPENEL GTOV GYEOINOTH VO ECTIICEL GTO
ONUOLPYIKO UEPOC.
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Ew. 76: Maxwell Render

Onwg sivor avapevopevo, to Maxwell gival mo apyd pog ko exteAeitar pe CPU.
Q610060, 1 AVvAnTLEN TOV PUNYOVOVY arddoong Tov xpnoonolovvy GPU erekteivetan cuveymg,
avéavovtog v mieon ota Aoywoukd. Eni tov mopdvrog, avt n Asttovpyio amortel kapTa
ypoewov NVidia pe dvvatdmta CUDA. To Maxwell givon éva eopetikd Aoyiopukd 3D
rendering yio opyITEKTOVEG TOV EMBLUOVY PEAAICTIKG OTOTEAEGLOTA, YOPIC Vo xpedleTal va
puéBovv éva TOAOVTAOKO AOYIGUIKO.

®OITHTIKH
AOI'TXMIKO | HARDWARE 0s PLUGIN TIMH
EKAOXH
Windows Maya, 3ds Max,
ARNOLD CPU/GPU A Cinema 4D, 630€/ypovo AQPEAN
Mac, Linux .
Houdini
. Maya, 3ds Max, Aogépet yia
V-RAY cPuiGPU | 'C”dfmx Blender, Cinema K60e 74€/xp6vo
' 4D, Modo AOYIGHIKO
Windows Maya, 3ds Max,
REDSHIFT GPU Mac Linu;( Cinema 4D, 450€/xp6vo -
' Houdini
Windows, Maya, Blender, 536€ 1
RENDERMAN CPU Mac, Linux Houdini 225€/pbvo AQPEAN
CORONA CPU Windows 3ds Max, Cinema4D | 300€/xp6vo 25€/ypbvo
Windows Maya, 3ds Max,
OCTANE GPU A Cinema4D, Houdini, 242¢€ -
Mac, Linux
Blender, Modo
H tipordynon
Windows, Maya, 3ds Max, yiveTon KoTomy
MAXWELL CrliEtPL Mac, Linux Cinema 4D, Modo S8 EMKOWVMVIOG [LE
™V eTopeio

MMivakoag 2: Zoykpion Mnyavov ATodoong
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3.3  Aoyropka yw Video Editing

1. Adobe Premiere Pro

To Adobe Premiere Pro CC egivail to kaAdtepo Aoyiopkd enelepyasiog Pivteo mov
dwatifetarl ot TN OTIYUN, E81KA Yo TOVg xpnoteg tov windows. Eivat éva amd ta yvootd
Aoylopkd g Brounyaviag, to omoio ypnoyonoteitan amd tAnbog emayyeipotiov. Mropel va
yepotel vav aneploptoto opBud Pivteo, ta omoia pmopov va ewoaybodv amd oyedov
omoldNmoTe TNYN LIdpyel (apyein, KAcETes, KApepeg OAwV TV g0V, akopo kot VR). H
pOOUION TOL AVTOUATOV GLYYPOVIGHOD TIOV JSBETEL Elvan Eva amd T O XPNOUYLO EPYAAEiD
OV YPNOOTOEITOL OTAV VITAPYOLV TAGVO TOAAUTA®Y ANyewv. EmmAéov, 6100étel mTOALA
epé ko pvOuicelg, mov divovv oto Pivteo emayyeApoatikyy ypold. Ymapyel, emiong, o
Kavovpla dwpeav epappoyn, 1o Adobe Premiere Rush, to omoio dievkoAvverl v epyacia pe
T apyeia mov Exovv ANedel amd Kivntd ThALPVO.

2. Final Cut Pro X

To Final Cut Pro X eivon to kaAvtepo Aoyiopkd enefepyaciog PBivieo yio 6covg
TPOTIWOVV va dovAghovy oe Aettovpyikd cvotnuo Mac. To mpdypoppo eivar eopetikd
ebkolo oTn ypnom kot Owbéter TANOOPO YOPOKINPIOTIK®V, YeYovdg mov avePdler
ypnuatikn tov a&io. EmmAéov, vmdpyovv epyadeion opadomoinone, ToAAEG EMAOYEC EQE Kou 1
eneEePyncio TOL NYOL TPAYUATOTOIEITOL [LE EDKOAO KO TOXD TPOTO.

3. Corel VideoStudio Ultimate 2019

To Corel VideoStudio Ultimate mpocpéper €vav eEapetikd TtpoémO emeEepyaciog
Bivteo yuo apydplovg. Alabétel Eva ypaeikd mepiBdAlov To omoio eivor amAd Kol TopdAANAL
KOAQ GYESOGUEVO, TOV OTpaivel OTL elval TOAD €HKOAO Vo YIVEL KATOVONTH 1) AgtTOovPYia TOV.
[Tapd t0 amAd TOPOLGLAGTIKO TOV, OWOETEL UEYAAN YKAUO YOPOKTNPIOTIKOV. YTAPYEL M
dvvartotnto emeCepyaciog MOAATAGVY Kapepwv, vrootnpitn Pivieo 4K, vmootpién Pivteo
VR 360 popov, povoikn Pprodnkn, kabmg kot moAld eeé. Eivon pa e€apetikn emioyn yo
apPYAPIOVG, AAAAL £YEL VO, TPOCPEPEL TOAAE KOl GE TTLO EUTELPOVS LOVTED.

4. CyberLink PowerDirector 17 Ultra

To CyberLink PowerDirector givan éva eEapetikd Aoyiopkd enelepyaciog Bivieo mov
TPOCPEPEL EMAYYEALATIKA KOL VYNANG TOWOTNTOAG XOPOUKTNPIGTIKA, Y®OPIS TOV TPOVTOAOYIGUO
0V XOAMyouvvt. Alabétel ypovodidypappo Tov yopdet péyxpt 100 Pivieo tracks, éva minboc
gpyadreiov otabepomoinomng kot 610pOmong Pivteo kan emayyeipoatikd eoé. Eniong, mpoceépet
™ SVVOTOTNTO ENEEEPYATIOG TOAAATADY KOUEP®V, TNV aviyvevon kivinong, v eneepyacia
Bivteo 360 popav, KaBdg kot vrootPEn Yo OAa ta €idn opyeiwv mov vrapyovv. ' Tov
apOUO YOPOKTNPIGTIKOV Kl ETAOYDV TOV TPOCOEPEL, N ¥PNUATIKN Tov atlo Bempeital moly
YOUNAR, YEYOVOG oL Kével TO TPOYPOLUE TPOGSITd G€ HKPE GTOOVTIO Kot eAevBepovg
emaryyelatiec.
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5. DaVinci Resolve

To DaVinci Resolve elvan éva dwpedv epyoreio emelepyaciog Pivieo mov
YPNOWOTOLEITOL GE TOvieg HeyOAov TPOLMOAOYIoHOD Kol TNAEOTTIKEG Topaymyés. Eivon
KATdAANAO Yoo T S10pBwon ypoudtov Kot S1féTel TOAEG EMAOYEC oty emeepyacio TOv
NYOV. ZTO TPOYPOULN VITAPYEL EMIONG AVAYVAOPIGT TPOSHOTOV, TOL JiVEL TN dVVATOHTNTO VO
PLOUIGOVY 01 HOVTEP TOVG TOVOLS TOV OEPUATOG, TO YPOUN TOV UATIOV Kot TOV xetMmv. [
tov Nxo, o DaVinci Resolve ypnowomnolel to Fairlight, éva cet epyoleiov eneéepyociog
VYNA0D emmédov mov emtpémovy TN piEn kot to master péypt 1.000 kavoimv. Eivar moi
omavio vo Bpedel oy ayopd £va AOYICUIKO LLE TOCO XOPOUKTNPLOTIKA G pio dmpedy Ekdoon,
YU avtd Bewpeital 1 KaATEPT EMAOYT, GE LTV TNV Kot yopia, Yo eneéepyacio Bivieo og
neppdarov Windows 1 Mac.

6. Lightworks

To Lightworks eivor éva emayyeApatikd mpoypoupo emneepyosioc Pivieo mov
ypnoonomdnke oe peyarec mapaywyéc tov Xolyouvvt, o6mmg Shutter Island, Pulp Fiction,
28 Days Later, The Wolf of Wall Street ka1 Mission Impossible. To Lightworks dio0étet pia
dwpedv ékdoon mov TV kaboTd TPOSIT 6 OAOVE, M Omoio EUTEPIEXEL GYEOOV O A TO
xopaktnpotikd. O KOHplog meEPOPIGHOS otV dwpedy €kdoom elval ol popeés e6dov. Ta
apyeio Tov e€dyovron pmopovv va givar pdévo copPatd pe web apyeia kot og morotnTa 720p.

To Lightworks eivar avopgiopfnmra éva amd to KoAOLTEPO OMPEAV AOYICUIKA
eneéepyaciog Pivteo yio ta Windows 10. To eEoupetikd oyedlacpévo ypovodldrypopLiLo
emutpénel Evav vynAd Pabud eréyyov, ®ote va umopel 0 HovIEP va TPocapprolel Kal vo
ovvdLALel Tovg MoV Kot ta Pivteo axpPac dmwg embupet. Eivon éva 1oyvpd Aoyiopukod 1o
omoio mpooeépel mponyuévn emefepyacio oe Pivieo pe evkoMa. Towg to peyardtepo
HELOVEKTNLOL €TVl TO YEYOVOS OTL apyIKA givar OVGKOAN 1 TAONYNON GTO YPAPIKO TEPPAALOV
TOV TPOYpaupotog. AAMG vidpyovv moAld tutorials mov oe cuvdvacud pe v eEdoknon Oa
Bondnoovv mov Ba cag fondncovy va coc pépovpe o Asttovpyio - kot dgv Bo ypelooTel va
TANPOCETE 0VTE pia dEKAPO, OGO Ta £pYa GOG Elval PN EUTOPIKAL.

7. Hitfilm Express

To Hitfilm eivor éva Aoywopikd vyning texvoloyiag mov eivar wkavd vo mapdyet
Tovieg HeyaAov pnkovg, povoikd Pivieo pe tpiodidotato £pé, KabOg Kot Pivteo yio 1o
YouTube, kabBdg éxer evoopoatopévn v aueon petaeoptowon. H dwpedv €kdoon tov
Hitfilm Express mepiéyet 6OAa 6ca ypetdlovtor yio Ty mopayoyn evog Bivieo moryyeApoTIKNG
TOOTNTAG, AALY VTTAPYEL KO 1) SLVATOTNTO Y10 EXLEKTAGT] TOV SVVATOTHTAOV TOV, 0yopAlovTag
Kdmota amd ta npdcheta yopaknpiotikd. Ta mpdcobeta makéta Eexvovv amd 6€ mepinov, pe
OOTEAEGLOL O YPNOTNG VO TANPAOVEL LOVO Y10 TO YOPUKTNPIGTIKA oL ypetdletar. Me avtov
TOV TPOTO TOL divetar 1 duvatdtnTo Vo TPocapUOLEL TO AOYIGHKO GTIG OVAYKES TOV GE L
Aoy Tun.
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®OITHTIKH
AOI'TXMIKO EIIINEAO (0N TIMH EKAOZH
Adobe Premiere Epoowéyves / 8 , ,
Pro e e Windows, Mac 22€/mMva 18€/umMva
Final Cut Pro X Epacwépves / Mac 269¢€ 179€
Enayyelpotieg
Corel VideoStudio : .
Ultimate 2019 Epoaoitéyveg Windows 90€ -
CyberLink
PowerDirector 17 Epaocuéyveg Windows 100€ -
Ultra
- Epooutéyvec / Windows, Mac, , _
DaVinci Resolve it L Awpedv
. Windows, Mac Awpedv 1 Awpedy o
Lightworks Emayyeluotieg . ' . GUYKEKPIUEVE
Linux 338€ full version >
oYOMEG
Hitfilm Express Ep acmxvgg,/ Windows, Mac Aopeav -
Emaryyelpotieg

[Tivoxog 3: Zoykpion Aoyopikov ya Video Editing

3.4  Aoywopikd wov ypnoipomou|Onkoy

H ompovpyia Tov aviikelplévaov Kot ToV YopoKTnpo TPOYUOTOTOmONKE GTO AOYIGHIKO
Maya Student Version 2018 tng Autodesk. To Maya dwafétel évo oAoKANPOUEVO OET
gpyareiov Kot TANOdpa eThoydV 1060 Yo TN povielomoinomn, 660 Kot yio to texturing, to
rigging kot to animation. I't’ avtd 1o Adyo pmopoldv va ypnoomoinbodv moAlol and tovg
TpOTOVE  povielomoinong mov avapépdnkav mapandvem, ommg box modeling, NURBS
modeling, sculpting, edge modeling kot procedural modeling. EmumAéov, Swbéter to
amapaitnto epyodeia yio ) dodikacio UV mapping, emitpénel puokny pe dynamics ko £xet
10 Hypershade, pio Eeywpilot meployn HEGH GTO TPOYPOLULD, OOV UTOPEL O ¥PHOTNG vV
onovpyet kot va enelepydletan TIC VEEG Kot To, LMK,

[Tapoéro mov dabétel kKdmowo Pactkd epyoieiot TOV ¥PNCLOTOOVVTAL GTV YNPLOKT
yAomtikn, n tpdcheon Twv Aemtopepeimv mpoypotorombnke oto Mudbox Student Version
2018 ¢ Autodesk. O Adyog g ETAOYNG OVTNG EIVOL ETEWDN 1 YNOLOKT) YALTITIKY dNUiovpyet
oA yeopeTpio Kot Yoo TNV €E0IKOVOUNGT TOP®V TOV GLOTHUATOC, dnuovpynnkay color,
normal xau displacement maps oto Mudbox kot petd epoppdomKav GTo HOVTELD TTOV
Bpiockovtav oto Maya.

Y1 ovykekpyévn €kdoon tov Maya sumepiéyetal n unyxovn andédoong Arnold SDK
5.0.1.0. To Arnold dwbéter mAnBdpo vAMKOV kot TOAEG pvOuicel OV UTOPOVV Va
tpomomomBovv Katd PovAnon tov ypnotn. Emmdéov, ot enhoyég mov epmePEXOVTIOL Yo TN
dadikacio Tov rendering TpocEEPOVY GTOV GYEDINOTH TANPN ELEYYXO GTNV EUPAVIOT KOL TNV
TOLOTNTA TOV TEAMKOV OOTEAEGLATOG.
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Téhoc, vy v ene€epyacio Tov TeEAKoD Bivieo ypnoomombnke to Aoyicpukd Adobe
Premiere Pro CC 2019. To @Ko - Tpog Tov ¥pnotn - Ypoeikd tov nepidilov, 1 mokidio
TV puOuicenv, TOV €p¢ Kol TV epyareiov mov dwbétel NTav pepkol amd Tovg AOYOLG
EMAOYNG TOV GUYKEKPIUEVOD AOYIGHUKOD.
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4 Yhomoinon

41 Ewoayoyq oto Maya

To Maya amoteheiton amd Eva TAOVG10 YPoekd TEPPAALOV e TOALA LEVOD KOl VTTO-
LEVOV, UTTAPEG EPYUCIOV Kol EKATOVTAOEG epyaleia kat puBuicels. T va yivel eme&nynon tov
TPOT®V LVAOTOINGONG TNG MTVYKNG Epyaciag, Bo mpémel TpdTA Vo Yivel (ol 160 Y®YN OTO
Aoywoukd. I' avtd 10 AOYyo, 0o avaAvBovv Kamolo PooiKd YOPAKTNPIOTIKE TOV
TPOYPELLOTOC TPV UTOVUE OTIG AETTOUEPELEC.

Apykd, T0 TPOTO OV PAETEL KATO10G LLE TO OV OVOIYEL TO TPOYPAUUO EIVaL TECTEPQL
ueydia mapdbupa. Avtd eivon To Viewports mov deiyvouv ) oknvi péoa amd default kapepec.
Ov kdpepeg eivar tomoBetnuéveg o€ S10QOPETIKA UEPT YO0 VO OElYVOLV TN OKNVY amod
drapopeTikég omtikég ywvieg (top, front, side ko perspective). O ypnotng €xet T dvvatdTTa
va eAéyetl mota kapepa Oa delyvel oe KaOe VIEWPOrt Kot anTd 16YVEL Y10l TIC VITAPYOVGES, OAAL
Koty véeg KOuepeg mov pmopel va dnpovpynost. Emumdéov, oto kdt® pépoc kabe
mopafOPOV, EKTOG O TO OVOUO TNG KAUEPAS, TOPATNPOVVTOL Kot 01 AEoveg X, Y, Z (UnKog,
VYOGS, TAATOG) KOl e OVTOV TOV TPOTO AMOPEVYETOL OTOLOONTOTE GVYYLOT| KOl OTO0ONTOTE
TpOPANUa TpocavatoMcpov. Eniong, ebdv Béhovpue va emkevipwbovpe og éva moapdbvpo 10
EMAEYOVE KO TATMOVTOG SPace avtd peyefbvetar.

WM Autederk Mays 2018 - Shodent Version: urttted” - phram) - o

s 7o KOPTEREG: o »

‘ Baotkd
* Epycdeia

Attribute Editor

SR N

Ew. 77: Interface tov Maya

Apiotepd ™G 006vN g mapatnpoHvtan Kamolo Pacikd epyaieion Tov ¥pNoYLOTOOVVTOL
oAy ovyva vy va emdéEovue (Select Tool), va petaxwvnioovpe (Move Tool), va
ueyebovoupe (Scale Tool) kot va meprotpéyovpe (Rotate Tool) éva avrtikeipevo, aldd ot
OXEOOTEG TPOTWOVV VO EKTEAOVV OWTEC TIC evépyeleg pe shortcuts. Xta de&id tov
Tpoypaupatog vapyel to Attribute Editor ka1 to Channel Box pe to omoio pmopodue va
eneEepyaoTOVLE OO TO YOPUKTNPIOTIKAE TOV TPIGOAGTATOV HOVIEAMV. XTO0 KAT® HEPOS TOV
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npoypappatog vadpyet Evo timeline, mov cuvodevetan e pion Uadpo Yo vo. To HETOKIVEL Kat
Kovumid yo. va Tailel To animation, év €yel dSnuovpynoei.

To Maya, 6nmg 6Aa o TPOYpPApaTa, ATOTELEITOL OO £V KEVIPIKO LEVOD GTO TAVE®
uépog g 006vng, 10 omoio Opmc aAralel pali pe to mEPLEXOUEVA TOV OVAAOYO HE TNV
Katnyopio mov o emlé€ovpe otnv drop-down Aioto. AnAadn eav emhéEovue to Modeling
Oa pag Pydret éva pevoo pe Bépo to Modeling kot ta mepieydpevd tov Oa amotedovvton amd
T amapaitnto epyaieio yio aut) ™ dadikacio, evad by emAé€ovpe Animation to kevipikd
pevoL Ba oAAael ko Ba oyetiCeTton TAEOV e TN vEa Katnyopia.

M Autodesk Maya 2018 - Student Version: untitled*

File Edit Create Select Modify Display Windows Mesh Edit Mesh MeshTools Mesh Display Curves St ces Uv Ge te Cache Arnold Help

Modeling hf e :k (43 =.\ GO GS (\ No Live Surface Symmetry: O

Modeling i

Rigging

Animation

FX

iding Lighting S Renderer Panels Viey Shading Lighting ow Renderel
B EE0| oe . 3 AR} 0w | [mMER L EOE @

0

0 Verts: 0

Rendering

o Edges: 0 0

Ew. 78: Maya Drop-Down List Menu

"Evag ypfyopog tpomog yia va éxovpe tpdoPact e OAa To S0POPETIKA LEVOD KAOE
Katnyopioag vl va Tatnoovpe Tapoatetapuéva Space otnv oknvr Kot 8o epeavictodv OAa Ta
uevov (ue  ogpd mov Ppiokovral kot otny drop-down Aicta). o vo dodue ta mepeEyOUeEVH
TOVG UTOPOVLE Vo ot icovpe 0eél N aplotepd KAk og kabe otoryeio. ['a va vdpyel Thvta
plo Eexdabapn ewdva Paon kanyoplidv, mopokdto Oo mepypdeoviol To Pruota mTov
EKTEAECTNKOV HECH TOV KEVIPIKOV HEVOD KOt O)L LEGM TOL YPTYOPOL LEVOD.

File Edit Create Select Modify Display Windows Cache Amold Help
View Shading Lighting Show Renderer Panels
Recent Commands Maya Hotbox Controls
Mesh Edit Mesh Mesh Tools Mesh Display Curves Surfaces Deform UV Generate
Skeleton Skin Deform Constrain Control
Key Playback Visualize Deform Constrain

nParticles Fluids nCloth nHair nConstraint nCache Fields/Solvers Effects

Lighting/Shading Texturing Render Toon Stereo

Ewc. 79: Maya 6\a ta Mevod

Téhog, Kamow amd To TEPIEYOUEVA TV LEVOD UTOPOVLE Vo, To. Bpode o€ KOPTELES,
YOPIOUEVES GE KATNYOpleg, KAT® amd T0 KEVIPIKO pevov. O ypfiotng £xet T dvvatdtnTa Vo
emeepyaotel aVTEC TIG KAPTEAES KOL TA EPYOAELD TOVG, VOl TIC dlaypAyeEL 1] VoL ONUIOVPYNGEL
VEEG KOl Vo E16AYEL 68 aTéEC Omowo. epyareia emBopel pe drag and drop omd t0 KEVTPIKO
pevo.
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M Autodesk Maya 2018 - Student Version: untitied”

Ew. 80: Maya Kaptéiec Epyaieiov

4.2  Modeling

4.2.1 Eweaywyn eto Modeling

To Maya oivel ™ ovvatOTNTA VO EKTEAECTOVV KOMOIEG EVEPYELEG WE TOAAOVG
SLPOPETIKOVG TPOTOVS KoL Elval otV Kpion Tov oxedoT Yo Tov ooV Ba emAéEetl kabe
@opd. Emedn, kotd tnv eKmOVNON TNG TTLXKNG, ¥PNOooTomdnkay Kamolol Kowoi Tpomot
Y T ONpovpyio SWPOPETIKMOV HOVTEA®V, B avaAvBovv mTpdta peptkés Paoiké O1001KAGTIES
YL VO UMV DILEPYEL GUVEXNG EMAVAANYN TV Pnudtov, Kabe @opd mov TEPLYPAPETAL TMOG
onuovpynnke Eva povtéro.

Apyia, pog ko Bplokdpoote ot dwdikacio g povtedonoinong otn drop-down
Mota €yel emdeydei to Modeling. Mmopobpue moAd €bkoAa v SNUIOVPYNOOVUE GTH GKNVN
Kamow Pocikd GYNUOTO TOL TOPEXOVTAL GTO TPOYPOUULA, TNYOIVOVTOG OTIC KAPTEAEG LE TO
gpyareio k1 emAéyovtag gite To Curves/Surfaces (yi t dnuovpyia oynudtov ne NURBS)
eite o Poly Modeling (ywo t dnuovpyio oynudtov pe oteped moAdvymva). O GAAOC TpOTTOGC
gival pécm Tov KeVIpkov pevov ki emidéyovtag Create > NURBS Primitives 13 Polygon
Primitives. tn cvykekpipuévn mroylokn epyacio OAa to. povtédo dnpovpyndnkay pe oteped
nolvywvo (Polygons), ondte Ba emdéEovpe pio cQaipo TOAVYOVOV.

M Autodesk Maya 2018 - Student Version: C:\Users\Sophie\Documents\maya\projects\finalproject_21_12\fin

File Edit [ Create’ Select Modify Display Windows Mesh Edit Mesh MeshTools Mesh Displa

Modeling (\ (\ (\ <\ * No Live Surface
NURBS Primitives

Polygon Primitives
Volume Primitives ©  Sphere

Lights @  Cube
Cameras & Cylinder
Curve Tools &  Cone

3 Torus

Plane

Ew. 81: Anuovpyia paciadv oynudtov

Onwg avaeépbnke Kot o100 ke@diowo g Osopntikng Ymodouns, to HOVIEAQ
amotehobviol omd  kopveég (vertices), axupéc (edges) wou £dpeg  (faces). T va
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ONUIOVPYHGOVLLE KATOWO HOVTEAD TTPEMEL VO, ENEEEPYUCTOVIE AVTES TIG EMPAVELEG Ko To Maya
dtver aut ™ dvvoTOTNTO. AVTO EMTLYYAVETOL ETAEYOVTOS TO OVTIKEIIUEVO IOV BEAovpE va
eneepyaoTOVE Ko TATOVTAG TopaTeETOUEVE 0e&l KMK otn oknvy. Oda gueoavicTovy TOAAEG
emAoyég kol péca oe autéc Bo elval ko M Koatdotaon mov Béhovpe va PpiokeTor To
avtikeipevo. 'Etol edv matnoovpe, ywoo mopddstypo, oty emioyn Face o umopovue vo
EMALEOVE TIC E0PEC TOV OVTIKEUEVOL KOl Oyl OAOKANPO TO OVTIKEIUEVO KO OVTIGTOLYO, OV
emé€ovpe Edge pmopodpue va emé€ovpe povo Tig aKpéG Tov kot eav emAaéEovpe Vertex,
HOVO TIG KOPVPEG. e TEPITTO®ON OV OEAOVE VO EMGTPEYEL TNV APYIKT TOV KATAGTOOT),
axoAovBovue v id1a dradikaoio ki emiéyovue Object Mode.

Object

Ewc. 82: Katdotaon Aviikeipévoo

Tool Settings

Ta Pacikd epyoreion OV ¥PNOLOTOOVVTAL CUVEXMG EIVOL OVTA TOV UETAKIVOOV £Vl
TAEYHO, TIOV TO TEPIGTPEPOLY KOl OV aAAACovv 10 HEyeBog Tov. Omwg avagépOnke kot
mopondve, Ppiokoviol o6to aploTEPE TOV TPOYPAUUATOS Kot av motnfel dmAd KMk ota
ewovidw, eppavifeton éva mapdBvpo pe T1g pvOuicelg Tovg. AvTéG TOL YPNOLULOTOLOVVTOL
ovyvotepa givan to Soft Selection kot Symmetry Settings. Eav evepyomombei to Soft
Selection o1 empdaveleg mov €xovv emheyei pmopovv vor peTamomBovv o opard, YwPIc va.
ypewletar va addalovpe kdbe Kopoen (vertex). to mapaxkdto mopdostypo emAéydnke pio
£0pa (face) ko PAEmOVUE TO OTOTEAEG AT GTNV TEPITTMOT TOV TO UETAKIVIGOVLE e To SOft
Selection amevepyomompévo kar evepyonompévo. Emmiéov, vmdpyovv pubuicelg mov pmopel
Vo 0AAGEEL 0 XPNOTNG KO VoL EXNpedoel Toon empdveia kolvrtel to Soft Selection kabmg ko
mv £viaon tov.
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Soft Selection OFF E Soft Selectién ON

Ew. 83: Soft Selection

To Symmetry Settings ypnowomoigitot eniong moAd cuyva ot HoVTELOTOIN G, EIOIKA
0€ MEPMTMOGEIS TOV BELOVIE VO ONUIOVPYNGOLUE EVOL CUUUETPIKO HOVTELD 1 v BEédovpe va
Kévouvpe kdmow oAlayn o avtd. H cvppetpio pmopel va puBuiotel ¢ mpog omolovonmote
G&ova. v Ewodva 84 gvepyomombnke to Symmetry Settings kot fAEmovpe £va. avTikeipevo,
OV TO PEPOLE GE KATAOTOOMN YLOL VO UTOPOVUE VO EXECEPYACTOVUE TIC KOPLPES TOV. XM
OLYKEKPILEVN TEPIMTOGT PLOUIGTNKE 1| GLUUUETPIO TOV OVTIKEILEVOD TTPOS TOV AEOVA X, OOTE
eqv emAééovpe po kopuen ota aplotepd NG oeaipag, o emdexBel avtopato Kot pio
Kopue1 o1 de&1d mAevpd Kot avtioTpoa. Ot aAhayég TOV TPAYUATOTOOVVTAL 6T Hio pepld
TOL avTIKEWEVOL KaBpepTilovtal otnv AT, Le Pdon Tov dEova Tov £yovpe eMAEEEL

M Tool Settings

Tool Help

Ew. 84: Symmetry Settings

Ye mepimtwon mov OéAovpe vo mopdyovpse TO  avtiypo@o €VOG  OVTIKEWLEVOL
myaivovue oto pevov Edit > Duplicate (1 pe to shortcut Ctrl+D) kou dnuiovpyodue éva
TOVOUOIOTUTTO  OVTIKEILEVO TOVL  €(€l  KANPOVOUNGEL OAO  TO  YOPOKINPIOTIKE TOV
TPONYOVLEVOL. ZE TEPIMTOON Tov BEhovpe va Kévovpe TOAAEG avTlypagés kol KaBe véo
OVTIKEIILEVO Vo TomoBeTEITOL GLUETPIKG O GYfon e Ta GAla, Yoo Topddetypo KaOe véo
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OVTIKEIILEVO v TOTOBETEITOL UTPOCTA OO TO TPOMNYOVUEVO KoTd €vo UETPO K.O.K, TOTE
umopovue va emaé&ovpe oto Edit > Duplicate Special (Ctrl+Shift+D) kot va aAAdEovpe Tig
pvOuicelg pe faon avtd mov BEAOVLE VO TETOYOVLLE.

Attribute Editor

AoV dnuovpynoovpe KAmoo amd to Pacikd oyNUaTe TOV SOETEL TO TPOYPOLLUOL
umopovue vo. eneepynotodue Ta YopaktnploTikd tovg oto Attribute Editor. Kabe oynqua éxet
KOO0l KOWE YOpOKTNPIOTIKA Kol Kamow dwpopetikd. Mo mapddstypo, 6Ao Sabétovv
YOPOKTNPLOTIKA TOV €MNPEAlOVV TN YEVIKT BECT TOV AVTIKEIEVOD, KAOMS Kot To péyefog Kot
mv zepotpodn tov (Transform Attributes). Ot dwapopéc otig pvBuicelg Eekivovv 660
Tpoywpaue ot koptéhec tov Attribute Editor. Anpovpydvtog évav kvBo  ovtopoto
umopovpe va pvbuicovpe Eexmplotd TO VYOG, TO UNKOG KOl TO TAATOC KOOMG Kol TOGES
vrodapéoclg (subdivisions) Oa giye kGbe éva amd avtd ot YewueTpio Tov. X pia oaipo Ha
UTOPOVGE VoL pUOGTEL 1 SIAUETPOC KOt 01 VTOSIPESELS KAOETA Kot optlovTio. XTO EMOUEVO
mapadetypa PAETovpE Evay KOAMVOPO GTNV OPYIKT TOV HOPPY| KOl GTNV TEAKN TOV, UETH 0o
OAAOYEG TTOV £YIVAV GTOL YOPOKTNPICTIKA TOV.

Poly Cylinder History ¥ Poly Cylinder History

Create UVs

Scene Timecode:  00:00:00:01
091ps

Ew. 85: Attribute Editor

Mesh Tools

Y10 KeVIpKO pevov, M kotnyopic Mesh Tools dwbéter kdmow epyadeio mov dg
Aeimovv amd TV epyacio evog oxedlaoty|. e mepintmon mov BEAovpe va e16dyovpEe OKUES, OE
CUYKEKPIUEVO UEPOC TTAVM GTO OVTIKEILEVO, TNYUIVOVUE GTO KEVIPIKO LEVOD Kl EMAEYOLE
Mesh Tools > Insert Edge Loop. Eivatr éva moAd ypficiuo epyoalreio mov ypnoipomotsitan
TOAD GLYVG 6T povielonoinom, 1Wing otov Tpdmo Box/Subdivision Modeling wov avolvdnke
ot Oewpnrtikn Yrodoun.
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rojects\finalproject_21_12\finalproject\scenes\animated_scenes\ice\cave.mb® --- pCylinderl.e[132]...

che Arnold
Show Modeling Toolkit

Append to Polygon

Connect

Crease

Create Polygon

Insert Edge Loop

Make Hole

Multi-Cut Ctrl+Shift+X
Offset Edge Loop

Paint Reduce Weights

Paint Transfer Attributes

Quad Draw Ctri=Shift=Q
Sculpting Tools

Slide Edge

Target Weld

Ew. 86: Insert Edge Loop

v eoToypapio TopaTtnpoVUE OTL KATow pYalein TOL HEVOD £Y0VV Eva TETPAY®VO
dtmAa amd v ovopasio tovg. Edv 10 matmoovpe gppaviletotl éva mapdbupo mov amoteleiton
and mpocheteg pvbuicelg Tov epyareiov, T omoieg pmopet o kébe ypnotng vo aAlaéetl Katd
BovAnon.

‘Eva avtictoro epyoleio pe to Insert Edge Loop sivar to Multi-Cut mov amoktéype
npocPaor wnyoivovtag oto pevov Mesh Tools > Multi-Cut. Eved to Edge Loop dnpovpysi
uovo v oKkpéG kot kabopilelr v apyn ko to téAog Tovg, pe to Multi-Cut o ypnotng
tomoBetel pio akun ) eopd Kt emAéyetl mov o Eexvioet katl mov Ba tedeudoet. 'Exet onladn
HEYOADTEPO EAEYYO KOl aLTO TO gpyareio ival KATAAANAO Yo TOAOTAOKA HOVTEAD. AVTO TO
epyareio BELEL OLmG TPOCOYY], SIOTL Y10 VO Vol GMOTO £Va TPIGOIAGTATO HOVTEAD TPEMEL VO,
amoteheiton povo amd tetpdymva (1 pévo amnd tpiyovo oe GALEG TEPTTAOCELS), TOV CNUAIVEL
o011 OhoL T oyt TPEMEL Vo gival T 1010 Tive o€ £va LovTéRo. Anladn o€ éva TOAVTAOKO
povtéro mov amoteleiton and teTpdymva givar Aabog va vdpyovv Tpiywva 1 ToAy®Va.

Ew. 87: Multi-Cut
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Edit Mesh

Metd to Mesh Tools kamowa epyodein, mov ¥PNGOTOOVVTAL KOl OWTH GLUYVA GTO
Kevtpko pevov tov Modeling, Bpickovtal oto Edit Mesh. ®a avaibcovpe To o Baoikd Kot
aVTE TOL YPNCUOTOMONKOV TEPIGCOTEPO GTNV VAOTOINGT| TNG EPYACIOS.

Fil elec dif Display Windows Mesh [EditMesh Me s Me lay Curves uv

&
'k (&R ")
Poly Modeling SR
Bevel

Bridge

Collapse
Connect
Detach
Bxtiide Ctri=g [ OPenCL Core Profile with compatibility)
Merge [
Merge to Center
Transform
Flip

Symmetrize

Average Vertices

Chamfer Vertices

Delete Edge/Vertex Ctrl=Del
Edit Edge Flow

Flip Triangle Edge

Spin Edge Backward Ctri+Alt=Left
Spin Edge Forward Ctri+Alt+Right

Assign Invisible Faces
Duplicate

Extract

Poke

Wedge

Project Curve on Mesh

Split Mesh with Projected Curve

Ew. 88: Edit Mesh

Me 1o Add Divisions mpootifetar yempetpia oe OA0 T0 HOVTELO Kol UTOPOVUE VO,
emAéCovpe eqv BEAove 1 yeopeTpia Tov vo dumAaciaotel 1 va Tputhaciaotel K.0.K. Me 1o
Flip to avtikeipevo kdavelr mepiotpoen 180 popdv, avaroyo pe tov GEovo mov £Xovue
emAééetl otig pubuicelg tov gpyaieiov. To Collapse dwypdoet pion oxkpn M pio €dpo evog
TAEYLATOG YOPIG VoL APTVEL KEVO GTO OVTIKEILEVO, KAVOVTOG OUTOUOTO TIG GUVOECELS LE TNV
voAoun yeopetpio. To Bevel propel va epappootei og 0AOKANPO T0 HOVTELD, GTIG KOPLOES
TOV, OTIG OKUEG TOV KOt OTIS £0PES TOV KOl OVGLUCTIKE VITOJPEL TNV EMPAVELD TOV EYOVLLE
EMAEEEL.

Bevel Edge Bevel Face Bevel Vertex

Ew. 89: Bevel
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To Bridge dnuiovpyel mAéypo peta&h 600 aKpdV mov EXovpe ETAEEEL.

Ew. 90: Bridge

To Detach yopilel 11 em@dveleg Tov OVTIKEWEVOL OV EYOVUE EMAEEEL, EVD TO
Merge evavel 0ceg emedveieg 1010V €idovg Exovpe emAEEet (Yo Topddetypo LOVo aKpES, Oyl
AKUEC LE KOPVOES). T va TIG evioel TPEMEL 01 EMAEYUEVES EMPAVELEC Vo PpickovTol TOAD
KovTa HeETa&D TOVG.

Detach

Ew. 91: Detach & Merge

‘Eva akopa moAd yproo epyaieio ot poviehomoinom givar to Extrude (Ctri+E).
Mo va Aetrtovpynoet emdéyovpe Omola emPaveln emBLIOVLE KOl EKTEADVTAG TO, €Ol TNV
EMAEYUEVN emQAvel TPog TV  Kotevbuven mov tov  vmodewkvoovpe. To Extrude
YPNOWOTOLEITOL TOAD OtV TEPinT®oT mov BEAovpe va dnuovpyncovpe Eva TOAOTAOKO
povtéro. Eekwvdype pe éva eninedo oynua (Planar) kot kdvovpe coveydg Extrude tig axpéc, pe
amotéhecpo va apyioet vo oynuotiCetor  Prjpo-prpe, to poviédo mov Béhovpe va
oXEO1BGOVLLE.

Ew. 92: Extrude og Edpa
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Mesh

To Mesh gival akdpo pio Kotnyopio TOV AVAKEL GTO KEVIPIKO PEVOD KOl TNG OTOL0G
Kamota epyadeio ypnooromdnkav cuyva oty epyacio. ITio cuykekpyéva, dv emAéEovpe
dvo N mopomave poviéla Kot tavtdypova v enthoyr; Combine, to povtéda mhéov Ba eivar
éva avtikeipevo. Ta mapddetypa éotm OtTL Eekvape va @Tidvovpe €vo Tpaméll Kot opov
KOTOOKELAGOLUE TN Pdon Tov, dnpovpyodue Kot téocepa mOS. XPNOOTOUDVTIOS TO
Combine am6 mévte avrtikeipeva Ba yivouv éva. Xe mepintwon mov Yo 0moovonmote Adyo
0élovpe Vo TO EMOVAPEPOVLE GTNV TPOTYOVUEVH TOV KOTAGTOGON, EMAEYOVUE OO TO HEVOD
Mesh > Separate kot o Egympilet Tolt. Yrapyet kot pio GAAN evtoAn mov potdlet Aiyo e to
Combine mov ovopdleton Group. Xe avtiyv v mepintwon dv emé€ovpe T Paon Kot o
610 Tov tpomelion kot motnoovue Ctrl+G ta aviikeipeva avikovy oty 0t opddo kot
umopovpe va emAEEOLUE KOl Vo aALGEoVIE TO péyebog Kou T Béom g opddag, pe T
dpopd 6TL ot okNvn Ppickovtol akoOua TEVTE AVTIKEIEVO Kl Umopel va yivel emeepyacia
Kot 6T0 kaOe éva EeymploTa.

M Autodesk Maya 2018 - Student Version: C:\Users\Sophie\Documents\maya\projects\finalproject_21_12\finalproject\scenes\cave.mb® --- pCubell

File ( elect  Modif y Windows [Mesh| Edit Mesh Me ools Me

:k 1y =.§ (o8 @
I
Poly Modeling Booleans
Combine

o Separate

Conform
mOC R LS 2 = ®  Fill Hole (SN TR
Verts: #  Reduce
Edges: & Smooth ] Viewport 2.0 (OpenGL Core Profile with compati
Faces:

Triangulate
Tris:
o Quadrangulate
Uvs:

Mirror

Clipboard Actions
Transfer Attributes
Transfer Shading Sets

Cleanup..,

Smooth Proxy

Ew. 93: Mesh

To Fill Hole pumopei va yepiost pe yeopetpio £va kKevo 6€ KATOW0 OVTIKEILEVO, LLE TNV
mpobmOheon va TéUvovTal Ol OKUES NG apyNS Kot Tov TéAovg mov Oa yepicouvv, vo
dnuovpyeitar dniadn pio Aovma. H dwapopd pe to epyareio Bridge eivor Ot exeivo
dnovpyel yempetpia avapeso og dvo akpés, evod to Fill Hole og moAAéc.

Ew. 94: Fill Hole
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Yvveyilovtag pe ta epyodeio, o Reduce peidver ) yeouetpio evog LoviéAov, VG 1o
Smooth v av&avel. To Mirror dnupovpyei éva axpiBég avtiypago £vOG AVTIKEIEVOD TOL
emé€ope aAAd, og avtiBeon pe to Duplicate mov eidope mapandve, 610 T€A0G dev Eyovpe
dvo avtikeipeva, aAld éva. Avtd to epyodeio ypnoipomoteitor moAy edv Exet dnuovpyndel
éva oOVOETO HOVTELD, OTTMOC Y10 TOPAOELYLO TO GO EVOG AVOPAOTIVOL YOPOKTPO KOl 0lpOV
gyovpe teElEldoEL T Paciky povtehonoinon, emhéyovue 1o gpyareio Mirror kot owtdpoto
dnuovpyet To GAAO Licd Kot og ypetdletatl va kavovue Combine, 6101t ivat 111 éva Lovtéro.

Viewports

Onwg  avoaeépape oty mEPypaer] TOL  Ypaekov mepipdriovtog tov Maya,
amoteleitar omd 4 VIeWpOorts mov ovcloTIKG OElYVOUV TO TEPIEYOUEVO TMV  TPO-
EYKATECTNUEVOV KOUEP®Y. Mmopovv vo dgifovv ) oknvi amd mive (top), omd Kot
(bottom), a6 umpootd (front), amd nicw (back), amd ta 6e&1d (right), amd ta apiotepd (left)
Kot TEAOC Ue TPpoonTikn (perspective), 6mov o oyedlootig umopel va mepinyndel pe to movtikt
ot oknvn. Ola ta viewports sivat amopaitnta Katd ) oxediacn TplodlioToTmV HOVIEA®Y
KOL Y100 TV omo@uyr Aabdv OAeC o1 Khpepec, £KTOC omd TV perspective, sivar kK edmuéveg
ot Béomn Tovg Ko O pmopovv va petakvnBovv katd Adbog. EmmAiéov, ke viewport £yet
éva, LEVOD Ko E1KOVIOI0L 6TO TAVM HEPOG TOL Kot Ba availvBovv avtd mov ypnoipomomdnkay
mEPIGGOTEPO.

Edv o oyedwotg ypelootel pioa potoypagio yio va el ®G ovo@opd Kotd TN
oyedioon evog TOADTAOKOV HOVTEAOV, T.Y. TN GOTOYPAPio EVOC TPOS®OTOV, TOTE Bl ThEL GTO
Kat@AAnAo viewport kot Oo emidé€el and to uevod View > Image Plane > Import Image. Edv
givon potoypagio mpoid Ba mael oTo Viewport mov deiyvel T oknvi eite and 6e&1d gite omd
aploTEPA, €0V Elval PO KOVOVIKY QOTOYPOQIO TPOGHOTOV TOV KOrtdel Umpootd, Bo tnv
glodyet oto front viewport.

View Shading Lighting

Select Camera

Lock Camera

Create Camera From View Ctrl=Shift+C

Cycle Through Cameras

Undo View Change

er [Panels

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

View Sequence Time

Import Image...
Import Movie,..

Ew. 95: Import Image

Perspective

Stereo

Orthographic

Look Through Selected
Panel

Hypergraph Panel
Layouts

Saved Layouts

Tear Off...

Tear Off Copy...

Panel Editor...

0 {OpenGL Core Profile witl

Ew. 96: AAhoyn Kauepag ota Viewports
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Ye nepintmon mov BEAovpe vo oArdEov e TIG KAEPEG oTa Viewports anyaivovpe 6to
uevov tovg kot emhéyovpe Panels > Orthographic > Tnv kduepa mov 0élovpe. Eqv 8éhovue
KOUEPES TTOL UTOPOVIE VO LETOKIVIIGOVLLE Y1 Vo Tepinynbovpe otn oknvi (0Tmg givar 1 Tpo-
gykateotuévn perspective  kduepo, kobmg Kot OAEG Ol KOVOVPLEG KOUEPES TOL
ONUIOLPYOLVTOL OO TOV GYEOTH), TOTE MNYaivovpe oty 101 Katnyopic 610 HEVOD KL
eméyovpe Panels > Perspective > kat to dvoua e KAUEPOG.

Kéto amd 1o pevod tov Viewports £xet kdmoto eikovidio ta omoia kabopilovv 10 mmg
O @aivetor éva avtikeipevo ot oknvi pog. H emdpevn ewdvo delyvel 10 amotédeocua
avdAoya pe v kdbe emhoyn. LTov KOVO oL PPICKETOL GTV OKNVNY €XEL EPAPLOCTEL YPOLLQL
kot ven. [Tapdro avtd edv eivar emheypévo to 1° eikovidio gaivetol pdvo 1o Tepiypapud tov,
evd gqv givon emeypévo to 2° giovidio pe tov umhe kOPo, o deiyvel T oTEPE TOVL HOPPN
KOl TO YPOUA TOL TOV £xEl Qaprootel. To €Kovidlo pe tov kKOkAo Ogiyvel uovo 10 Pacikod
OYNMHO TOV AVTIKEWEVOD, TO ETOUEVO EUPAVILEL TIC OKUEG TOV KOl TO TEAEVTOLO LLE TN CKOKIEPQ,
enpavilet Tic veég (textures).

Ew. 97: Viewport Settings

Outliner

Otav &yovv dmpovpyndel moALL povtélo otV oKNvN, Yo vo. £(0VUe Tov EAEYYO,
€A €V 1 oKV eivor peydAn kot amoteAeitor amd TOAAG OVTIKEIEVA, OVOTYOLUE TO
Outliner. To Outliner givai éva mapdBvpo mov ypnoiponoieital cuveyde, 410t fondast otnv
opyavwon g oknvis. EpeaviCel oe AMota oTiONTOTE £X0VE ONOVPYNGEL GTN GKNVY, OTT®G
avtikeipeva, Kauepes, eoto akopo kot Dynamics. EmmAéov, epogaviCovror pe Bdaon v
epapyio mTov tovg £yovpe dwoet. [a mapddetypa, propovpe va etidcoovpe éva Group pe to
6vopo Living Room kat péca o€ avtod va vrapyet Table xar Couch kot péco oe avtd va
VIGPYOVV Ta TOAVY®VA TTOL Ta amaptilovy, pe Ta ovopata Tov dhcape oto Attribute Editor
6tav to dnpovpynoope. To ovoparta mpémel va eivorl ota oyyAkd kot oto Outliner vdpyet
duvatdTTo Vo 0AAGEOLY TOL OVOLATO Kot Ot tepapyieg kol vo yivel emAoyn €vog 1| TOAADV
QVTIKEYWEVOV GTT GKNVT.
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o by_entrance

-

Emiioympl

Ew. 98: Outliner

Mmopei kaveic vo avoiel to mapdBvpo tov Outliner gite amd 10 gKovidlo ota
OPLOTEPA TOV TPOYPAUUOTOS TOV AMEKOVILETOL OTN POTOYPOPia, EITE MO TO KEVIPIKO LEVOD
otV katnyopioa Windows.

4.2.2 Object Modeling — Movreiomoinen Avtikeiuévawv
1" Tknvy

Mo ™ povtehomoinon TV AVIIKEWEVOV TOV GKNVAOV XPNCLOTOmONKOY S1dpopeg
pédodot, avaroyo pe v omaitmon g kdbe okmvng. Xtnv mpodn oknvny tov Pivieo
TopOTNPOVLE €val TOTO e TarydBovva.

Ew. 99: In Zxnvn
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Mo va dnuiovpynBovv ta maydPovva apyikd £yve eloay®yn 6T oKV €VOG £TOOV
planar, erinedov dniadn, opboydviov oynuatos. Avtd umopei va Bpebei Kot oTig KapTtédeg Kat
010 pevol poli pe 6Aa Ta vTOAOUTO GYNIATO, OTIWS 1] GPOAIPA Kot 0 KOAVOPOG. AvERoape T
yveouetpio. tov pe ta. Subdivisions oto Attribute Editor ovtwg dote va pmopécovue va
TPOGOEGOVE TTEPIGGATEPT AEMTOUEPELD. TN GLVEXELN, TPOAyHoTOToMmONnKay oAloyEG GTO
Move Tool kot evepyomomOnke to Soft Selection yio va petakivioovue TG KOPLPES TOV
EMIMESOV GYNUOTOG TTPOG TO TWAVM Yo va dnpovpynBovv eéoykmpota. o v mtpocsOnkn
AemTopEpEIdY  ypnoomomOnkay  epyoAeion  YAUTTIKNG amd  TIC KOPTEAES, Yoo Vo
dnuovpynoovy mo Evioveg e€0xEC oe kamoleg meptoyés. H ymoelaxn yAvmtikny 0o avaivOel
EKTEVADG TOPOKATE.

Ewk. 100: Movtelornoinon Bovvav pe Soft Selection

Ymv e oknv) vadpyet €va ktipto. H dnuiovpyia tov ktipiov mpaypatomomOnke
evovovtag (kavovtag Combine) moAld amkd oyfuoto poali. Zekvavtag omd KOBovg, £yvav
OALOYEG OTIC SOTAGELS TOVG KOl HETAKIVOVTOG KATOlES KOPLYES TOVS OMpovpyndnkav ta
embountd oynuoto. Xt ovvéxewn, pe v evtodn Duplicate avtiypaenkov Kot
dnpovpynOnkay mToAAd amd Ta avtikeipeva kot TotobetOnkay oe 1€101Eg BEcELG 0VTOC DOTE
va dNUIOVPYNGOVV éva OKTAywVvo. Metd emAéyOnkay ovtd ta okTd ToAVy®va, Eavasyvay
Duplicate kot o véa avTiKeipeva ene&epydoTnKay e KOO Vo KPOVEL TO PEYEBOS ToVg Kot
tomofetNOnKav Atyo ynAdtepa. Avti 1 dwdikacio cuveyiotnke HEYPL TV KOpLEN KTipiov.
Téhog, o1 koAdveg dmovpyndnkav pe Gears (étoyo poviého O0mmg o kKOPog, mov potdlet pe
ypoval) mov eneepydotnkay oto Attribute Editor ywa vo givar ynAdtepa Kot va omoktoovy
AENTOTEPN KOPLOT).
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Ew. 101: Movtehomoinon Kripiov

2" Tknv)
H debtepn oxnvi g toviog pikpov unkovg amoteAeiton amd €va £Toylo 0&vTpo,
akolovBnOnke omiadn Awdikaotikr] Movielomoinon (Procedural Modeling), 6moc

avaeépOnke oto mponyoduevo kepdiowo. Ilepiéyer emiong KoAOvVeG pe €vo KTiopo Kot
umoAkovi. Ot okdleg mpog to 0&vIpo givarl amid kOPor mov petatpamnkav oto Attribute
Editor o€ opBoydvia TapaAAnAeninedo Kot 01 UTAAEC GTO BEVTIPO KOl TO QPEYYAPL, Eivar amAég
o@aipeg mov aAlaEav to peyeédn tovg. To xtiopa mhve omd Tig KoAdveg Eekivinoe amd Eva
amlo oynua KvAivopov kot oAidlovtag tn doun tov oto Attribute Editor xor kavovrog
Extrude kanoieg empdveieg, dnuiovpyndnkKe 1o TeAMKO OmOTELEGLAL.

e

Ew. 102: 21 Zxnvy

To Maya dwfétel kdmota étola povtéAa, ta omoio pmopovv va Ppebovdv amd to
Kevipikd pevov Generate > Get Brush. Exel 0o eugaviotel éva véo moapdbupo Omov
Bpiokovtar Katnyoplomomuéva d1dpopa mopadeiypato amd OAo To €10m mov dSbétel to
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npoypappo. Inyaivovtag oto Modeling > Props entléyovpe 10 8vipo Kot TO E1GAYOVUE OTN
OKMVY).

M Content Browser - o s

G > Program Files > Autos mples > Modeling > Sculpting_Base_Meshes > Props

Preview

Ew. 103: Get Brush

Ot KoAdveg onuiovpyNOnkav Eexvovtag amd Evav KOPo mov aALAEUE TO GYTLLOL TOV
oto Attribute Editor og opfoymvio maporlinieninedo. Katoniy emiéyOnkav 600 £3pec otnv
KopuEN oV Ko pe to gpyaieio Extrude (shortcut Ctrl+E) mpowbfbnkav mpoc 1o mhvo.
‘Emerto. pe to Insert Edge Loop dnpovpynbnkav véa tuiuata pe 6Komd va yivouy kKot outd
Extrude. T v oAoKANP®GN TOV AVTIKEIWEVOL Ypnoomodnke ko to epyaieio Merge
(oto pevov Edit Mesh > Merge) 6mov evdbnkav ta dkpo TG KOAOVAS 6TV KOpLuen, Kabdg
KOt To VIOAOUTO TUALOTO THG KOAOVOG, mov &ywvav Extrude, peta&d tovc. Edv 6élovue va
Qoivetal €va OVTIKEIHEVO T Aelo Ko pe AMyodtepec Ayplec emQAVEIES, PG OU®G Vo
npocBécovpe mOAA Yewuetpio, €MAEYOLUE TO aviikeipevo Kot motdpe 10 3. Me 10 1
EMAVEPYETOL GTNV OPYIKN TOL KaTdoToon. Mmopodue va dovpe T Spopd 6TV eRedvion
TNV TOPUKAT® EKOVO LETAED TNG TPOTEAELTALOG KO TNG TEAEVTOLNG KOAOVAG.

Ewc. 104: Movtelomoinon Koidvag

Mo ™ dnuovpyia purorkoviod 1 dadikacio Eekivnoe pe évav KOAVOPO TOV 0Toiov
GAra&av ol mopdpetpor oto Attribute Editor. Mikpuve m oktiva tov, peiddnkov ot
VTOOIPESELS TOV AEova Kot TPOoTEOMKAY VITOdPETELS 6To Vo Tov. Ev cuveyeia, gépape

69



TO OVTIKEILEVO GE KATAOTOOT Y10 Vo ETeEEPYASTOVE TIG KOPLPEG TOV KOt 0oV EMAEYONKAV,
ue to Scale Tool tig svppikvdcape yo va €xovpe to anotédespa 3 g Ewovag 101. Téhog,
HE EMAEYUEVO TO HOVTELO, TTaTHONKE GTO TANKTPOAOYO O aplORdC 3 yio Vo TO PEPOVIE GE
popen Smooth kot avtypdetnke ToAhéc popéc pe to Duplicate.

Ew. 105: Movtelomoinon MraAkovion

3" Zknvn

H tpit oxnvn anoteleitatl and éva dopdrtio pe d1dpopa Emurio mov dnuovpynonkoy
pe v eneéepyoacio Pacikdv otepedv oynuatov. To kpefdtt kot 10 KOUOdivo amoTEAOVVTOL
amd KOPovg Ko ypnoomoldvtag Ttov Tpdémo povielomoinong Subdivision Modeling
npootédnkay Subdivisions pe to epyaieio Insert Edge Loop kot eneepydotnkay ot aKpEC
TOLG Y10 VoL 0ALAEEL TO POGIKO TOVS GYNLLOL.

Ewc. 106: 3n Zknvn

H mAdtn g xapékiag onpovpyndnke pe tpelg ceaipeg twv omoiov GAlatav ot
dactdoelg Tovg oto Attribute Editor, peudvovtag 1o mAATog Tovg. XN cLVEKELD LETOTOMONKE
TO GYNUO TOVG UETOKIVOVTOG To. Vertices mov Bpickoviol 6to kEvipo Tov TAEypotog pe Soft
Selection, oVtwg ®ote va Onuovpynbel pio kapmoAn. To kabwopo g KopEklag
dnpovpyNnke amd KHPo mov Tov dOONKE N TEMKN LOPPT LETOTOUDVTOG TIG KOPLPES Tov. To
ypapeio Eexivnoe va kataokevaletal omd vav KOBo otov omoio, apov 000nke 10 emBountd
oxnua, &ywvav Extrude ot €dpeg mov Ppickovior 6To TAV® PEPOG TOV TAEYLOTOG Y10 VAL OTAGEL
OTNV TEMKT] TOL LOPOY).
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Ew. 107: Movtehomoinon KopEkAog Kat ypapeiov

H ypovounyavr, mov amewovifetor ota de€id g oknvig ommv ewdva 102,
KOTOOKEVAGTNKE CUUP®MVO LE TO TOPOKATO Pripata. Apywkd dnuovpyndnke o kvfoc ki
enelepydoTnkoy 0 YOPaKINPloTIKG Tov otov Attribute Editor 6mov tov mpootébnkav
vrodwapéoclg. Ev ovveyeia, éywvav Extrude (Ctrl+E) mpoc ta péoa ot £6peg 010 kévipo Tov
TAEYLOTOG, Kol TPOG TO £E® GTNV KOPLETN Kot 6T0 TAGL Emeldn eivon £va cuppeTptkd HoviEro,
evepyomomOnke to Symmetry Settings w¢ mpoc tov dova Z ota epyoleia petaxivnong Kot pe
aVTOV TOV TPOTO POV EMAEYONKAV 01 £5peC 6Tl dEEIG TOV TAEYLATOG, EMAEYONKOAV QLTOHOTA
KOl 6T0, AploTEPQ, OV aVTO onuaivel 0T 1 evioln Extrude epapudotnke tantdypove Kot oTig
dvo mhevpéc. Télog, mpootébnkav ue to Insert Edge Loop kamoieg axpég ko Balope to
novtélo o Smooth Mode.

An }u,’ovpyia Ahhayégoto  Extrude tig é8psg  Extrude tig 3psg  Insert Edge Loop +
Kopov Attribute Editor 5TO KEVTPO oTO TAGL KoL Smooth Mode
GTNV KOPLOT]

Ewc. 108: Movtelomoinen ypovounyovig

To povowd kovti mov VEAPYEL otV OoKNVY amoteleitor amd pio ceaipa, €&
KUAVOpovg mov otnpilovy 60 10 HOVTELD, TEGGEPU MAEYUATO GE GYNUO €EAY®OVOL, TOL
onpovpynnkay petd and enelepyasio KOAVOP®V Kal TO KOVPIIGTHPL TOV SNUIOVPYNONKE UE
PO PETIKO TPOTO OO O,TL EYOVLE OEL PLEXPL TOPOAL.
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Ew. 109: Movtelomoinor Lovstkod KouTion

Mo vo oyedotel eonydn o dweddotatn @TOoypapicc 6T OKNvr, 1 Omoic
amelkovilel £va KovpdloTHPL TOL YpNooTomOnKe oav onueio avagopdg (reference). Avt n
Teyviky ovvnBiletar vo ypnowyomoteitar o€ povrélo mov eivoar Mo  OVOKOAO Vo
KOTOOKELOGTOUV UOVO amd TN pvnun. Ondte og avtnv Vv Tepintmon EeKivnoe 0 oxedoUOG
tonobetdvTag évav KOO oTn oKNvY, gvepyomoudvtac to Symmetry Settings kot kévovtog
Extrude tig axuéc tov o eme€epydlovidc teg otnv mopeion pue ta. Pooikd epyodeia
uetatomong (Move Tool), teprotpoeric (Rotate Tool) ko peyébuvong (Scale Tool).

Eiwk. 110: Movtelonoinon pe Image Reference

4" Tknvi

YvveyiCovtac oty 4" oknv) mov gugoaviletor oto Bivieo PAémovpe 6Tl anotedeiton
amo éva 61ad0popo omoiog amaptiletar and kdmowa Pacikd oynuota kofov. [a mapddetypa to
mapabupa, ota 4e&1d Kol 0To aPloTEPA TNG OKNVNG, ONpovpyndnkav Eekvavtag amd Evay
KOPo ka1 divovtdg tov to Pacikd oynue oto Attribute Editor. T cvvéyeio etodyovtag akpég
ue to Insert Edge Loop dnpovpyfoape ™ PAcT TOV TEPLYPAUUOTOS KOL ETAEYOVTOC TIG VEEC
£0peg OV KoTaokevdotkoy, Eywvav Extrude pe amotédleopo va dnpovpynoel E0YKMUOTOL
010 TEeplypope TV Tapadupmy.
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Scane Timecods

Ew. 111: 4n Zxnvn

o ™ dnuovpyio TV PAcemv TOL S1AdPOUOL YPEGCTNKE N ElG0Y®YH VO Pipe
(étoo otEPED, OMMG 0 KOAMVOPOG, GE GYNUO GCOANVO). XTN CLVEXEW £Yvay OAAAYEG OTO
yapaxtplotikd tov oto Attribute Editor oto péyeboc g tpvmag tov coANVO Kol 6TOV
apOud TV vrodupécemv. 'Enetta @EPaLLE TO OVTIKEIILEVO GE KATAGTOON Y10l VO LWITOPOVLLE VoL
EMEEEPYOOTOVUE TIC KOPLPES TOV. AvTO €yve emAEYOVTAG TO Ko Kdvovtag de&l KMk 61N
OKTVT] KOl ETIAOYY| VEItEX, OTTwg avapEpOnke Kol otV E100ywYN.

 aam— P—
i { "
3 ;
Anpovpyic Ahharyég Ty Meraictvnon Eicaryoym Teaxd oyrua
evog Pipe AOPUKTPLOTUCDV KOPUPGV Edge Loop ce Smooth Mode

o1o Attribute Editor

Ewc. 112: MovteAomoinon Paong

A@o¥ evepyomomnke to Symmetry Settings w¢ npog tov da&ova X, yio va oAAGLovY
TOVTOYPOVE M Oe&1d e TNV 0PLoTEPT) TAELPE TOV AVTIKEWEVOD, LETOTOTIGTNKAV Ol KOTOLES
KOPLPEG Yo va 000el To emBuuntd oynuo. Ev cuveyeia, éywvav eilcaywyéc okpuov (ne o Insert
Edge Loop) ce onueic mov ypeldotnkoy AETTOUEPEIEG KOL PEPOVTING TO OVTIKEIUEVO ©E
Smooth Mode gmitevybnke to TEMKO omoTéAES AL

5" Xknvi

H néunm oxnvn eivan évag d1dpopog, o omoiog amoteleital Kupimg amd ndPTESG Kot
kapéxies. Ta dokdpia, to TCApI KO 01 TOPTEG EYOVV KOTACKEVAGTEL Ao KOPOVG TV omoimV
10 BOCIKA YopaKTPLoTIKG TpoTtomomOnkay oto Attribute Editor.
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Ewc. 113: 51 Zknvy

H povtehomoinon g kopékiag Eexivnoe ecdyoviog kOPovg o1 oknvi Kot
aArdCovTog to Pacikd Tovg oY Kat Tig Vodlapécelg Tovug oto Attribute Editor. To oynua
ToL KoBiopaTog Kot TG TAATNG TNG KAPEKANS TPOTOTOONKE TEPOUTEP® PEPOVTAG TO TAEYLLAL
oe emeepyaoun popen kopveav. Evepyomomnke to Soft Selection kow to Symmetry
Settings kot peTtokviONKav KAmToeg KoPuOES 1o, v dMGOVY T0 EmBLUNTO oYL,

|
e

aun
|

L =) cf:@ Fﬁ: - T

Ewayoy  Attribute Editor &  Extrude  Insert Edge Loop ~ Extrude  Smooth Mode
Kopov  Insert Edge Loop

Ewc. 114: Movtelomoinon KopEkhog

To oyfua t™g Pdong g Kapékhag TpomomomOnke @époviag 1o TAEYHO OF
eneepydoun popon edpav (Faces), apov tpdta dnpovpyndnkav akpég o kopPikd onpueio
ue 1o gpyodeio Insert Edge Loop. Xt cuvéyeia emhéyoviog Tic £0pe ypNoomomdnke to
gpyoleio Extrude yw vo tig mpombnoel kot va dNpovpynosl véa Ye®UETpia. Xvveyiotnke
ot 1 dwdkacio Emg 0Tov va PTAceL N BAom TG KapEKANS TNV TEAKT] LOPON TNG EIKOVOG
113.

6" Xxknvi

H éxtm oxnvn omotedeiton omd éva dopdtio mov mePEEl TS KOPEKAEG TOL
ONUoLPYHONKAY GTNV TPONYOVUEVY] OKNVI], €V0 KOUOOIVO KOTAGKELOGUEVO KLPIMG e
opBoydvio ToapaAANAETITESD Kol e KLAIVOPOUG Yol TOL POSGKIOL KO T XEPOVALD TOV Kl £V
KpePAtt mov amotedeiton KUpimg amd AmMAEG TPOTOTOMGEIS TOV KOPOV KOl KLAIVOPOLS YiaL TIG
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podec. Ta kaAddo ™ 006vng dnuovpyndnkav and NURBS kaumdreg mov ot cuvéyeia
LETATPATNKOV GE TOAVY®OVAL.

Ewc. 115: 6n Zknvy

To mo moAVTAOKO avTIKElEVO ©TN okNvy €ivon 1 Pdon Kot TO TPOGKEPOAO TOL
kpePatiov. ['a ™ poviehomoinon Tov ypeldotnke 1 elcaywyn evog KOBov Ko 1 enesepyacia
tov oto Attribute Editor. Xt ovvéyelo etonydnoav akpéc pe to epyaieio Insert Edge Loop
KOl UINKE TO PHOVTEAD o€ Kotdotoon eneiepyaciog edpav. EmAéydnkav kdmoieg £€0peg dmov
éywoav Extrude ko yio va eva@oiv, 61w 1o 5° poviého otV mapakaTe eotoypopic, £yve
Merge oe kanoieg KopvEic (010 Kevipikd pevov Edit Mesh > Merge). £ cuvvéyeia yio va
onuovpynBet n tpdma, OT®G 6TO EKTO OVTIKEILEVO OTN QOTOYPAPio, SyPAPTNKOV KATOLES
£0peg oto kEvTpo kat ypnowomomnke to Bridge (Edit Mesh > Bridge) ywo vo gvdoel
UTPOCTIVI HE TNV To® pepld Tov poviéhov. EmmAéov, mpootédniov Kt GALEC akuég, Yo va
dMOOVV AETTOUEPELEG OTO avTiKEipevo, éyvay Extrude mpog ta péca kanoleg £dpeg otn Pdon
Kot 070 TEA0C pnfke o€ Smooth mode.

JE1E)

o

Anpuovpyie,  EneEeprooic oo Ewsoryoryf) Bdge Loop Extrude
Kofov  Attribute Editor

""m 1 imi

1['

Extrude & Merge A“IYPOL@TI 85903\’ * Bndge Ewwoaﬁm Edge Loop,
Meraxivnen Kopueav Smooth Mode

Ewc. 116: Movtelomoinon TpockéParo kpeRatiod
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4.2.3 Human Character Modeling — Movrelomoinon Xapaxtijpao

Modeling IIpooc®mov

H povtelomoinon tov yapaktipo mpayupatorombnke ue v teyvikn Edge/Contour
Modeling mov meptypdpnke 610 Be@pNTIKd KEPOAMO. ApyiKd, Eyve El6ay®YN 6166100TOTMOV
EIKOVAOV OTN OKNVNA Y10 vo. xpnotpomonbodv o¢ onueio avagopds yo. to poviélo mov Ha
onuovpyndel. Avtéc ot ewoveg pmopel va eivar Coypo@lopévo oKiToo 1 EOTOYPOPie
avOpmdmov omd umpootd kot oto Tpodik. ‘Etol eicdyovpe oto viewport Front ) potoypagio
LE TOV AVOPMOTO OV KOLTAEL UIpooTd Kot 6to Viewport Side t potoypagio mov o avOpwrog
etvat Tpoeik. Ot pwTOYpOPiES E1GAYOVTOL LE TOV TPOTO OV AVAPEPONKE Kol GTNV EI0AYMOYN
tov Modeling, ndpue oto pevod tov Viewport > View > Image Plane > Import Image. Avti n
péBodog Ponbdetl oto va dnpovpynBodv GoTd 01 AVaAOYIEG TOV TPOCHOTOV KO TOV GOUOTOG.

Apyka, Eexvnoape omd to Tpdcwno kot tomofethOnkay 3 enineda oynuarta (planar)
UTPOGTA amd TO UATL, T HOTN KOl TO GTOUO TNG EWOVOS. Y TApYovV Kamotol factkol Koavoveg
YU auth T dtadtkacic, 01K €av To poviédo Oa ypnoonombel apydtepa kot o€ animation.
O1 axpég Tov planar tpénet vo mEPTovy £Kel TOV ANUIOVPYOVVTIOL EKPPACELS TOV TPOCHTOV,
YU avtd to mAEYHo TpEmel va oynpotiCel KOKAOLG YOpm Omd TO HATIO KO MHUKVKAL) OTIG
puTideg Exepaonc tov youdyelov. ‘Enerta, £ywve cvveymg Extrude (Ctrl+E) otic akpéc mpog
Kabe GEova, oto ke planar Eexywprotd, yio va talpldéel pe o ootk YopaKTNPIoTIKG THG
eoToypapiag. OAa 0T TPAYUATOTOOVVTOL GTN Uit TAELPA TOL TPOGMTOV, APOV GTO TEAOG
Ba kévoope Mirror (oto kevipwkd pevov Mesh > Mirror) yio va dnpovpynoovpe okpiBég
OVECTPOUUEVO AVTIYPAPO MG TPOG TOV AEova. X.

.....

Ew. 117: Movtehomoinon IIpocdmnov 1

Aoy dnuovpynnkov ta Pacikd oynuaTo, cLVEXIGOV Vo YIVOVTIOL Ol OKUES TOVG
Extrude mpog ta €€ péypt va evebodv ta d1opopetikd moAdyova peta&h tovg. Avtd £yve pe
1o Bridge (Edit Mesh > Bridge) 6tav 6élape va dnpovpynocovpe yempeTpio avapeoa og 2
akpéc n pe to Fill Hole (Mesh > Fill Hole) 6tav 6éhape vo dnupovpyncovue yempetpio
avipeso moAréc. Emedn| to mpdocomo eivar éva mOAVTAOKO OYfUR TO Omoio TPEMEL VL
amoteAeiton Kol avTd HOVO amd TETPAYOVO, XPEWGTNKE VO YpNGILOTOmBovV Kamoa epyaleio
Yo vo, 70 teThyovy owtd. Ta gpyodeio Tov ypnoipomomdnkay cuyvotepa nrav to Insert Edge
Loop ot to Multi-Cut (Mesh Tools > Multi-Cut) oe mepummtdosig mov Oéhaue va
ONUIOVPYHCOLLE EKOVOL OKUES GE GLYKEKPIUEVA HEPN, kabmg kot to Collapse (Edit Mesh >
Collapse) oe axpég mov aviKay 6€ GO LE TEPLOCOTEPES OO TEGTEPIG TAELPES. EmumAéov,
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omote émpene va yivel Evoon petasd kopuemv (vertex), ywvotav pe to epyaieio Merge omd to
uevov Edit Mesh > Merge. Avt 1 dwdikooio cvveyioTnke Uéypl vo GYeSINGTEL TO UIGO
TPOGMOTO Kot T0 KEPAAL. XT0 TéAOG Eytve MIrror to mAéypo og mpog tov dEova X Kot Taporo
nmov pe to Merge ta 600 péEPN TOL TPOGMTOL YIVOVTOL AVTOUATO £VO. AVTIKEIUEVO, TOAAES
(POPEG OEV EVAOVOVTOL 0L KOPLPES, YU aVTO TIG EMAEYOVUE Kot ekTeAoVE Merge.

Ew. 118: Movtehonoinon IIpocdmov 2

21N GLVEKEW GYESACTNKAV TO HATIO Kol ToL dOvTio. [ T dnuovpyio evog potion
yxpedotnKay 0Vo cpaipes. H mpd yuo va pmet apydtepa éva Texture mov va aneikovilet Eva
HaTL, YU avtd PETATOTIOTNKOV KATOEG £0PEG OTO KEVIPO TOV TPOG TO. LEGH 6T BEom mov Ba
umet 1 ipa. H devtepn opaipa tomobetnke tave and v mpd, d10TL Bo aneikovicel To
dpavég mepiPAnuo tov patiod. Ot €0peg 6To KEVIPO TNG HeTaKviONnKov Alyo mtpog ta EEm
Y0 VO TPOGOUOIAGOVV TNV OVOTOWIN EVOG TPAYUATIKOD LOTIOV.

Ewc. 119: Movrtelomoinon Matiov

Ta d6vTio dnpovpynnkav pe kofovg mov petacynuoatiokav oto Attribute Editor
KOl T®V OTO{®V UETATOTIGTNKOY Ol KOPLPEG TOVG Y10 VAL dMGOVY TO KOTAAANAO GYNLLOL Yol
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Kabe éva amd avtd. Ta ovia dnuovpyndnkav eiodyovioc Pipes (oyfuo coiqve) mov
enelepydotnke oto Attribute Editor, émerta petaxvnOnkoy ot KOPLEES TOL Yo VoL SOGOVV TO
Baockd oyfuo aAAd Kot Yoo vo avaonkoBovv ta onueio 6mov Ba pmovv ta ddvtia. TéAog,
JaypaeTNKE TO UIGO TOL COANVA, TO. KEVA KaADeOnkav pe to epyaieio Fill Hole kot éywve
Combine pe ta d6vtia Yo va givarl TAEov OA EVaL AVTIKEIIEVO.

IE,

/

Ewc. 120: Movtelonoinomn Aovtidv

Modeling Xépatog

o ™ povtelomoinon tov copatog dMUuovVPYNONKaY TPES KOLAWOPOL Ol omoiot
tomofetOnkav otov Kopud, To ¥EPL Ko To THOL. Metaoynuotiomke o KaOe Evag amd oTovg
YL Vo TAPEL TI OVOAOYiEG NG QTOYpapiog mov €lonydn. Avtd &ywve emléyoviag Tov
KOAWOPO, TotdvTag HETE 0e&l KMK K emAEyovTag amd 1o pevol mov epgaviletoa o Vertex
Y0l VO, LTOPECOVLLE VO ETEEEPYOCTOVUE TIG KOPLPES. 'Emetta d00nke T0 KATAAANAO oyYNuo. e
T, Bacikd epyoreio LETATOTIONG, TEPIGTPOPNS Kot peyEBuvong.

Ewc. 121: MovteAlomoinon Zopatog 1
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Aol dnuovpyndnkav to Boaockd oynuato mtpootédnkav okpés pe to Insert Edge
Loop, 81011 yio va evawboiv peta&d tovg ot tpetg kKuAvopot (Le to epyaieio Merge), émpene vo
&xovv 1010 ap1Bud kopvedv. I'” avtd T0 AdYo dnovpyRONKav véeg akpég o€ onueio OTOL Tig
yperalovay.

Ew. 122: Movtehonoinon Zopatog 2

Ot moAdueg kol 0 mOTOVCEG povieAomomoOnKoy Eexympilotd, LE QOTOYPOPIES OV
ypnoortombnkay g avagopd. Ta yépwa Eexivnoav pe évav kvfo ko m pio tov €dpa
drapébnke pe to Insert Edge Loop ota 5 pe okomd va yiver n kéOe véa £dpa Extrude yio ke
daytvro. Otmg Kot 6T LOVIEAOTTOINGT TOL GAOUATOS KOl TOV TPOGMTOV YPNGILOTOMONKIY
ta gpyareion Multi-Cut, Collapse, Merge, Bridge kot Fill Hole yia va dnuiovpynfodv ce 6Xo
T0 TAEYLLO TETPAY®VOL

Ewc. 123: MovteAomoinon Xepuvv
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Ta 6o dnpovpyndnkav pe tov idto TpdMO MOV pOVTEAOTOMONKAY Kot T YEPLaL,
Eexvavtag onAadn arnd Evav KOO Kol YPNOYLOTOIMVTAG TO, EPYUAELN TOL TPOYPAUUATOS Yo
Vo Kotookevootel cmotd 1o mAéypo. Mo ) dnpovpyio voxidv kot oto 000  AKpa,
emAéyOnkav kdamotec €dpeg kol pe 1o gpyareio Bevel vmodioupéOnkoav coppetpikd. Xt
ouvvéyelo, kavovtag Extrude dnupovpyndnke 1o viyl. 1o 160G, Yo vo, evwbovv ta dkpol Le To
VOO0 OO, SNUIOVPYHONKE 0 KaTdAANAOG aplBudc akpmdv ko Eytvav Combine pe ta
vrorloma TAEypata kot Merge ot kopvpég Tovg 6to onpeio ™G Eveoong.

Ewc. 124: MovteAomoinon Iodimv

Ta poAiid onpovpyndnkav amd moAlovg kKOPovS ot omoiotl enelepydoTnKaV LE TO
Baocwd epyareio (Move Tool, Rotate Tool, Scale Tool) kot pe evepyomompévo navta to Soft
Selection yw éva mo Agio amotéieopa. Ev cvveyeia, éywav olo pali Combine og éva
OVTIKELEVO.

S~

“""".'T"'ii'ﬁ"

ity
g " \\\\\' |,1|

Ewc. 125: MovteAomoinon MoAldv
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Téhog, yio T HOVTIEAOTOINGN TOV POPEUATOC KO Yot va. un dnpovpyndei €€’ apyng
OIS 0 KOPHOG TOL 6MR0ToG, ytve Duplicate o yapaktipog kot dtoypaenkay ot £5peg Tov O
0o pumopovoav va amotelécovv 10 @Opepa. Emeita, enefepydomnke to mEPLYpAUUd TOV,
Kkavovtog Extrude tig £6peg yia va potdlel mog Exel popéc. Emmiéov, doypaetnray to modio
TOV OVTLYPOUUEVOL HOVTELOL KO ETeKTAONKE TO POpepa kdvovTog Kt ekel Extrude.

Tt

I

Ew. 126: Movtehomoinon Povyov

4.3  Shaders/ Yaka

Kafe pnyovry Rendering mov &ival evomUOT®UEVT] GTO. AOYICUIKA TPLGOAGTOTNG
oyedioong, oAl kol kabe pnyavr Rendering mov pmopel va. icaydei oo plug-in og avtd,
dwfétel Ta dkd TG LAKA. YTdpyer mBavotnTo KATo1o LVAIKO oG unyavig arddoons, vo
unv gtval opatd o€ po GAAN, YU avtd T0 AOY0 TPOTIUATOL VO XPNGILOTO0VVTOL TO VMK TOL
dwabéter kabe Renderer. To Maya éxet T 61k1 TOV pnyovn amdd0oNG UE TO VAIKA TNG, OAAG
npotymOnke va ypnoorombei to Arnold cav plug-in, pag kot givotl ovdTtepo oty modTTAL
TOV TEMKOV OTOTEAEGLLOTOG.

Agov Oa ypnowomnomoovpe Yoo Rendering to Arnold, 6o epappocovpe oto
avTIKEILEVA TNG OKNVNG T O1kd TOV LAKE. AVTd pmopovpe va ta Bpode emAéyovtag To
HOVTELD, TOTMVTOG TapateTtapéve. deél KMK ot oknvn kit emdéyovtag Assign New Material.
Oa pag Pyet éva véo mapdbupo oto omoio aplotepd SoAEyove TO0 AoYIoHKO Kot de&td Tal
Shaders. v mapakdto ewovo emriéxdnke ota apiotepd to Shader mov aviker 610
Aoyiopkd Arnold. To Poowkd kar mo cvvnbwopévo Shader mov ypnowomoteitar givor to
aiStandardSurface. To aiStandardSurface eumepiéyetl ToAEG TOPAPETPOVG TIG OTTOTEC UmOpPET
vo pvbuicsl o oyedlootig oto Attribute Editor yio va dnpovpynost vid. Mmopei yuo
TAPASELY L VO PLOUIGEL TO PO, TV AVTAVAKANGT), TNV OPOUTOTNTA, TO E100G TNG EMPAVELNS
Kot Oekdoeg axopa emhoyés. Emmiéov, dubétet Kan kdmowa Presets étoymv vikdv, ta onoio
OLmC Kot ovTh pmopel va eneEepyactel o ypMoTG.
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aiStandardSurface12

Focus

Presets*

StandardSurface: | a ace s
Show Hide
alAmbientOcclusion

Volumetric ®  aiflat
v Arnold
¥ Shader
aiMixShader

aiRaySwitch
aiShadowMatte

Specula
aiStandardHair eoane

aiStandardSurface

aiSwitch

®  aiTwoSided

Transmission

. aiUtility Subsurface

Coat

‘ aiWireframe Emission

Thin Film

Ew. 127: Shaders tov Arnold

Mo va dovue kar otnv mpdén T1c puOUicel, 6T0 TOAPAKAT®O TOPASELYHO EXOVV
epapuootel og kGOe avtikeipevo ta aiStandardSurface. To ntepiocdTepa Emumha. Exovv TIC 116G
pvOuiocels, dpa kot To 1610 VAIKS, dOnAadn elval dompa Kt EXOVV Lo LIKPT) OVOKAAGTIKOTNTO LLE
amotélecpo vo. eEpvovy oe TAaoTIKO. [Inyaivovtog otig mapapétpouvg pio amd TG TOAAEG
emoyéc mov eppavifovtan oto Attribute Editor eivor va adha&ovpe to ypodua. To aridlovue
amd AoTPO G€ PUIAE Kot UTOPOVLE VO SOVUE TOPOKATM To. armoteAéspato tov Rendering.

i

Ew. 128: AAhoyn ypodpatog og Shader

Y10 enduevo mopaderypa, avénoape ™ petollikotnto (Metalness) otic pmdleg oty
TPOTN TEPIMTOOT, EVO 0N 0e0TEPT MEPINTOON TN petdcape 6to undév. To anotérecpa Nrav
VoL Y Oo0VV OAM TA YOPUKTNPIOTIKAE EVOG LETAAAOV KOl VO LETOTPOTOVY GE AT OVTIKEILEVO.
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Ewc. 129: Metalness =1 vs Metalness =0

‘Eva vAkd pmopel vo eQapprooTel Kol 08 HEUOVOUEVEG E0PEG EVOC OVTIKEILEVOL LIE
amotéAecpo vo Umopel £vo LovTéAD Vol £xel TOAAE VAIKE TAV® TOV. XTO ENOUEVO TAPAOELY QL
epapudéotnke to aiStandardSurface ot ypovounyavny kot pvOuilovrog Tic mAPAPETPOLE,
onuovpynnke éva VAIKO mov potdlel pe TAAGTIKO. 2T CLUVEYELD, TN QEPOLE GE KATAGTAO)
enefepyaciog edpmv, emALEapne TIG €0peC GTOV MATO Kl €PUPUOCTNKE TAV®O TOLG TAAL TO
aiStandardSurface, aAlé pe Sapopetikés mapapéTpovg avtn ™ eopd. H mapduerpog
Emission, mov evepyomombnke, divel v aichnon mmG TO OVIIKEIUEVO EKTEUTEL QWG.
[MapdAinia, ovénoape v mapduetpo Roughness oto yudAvo, ovTiKeipeva, pe omoTELEGHA
va delyvouv o tpayid oto devtepo Rendering.

¥ Emission ¥ Emission

V¥ Specular V¥ Specular

Roughness 0.000

Ew. 130: Emission =1 vs Emission =0
To mdco tpayd M| Aeila eivon pio empdveln eaptdtor amd v T mov Ba dobel oto
Roughness. Otav pidaue yuoo tpayd emedveln, ota Shaders, dev gvvoodue va €yxel
e€oykaNaTo, 0AAGL TO TAOS CLUTEPLPEPETAL LE TO Q®G. [ mapddetypo pio Agio emeaveln
OT®G TO0 YLOM avtovakAd peydho PEPOG TOV PMOTOC o€ avtifeon pe 10 EOAo. Xt0 €MOUEVO
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napaderypa pvbuicape to Roughness oto 0,4, 660 Ntav Ko 610 TEMKO Pivieo Kot PHETA TO
avénoape oto 1. Edv ftav n 1y oto pundév Ba coumepipepdtav cov Kabpéntng. Me avtég
TG aALOYEG UTOPOVUE VO TOPATNPGOVUE GTNV EKOVO TIS OLPOPETIKEG CLUUTEPIPOPES MG
TPOG TNV OVOKAAGTIKOTNTO TOL QMTOG.

Specular ¥ Specular

Roughness 100 Roughness 1.000

Ew. 131: Roughness =0,4 vs Roughness =1

Ola T YOPOKTNPIOTIKA TOV VAK®V dwbétovv v mapdupetpo Weight n omoia
kaBopilel GV TO GLYKEKPIUEVO YOPOKTNPIOTIKO €IVl EVEPYOTOINUEVO 1| ATEVEPYOTOLEVO.
Onwg gidoue kot mapondve, otnv Ewova 130 pe to Emission, 6tov to Weight fitav 1 eotile
N XPOVOUNYAVT], EVED OTAV NTOV UNOEV OEV NTOAV EVEPYOTONIEVT] OLTH 1| ETAOYT. AVTO 1GYVEL
Kot Yoo To, vdAouma opaktnpoTikd. o mapddetypo to Specular gival to yopaktnploTikd
oL oyetTiCeTan Le TNV AVAKANOT) Kot OTOTEAEITOL OO TOAAEG TAPAUETPOVS. 1€ TEPIMTMOT TOV
Barovpue to Weight Tov 610 0 avtég o1 Tapduetpot dev givar opatég mAéov kat Oa eivor cav va
unv etvail evepyomomuévn 1 avaKAoT T0 DAMKO. TNV TOPUKAT® KOV OTEVEPYOTOW|COLE
TIG OVOKAAGELS € O TOL AVTIKEIHEVA, OTTMG 6T TCALIO, TO TATMOUO KO TO TAAGTIKO.

¥ Specular ¥ Specular

Weight 1.000

Ew. 132: Specular Weight =1 vs Specular Weight =0
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Mo va yiver pia emedveia dapovig 0o mpénet va punv givar emleypévo to Opaque, to
omoio Ppioketar oto Attribute Editor, otic pvbuicelg pe 1o dvoua Arnold. Me avtoév tov
TPOTO UTOPOVUE VO ONUIOVPYNCOVUE Yo Topadetypo yudAveg emodveiec. H mapdpetpog
IOR (Refraction Index / Aeiktng 6160Aaong) gival pio mappeTpog Tov ¥PNOOTOEITOL TOAD
0€ OVOKAOGTIKEG EMPAVEIEG GTEPEDV Kot LYPAOV d10TL kabopilel v évtaom Tov SubAdocemv
TOV QOTOG. TNV EMOUEVN EIKOVO UTOPOVLE VO TAPOTNPGOVUE TIG SAPOPES AVEAVOVTAG TN
TN TNG TTOPAUETPOV, TOGO GTNV AVTAVAKAAGT], 0G0 Kot 6T d1dOracn Tov potoo.

V¥ Specular ¥ Specular ¥ Specular

IOR= 0.000 IOR=  1.520 B IOrR=

Ew. 133: IOR =0 vs IOR = Default vs IOR =2

4.4  Textures

4.4.1 UV Mapping

A@o¥ kabopicape og OAQ TO OVTIKEILEVO TOV CKNVAV TIG 1010TNTEG TOV VAIKOV, GEPA
&xel m epappoyn textures. Txomwodc eivar va epappdcovpe d160140TaTEG EKOVEG TAVHD GTO
OVTIKEILEVA, Y1OL VO TOVG OdMOOVUE AemTopépele. Onwg avoaeépbnke kol 6to BempnTiKd
KEPAAOLO, TPV TNV EQUPUOYTN EIKOVOV TPEMEL Vo, EETVAYTOVY (Unwrap) ta 3D avtikeipeva og
2D gwcoveg, 00T OOTE 01 0160140 TATESG E1IKOVEG TTOV Bl €164 YOV LE VO TuPldloVV UE OVTEG,

UV Editor UV Toolkit

Edit Create Sele

o] S S < R 3

All Clear Inverse

» Pinning
P Select By Type
P Soft Selection
> Transform
V¥ Create
% Automatic .. Normal-Based
lindrical 7. Planar
herical ’ Best Plane

mera-Based . Contour Stretch

(0/1) UV shells, (0/0) overlapping UVs, (0/0) reversed UVs | P UV Sets

Ew. 134: UV Editor
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INo va eneepyactovpe ta UV Maps (U opildvtioc aEovag, V katakdpueog aEovag),
myaivovpe oto pevov ki emiéyovue UV > UV Editor kot Oa avoi&el éva véo mapdbupo pe
170 0KO TOL pevoDy Kot WOAAG epyoleio. Ymdpyouv kdmoleg puOuicelc mov pmopovv vo
napdyovv ovtopato Eva UV Map katddinio ywo ypnom, oAAG mpEmEL TO GYNUO. TOV
AVTIKEWEVOL Vo €lvarl TOAD amAd, Mo cLYKEKPEVA va €xel oy KOPov, KLAIVOpov 1)

oQaipoc.

270 TOPAKATO ToPAdEyra avti vo dnpovpyndodv ot vTodoyEg Kl T KOVUTLE TNG
006vng amd Vv opyn, Oonpovpyndnkav omioi KOPor Kol EQAPUOCTNKOV TAV® TOL
QOTOYPOAPiES e Ta avTiKeipeva Tov Oéhape. Anuovpyndnkav dniadn Color Maps. Me avtdv
ToV TpoOTo e€otkovoueitan xpOvog T0c0 ot oyedioon 6co kot oto Rendering.

Ew. 135: Color Map

"o va tomoBetnbovv cmwotd o1 poToypopicg oTovg KOPoVS Tyaue oto UV Editor kot
eEnyayaue to UV Maps, cav avtd mov PAémovue oty ewova 134, 'Enerta to UV Map
glonyOn oto Photoshop yia va EEpovpe mov akpiPmdg vo tomobetnbel 1 potoypoaeio. Apod
tomoBetOnke, ofnoape to Layer pe to UV Map yo vo unv eueovicTel 610 avVTIKEIIEVO.
21 ovvEKED amoOnkeHoLE T POTOYPAPiD LE TNV LITOSOYN, KAOMS Kot pio poToypoeio pe
padpo  @OVTo Kol Aompo ot1o  akpPéc onueio mov TomobetOnke m vmodoyn Ko
amoOnkevnKay og apyeia .tga.

Ewk. 136: Anpovpyia Color Map
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AvTt 1 TEYVIKN EQOPUOGTNKE Y10 TO AOYO OTL BELoLE 0 KVOPOG Vo givat dlopavig Kot
va @aivetor povo n eotoypagic. o va yiver owtd oty mpdaén, myaivoope oto Attribute
Editor > aiStandardSurface xot ewdyovpe ommv moapauetpo tov ypopatoc (Color)
eotoypapio pe v vrodoyn. ‘Enetta anyaivovpe oty mapdpetpo Opacity, n onoio aviket
010 YopokTnPoTikd Geometry kot eldyovpe TV acTpopovpn eotoypagio. OVclUcTIKA e
avt v mapduetpo 1o Arnold gueaviCer povo 6,11 vapyel oto dompo. Téloc, mpénel va
amevepyomombei 1o Opaque otig yevikég pvOuicerc tov Arnold. Avty 1 dwdwkacio
EPUPUOCTNKE KOl OTIG VITOAOITES VTOJ0YES, GTO KOVUMIG TOL VTOAOYIOTH, KAOMG Kol OTIg
Brepapidec Tov yopakTHpa Kot 6TIg 000veS Tov Ypapeiov oto sCi-fi Sopdtio (3" ZknvA).

socketd_text socket_inputShape3
; Focus
k]
aiStandardSurface: socketd_text o Presets* nesh: socket_inputShape3 2
Show Hide " Show Hide

Tessellation Attributes
Mesh Component Display
Mesh Controls

Tangent Space

loyp3 a8}

Smooth Mesh

1. Ewoaryonyn| Eyypoung ewovas
0.800 | "
Displacement Map

Render Stats
Object Display
amaid 3. Amevepyomoinemn Opaque

Amo tor polymesh

Metalness 0.000

>
»
14
»
>
»
14
»
v

Specular
Transmission
Subsurface
s ¥ Visibility
Emission

Thin Film

seometry 2. E1GQYOYYT) AGTPOUAVPTS ELKOVUS

Thin Walled

Ew. 137: Pb6uion Opacity

To UV Editor s100éter emiong kot tnv emhoyn Automatic mov pmopei vo epopuocTel
oe OAa to avtikeipeva Ko vo EgTuAiEer (unwrap) to UV Map, aAld ebv 10 oynua sivol
TOAOTAOKO 0 Pyaivel 6GTO AMOTELEGHO KOL TPEMEL O YPNOTNG VO KAVEL TOAAEG LETATPOTES.
Ye aVTEC TIG MEPMMTAOGELS O O)EONOTNG emALyel akpPdg o€ moleg okpés Ba womel tO
avtikeievo yu va EetolMytel cmotd 1 01o0doTatn €wova. Avtd umopet vo emirevydel
gmAéyovtag oto pevov tov UV Editor Cut/Sew > Cut. X¢ avtifeon pe to Cut, To Sew evavet
11§ akpég mov emhéyovps. o mapdaderypa PAEmovpe 10 amotédeopa edv emAéovpe 10
Automatic otov yopoxtipa. o va kdvovpe évoon (Sew) oe OAa To puKpd pépn mov
onpovpynOnkoy avtdpato Ba ntav moAd xpovofopo, omdTe OV €ival 1| KATAAANAN TEXVIKN
YL VTNV TNV TEPITTOON.
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Automatic

Ew. 138: Automatic UV Mapping

Yvunepoouatikd, o UV Mapping avOpodmov, (bmv Kot ToADTAOK®Y OVIIKEUEV®V
onuovpyeitan yepokivnta omd 1o ypnot. OmodTte M yoE 0TO HOVTELD KL EMAEEQUE OKUEG OE
KopPukd onpeia, OT®G GTO TEPTYPAUUOTO TOV AVO KOl KATO GKP®V, GTO KEVIPO TOL LOVTEAOD
KOl 6T OL0POPETIKA TUNLOTO TOL CAOUATOS (LEST, KEQAAL, ¥épla Kou THow). Emidéyovtag Tig
KATOAANAEG akuéG ekteAéotnke To gpyaieio Cut yo va koOyel o€ ekeiva ta onueio T0
TPIGOIAOTOTO OVTIKEIUEVO. LT GUVEYELD, EMAEYOVTOS TA KOUUEVA LEPT EMAEXONKE 1| EVTOAN
Unfold yia va EedumhmBovv. Me avtdv tov Tpdmo 10 HOVTELD €ivol TP KATAAANAO Yio. v
onuovpynBovy Maps kot vo EpaprostodV GOoTH TAVM Tov, gite ewlodyovtds to UV Map oto
Photoshop 6mwg otig mponyobuevee mepT®OOELS, &€ite glodyoviac OA0 TO HOVTEAO GTO
Mudbox yio va dnpovpynbovv ekei to. vwérouma maps (color maps, displacement maps
K.AT.). Epeig Stodé€ape ) devtepn mepintmwon yia va BAETovE TIG aAlayEC KoTevbeiov mhvm
0TO HOVTENO.

" 18 - Student Version: 21, "

Ew. 139: Xepokivnto UV Mapping
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H 3w dradikacio axkolovdnOnke Kot yio To povyo TOV YOPOKTNPOL.

Ew. 140: Avtopato vs Xepokivito UV Mapping

A@o?¥ grodoape ta UV Maps tov avtikelévoy, Topo givorl £ToHo EQapHOGTODY
navo tovg Texture Maps. Eidaue 6t yia vo epoappootei éva Color Map énpene vo sloaydel
wo eotoypagio oty mapdauetpo Color tov vAKoD tov avtikelpévon. Onmg avaiddnke Kot
ot Osopntiky Ymodoun, Ta Maps veav givol acTpOpovpes 0100100TATEG EKOVES, OTIC
omoieg TO AoTPO VTOONAMVEL EEOYKMOMO KOl TO Lovpo PaBodAmpo. v eTOUEVT] QOTOYPOPia

BAémovpe TG NTav 1 KOPEKAQ TPV EPAPUOCTEL KATO10 LY TAVEO TNG. TNV OUTANVY] EIKOVA
™m¢ PAEmovue v B kapékia pe éva bump map. Ta bump maps, émwc ta color maps,
epapudlovtar oto VAKO, omdte mnyoivovtag oto aiStandardSurface tov oaviikewévov,
eméyovpe 1o yapaktnplotikd Geometry kot oty mapduetpo Bump Mapping sicdyovue v
QOTPOLLOLPN EKOVA LE TNV TAEEN.

Ew. 141: Bump Mapping

I'a va etedyovpe Displacement Maps emiléyovpe 6t oknvh LOG TO OVTIKEILEVO TTOV
Béhovpe, mnyaivovpe oto Attribute Editor kot amd T1¢ KopTELEG EMAEYOLUE TO VAIKO
aiStandardSurface. ITatdue 1o giovidio mov aiveton Tapakdto oto 1° Ppe, oty cvvéyeio
emdéyovpe 1o Displacement material (2) ko glodyovpe v acmpdpavpn gwoéva oto Image
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name (3). Télog, and v drop-down Aicto mpénetl va gival emieyuévo 1o Raw (4). Xtig
pvOuiceic tov Displacement Mapping kot tov Bump Mapping, propovue va. emAéEovpe to
n6co évtova M oyvé B€lovpe va oaivovtor ot veég, kabdg emiong vo pvbuicovpe v
AcTPOLLOVPN EKOVA VO TOAAATANGIOCTEL, VO LEYOADOEL, VO LUKPVVEL 1] VO, TEPIGTPAUPEL.

model:dress:aiStandardSurface175G g : : 4 ¥ File Attributes
o, Filter Type Quadratic v
: k] Pre Filter
shadingEngine: jress:alStandardSuﬁaceW113 B Presets

[
Show Hide
Image Name scen

Chading Grotn <amnle Reload
Shading Group Sample >
2 UV Tiling Mode Off

Use |

¥ Shading Group Attributes

=
=3
=
o
m
=S

Surface material model:dress
olume material

ement mat. model:dress:file13

Ewc. 142: Odnyieg epappoyng Displacement map

Yty enduevn ewova PAémovpue oty mpdén v epapuoyn displacement map oto
eopepa. H ovuykekpyévn diedidotatn eikova, dnuovpyndnke oto Mudbox.

Ew. 143: Displacement Mapping

4.4.2 Mudbox

To Mudbox eivar évo AOYIGHIKO YNOWOKNAG YAVATIKNG HE TO OMOi0 pmopodv va
onuovpynBovv TproddoTato avtikeipeva, vo TpooteBohv AEMTOUEPEIEG KOl YPOUO CE
LLOVTEAL IOV £YOVV GYEOAOTEL 6TO 1010 1 0€ AOYIGUIKA TPIGOAGTATNG LOVTEAOTOINGNG KO VaL
e€ayBoiv avtd To povtéda M to. Maps tovg. O Adyog mov ypnoyomomdnke avtd 1o
TPOYPOLLLLO GTNV TTUYLOKT EpYAcia €ivat Yo va OMHovpyncel Maps VYNANG AETTOUEPELOS KO
OTN GULVEXELD VO, EPOPUOGTOVV ot avTikeipeva oto Maya, onwg gidape Kot mopamdve. H
oknvn eival o ghaepld edv €va Loviélo amoteheiton amd yopnAd apBpd ToAYYOVOV Kot
T0V £YOVV  €QoppocTEl Maps, amd To Vo omotereitor amd WOAAG TOAVY®VO OV
eneepydoTnKaV 6€ VO AOYIGUIKO YNOOKNG YAVTTIKNG.
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PvOuiceig

Ew. 144: Mudbox Interface

To Mudbox anoteheiton omd epyodrein yivmtikng wor Coypoewkns. Ta mo
ovvnBiouéva epyoleio yAvmtikng eivon to Sculpt pe 1o omoio avaonKdOVEL TV ETPAVELN TOV
ayyiet, To Smooth 1o omoio kavel v emeavela mo Agia, to Relax mov kdvel v empdvela
O OHOOMOPEN YWPIc Vo emmpedlel To oynua Tov povtédov. Emiong vrapyst to Grab to
omoio petokwvel Eva onpeio oty katevBvvon mov Ba vrodeiovpe, to Flatten mov kavel v
eMPaveLn eninedn, To Foamy mov givatl cav to Sculpt, oALd avacnK®VEL TO OUOIOLOPPOL TNV
eMPAaveln, Tov mepvael to movtikl, o Knife 1o omoio dnpovpyel amdtopeg €00yég o610
avtikeipevo xor 1o Erase mov dwypdper omowonmote yAvmtikny €xet onpiovpyndel. Ta
gpyareio. Coypa@IKng Tov ypnolpomolovvial cuyvotepa eivon ta Paint Brush, Airbrush kot
Pencil mov eivon dapopetikd €idn ypouaticpo kot to Paint Erase mov dtoypdget To ypmpo.

Sculpt Tools Stamps

e & o @ o £

Sculpt lax  Grab  Pinch Flatten Foamy

, » ¢ W9

Scrape Fill Knife
- 2
Mask

Erase

Paint Tools Stencils

Paint Tools C ols I Yols P Stencil Falloff

Off |+

Ew. 145: Mudbox Tools
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To Mudbox, émwc kol to TEPIGoOTEPE AOYICUIKG YNOLOKNAG YALTTIKNG, Oivel
duvaTodHTNTO OMOTHTWONG HOTIPWV pe TN XpNon TV gpyaleinv Tov Tpoavaeépbnkay. Mmopel
onAadn va dnuiovpynoel Aemtouépeleg mov Pooilovrar ot Stamps kat to Stencils. H
OHOOTNTA TOVG Elval TG TaL LOTIPo SNUIOVPYOVVTOL PE TO AGTPO YPDUO TOV EIKOVMV, EVAD TO
pavpo dev ennpedlel kaboérov ™ yAvntikr. H dapopd tovg givor oti to Stamp sivon éva
EPYOAEID OMOTOTTMONG OV Agttovpyel OTTmG pior cepayida, eved pe to Stencil eppavietar to
potifo og 6AN TV 000V Kol 0 oYXESOGTAG UTOPEL ONLIOVPYNOEL AETTOUEPELEG GUVEXOUEVA
oto avtikeipevo. Oha o gpyoleion TOV TPOYPAUUOTOG UTOPOVV VO, puOGTODY, OTMSG Yo
mapadetypa to péyebog ko 1 évtacn tovg. EmumAéov, lvar anapaitnto ya v opydvoon, tov
éleyyo kol T ovvartdto SopBdoewv, va Onovpyeiton véo Layer petd amd kdabe
OVLGLOCTIKY] QAAOYT).

Stencil

Ew. 146: Stamp & Stencil

A@ob onuovpyndnke o yapakmpog ko too UV maps octo Maya tov isdyovpue oto
Mudbox yia va tov mpocbicovue Aemtouépeteg pe yavmtikn ko Coypagikn. o va aivovtot
KOAVTEPA TO, AMOTEAECUATO TNG YALTTIKNG, avefalovpe Tov aplud T@V TOADY®OVOV LE TO
Shift+D. Eekivovtog pe ™ YATTIKY Kol pe 10 TpOcmmo, TpochéTtovpue AETTOUEPEIES OTA
xeiln pe ta gpyodeio Sculpt ko Knife kot oto pOdwa, pe emdeypévo to epyaieio Sculpt,
EVEPYOTOI0VLE évo, Stamp pe ypoppés Kot dnpovpyovue to epvdw. Emmdéov, pe to Sculpt ki
gvepyomompévo to Mirror otig pvOuicelg tov, Yoo vo avOY®OVEL TOVTOXPOVE Kol GTIG 2
TAELPEG TOL GMOUATOG G TPOG TOV dEova X, dnpovpyndnke n KAeida.

Ew. 147: Mudbox: Sculpting ITpocdmov
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Yvveyiomke avt) 1 dwdikacio kot 6to vdAowmo copa. AAAGlovtoc to péyebog katl tnv
évtaon oto epyaAeio Sculpt ko pe to Mirror evepyomomuévo ¢ mpog tov a&ova X
INUovpYHONKaY YOVOTA Kol AYKAOVESG KOl TPOSTEOMKAY AETTOUEPELES OTA O, TO XEPLOL KO

Bod
e

Ew. 148: Mudbox: Sculpting Zopatog

Onwg  avoeépbnke kol mopomdve, ot LEEG TOL  POVYOL  TOL  YOPOKTHPO
dnuovpyndnkav oto Mudbox. Apod g bn 010 TPOYPAULO TO AVTIKEILEVO, IE TO EpYOLEiD
Sculpt kot éva Stencil mov anewoviler o TAEEN, dnuOVPYHRONKAY Ol AETTOUEPELEC TOV
eopéuatoc. Xt cvvéyeto pe to Sculpt Tool ko pe to Knife Tool gtidytnkov ot toakicelg Tov

povYOVL.

Ewoyoym Povyov Sculpt Tool + Stencil  Sculpt Tool + Knife Tool
o010 Mudbox

Ew. 149: Mudbox: Sculpting Potyov
AoV teretdoape e T0 KOpPATL TG YALTTIKNG, cvveyicape pe ) {oypapkn. T
AOYOVLG €VKOAING, VTAPYOLV JPOPETIKEG KOPTEAES OTO TPOYpOUUo Yo to Layers tng

yAumtikng kot ywoo to Layers g Coypaoumnc. Dtidéope véo Layer yi 1o déppo Ko
ypouaticope o poviédo pe to Paint Brush. Eziong, ypnoyomomnkav didpopa Stamps yia
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TNV E100YOYT POKIO®MV KOl APNPNUEVOV AETTOUEPEIDV GTO CAOMO. XTI GUVEXEWD GTLOYTIKOV
Kowvovplo Layers yio ta @pvdta, to make-up, tig apbpmooelc, oAld Kot ywo. to. voywo. To
epOdw Coypapiotkav pe to Paint Brush oe cuvdvaoud pe éva Stamp, kot to vrorouro
Layers onpovpyndnkav pe to Paint Brush aAlalovtag povo to ypodpa kot 1o uéyedog otig
pvouicelg Tov.

Ew. 150: Mudbox Painting

A@o¥ tedeidoape kot pe ) (oypaeikn, Bo umopovcape Vo EI0OYOVUE TO HOVTEAO
omw¢ eival oto Maya. AALG emedn avénoape vopitepo Tov aplBpd Tov ToAVYOVOV TOL, Yo
V0. UTOPECOVLE VO EIGAYOVUE HIKPEG AETTTOUEPELEG LLE TN YNPLOKT YALTTTIKY, Oo Bapaive TOAD
™ oknvn kot Bo kabvotepovoe T dadikacio Tov Rendering. I'” avtd 10 AOyo pmopovue vo
eEdyovpe uévo ta Maps ko vo To EQoPUOCOVLE OTIC KOTAAANAES TAPAUETPOVS TOV LOVTELOV.
o vo emtevybel avtd mnyaivovpe oto pevod tov Mudbox ki emiéyovue UVE&Maps
>Extract Texture Maps >New Operation ki emléyovpe 1o Map mov Oéhovpe. Ttnv
ovykekpuévn mepintoon Oo emdéEovpe to Displacement Map, to omoio Oa aneikovicel 610
HOVTELO avTd mov dnuovpynOnkav otn ylvrtikr. Ta va yiver e€aywyn tov Color Map
anyaivoope oto pevov File >Export All Paint Layers kot avté to Map 0a gppavicet Tove
070 HOVTEAD 0,TL {OYpOPIoTNKE.

\

Ew. 151: Color Map & Displacement Map
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AoV Odnuovpyndnkav to Texture Maps, emotpéyape oto Maya kot oapov
epapudcope otov yapaktipa pog to Shader tov Arnold aiStandardSurface, giony6n to Color
Map omv mapdpetpo Color xor to Displacement Map oty mapduetpo Displacement
Material Tov ameikoviotnke Kot Tapomdve, cvykekpiéva oty Euova 142.

q

.

Ew. 152: Movtého yopig Texture Maps vs Movtého pe Texture Maps

45 Rigging

To Rigging &ivar 1 dwadikocio papuoyne okeletoh 1oV 0MOi0 PMOPEL Vo XEIPLOTEL
apyoTeEPU 0 OYESOTNG e OKOTO TN onuovpyia kivnong. IHapdro mov 1o Maya dwnbétet
gpyaieio yi’ avtn ) dadikaocio, emAéyOnke to Advanced Skeleton, cav plug-in oto Maya,
Y T0 AOY0 OTL TPOGPEPEL KATOIEG OVTOUATOTOMUEVES EVEPYEIEC KO OTOAVTO EAEYYO TOL
TEAMKOU OMOTEAECUOTOC,

Apywa, myoue otic pvbuiceig tov Advanced Skeleton koi kéavoue Import tov
okeletd. A@ol Tov @époue oe Koatdotoon emeepyoocioag pe tnv emhoyn Fit Mode,
tonobetnoapue kabe apbpwon otn cwotn Oéomn. Emerta, emiéEape to Build Advanced
Skeleton kot a@od éywve Mirror o okehetdg, TPOGTEONKAY AVTONNTO XEWPIGHOT Yiow Apeon
Kwnuatik (FK) kot yio Avtiotpoen Kwnuatikr (IK). Tt ovvéyeion emdé€ope tov
YOPOKTAPA KoL TO povyo Ko Tyape otig pubuioeig tov plug-in oto Body > Deform (Option
1) > Set Smooth Bind Options pe okomd va cuvoghodv e TOV GKEAETO KOl OUTOUOTO VO,
emnpealovral kot vo kKivovvtor pali tov.
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3 ¥ Body

¥ Build

biped.ma ¥ Import 7?7 FitMode 7 Build AdvancedSkeleton

Ew. 153: Build Skeleton

Metd v €lc0ymyn OKEAETOV Kol TN OUVOECYT] TOV HE TO HOVTEADO akoAovOnoe M
dwdkacio Skinning. Ovclootikd éywve édeyyog o€ KGbe ApHpmON HETOKIVOVTAG TN Y10 VO
dwmotmdel pe mowdv tpémo emnpedlel 0 HOVTEAO. Xe OMUEID TOV TO TAPOUUOPPDVEL
npoypatonoteitor n dadikacion SKiNnNing yio va to dopbmoetl. Xto SKinning to poavpo
onuaivel 6L N apbpwon dev ennpedlel To HOVTEAO, EVD TO AoTpo OTL T emnpedlet. [ va to
Bpovue oto Maya npémel to drop-down list pevov va aidééer amd to Modeling oto Rigging.
‘Emerta, mnyoivovue 010 kevipikd pevov ki emiéyovpe Skin > Paint Skin Weights.

M Tool Settings - [m] X

Reset Tool Tool Help

Influences

~ - - bl - bl - - - i -

® ®n - m—Eidoclivérhov

Skin Weight e

Interactive o

s — Evtaon Ihvéiov

¥ = Value = 1 = Aonpo
Value = 0 = Mawpo

Ew. 154: Paint Skin Weights Tool

96



[Inyaivovtag otig puBuicelg tov gpyadeiov pmopovpe vo emAaéovpe kdbe pio
GpBpwon kot vo PAETOLLE TOPAAANAG TNV EMIOPAOT) TTOL £)XEL GTO HOVTEAO. Y GTEPA UTOPOVE
va Bayovue pe dompo N padpo ta pEPN mov BEAovUE va QOvV N Vo UMV €YOVV EMPPON|
avtiotoyo. Kot og avt ) dadkacio vadpyel n emthoyn Mirror oto Skin > Mirror Skin
Weights. Ondte égovpe ™ dvvatdtra va (oypaeilovpe ta Skin Weights ot pia mievpd
TOV HovtéAov kat vo emthéyovpe MiIrror yuo va avtypa@olv Kot 6Ty GAAY.

e

Ew. 155: Skinning

A@ov oloknpdOnke n dadikacioc tov SKinNNiNg pmopovpe vo SOKWACOVUE TOV
okehetd. O okehetdg mov Oomuovpyndnke amotedeitan amd yepompa 1K ko FK kot
pumopovpe va pvuicovpe pe mowdv amd tovg dvo TPOTOLg BEhovpe va xeploTovue Kabe
TN, eniiéyovtag tovg towpodc (Ew. 156) kar odldlovtag tig pvbuiceig oo Channel Box.
Ot otavpoi avtol vrodewvoovy OtL gumepieyovrol yepopol 1K ko FK ko enmpedalovv
KouPkd onpeio: tov Koppod, o xEpla Ko To TOHO0. TNV TOPaKATO £koOve puBuictnkay ot
YEPOUOT 0OVTMG MGTE 0 KOPUOG KOt 1) aploTeEPY] TAELPEA TOL HoVTEAOL Vo eA&yyovTon pe [K kot
n 0e&ua mhevpa pe FK. v apiotepn mAevpd mapatnpovpe 6Tl HETOKIVAOVTOG To KOKKIVOL
KOVTLA Kiveital 6OA0 1o ¥épt Kot To oL, eved 6Tn 0e&ld TAevpd Tov poviéhov Ba mpémet va
yiver Rotate kdOe apBpwon Eeymprotd. Mropovpe va yeiprotovpe Eexwplotd TG apOpdoels
pe FK ota 6g€ud tov poviéhov, emiéyovtog toug yoAdliovg KOkAovg mov Ppiokoviol 6Tov
ALO, TOV AYKOVO Kol TOV KAPTO - Y10, TO XEPL - KOl GTOV YOPO, TO YOVATO KOl TOV OGTPAYOAO
v 70 OOt Omov dnAadn PAEmovpe yorhaliovg kukAovg givar ot xeprotég kivnong pe FK kot
omov PAEmOLLE KOKKIVO KOLTIA fvar ot yelprotés kivnong pe 1K.
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364104

181856
363712
193231

Viewport 2.0 (OpenGL Core Profile with compatibility)

Scene Timecode:

Ew. 156: Rig Controls

A@o¥ teleidoape ue to ooua ovveyiCovpe pe o mpdécwno oto Advanced Skeleton.
Axolovbmvrtag pia pia tig emhoyég tov plug-in yio to mpdowno (Face) emhéyovue avtd Tov
pog (nrael kdbe @opd. Mo mapddetypo to mEPiypapUo TOV HOTIOV, TO TEPTYPOUUL TOV
YEWMDV, TNV GKpN TG HOTNG, TO caydvi, TNV apyn Kol T0 TEAOS TV epudmdV K.AT. Mropel va
pog (ntoet vo eMAEEOLIE OKUES 1) KOPLPES, AALA og KAOE mepimTmon, apol To eMAEEOVE,
TOTALE TO KOVUTL PE TO avTioTorro dvoua oTic puiuicelc. AQov TPayHatomooel OAOVG TOVG
VTOAOYIGUOVG, OTO TEAOG TOPAYEL £VO TIVOKOKL TTOL TEPLEYEL LUKPE YEPIOTNPIL Y10 TIG
EKQPPAGELS TOV TPOCHOTOV.

v Fit
EyeBall

Loops, the
EyelidOuter
EyelidMain

Eyelidinner

EyelidDroopy

LipOuter
LipMain
Lipinner

Select 1 vertex, then:

EyeBrowlnner v i

EyeBrowOuter 4|

EyeBrowMiddle v 7
>

3 vertices, ther

ForeHead

JawPivot
JawCorner
Jaw
Throat
Cheek
CheekBone
CheekRaiser
SmileBulge
FrownBulge
Nose
NoseUnder

NoseCorner

q

24 BN ES KN ES BN RN &9 &9 B8 RS BN

Ew. 157: Face Rigging

KéBe yepromplo emnpedlel KAmolo TUAO TOL TPOCOMOV KOl oV TOLG OAAAEOLLLE
0éon petaxkwvodv Kot to avtictoryo tunua. Ilopakdtem pmopovue vo TOPATNPNCOVUE TIG
aAlayég otov mivako €AEYYOL KIVIoNG KOl TOVTOYPOVO TNV EMPPON TOVS 6TO poviého. Ta
TPpOTO. YEWPLOTNPLO €Mnpedlovy Ta PV Kot To UAT, TO pecaio T pOTN Kot to 600
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TelevTaio TNV KAT® Yvabo kot t0 otopo. Metd and m dwdwkaocio Rigging kot Skinning, to
HovTéLo givar £Tolpo yior animation.

Ew. 158: Face Rig Control

4.6 Dynamics

Yy gpyacio ypnoomombnkoyv Dynamics yio va coumepipepdet éva eninedo oynua,
(planar) cav bYpacua. Apyka, elonydn to planar otn oknvy Kot TPOTOTOMONKE TO G TOV
Kot o1 vrodwapécelg Tov oto Attribute Editor. Ooa mepiocdtepa givar ta moAdywva oe Eva
AVTIKEIIEVO, TOGO AVEAVOVTOL KOl Ol AETTOUEPELES. 2T cvvéEYeEln oAAGEape oty drop-down
Mota to Rigging oe FX kat apod dAlaée 10 kevipikd pevov, emhéEape to nCloth >Create
nCloth pe emleyuévo o planar.

Selected Focus Attributes w d Focus Attributes ow e S C ocus Attributes Show Help

nucleust

loth: r

nCl n 3 ’ h: nClothShape3 i ntdeus: nucleus?
[Mapapetpor nCloth (1) pauetpor nCloth (2)  Iepaperpor nucleus
S 0.00 ] v’ Enable

v/ Enable

Collisions S - Transform Attributes

Ground Plane

Solver Attributes

Ew. 159: Tapdapetpor Dynamics
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Inyaivovtag otic pvbuiceg tov nCloth oto Attribute Editor vmdpyovv moiAég
TOPAUETPOL TOV UTOPoLLLE va. pvBuicovpe. o Tapddetypa TV ELAGTIKOTNTO TOV VOAGLOTOC,
™ pala Tov, TV avtictoon Tov Kol TOAAG akdpa. EmumAéov, e 10 TOv YPNOLOTOMGOVE
nCloth, 11 yevikd Dynamics otnv oknvi, dnpovpyeitar avtopoto oto Attribute Editor pio
Kaptéda pe To Ovopa Nucleus kot ot TapdpueTpoi g £xoVv GYEGT LE TN QLGIKN TNV OKNVA.
Mmnopovpue dniadn va pvBuicovpe v €vtaon g PapdTnNTag, TOV GVEHOVL, KOO KOl TNV
KkatevBvven Toug. Ot duvapels avtég emnpedlovy HOVO T VTIKEIUEVO TOV £XOVV EQOPLOCTEL
nave Toug Dynamics.

Ew. 160: nCloth

Ortav tehkd matnoovue Play oto Timeline tov mpoypdauuatoc, to planar 8o apyiocet
va TEQTEL AOY® TG Papdtnrog, oAld Ba dtamepdoel Omolo avtikeipevo cuvavtiost. [o v
OTOPLYY] OVTOV EMALYOVLUE TO OvTkeipeva mov 0Oéhovue va  OAANAEmMOPAcEL, O©TN
OLYKEKPIEV TTEPITTOON TO YUPUKTINPA, TO POPEUD Kol TO oTPp®ua Tov KpeRatiov (Ew.160).
¥t ovvéyewa myaivoope oto pevov nCloth > Create Passive Collider kot pe avtiqv myv
emAoyn 10 oevtovi (planar) Bo cuykpovetol pE TO GUYKEKPIUEVO OVTIKEIUEVO Kol O TO.
damepvael. Ov mapduetpor twv Passive Colliders dwbétovv oto Attribute Editor to
yapaktnpiotikd nucleus (6mwg kot to nCloth) kabmg kot pio kaptéda pe to dvopo nRigid
otV onoio pmopovpe vo pvBpicovpe kdmoleg Pacikés mapatéTpous mov oyetiCoviat e
GUYKPOVOT|, OTMOGC Y10 TAPADELY LA TNV EVTACT TNG GVYKPOVONG Kol TO TOGO KOAAMONG €lvar 1
EMLPAVELQL.

O1 Adyot ov ypnotpomomOnkay Dynamics ftov yio e£0kovopunon xpovov Kot yio. Ty
amod00T KOAVTEPOL OMOTEAEGUOTOC. Oa NTav TOAD OSLGKOAATEPO Kol TO YPOVOBOPO v
enefepyalopaoctav OAeg TIG KOpLPES TOL planar yw oynuoticovpe to mEPTYPOUL TOV
YOPOKTNPA. ZTO TEAOG, Y1 VO PEIVEL TO GEVTIOVL GTNV TEMKN TOL HOPEON KOl Vo pn yiveton
eninedo planar kabe opd mov yvpvape to timeline oty apyr, TNYOiVOLUE GTO KEVIPIKO
uevov ki emléyovue nCloth > Rest Shape > Set Rest to Start Shape.

4.7 Animation

To Animation npaypatoromfnke oto Maya pe v mpoodnkn kieduov (keyframes)
oto timeline tov mpoypdupatoc. Aniadn y vo amobnkeboovpe KAmow oAlayn TNV
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“kAeddvovpe” oto timeline pe keyframe. To timeline amoteleiton amd po umdpo pe
apBuove, ot omoiot amewovilovv to frames. o v ecaywyn keyframe umopodue va
TOTAGOVUE TO S 1 EVOALAKTIKA pmopovpe vo evepyomomjoovpe to Auto Key, 1o omoio giodyst
avtopata keyframes petd amd omoladnmote oAloyr otn oknvi. Ilatdviog to S vadpyet
LEYOADTEPOG EAEYYOG OO TOV OYXEOIAOTT, AAAG Kot 1) TOavdTTO Vo EeYGoEL VoL E1GAYEL KATOL
Kamolo kAewdi. Me 10 Auto Key umopetl va yiver mpocsOnkn kiedidv o€ onueion mov dg
ypedletal Kot 660 TeEPIGGOTEPN KAEWDIA VITdpyovV, T060 TEPLocdTEPO dapkel o Rendering.
Kat ot 600 tpdmot givar ypfoytot Kot EKTEAOVVTOL avAAoya. LE TIG omatnoelg Kabs animation
KOl TIG TEPIGGOTEPEG POPES YPTCILOTOOVVTAL KOl 01 VO G KAOE oK.

Timeline Slider Frames Keyframe Cursor Play_Go to next Key
l 81l 4 14 [4 P Pi »l
No Character Set No Anim Layer 24 1ps v

Documents/maya/projects/finalproject_21_12/finalproject/autosave/bedroom_musicb

Opotd Frames  XvvoAka Frames Frames/Second  Auto Key

Ew. 161:Timeline

Apya, emdé€ape and v drop-down Alota to Animation ywo va pog epeavicetl to
AVAAOYO TEPIEYOUEVO OTO KEVIPIKO HEVOD. 11 cvvEyela emAéEape and to pevov Windows >
Animation Editors > Graph Editor 6mov dvoiée éva véo mapdBupo. To Graph Editor sivar
Kat@AAnAo yioo T dwoyeipion kot eneéepyocio tov keyframes. Mropodue vo dobue Ao ta
keyframes and omola povtéda eivar emdeypéva ot oknvh. Eyxovue ) dvvatdtnta vo to
eNeEePYOoTOVE UEHOVOUEVA, OAAG Kol polikd. AwBétel epyoleion OOV HITOPOVUE VO TO
uetakivnoovpe oo pali, kabmg kot va ta épovue o kovtd petad tovg oto Timeline 1 va
T amopoKPHVOLUE TTOL Oa iy cav anotéleoua vo, ekTeleiTol To animation wo ypryopo. Kot
o Py avTioTOLYOL.

‘Eva anhd mopddstypor animation mov dnuovpyndnke yioo v mToylokn eival to
Hovotkd kovti. I'a va yupvaetl 1o kovpdiotipt lonydn éva keyframe oty apyikn tov 0éon
Kot éva apyotepo oto timeline ago¥ meplotpdonke apketéc eopég (Rotate). IMatdvrag to
Play oto Timeline 6o dodue otn oknviy 10 aviikeipevo vo mepiotpépetat. TToAEG Qopég
pmopet va kaBuotepel 1 avomapayyn Kot vo pn yivetor o€ mpaypotikd ypovo. AAAGLovtog
Kot ghattovovtag oto Timeline ta Frames/Seconds 6o éyovpe éva amotéieopo mov Oa
mAnoler oto teAkd, tov Rendering. '’ avtd Omote avomopdyovpe to animation
yaunidvovpe tov aplBpd fps o oknvi yuo va amo@evyovtat apyotepa ta toAAd Rendering
o€ TEPIMTMOON OV deV £xel Pyet To animation émwg vroloyilayle.
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Ew. 162: Animation: Music Box

Yyed6v OAN N Touvia LKpov unKovg amoteleital od animation tov yapaktipo. I'a va,
amOKTNOEL Kivnon emAéyONKe 0 ¥EP1oTh¢ Kiviong (tov mpootédnke otn dadikacio Rigging)
0TO UEPOC TOV YapakTNpa mov extupovooue vo oAla&ovue kol totobetnOnke éva keyframe.
‘Emerta, petakwvioope tov képoopa tov Timeline Aiyo mo petd (vmoAoyilovtog oto mepimov
Ot éva devteporento amoteleitor amd 24 frames) kot agol mpoypatomolovoaus Kamolo
aAlayn otovg xepilotéc tonobetovoape véo keyframe k.6.x. H dwadikooio avth cvveyiotnke
Yy KaBe UEPOC TOV GAOUATOC KOl TOV TPOS®TOL Tov BéAape vo petafaiiovpe. IHapakdatw
umopodue vo. dovue €va mapddetypo.  animation  yw  avoryokAEiGIHO TV HOTIOV.
Tonobetnoape éva keyframe evd tav avorytd, £va Alyo mo petd evd ftav KAEOTA KL éval
070 TEAOG EVOD NTOV KO TAAL AvOLYTA.

pA oL : € 0w 10

Viewport 2.0 (OpenGL

Ewk. 163: Animation: AvotyokAgioyio Matidv
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Yty endpevn ewova propovpe va dodue cuvorkd ta keyframes mov ypetdotnkoy va,
gloayfovv og pio oknvy udévo yo v kivnorn tov Aopov. Muog kot yepiiopaocte FK Ba
YPNOOTOMOOVHE TO gpyaAeio g mepiotpoenc (Rotate). H kokkwvn kapmdin oto Graph
Editor amewcovilel ti¢ aAlayéc mov Eyvav o¢ Tpog Tov AEova X, 1 TPAGIVY KOUTOAN G TPOg
oV A&ova Y Kol 1) UTAE G TPOG TOV AEova Z.

Ew. 164: Animation: Kivnon péhog tov 6dpotog

H idwa dadikacio cvuveyiotnke o OAeg TIG oknvég, elodyoviog oniadn keyframes
KOTA TNV TPOTOTOINGN TV YEPIGTMOV KIVoNg TOV CAOUATOS Kol TOL TPOSOTov. Ot adAayég
0TO0 COUO £yvov  TTEPLOTPEPOVTOS TOVG YOoAAllovg wOkAovg (edv emAéyape FK) 1
HETOKIVOVTOG To KOKKvo KouTid (edv emdéyape 1K), Ov oAdayéc oto mpdowmo
TPAYULATOTOMONKAV TPOTOTOUDVTING TOLG YEPLOTEG KIVIIONG OTO TIVOKAKL XTNV €MOUEVT
glkovo umopovpe va dovpe éva teMkd anotéheoua oto Graph Editor pe 6Aa to keyframes
oL TOTOHETHONKAV GTO YOPAKTNPO GE L0 GKNVT).

| 1se7at
| 195859

Ew. 165: Animation: Character
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4.8 PoTIopog

To Maya kat To Arnold dwbétovv moALG €idn poTIGHOD, 0ALG O avapepfody avTd,
mov ypnoyomombnkav. Am6 to Maya ypnowomombnke povo to Spot Light, to omnoio
umopovue va 1o Ppovpe oto kevrpikd pevov Create > Lights > Spot Light. To Spot Light
powalel pe 10 okd, dNAadT T0 PG JXEETOL OO [iol WKPY TNy OE OYNMO KOVOL Kol
axoAovbel pia mopeia Tpog avtV ™V KatehOLVOT. AVTOG 0 POTIGUOS ¥PNCLOTOMONKE GTN
2" 6knvA pe To 3EVIPO KO 6TO HOVGIKO KOVTI, KAT® 0O TO QEYYApL.

Ew. 166: Spot Light

A@o¥ TOV €164 yOVUE GTN GKNVI KOl TOV £YOVUE EMAEYUEVO, UTOPOVUE VO AAAAEOLLLE
didpopeg mapauétpovg oto Attribute Editor. ITio cuykekpuéva, pmopovue vo pvbuicovue tnv
évtaon, to p€yefog (AEOUELDVOVTOC TOV KMVO), TO XPMUA, KaOhG Kol To TOco ayvd BEAovpe
va. aiveton to mepiypappd tov. Oco mo Kovid givorl £vo OVTIKEILEVO GE ALTNV TNV TTNYN
QPOTOC, TOGO O PMOTEWVO YiveTOL.

Default

Type Spot Light Type Spot Light Type Spot Light Type Spot Light Type Spot Light

| Color NN Co s [—
Intensity 0.000 e y' Intensity 0
v llluminate: v llluminate: v llluminate: v llluminate: v/ llluminate:
v/ Emit Diffu: v/ Emit Diffu v/ Emit Diffu: v Emit Diffu! v/ Emit Diffu!
De ate No Decay Decay Rate 'No Decay e No Decay ecay Rate No Decay ate  No Decay
Cone Angle Co ngle 5(
Penumbra Angle Penumbra Angle & - Penumbra Angl

Dropoff Dropoff 0.000 ropof 0.000 opo Dropoff 2.(

Ew. 167: Iapauetpot Spot Light

O poTIopdO¢ TOL YpNoIOTOMONKE TEPIGGOTEPO GTNV EpYacio Tponibe and to Arnold
kot ovopdleton Area Light. Mropodpe va to Bpodpe 6to Kevipikd pevov emidéyovtag Arnold

104



> Lights > Area Light. Avtdg 0 QOTIOUOC EKTEUTEL OKTIVEG PMOTOG amd Evo. 0plofeTnuévo
oMU, GVYKEKPIUEVA amd opBoydvio, kKuKAo 1| KOAvOpo. Emiong, ypnoponoteiton cuyvotepa
0€ €0MTEPIKOVE YOPOVG Kot givor Wavikdg Yoo TV ONUovpyio. eOTIGHOL Tov HOldlel pe
houmtpeg @Bopiopov, oAAd Kot TN dnuovpyin QLOIKOL E®TOG MOV pmaivel omd To
napdabvpa. To Area Light dwoyéet to pwg amd pio meployn, Oyt omd Kamoto TNy, KAvovTag to

TO PEOMOTIKO.

i Area Light

Area Light ON Area Light OFF
Ew. 168: Area Light

INo va aAldEovpe Tig mopouétpovg tov mnyaivovue oto Attribute Editor. Exel
umopovue vo. pvbuicovpe v €viaon Tov EMOTOC, TO YPOUN TOV KOl TNV TOOTNTA TOL.
EmnAéov, pmopovpe va pvbuicovpe v modmnta, TNV Viacn Kot T0 ¥POU0 TOV GKIOV TOV
onovpyet.

To Arnold d1a6étel eniong to Skydome Light, to omoio givot pio pwtevy opaipa wov
ekméunel ewg. Xto Attribute Editor pmopovue va pvBuicovpe v €vioon, thv moldTNIa,
KaBmg kol 1o ypopoa Tov. H kdpla yprion tov dpmg sivor yo va ekmépyet pia potoypagpio
ew¢. Elodyovtag oy mapduetpo Color pia eicova, avtouata 1 o@aipa eKTEUTEL MG LE TO.
ypopotd ™e. To Skydome Light eionydn ommv 1" oknvy, oe cuvdvoopd pe GrAiovg
POTIGLOVC.

Skydome Light ON Skydome Light OFF
Ew. 169: Skydome Light

To televtoio €idog @wTIoHOV TOL Ypnoomomdnke sivar to Mesh Light, mov
UTOPOVLLE V0L TO PPOVLE GTO KEVIPIKO pevoy, anyaivovtag oto Arnold > Lights > Mesh Light.
[No va pmopécel vo Aeltovpynoel avTtdG 0 QOTIGHOS Tpémel vo. ovuvoebel pe kdmolo
TPIEOICTATO HOVTEAD. OmdTE, EMALYOVTOG GTNV GKNVI LG £VOL AVTIKEILEVO KO TATOVTOS TO
Mesh Light, avtopata 0o ekmépyet poc.
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¥ Light Attributes

Exposure

r Temperature

Light Visible

Samples 3

Mesh Light OFF A Mesh Light ON

Volume Samples 2 "

Ew. 170: Mesh Light

Yo Attribute Editor uropodv va pubuiotodv, 6mwe Kot oo VITOAoUTA €161 POTICUOD,
Ol TOPAUETPOL TOV YPOUATOS, TNG EVIOONS, TNG TOWTINTAS TOV PMTOS KOl TWV OKIMV.
EmnAéov, vmdpyel n emAoyn va unv gival opatd 1o avTIKEIPEVO TOV EKTEUTEL TO PMOC, ALY
va ovveyilel va portilel. To Mesh Light, extoc amd to EXIT tov 81adpdpov, epapuootnKe Kot
0T0 HOVGIKO KovTi, kKaOmg kot oty 1" oknvi otV £i60d0 TOL KTIpioL.

¥ Mesh Attributes ¥ Mesh Attributes

In Mesh  mb_b pel In Mesh  mb_baseShapel

ginal Mesh Show Original Mesh

Ew. 171: Show Original Mesh

49 Kapepeg

AoV etoydomnkav OAEC Ol OKNVEG Yo ANym, Eekivnoe m €60y@ynN KOUEPDV.
Xpnowonombnkav 6o €ion khpepag to omoia pmwopovue va o BPode 6TO KEVIPIKO LEVOD
Create > Cameras > Camera kot Camera and Aim. H tpdtn givar pia cuvnOiopévn kdpepa
Kot 1 0e0TEPN €YEL £val ONUASL GTOYOV TO OTOI0 UTOPOVUE VO LETAKIVIIGOVUE EEY®PIoT Omd
TNV KAPEPO KOl VO ETNPEAGEL TNV TEPLGTPOPT] TNG. ZTNV TEPITTOGCT TOV UETAKLVIIGOVUE TNV
Kduepa, Bo kottdlel cvveyxdc oto onueio mov otoyedel. o va mpocsHBiocovpe Kivnon otnv
am\n kapepo gilodyovps évo keyframe petd amd kébe arlhoyr, evd otnv Camera and Aim
npénel va elcdyovpe keyframes oty kdpepa kat tov 6to)o.
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M Outliner

Camera

lf; camera3_group
md4 camera3
camera3_aim
W4 camerad

Ew. 172: Cameras

Mo va akoAovOnoet pio kauepo €va LOVTELO TOL KIVEITOL OTN OKNVY EMALYOVUE
TpOTOL TNV Kauepa, Enstro matovtag Shift (yio va emhé€etl kot to 2) emAEYOVUE TO HOVTELOD
Kot atdpe to P. Me autdv tov tpdmo kdvovpe v kauepo woudi (child) tov aviikeévoo
(parent) pe amotélecpa va. to akoAovOEl TavTOV.

"Evag dAAog tpomog yia va TpocsBécovpe Kivnon otig Kapepeg etvat va TiIc GuVOECOVLE
ue NURBS. Apyikd, dnpovpyodue 6t oknviy o KAUeEPO Kot pio KOUTOAN 0TO100ONTOTE
oYNUOToS. Mmopovpe Vo TG OCUVOECOLHE KoL UE KOUTUAEC TOL TO OYNUO  TOLG
KOTOOKEVAGTNKE OO TOV YPNOTN. XTO CLYKEKPIUEVO TTapAderypo Bo elodyovpe évav £TOLLO
KOKAO, LOG KO YPTCIHOTOMONKE Kol GTNV €PYacio. TN GLVEXELW, EMAEYOVUE TNV KAUEPQ,
ueta pe Shift emiéyovpue Kot oV KOKAO Kot TNYOIVOVUE GTO KEVIPIKO HEVOD, TTOV OVIKEL OTNV
kotnyopion Animation ko emdéyovpe Constrain > Motion Paths > Attach to Motion Path. Me
avtov tov Tpdmo, otav matnoovpe Play oto Timeline, n kauepa Oa Eexvioet va Kiveitat kot
Oa axorovOnoetl v mopeio G KapmOANG. O apBudg mov PAETOLIE 6TO TEAOG TNG KOUTOANG
givar to cuvolkd frames mov yperdletan ) KApePa Yol vaL T d10G)IGEL.

Ew. 173: Attach Camera to Motion Path

O mo cvvnbiopévog TpoTOg dNoLpPYiag Kivong Tv kauepdv ivorl pe keyframes.
AvtipetoniCovtdg te¢ ¢ avtikeipevo otn oknvn, tomofetoape keyframes petd amd kabe
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aAlayn mopeiag N meplotpopns. Kdabe popd mov BEAovue va mpocsBécovpe animation oty
KAUEPQ TNYAIVOLLE 0TO, VIEWPOITS Kot 6T0 pevow tovg emthéyovpe Panels > Perspective > kot
mv kapepa mov Bélovpe. Me avtdv tov tpomo Ba PAEmovpe péoa amd ToV GOKO TNG TN
OKNVNA. XTN GUVEYELD, KOUVAOVTOG TN POOEAN TO TOVTIKIOD UITOPOVLE VO LETOKIVI|GOVUE TNV
KAUEPO UTPOGTA Kot Tow. Xe mepimTmon mov BEAOVIE Vo TN YUPIGOVE TPOG OTOONTOTE
katevbuvon matdpe Alt + Left Click. Onote PAémovtog ) oknvn kot Kavovtag oAloyég ota
TAGva, tomofetnOnkav mapdAinio kAeWdd. Xe mepintoon mov BéAovue vo emléEovue v
Kauepa mov Eyovpe oto Viewport, enedn] oe Oa ) PAémovpe TAEOV 6T GKNVY, LITOPOVLE V.
mv emié&ovpe amd to Outliner. T va dwaypdyovpe 1| yuo va eneepyootovpe keyframes
myoaivoope oto Graph Editor, 6nmg mmyaivope Kot 6T GVTIKEIUEVO KOL TOVG YEWPLOTEG
Kivnong Tov YopaKTpa.

410 Rendering

I'o to Rendering towv oknvav ypnoyomodnke to Aoyiopkd Arnold owc plug-in oto
Maya. To Arnold eivat pio Tponypévn unyovn arddoong mov Acttovpyei pe Ray Tracing kat
TPOGPEPEL TN SVVOTOTNTO VO TAPAYEL OLOPUCTIKA TO OMOTEAECUOTO, EVM OOLAEVEL O
oyedlootng. Apykd, emAéyovue and v drop-down Aicto to Rendering yio va 0toKTHoEL Ko
TO KeEVIPIKO peVOD T cuvaen mepteyopeva. o va avoitel 1o mapdbvpo mov PAEmovpe Ta
amoteléopoto Tov Rendering eved epyalouaote, TNYOivOvUE OTO KEVIPIKO HEVOD Kl
emléyoope Arnold > Render 1 Arnold RenderView.

M Arnold RenderView M Render Settings - (m]

V' beauty

‘Eg&oyﬁ Kapepag

P Default Drivers
>

P AOV Shaders

v novsmmes E1OOAYQYN AOVS

Add Custom Delete All

data driver filter
rgb <png> ¥ <gaussian>
rgb <png> ¥ <gaussian>

rgb <png> ¥ <gaussian>

Snapshot % g 1 pp——

Spapshot T . Spapshot 2 .

A, | s

1) | cameraSha;

Ew. 174: Arnold RenderView

Avolyovtag 10 mapdBupo, pmopovpe vo dodue Tig pubuicelc mov dwbétel. Apyikd,
&yovpe 1 dvvorotnto va emhééovpe Omotla kdpepa BEAovpE amd T GKNVY Kol Vo KAVOLUE
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Snapshot v ewdva mov yiveton Rendering. Avto givat moAd ¥pNopo Yo Tig TEPUTTOCELS TOV
Kévovpe aAloyég o1 oKnvn, Yo TOPAdEyHo 6To QOTICUO 1| 6T0 VAIKO kot B€lovpe va
OLYKPIVOVUE TO OTMOTEAEGHOTO LETOED OVO 1 TOPATAVE® EKOVOV.

EmumpocOétog, épovue ™ dvvardtnta vo dovpe oto RenderView ocvykekpipéva,
YOPOKTNPLOTIKA, OTTMG Y10 TOPAOELY L LOVO TIC OVTOVAKAAGELG 1 LOVO TO PG OV dtafAdTot.
[No vo to metvyovpe owtd mnyaivovpe otic pvuioeig tov Arnold amd to pevod Render >
Render Settings kot omv kaptéha AOVS (Arbitrary Output Values) €iodyovpe amd tnv
Mota tov AOV Browser avtd mov emBopodpe. Akolovddvtoag avt ) dadikacio pmwopovue
VO EVTOTIGOLHE TNV oTio. TPOPANUATOV GTNV TOWOTNTO KOl VL To S10pODCOVUE OVOAOYMC,
elte oT1g pLOUicES TOV POTIGHOV, gite 6TIG pLOUicELS TNG UNYXAVIG ATOOOCTG.

YvveyiCovtac pe ta Render Settings, oty kaptého Arnold Renderer pmopodue vo
glodyovpe oty atudoceotpo opiydn (Fog) 1 oyko (Atmosphere Volume). Ewsdyovtag 6yxo,
oe cuvdvooud pe éva Spot Light dnuovpyesitar 1o £@é g 2™ oknvic ue to dévipo. 10
Attribute Editor pmopovpe va pvbuicovpe v TukvoOTnTo TG ATUOGOOIPOC, TO PO, OAAL
Kot TV ottt avePdlovtag tov aplOpd twv Samples.

aiAtmosphereVolume

alAtmosphereVolume: aiAtmosphereVolume

¥ Volume Attributes

Density | 0.00

¥ Contribution Attributes
Camera 1

Diffuse

aiAtmosphereVolume OFF

aiAtmosphereVolume ON

Specular 1

Ew. 175: aiAtmosphereVolume

Onog ovaeépnke kot oto Oswpntikd keedroio, to animation amoteleiton omd
ewoveg oe alniovyia. Omote, €dv ot gwdveg mov PAémovpe oto RenderView esivon korég
omv moldtnta, to0 1010 Bo elvar xor 10 teAO Pivreo. o va Peltidoovpe v modTTA
aAAGlovpe Tig pubuicec tov Arnold mnyaivovtag oto pevod Render > Render Settings >
Arnold Renderer > Sampling. To Sampling amoteleiton amd kanoio nedia ek TV 0MOIWV TAL
Camera(AA), Specular kot Transmission dAlalov cuvexdg HEXPL VO, PTAGOVUE GTO TEMKO
arotéhespo. Oco vynAdTePN TIUN EYOVV T TESID TOVS, TOCO PEATUDVETAL 1| TOWOTNTA GE QVTA
TO. YOPOKTNPIOTIKA, OAAG TopdAinia ovePaivovy kar ot ypdvor tov Rendering, omdte
dokialovtag dbpopes TES, Eyvav Tpoomddeleg yio va vdpéetl pio woppomio peta&h g
TOLOTNTAG KOt TOL YPOvoL. Ot TIHES H10POPOTOLOVVTAL AVAAOYO LLE TO POTIGUO TNG GKMNVIG Kol
TOL YOPOKTNPLOTIKE TOV VAIKOV.
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Ew. 176: Pvbuiceig mowdtntog Tov Arnold

Bdalovtag o 6Aa ta media 0 mapoatnpovpe OTL €V LIAPYOLV AVIAVOKAAGELS, OTL O€
QOIVOVTOL T OOV OVTIKEIPEVO, OVTE KOl TO OVTIKEUEVO OV EIVOL OVTOVOKAOGTIKA.
Bélovtag ota media mov omouteiton v T 1 mopatnpodue OTL LIAPYOVV TO TOPOTAVED
YOPOKTNPLOTIKE, OAAG o€ kokn moldtnta Ko pe 06pvPo. AveBalovrog ki GAAO TIG TIHEG
gyovpe 1o embountd omotéleoua. To nedio Camera (AA) pvbuiler T yevikdtepn moldOTNTA
™mg¢ €kovag, To Specular v moldta TV avtavakAdoswy kot to Transmission eAéyyet tnv
TOOTNTA TOV JAPAVOV OAVTIKEIUEVOV.

Edit  Prese

sterlayer

€—— Méysoc Ewbvag

~ <€—— Apyeio Ewovov

<—— Tpdmog Ovopaciog
: Ewk6vov senderoptions  Render: Sequence

cameral X Tﬂ)\(ﬂll K(iuepag

< lo Frame yia Rendering

Te\airiiio Frame Emdoyn ®axélov Anobikevong im

Y Rendering Render View Options

Add to Render

<€—— Emdoyn Képepag

Render Sequence and Close Render Sequence

Ew. 177: Render Settings

AoV pubuictnkav yo To mog Oa eaivovtol ot TEMKES EIKOVES, GEPA EYEL TO TEMKO
Rendering. Xto Render Settings, otv mpmdtn Koptého mov ypaest Common, vrdpyovy OAeg
ol amapaitmreg pvbuicelc yI' avt) ™ owdkasio. ‘Exovpe ™ dvvatdmra vo emAaéovpe to
€1dog TV apyeiov mov Béhovpe va gival ot ewodveg Kot pe modv tpomo Ba epgavifovton ta
OVOLLOTO, Y10 TTOPAOELYLOL GTV TOPATAVE KOV EMAEYONKE Vo ovopalovtal OAEC COLP®VOL
pe to name.*.ext (dnAadn: Ovopo Ewodvoc. ApiOunog Ewodvoc. Eidoc Apyeiov). Emiong,
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umopovue vo pvOuicovpe and oo Frame va Eexvaetl to Rendering kot 6€ oo vo TEAEIDVEL
Téhoc, mpémel va emAéEovpe v Kapepa pécm g omoiag Oa yiver to Rendering, kafdc kot
10 péyebog g ewovag.

Mo va yiver 1o tehMkd Rendering mnyaivovpe 610 Kevipikd pevod Ki EMAEYOLUE
Render > Render Image Sequence kat Oa Byetl to mapdbvpo mov Ppioketon kKatw de&1d otV
Ewova 177. Enléyovpe v kdpepa Kot Tov @akeAo mov Bélovue vo amobnkevtodv ot
ewovee ka1 matape Render Sequence and Close. Kdéfe oxnvn mpémetr amoOnkedetol oe
Eexmpotd eakelo, Yoo va pumopéoet va glcaydet n aAAnlovyio eKOVOV 6 €va TPOYPOLLILOL
enelepyaoiog Bivieo. Mmopodue va. Oemprcovpe 6Tt pioe oknvy mov yiveton Rendering eivot
éva Bivteo, aAAd emedn dev e€dyetan wg Eva Bivteo, 0ALL 0 dEKAOEG 1) EKATOVTASES EIKOVEG
™ Qopd, ivar Begptd vo amobnkevovtal oe éva @drkero Olec poli. Xe mepintmon mov yo
omotovonmote Adyo BéAovpe vo otopatiocovps to Rendering, matdue to Escape. To tehkd
amotéleopo givar pion odinlovyio ewdvov, 6mov kdbe gwdvo avtiotoyyei oe éva frame. H
Kabe ewdva givar amodnkevpuévn pe to dvopa g oknvig, Tov apdpd tov frame mov g
avTiototyel kot 1o €idog apyeiov mov emAeEape oTig puOuices.

411 Editing

Metd to mépag ¢ dndikaciog tov Rendering, yio vo mopoybei 1o telkd Pivieo
npémel vo akoAovBnoer 1 Swdwkooio tov Editing (emeepyaciag Pivteo), m omoia
npaypotonomOnke oto Premiere Pro tg Adobe. To tpdypapio anoteAeiton and S10popeTiKd
Tapabvpa, YOPIoUEVE AVAAOYO LLE TN XPTION TOVG.

Effect Controls

Ewcayoym

. Keyframes Effects .

o

(-3

> o A

+

Timeline

lllIIIIIlIllIIIIIIII.I"F.!,F.I.I‘.RP.EL‘,

i
B !’mlu WIS )| e | '-Il 1
EAEER i F
S aien e Cul B e ——
bt Shdebtn, Commate - MK i Cdsnaent dndbiboniih, |
[ TN - - -

i

Ew. 178: Adobe Premiere Pro CC 2019

Apywd, vdpyel To TapABVPO TOV EIGAYOLLE TO apyeia, dNAadN Ta Bivteo, TOVG YOV
Kot TG ewoves. [a v koAvTtepn opydvwon, dnpovpynnkay edkelot yo va giloayfodv ta
apyeio. avdroyo pe to Bépa tovg. To Aoywopikd dwbétel emiong to Timeline, 6to omoio
glodyovTot T apyeia yuo vo eneEepyactovy. AgEld TOV TPOYPALUATOS VTAPYOLV d1dPopa. EPE
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v ™) petéfoon (transition) peta&d tov Bivieo Kot TV YOV, 0AAL KOl EPE TOL UITOPOVV V.
0ALGEOVLY TOAAG YOPOKTNPLOTIKA 6€ avtd. EmumAéov, yio va pvBuicovpe T mopapéTpoug
TOVG, mMnyaivovue ota oplotepd ¢ 000vng. Emdéyovtog éva Bivieo N éva audio amd to
Timeline, pmopobpe vo dovue exel ta default epé mov oM Exovv, kaBOC Kot avTd TOL TOLG
&xovpe mpoobicet gueic. o va elc@yovpe gueic kdmowo €@E, og £va Pivieo yio mapadetypa,
eméyovpe and ™ Aioto pe to Effects ovtd mov embopovue kot to kdvovpe drag and drop
naveo oe évo Pivteo mov Ppioketar oto Timeline. Xt ovvéyewn umopodue va 1o
eneepyactodpe oto mapdbvpo mov Ppicketal ota aplotepd, pvOuilovtag TIC TaPAUETPOVS
Ko elodyovrag keyframes.

INo va eloayBoiv ot eicdveg tov Rendering anyaivovpe 6to pevod kot matdpe oto File
> Import. Ztn cvvéyeln, EMAEYOVE TNV TPAOTN GOTOYPAPio Kol TO KOLTL TOL givon dimAa 6To
Image Sequence, ywo vo punv gwodyet uévo T eoToypoeion mov emAEEQUE, OAAG KoL TIC
enopeveg omd avtn. Edv emdéCovpe pia ewova mov Ppioketon otn péon tov gakéAov o Ba
glodyet Tig mponyovpeves. To amotédeoua eitvar va £xovv 6To TPOYpOLo TN HopPn Pivteo.

e System Reserved (D:)

tree_animated_si

tree_animated_si

tree_animated_si

tree_animated_si

[ Pr] Import X
™ > ThisPC > New Volume (E:) > test_animation2 > tree_new > tree_new_walking_new v O Search tree_ne 1T P
Organize v New folder = v [H o
~ ~
@ OneDrive
[ This PC
J 3D Objects tree_animated_si tree_animated_si tree_animated_si tree_animated_si tree_animated_si tree_animated_si
mo erra2.0001 erra2.0002 erra2.0003 erra2.0004 erra2.0005 erra2.0006
I Desktop
¥4 Downloads
J’ Music tree_animated_si tree_animated_si tree_animated_si tree_animated_si tree_animated_si tree_animated_si
erra2.0007 erra2.0008 erra2.0009 erra2.0010 erra2.0011 erra2.0012
&= Pictures
‘aa Local Disk (C:)

tree_animated_si

tree_animated_si

erra2. 0013 erra2. 0014 erra2.0015 erra2 0016 erra2. 0017 erra2.0018
- New Volume (E:)
= SRR - - - - -
s Local Disk (G)
v tree_animated si tree_animated_si tree_animated_si tree_animated_si tree_animated_si tree_animated_si v
Image Sequence
File name: |tree_animated_sierraz.oom v ‘ All Supported Media v

Ew. 179: Import Image Sequence

Metd Vv gloaymyn Tovg 6T0 AOYIGHIKO, TomobsTovpe To Bivieo oto Timeline pe drag
and drop. Eav PAémovpe 6t to Rendering dgv éyve otovg ypdvovg mov vroAoyilape kot to
amotéhecspo Pyaivel mo apyd 1 To ypRyopo, Umopovue va to puvluicovpe matdvtag de&l Kk
ndveo oto mpoPAnuotikd Pivteo. Amd TIg pvOuicelg mov Pyaivovv emdéyovue 10
Speed/Duration kat Oa avoi&etl éva véo mapdbvpo, 6Tov pmopolue va pubicovpe TOGO o
apyd M mo ypnyopa BEAovUE va TdEL.

AoV puBuicape v toyxdmra kot tomobetioope OAla ta Pivieo ot oegpd,
TpOyLaTOTOWONKaV Kamoleg d1opOdoelg 6to OTIcHd. Kdmoteg oknvég NTav mo okovpeg amod
10 embountd Ko og awTég gloNyOn, omd ™ Alota Tewv €eé, to Lighting. T ocvvéyeia,
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myaivovtag oto mapdbvpo tov Effect Control, éywav odlayéc oe d1dpopec TopapnETpoug,

OTMOC GTNV £VTOOT] KOL TO YPDLLOL.

Non

E. 18: Lighting Effect

Emniéov, oe kdmoieg oknvég mpootédnke Aapym ot TePoyEg amd OOV EKTEUTETOL
eo¢. ['a v eritevén avtod éywve Copy Paste to Bivieo mov Bélape va sledyovpe ™) Aduym,
tonobetOnke 10 éva Pivteo mavm omd to dAlo oto timeline kot elofOnoay cto devTEPO VO
epé, 1o Crop kot to Gaussian Blur.

4 4 > > A

Ew. 181: Crop & Gaussian Blur Effects

Apywd, emdéyer pe 1o Crop 1o pépog g oknving mov Oéhape va @oticet,
dnuovpynonke dnradn Mask. Avtd 10 g@é Ekave opatd HOVO EKEIVO TO KOUUATL TOV PivTeo.
‘Enerta, gpappdotnke to Gaussian Blur o omoio 00 woe ekeivn v meployr. L1 cuvEyela,
OTI OKNVEG OOV M KApepa elxe xivnom, 0nwg oto dddpopo ¢ Ewdvag 182, énpene va
aAAGlovpe to Path g pdokog yio va akodovBet v anyn tov eotdg. Metd v kdOe aAioyn
tomofetOnkav keyframes ywa va amobnkevtodv o1 véeg Bécelg g paokag.
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Gaussian Blur| Eoqoppoyn | Ipocoppoyn
Effect Mask Mask

Ewc. 182: Anovpyio Adpuymg

Metd to mépag tav dopbmceny, Eyvav Import ot fyot kot 1 povoiky oto Timeline
kot puOuiotnke N évraon tovg. T va yivel eEaywyn dAwv Tov apyeiov oe éva eviaio Pivteo
Tyope oto kevipikd pevov oto File > Export > Media (3 Ctrl+M). Zto mapdbvpo mov
epepaviletoar pvBuiomke n morOTTA. TOL BEAApE va €xel To TEMKO Pivieo, cvykeKpluEval
em\éyel to Format H.264 (.mp4) pe moidtnrta ewdvog 1920x1080 pixels.
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5 Yopnepdopata

To tpodidotato animation avikel e £va ONOLPYIKO, GAAG Kol amattnTiKo KAGSO
OV GLVEXDS OVATTOGGETOL YTAPYEL GLVEXNS PeATioN TOCO OTA AOYIGUIKA OGO KOl OTIG
puefoddovg OV YPNOUOTOVY, PE OKOTO TNV EMITELEN TOLOTIKOTEPOL OMOTEAEGUOTOS OF
TaYVTEPOVG YPOVOVLC. Avtd moapatnpnOnke ot PiAoypagiky €pguva, oAAG Kol TPOKTIKA,
KOTO TN SLIPKELN TNG EKTOVNONG TNG TTVYIKNG EPYACGIOC. APYIKA, 1 UNYOVY OTOS0GNE OV
ypnoonomOnke Nrav to mental ray tng Autodesk, oArd oty mopeio 1 eTapeio otapdimos
To updates tov Aoyopkod Kot KukAo@Opnoe T @outntiky €kdoon tov Arnold dwpedv.
[Maporo mov o mental ray ékoave moAd KOAEG PMTOPEAMOTIKEG OTOSOGELS, 1| SIAPKEIR TOVG
nrov tepdoto. o mopadetypa, éva poévo frame umopel va eiye dapopd oto Ypdvo TOV
rendering, oe oyéon pe to Arnold, amd pepikd Aemtd pEypt wion dpo. ATO TN oTIypn mov
dArace n unyovh anddoong, Empene va aAhdEovv kot Ol too Shaders ota povtéha, 610TL dev
ntoav opatd to. vAkd tov mental ray oto véo Renderer. AALG o xpOvVOC mOv YpeldoTNKE YU
AVTEC TIG AAAYEG TOV LKPOTEPOG amd avToOV oL Oa ypetaldTav yio. To cuvolkd Rendering.

EmnpocHétwg, yuo ™ Ommovpyia piog tprodidotamng towviog HIKPOU UNKOLG
ypeldletoar oAy KoAGG eEomMopds. T moapdderypo, ovtd¢ Mtav o AOyog mov  Of
ypnoonomdnkav meptocdtepo Dynamics, mapdro mov dnpovpyndnkav dvvouikd poAiid
KoL povya Yo To YopokTnpa. Ag ypnoporomdnkay moté yio 1o Adyo ot “Bapatvoy” woAv
oknvA Kat katd v avoropoywyn oto Timeline tov Maya to povtélo giye moAd apyn kivnon
HE amoTéEAEGHO VoL TaY adHVOTO Vo avTIAN@OovE Tovg YpdVoug Yo va elcayfovv 6moTd Ta
keyframes.

Ext6¢ amd tov efomhopd, onuoviikd poio mailovv kol To AOYIGHIKA Tov Oa
EMAEYOVV Y100 KAOE dadikacio. Ymapyovv moArd dabéoiua Tpoypdppata yio Kae topéa mov
umopel vor evOlpEPEL €va. OYESIOOTY] Kot AOY® TNG ovveyovg €EEMENG TG TEYVOAOYiOG,
TPOGPEPOVY GUVEYXMG KOADTEPES KO TTO PIAIKEG TTPOC TO ¥pNotn dvvatdtntec. Emmpocshétme,
n avénon e {ong, M e€EMEN Tov EMAYYEALATOC KOl O OVTAYWVIGUOG GVUPBdALOVY GTO
YEYOVOG OTL 001006010 TE TAEOV UTopel vo £yl mpocfaon o€ Aoyiopikd yio. 3D animation.

H mapovoa mtuyaxm epyacio okomd elxe va ayyier éva uépog e TPIodIoTATNG
TEYVNG Kot va 0gifel KAmoovg amd Tov TOAAOVG LRAPYOVTEG TPOTOVS HOVIEAOTOINGNG,
ynolakng oyxedioong kot animation. Eiye otdéyo v avdivon S10popov d1ad1KaclOV TOL
anotehoOV Bacikd otddio o€ T€T010V €idoVg project, dnmg yo mapdaderypo to UV Mapping, to
Texturing, to Rigging, to Skinning, kabm¢ ko1 to Rendering. ExumAéov, n avagopd tov
TpoPANUATOV TOV TOPOVCIAGTNKAY, ElYE GTOYO TNV EVNUEPOGCT] KOl TV OTOPLYN TOV 1010V
COOUALATOV GTO LEALOV.
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