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EuxapioTieg

Oa BeAa va euxapIoTACW TNV OIKOYEVEIQ HOU, N OTToia PE OTAPIEE Kal EEaKOAouUBE va pe aTnpilel
oe¢ KABe akadnuaikd Kal emmayyeAuaTkd pou Prua. Emmiong ogeidw va euxaplioThow, Tov
utrelBuvo kaBnynt ko T[layxouAdkn lwdavvn, O OTI0iI0g HOU TTaPEiXE TN UTTOOTAPIEN KOl
kaBodynaor Tou kaB’ OAn Tn didpKela eKTTOVNONG TNG TTapoUcag TITUXIAKAS EpYaaiag.



MepiAnyn

Ta 3D ypa@ikad ava@épovral oTn Xpron MIaG Tpiwv dIaoTACEWV avamapdoTacng YEWHETPIKWY
o0edouévwy, Ta oTroia  atmoBnkeUovial OTOV UTTOAOYIOTA yia TR XPAon UTTOAOYICHWYV Kal
TNV atreikovion oe 2D eikdéveg. Ta avrikeiyeva tTwv 3D ypagikwv ovoudlovtal 3D Models kai n
oladikaoia kataokeung Toug ovoupdletar 3D Modeling. Z10 o1ddlo Tou 3D modeling,
QvaTITUOCETAl Wi PABNUATIKA avammapdoTacn MIag ETTIQPAVEIAG €VOG QVTIKEIMEVOU OF TPEIG
dlaoTdoelg pEow €18IKoU Aoyiopikou. Otav 1o 3D model oAokAnpwOei, Ytropei va xpnoigoTroinOei
Y10 KATTOIO TTPOCON0IWoN QUOIKWY QAIVOUEVWY, VA TTApOoUCIacTei oav d1odidoTaTn £Ikéva KaBwg
Kal va TUTTwOEi oav QuaIkS PovTéAo Je €18IKG pnxavrparta Tou ovopdalovtal 3D Printers.

2TOXO0 TNG epyaciag atmoTeAei n e€étaon Tng dladikaoiag avatmTugng evog 3D povtéAou kal ETTEITa
N Xprion Tou o€ Jia pnxavA TTPOCON0IWOoNG. ZUYKEKPIUEVA TO HOVTENO KATOOKEUNG AVOQEPETAI OF
éva avBpwTToeldEG OTToU PETA TNV OAOKARpwaon, Ba Tou atrodoBei Baaikr Kivnon.

ABSTRACT

The concept of 3D graphics refers to the use of a three dimensional representation of geometric
data, which is stored on the computer for use in calculations and in visualization as 2D images.
The objects of 3D graphics are called 3D Models and their process is called 3D Modeling. At the
3D modeling stage, a mathematical representation of a surface of an object in three dimensions
is developed through specific 3D software. When the 3D model is complete, it can be used to
simulate natural phenomena, be presented as a two-dimensional image, and get printed as a
physical model with special machines called 3D Printers.

The purpose of this work is to examine the process of developing a 3D model and then use itin a
simulation engine. Specifically, the construction model refers to a humanoid which will be given
movement, upon completion.
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1. Eilcaywyn

Omwg  Tpoavagépbnke, T0 3D modeling civar  pia  Texvikp  dnuioupyiag  Wwn@IoOKwyY
AVATTOPACTACEWYV EVOG QVTIKEIMEVOU O€ TPEIG dlaocTaoelc. H kataokeun Twv 3D objects utropei va
TTPAYHATOTTIOINBEI €iTE auTOMATA €iTE XEIpoKivnTa PE TN Xprion €18Ikou Aoyiouikou. KaBe 3D object
arroteAeital ammd onueia TTou ovopdldovtal vertices, Ta oTToid PTTOPOUV va HETOKIVNBOUV o€
oTroladnTroTe B€0n €MOUUEI 0 XPAOTNG KABWC TOo KABE £va €XEl TIG DIKEC TOU OUVTETAYMEVEG OTOV
TpI0dIGoTaTO XWpPo. AUo vertices atroteAolv éva edge, TEooepa vertices ammoteAolv €va face. Ta
€idn autd ocuvbuaouou Twv CNUEIWY, XpPNOIKMEUoOUY yia TNV aAAayr] TNG HOPPNG VOGS AVTIKEINEVOU
Kal péoa atrd auTtd yiveTal apiBunon Twv ouvoAikwy TToAuywvwyv (polygons) Tou 3D model.

2Tn emoOueveg evoTnTeg, Ba yivel o AeTrTouep avagopd yia Tov TPOTIO AgiToupyiag Tou
mepIBAAAovTog Tou Aoyiouikou avattuéng 3D.H xprion tou 3D modeling yivetar 6Ao kai TTIo
ouxvl Kabwg kAvouv Tnv eP@avion Toug oe PBivreottaixvidla, o€ Talvieg, OTOV TOMEA TNG
QPXITEKTOVIKAG KAl TNG MNXAVIKAG AAAG Kal o€ TTOAAG S1a@nUICTIKA TTPOIOVTWY KAl UTTNPECIWV.

To AoyiopiKG TTOU XpPNOIMOTIOINONKE yia Tnv avamtuén Tng Trapolcag epyaciag ovopaderal
Blender. Eival éva dwpedv open-source Aoyiopikd yia 3D modeling kai armédoong Kivnong Y Hia
TTAOUCIA £PYOAEIOBAKN TTOU ETTITPETTEI ETTAYYEAUATIKOU €TTITTEOOU TTPOTLEKT.

1.1 ZOvroun ava@opd oTnv opydvwon EVOTATWY TNG KAaTaokeung 3D xapakTipa.

H epyaoia xwpidetal o€ 7 OUVONIKG evOTNTEG PEXPI TNV dNuIoupyia Tou TEAIKOU HOVTEAOU.

2V 27 evérnra dnuioupyouvTal, XapnAnig Astrropépeiag (low-poly) avrikeiyeva (object/mesh), Ta
OTToia AVTITTPOCWTTEUOUV PEAN TOU CWHATOG ToUu avBpwTToeidoug Kal oTn auvéxelia ouvoudlovTal
OAa padi og éva avTikeiyevo, oxnuarti¢ovrag 1o TeAIKS low-poly mesh.

2V 3" evoTnTa XpNoIYOTIOIEITAI TO JOVTEAO TNG TTPONYOUHEVNG £vOTNTAG, WATE va dnuioupynOei
éva avtiypag@o uwnAng Astrropépeiag (high-poly), mavw oTto otroio e@apudlovTal aAAayEg otnv
HOp®r] TOU OVTIKEINEVOU, Pe OKOTTO TO high poly mesh va €xel 600 10 duvaTtdv IO PEANIOTIKO
atroTéAeoa.

Zmv 47 evotnra éxovrag ouvdudoel To low-poly pe 1o high-poly mesh pe TpéTO WOTE Va
€Qappodel To éva ato AANo, xpnaoipoTroigital n TeXVIKA baking. Me tnv diadikacia Tou baking, €ivai
€QIKTO TO low-poly mesh va dpel Tig AsTrTopépeieg Tou high-poly, xwpi¢ va utrdpgel augnon Twv
polygons Tou ouvoAikou mesh kal Gpa va unv empapuvBei n Taixvidounxavi i akoua Kal o
uTTOAOYIOTAG OTa oTToia Ba KANBE va “TpéLel” To ovTéAO auTo.

Zmv 57 evérmnra yivetar xprion evog dwpedv AoyiopikoU, Tou Substance Painter, To oTroio
XPNOoIJoTToIEiTal VIO VO atmodobei ugpn (textures), oTa pouxa, To dEpHa KAaBwG Kal Ta PaAAI& Tou
XopaktApa. Me €1dIkoUg TPOTTOUG YiveTal SlaXWPICKOG Twyv mesh €101 WOoTE va UTTapéel €va
“k0Bapd” atroTéEAEOHA XWPIG TNV EPAvion ypaupwy (artefacts).

H 6" evornra a@iepwvetal aTnV dnuioupyia Twv JOAANIWY TOU XOPaKTAPA. XpnolgoTroloUvTal ol
idleg dladikaoieg pe TIC dUO TTaPATTAVW €VOTNTEG WOTE va dnuioupynBouv pepikd mesh Ttrou
QVTITTPOCWTTEUOUV TOUQEG aTTo T JOAAIG Ta oTToia TTepvAve attd Thv dladikaoia baking yia va
TOoUug aTTod0B0oUyV textures. Ta textures dnuioupyouvtal o€ éva free Aoyiopikd TTou Aéyetal Krita.
21V 7" evérnra divovTal oTov XapakTipa “ooTd” (Armature/Rig) o€ Ka0e uEAOC TOU CWHATOG, VIO
va PTTopECEl va Toug atmodoBei Kivnon.

Z1nv 8" evérnra 1o povTtéAo yivetal export atré To Blender kai eiodyovtal Ta apyeia atnv Unity.
‘Emreira amd v Awn kdrolov Bacikwyv asset tng Unity, To 3D model avrikaBiotd €va ron
UTTAPXOV aTTO Ta assets Kal aTToKTd €701 TO animation set Tou.



2. MovTteAotroinon Tou Low Poly Mesh

2Tnv evétTnTa auTr, Yivetal BAPa Tpog¢ BAMA avaAuon yia Tnv oTtadiakr avamrtugn twv 3D
meshes. Eicdyovtag Baoikd meshes (Shift + A) émwg emitredo (Plane), ogaipa (UV Sphere),
KUBog (Cube) kai KUAIvOpog (Cylinder) kai émmeita amd emeéepyacia atroteAolv 10 TEAIKO low-poly
model.

O1 aA\ayég autég TG HOPPAG TwWv meshes, epapudleTal CuveEXWS attd TNV apxn £wg To TEAOG
oxedlaopoU Tou povTéAou. EtTopévwg kd@Be BApa Tng d1adIkaoiag KATAOKEUNG, Eival TTPOCwWPIVO
MEXPI VO UTTAPEEI £va IKAVOTTOINTIKO ATTOTEAEGHA YIa TNV TEAIKI) HOPPNA TOU POVTEAOU.

2.1 Eicaywyn Eikévag Avagopdg

Na Tnv dnuioupyia Tou XAPOKTAPA YiveTal ava@opd o€ dia 2D €lkOva n OToia  TTEPIEXE]
Cwypogiopévo €vav povrého oe opbry (Front View-Numl) kai mAdyia (Side View-Num3)
mpofoAn. H xprion uiag €ikévag avagopdg dev gival amapaitntn, KAvEl OJwWS EUKOASTEPN TNV
kataokeur Tou 3D character 6cov agopd Tov peaAioud TnG dOUAG KAl GTAGNG TOU avOPWITTIVOU
OWMATOG.
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Eikova 1. Reference Eikéva

2.2 Movreldotroinon NpoowTtrou

‘Exovtag ToTmoBeTr|oel TNV €IKOva avagopdg oto background (N menu) tou TepIBAAAOVTOG TOU
Blender oe side kai front view kai pge TNV Xprion tou epyaAegiou Grease Pencil (T menu),
onuIoupyeiTal XeipokivnTa £va TTAEyUA yIa TO TTPOCWTTO TOU XAPOKTHPA TO OTT0io Ba Xpnoiueloel
w¢ 0dnyog yia Tov TPOTTO TTou Ba avarTuxBouv, apydTtepa, Ta polygons woTe va KAAUWouv Thv
ETMPAVEIA TOU TTPOCWITTOU.

H diadikacia kataokeung TTAEYPaATOG, Ogv gival atrapaitnTn aAAd EUTINPETEI O€ YypNYoPATEPO KAl
o akpIBf oxediaoud TG SO TOU TIPOCWTTOU TOU XOPAKTAPA.
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Eikéva 2. Anpioupyia MAéyparog Mpoowtrou

21N ouvéyela dnuioupyeital To 1° mesh, To otoio eival éva atmAd plane. Katdmiv epIGTPo®rg Kal
aAAayng pey€Boug Tou plane object, TOTTOBETEITAI £TO1 WOTE VA CUUTTITITEI ME €va aTro Ta polygons
Tou TAéypatog. ‘Emerra emekteivetal (extrude) amd €va edge kal dnuioupyeital éva GAAO
ToAUywvo. H dladikacia auth) emmavaAauBAaveral géxpl va KaAueBei 6An n em@dveia Tou
TAéypaTog atrd polygons.

Kavovtag extrude evog vertex point ) k&moiou ammd Ta edges/faces, dnuioupyeital, avrioToixa,
éva VEO PETABANTOU peyEBoUG Kal oxAPaTog vertex/polygon, TO oTToio €ival OUVOEDEPEVO E TO
apXIKO OTa onueia atmod Ta oTroia £yive extrude.

Eivail 1®iaitepa onuavtikd, To 3D model va Bpioketal oTnv KATdAANAn Béon ouykpITIK& PE TOUg
agoveg Kal 0 kéEpoopag va aAAddel B€on avaloya e TNV €pyacia TToU TTPAYUATOTIOIEITAI TNV
ekdoTote oTIyuA. Autd oupPBaivel d16TI kK&Be petakivnon(G), mepioTpon (rotate-R) i aAAayn
peyEBoug (scaling-S), yivetar ye Béon NG B€ong Tou KEPoopPA.

Eikéva 3. Xprion NMoAuywvwyv Bdaon Tou MAéypaTtog

MNa va ammo@euxBei n idia diadikacia amd Tnv atmévavtl TTAEupd, XPNOIYOTTOIEITal évag mirror
modifier. ETeidf) 0 XapakTipag €ival CUPUETPIKOG WG TTPOG Tov dyova X, dev xpelaleTal va
oxedlaoTei N GAAN TTAeupd TOU TTPOCWTTOU ] OTTOIOUSHTTOTE PEAOUG TOU CWHATOG ATTO TNV apXn,
yia T0 AGyo auTo yivetal xprion Tou mirror modifier yia 6Aa Ta objects mou Ba dnuioupynBouv.



Eikéva 4. OAokAnpwon Mdaokag NMpoowirou

O1wg @aivetalr otnv €Ik6va 4 10 amotéAeopa Tng Tmapamdvw dladikaoiag, €ival pia eTTiTedn
paoka (Loop Mask) n otroia ptropei va atroBnkeuTei Kal va xpnoipoTtroindei oe GAAa TTpOT EKT, yia
TNV dnuioupyia Tou apxIKoU TTPOCWTIOU €VOG XOAPOKTHPA KOl OTn OUVEXEID va Yivouv aAAayEg
avaAoya Je TIG avAyKEG TNG EPYATiag EE0IKOVOUWVTAG XPOVO.

MeTtaBaivovtag o€ side view, Ta onueia Tou Bpiokovral TTapdAAnAa atov Géova z, 6TTwg QaiveTtal
oTnVv €IKOva 5, petakivouvtal woTe n 2D €IkOva va atrokTioel BA6og Kal va oxXnuaTtioTouv ol
KAUTTUAEG TOU TTPOCWTTOU OTTWG N JUTN Kal Ta pdyouAd. Ta uttéAoITTa onueia JeTakivouvTal Pe
TPOTTO TETOIO WOTE VA OXNHATIOOUV TO TTAAYIO PJEPOG TOU TTPOCWTTOU KABWG KAl JE ETTEKTACH TWV
onueiwv yopw amd 1a oTtoua, dnuioupyeital éva Bacikd oxnua yia Ta XeiAn. ‘Etol To povréAo
atrokTd Tnv 3" didoTaaon, 6TIWG PaiveTal TTOPAKATW.

Eikéva 5. Ar6doon Baboug Z1o MpécwTro

2.3 Movrelotroinon KepaAioU kai Aaipou

MNa va uttapéel kaAuTepo atrotéAeoua 6tav Ba ToroBeTnBoUV Ta textures, Ba TTPETTEI TO POVTEAO
va €xel opolduopPa o€ uéyebog polygons. Autd onuaivel 0TI 600 €TTEKTEIVOVTAI TA TTOAUYWVA TOU
XOPAKTAPA atmd To KEQAAI OTNV TTEPIOXH TOU AVW CWHATOG Kal TEAOG oTa TTédIa, Ba aAAdlouv
ouvexwg Béon kal uéyeBog kai OtTou xpeladetal Ba yivel Tpéabeon Polygons, €101 WOTE va
€MTEUXOEI OoIopOPYIa Kal £va TTI0 PEANIOTIKO ATTOTEAEC Q.

ZeKIVWVTAG AoITdév atmd T1a polygons Tng KOPUPAG TOU TTPOCWTIOU KAl ETTEKTEIVOVTAG TTPOG T
TTAvVW Kal TTIow KaBwg Kal aTa TTAGYIa TOU KEQAAIOU, TTPOKUTITEI TO ATTOTEAEC A TNG £IKOVAG 6.



Eikéva 6. Erékraon Twv Polygons Z1o Kpavio

Ooo ouveyietal n dladikaoia ETTEKTAONG TTPOG TO AAIUO KAl OTN CUVEXEID TO CWHA, @aiveTal 6Tl O€
KaTtrola onueia Ta polygons €xouv peydAn améoTacn HETagU Toug. Kdm TéToio SlopbwveTal
ypriyopa e TN xprion edge loops. OuciaoTikd TotmoBeteital pia ypauun (edge loop) oe étmoia
Béon emBupeite n omoia Xxwpilel Ta polygons 1mou diatrepvd oe dUO PEPN. ZTN CUVEXEIA HE TNV
TOTTOBETNON TOou pivot point oto 3D Cursor, woTe va yivovTal ol aANAYEG WG TTPOG TO KEVTPO TOU
XOPOKTAPA, ETTEKTEIVETAI O AQINOG, YE TNV WETATOTTION, TNV aAAayr peyEBoug Toug KaBwg Kal TNV
TTEPIOTPOPN TWV VEWV TTOAUYWVWY, WOTE VA ATTOKTAOOUV £€va KUAIVOPIKO OXrua.

2Tnv €IKOva 7 @aivetal n avgnon Tou apiBuou Twv polygons o€ didgopa onueia Tou TTPOCWITTOU,
OTTWG TO oayovi Ta pdyouAa Kal Ta JATIA, OTTWG ETTIONG Kal TO KUAIVOPIKO OXAUa TOu AQIoU JETA
TNV €TTEEEPYATIA TWV ONUEIWY TOU Kpaviou.
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Eikéva 7. Angioupyia Tou Aaipou

2.4 Movrelotroinon Avw ZWHATOG

MNa TNV PovTeAOTTOINON TOU AVW CWHA YIVETAl ETTEKTAON ATTO TOV AQING OTOUG WHPOUG OTn
ouvéxela oTo aTHBOG Kal TEAOG OTnV TTEPIOXT TNG KOIAIAG atrd 61Tou Ba ouvexIoTe n dnuioupyia
TOU KATW CWHATOG.

MNa Tnv povteAoTroinon Tou WHPOoU £wg Kal TNV apxr Tou Bwpaka, yivetalr extrude n Baon Tou
Aaigou TTPog Ta £Ew Kal TTPOG Ta KATW aKOAoUBWvTag oav OpIia TO TTEPIYPAUHUA TOU HOVTEAOU OTNV
eIkOva avagopdg. Vertices kair edges perarotriCovral woTe va diatnpnBolv opoiduopea Ta
ToAUywva Kal va uttapel otadiokr ueyéBuvon Toug. H otadiakr auti avénon Tou peyEéBoug
oupBaivel d16TI augdvovtal o€ pEyeBOG Ta HEAN TOU CWHATOG TOU XAPOKTAPA OTTWG Ol WHOI Kal TO
oTRb0G.



Eikéva 8. Baoikoé Xxédio MNa To XTépvo

MeTaBaivoviag o¢ object mode, dnuioupyeite éva kaivoupio UV Sphere mesh, Tou oTtroiou
opifoupe 12 Segments kai 8 rings ammd 10 T menu. O Adyog yia Tn puBuIon auTr gival 6T TO
MOVTEAO PEXPI TOUG WHOUG £XEI 5 edges Ta oTToia utTopouv va ouvdeBouv (Bridge Edge Loops) pe
TO Kaivoupio Sphere mesh, 6TTwG @aiveTal 0Tnv €IK6va 9.

Me Tnv Aoy dU0 edges Ta oTToia APXIKA OEV EVWVOVTaI, OTTWG EKEIVA aTTO TN 0YaAipa Kal autd
TOU XApaKTAPQ, Kal ETTeITa a1rd 10 yevou Twv edges (E), emAéyetal Bridge Edge Loops kai €101
onuIoupyeiTal HETAEU TOUG Mia véa oelpd atTd polygons TToU TA EVWDVEL.

Quoikd Ba Atav duvatdv va CUVEXIOTEI N €TTEKTACON OTTO TOUG WHOUG XWPEIG TN XPAon véou
avTikelyévou. Opwg kAT T€TOI0 Ba €mmaipve TTOAU Trapatrdvw XPOvo Kai TrlavotaTta 1o
aTTOTEAEOPA VA XPEIOdOTAV OPKETHA ETTEEEPYATIa yIA VA Eival EYPAVIOIOKE OWOTO.
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Eikéva 9. Karaokeur ZTRBoug Me XpARon AvTiKeIgévou Z@aipag

EmAéyovTag Ta dUo avrikeipeva kal ouvdudlovtag ta o€ éva (Ctrl + J), yiveral Bridge Edge Loops
METAEU Twv edges Kal ETTEKTEIVOVTAG TO TTOAUYWVO TOU WHOU Kal TNG TTAATNG, TTPOKUTITEI TO
ammotéAeapa OTTwG deixvel N eiIkéva 10.
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Eikéva 10. Zuvdiaouog E1R0oug, NMAdTng Kai Zrépvou

H &lodikaoia €mmékTaong otnv TrePIoX TNG KoIAIAG €ival atTAr}. AkoAouBwvtag Tnv eikéva
ava@opdg Ta polygons eTTeKTEIVOVTAl TTPOG TA KATW TPOTTOTTOIWVTAG vertices 61Tou xpeladeTal,
TTPOCEXOVTAG TO pivot point va gival oTn B€on TTou divel TNV KAAUTEPN PpopPoTTOoiNoN.
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Eikéva 11. Anuioupyia Mepioxng KoiAiag Kair Méong

MNa va utmdpgel TTePICOOTEPN AETTTOUEPEIN, ONUEIQ WETAKIVOUVTOI WOTE va OiveTal n aiocbnon
YPAuPwong amd TOUG PUG OTnV TTEPIOXN TNG KOINIAG Kai ammd Tn OTOoVvOUAIKN) OTAAN yia Thv
TTEPIOYXN TNG TTAATNG.

2.5 Movredotroinon Katw Zwparog

H povteAoTroinon yia 70 KATW PEPOG TOU CWHATOG EEKIVAEI PE TNV ETTEKTACN TEOOAPWY aTtrod Ta
polygons Tng TePIOXNS TNG KOIAIAG KAl TEOOAPWY TNG TTEPIOXNG TNG MEONG TOU MOVTEAOU, ME
OKOTTO va evwbouv OTO KEVTIPO TOU XAPAKTAPA, a@rivoviag Kevd Oegid kal apioTepd yia Thv
eTTEKTAON TwV polygons ota TédIa, OTTWG QaiveTal TTAPAKATW.



Eikéva 12. ‘Evwon Xapaktipa Z1o Kévtpo

E@apudloviag TpoTToTToINCOEIS OTa onueia otn PAon Tou TTodI0U OTTOU UTTAPXEl TO KEVO,
onuioupyeital £€va KUKAIKO dvolyua, To OTToio Je KABe €TTEKTOON TTPOG TA KATW ATTOKTA OAO Kal
TEPIOTOTEPN TTapaAAnAia pe Tov dgova X.
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Eikéva 13. Anpioupyia Avw Mepioxng Twv Modiwv

AkoAouBwvTag kal TTAI TNV €IKOVa ava@opdg yivetal extrude Twv polygons péxpl TNV TTEPIOXN
TT0U B0 EEKIVAOOUV OI UTTOTEG TOU PJOVTEAOU.

TNV TTEPIOYXN TTOU ATTOTEAEI TO yOVATO TOU XOAPAKTAPQ, Ta TTOAUywva TOTToBeTOUVTAl hE TPOTTO
WOTE VO UTTAPXEI MIO PIKPH €00XA O0TO TTiow PEPOG. AUuTO cupBaivel dIOTI apyoTepa, Ba TTPETTEl va
TOTTOOETNOEI O OKEAETOG TOU POVTEAOU WOTE PE TNV €I0QYWYN Kivnong, va PTTopouv Ta PEAN TOu
OWMOTOG VA KIvoUvTal Kail va Auyi¢ouv OTTwWG OTnNV TTPAYHATIKOTNTA.



Eikéva 14. Eréktaon Kai ATrédoon Ecoxwyv Zta MNovara

2.6 Movrelhotroinon Xepiou

MNa TNV povteAoTroinan Tou xepiou, eMAEyovTal Kal diaypd@ovTal KATTola polygons aTtnv TTepioxn
KATW a1rd TOV WO arivovTtag éva Avolyua, OTTwG €ixe oUUBEi Kal aTnv TTEPIOXN Yia Ta TTOdIA.
A@ou yivel eTTeCepyaoia woTe TO AVOIYUa va €XEl KUKAIKO oxnua, yivetal extrude 1mpog Ta KATW
OTO PTTPATOO TOU XOPOKTAPA. H oTdon Tnv otroia €xel 0 XOPAKTAPAG PETA TNV KOTAOKEUR TWV
XEPIWV Kal Twv TTodIwv, ovopddetal Relaxed T Pose. O Adyog Tou ovopaTtog gival 6Tl JoIddel e TO
ypdupa T.

21N ouvéxela pe Baon 10 2D PovTéAO dNUIOUPYEITAI O AYKWVOG O OTTOI0G OTTWG KAl JE TO yOvaTO,
Tou OiveTal pio €00XA WOTE PE TNV EQAPHPOYI TOu OKEAETOU, va Auyilel TTpog Ta péoca. ‘Etreira
ouvexiCeTal N ETTEKTACT OTOV KAPTTO TOU PHOVTEAOU.
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Eikéva 15. Anuioupyia Kai Emre§epyacia Xepiwv

EmmAéyovTag éva dAAo layer, eiocdyovTal véeg €IKOVEG AvaPOPdg VIO TV KATAOKEU Twv SAKTUAWV
Kal NG TTAAGUNG TOu XapokThpd. XpnOIYOTTOIOUVTAl TPEIG OIAPOPETIKEG EIKOVEG VYIA TPEIG
OIOQOPETIKEG OTITIKEG YWVieG. ZTn Ouvéxela eiodyetal €va véo cylinder mesh, aAAdlovrag Ta
vertices amé 32 o¢ 8 oto T menu. ETreidr) o xapaktipag TTPETTEl va €xel PMIKPO aplBud atrd
polygons, diaypdgovTal ;i pelwvovTal polygons TTou dev gival atrapaitnta, OTTwG OTNV TTEPIOXT YIa
Ta OAKTUAQ.

2Tn ouvéxela TTePIoTpEPovTag TO vEo mesh kal aAAdlovtag 1o péyeBog woTe va Talpiddel aTnv
€IkKOva, TTpocBETovTal véa edge loop yia va dnuioupynBouv ol E00XEG TTOU UTTAPXOUV OTA DAKTUAQ
yia Tnv duvatdTnTa va Auyifouv, OTTwg Ta yOvVaTa KAl O AYKWVAG TOU JOVTEAOU.



MNa TNV TTEPIOXN TWV VUXIWYV, XPNOIYoTTolouvTal Ta dU0 TToAUywva TTou dnuioupyABnkav atmod 1o
edge loop 010 PTTPOCTIVO HEPOG TOU BOKTUAOU, Kal ETTEITA OTTO ETTEKTACN, QAIVETAI TO ATTOTEAECHA
NG €1K6Va 16.

Eikéva 16. Kataokeur Tou AakTOAou, AgikTn

Kdavovtag duplicate 1o mpwTto OAKTUAO, avTiypd@ovTal Ta UTTOAOITA, aAAGdovTag KABe opd TO
péyeBog kal Tn B€on WOTE va CUMTTTITOUV PE T aQvTioToIXa TnG €IKOvVAG ava@opds. ZTnv
TTEPITITWON TOU AVTIXEIPA TTPETTEI VA YiVEI KOl TTEQIOTPOPH YIA va £XEI TN OWOTH @opd. Na sukoAia
oTnv emegepyaaia TG B€ong Twv dAKTUAWY, ETTIAEYETAI YIO KABE éva atTé autd n BAcon Tou, TNV
otroia TotroBeteiTal o 3D Cursor (Shift + S) kal Bétovrag 1o Origin a6 10 T menu o€ 3D Cursor,
METATPETTOVTAG £T01 TNV TTEPIOXN AUTH O€ KEVTPO.

Eikéva 17. Kataokeu] Twv YroAAoimmwy AakTUAwv Bdaon Tou Agiktn

MNa ™ oovdeon Twv dAKTUAWY PETAEU Toug, £TTIAEyovTal Ta YEITOVIKA edges Kal Pe TNV €TMIAOYN
bridge edge loops, mapdyetal To aToTéAeCUa TNG EIK6VAG 18.
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Eikéva 18. Zuvdeon AakTUAwv

Emexteivoviag Ta edges a1’ OAa T1a OAXTUAQ, apxifel va dnuioupyeital 7o XEpI HETAgU Twv
OOKTUAWV Kal Tou Kaptrou. Emeidr) Ba yivel évwon PeETagu Tou KUPIOUG CWHPOTOG KAl TOU XEPIOU,
TPETTEl Kal Ta dUOo va KaTtaAryouv aTtov idlo apiBud polygons, woTe va utropouyv va yivou bridge
Ta edges. ETouévwg 600 yivetal extrude 1o XEpl atTd T SAKTUAG TTPOG TOV KAPTTO, UEIWVETAI O
apIBuog Twy edges 12. Autd emTuyXAveTal Pe Tnv €TTIAOY KATTOlOV edges Kal OTnV CUVvEéXEld
ouvduddovtag Ta o€ £€va (collapse edges).

MNa tov avrixelpa, dlaypdeovTal KATola TTOAUywva atrd Thv TTEPIOXN TNG TTAAGUNG, YiveTal
ouvévwon Twy edges Tou avTiXelpa JE EKEIVA TOU XEPIOU Kal TEAOG TOTTOBETEITAI OAOKANPWUEVO TO
object oo layer 61TOU BpiCKETAI TO KUPIWG CWHPA WOTE VA eVWOEI Je ToV KapTTO.

Jeiln DL 1. I e © T o} @21 %

e e e e -0 =

Eikéva 19. Karaokeun Mepioxng Tng MNaAdung

Eikéva 20. ' Evwon AakTuAwv Me 1o YmréAoitro Xépi
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2.7 Movrelotroinon Mmrérag

H povreAotroinon tng utréTag gekivael atmo Tnv eicaywyr] €vog KukAou (Cirlce) pe 16 vertices, o€
éva véo layer. Z16x0¢6 cival To véo mesh va TTdapel Tnv pop®r TNG oOAAG TOU TTATTOUTOIOU OTTWG
Qaivetal oTnv €Ikéva 21.

TN ouvéxela yivetal €TTEKTAON Twv edges atrd TV oOAa TTPOG TO TAKOUVI KAl TO UTTOAOITTO
TTOTTOUTOl  ONMIOUPYWVTOG €00XEG OTTOU  XPEIGZeTal KAl dIATNPWVTAG OTPOYYUAOTTOINPEVEG
ETTIPAVEIEG OTIWG TO WTTPOCTIVO PEPOG Twv OAKTUAWV KABWCS Kal TNG QTEPVAG, yia éva TTIo
aAnBo@aveg aTToTEAECQ.

Eikéva 22. Anuioupyia Baong Tou Matroutcou

TéNOG, pe BAon TNV €IKOVA ava@opdg, YIVETAlI N KATOOKEUN TNG MTTOTAG PEXPI TO onueEio TnG
yautmag. MNa va umdpxel kaAutepn avtiAnwn Tou upeyéBoug Kal TG B€éong Tng MTToTAG,
ouvdudlovTal Ta 2 layers TToU TTEPIEXOUV TO CWHA TOU XOPAKTAPA KAl TO TTOTTOUTOIl, WOTE VA
yivouv KatdAANAEG HOPPOTTOINCEIS OTA oNUEia TTOU XPEIAZeTal.
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Eikéva 23. Emréktaon Avou Mépoug Tnhg MmréTag

2.8 MovreloTtroinon lNa To Mavri

MNa TNV KAToOOKEUR TOU yavTiou, Bev gival atrapaitnTn n dnuioupyia evog VEOU AVTIKEIMEVOU aTTO
TNV apxn. Emeidn 1o yavt Ba epappddel Tavw oTo XEPI, Ba €xel Kal TO idI0 TTEPITTOU OXNAUA, YIOUTO
emAEyovTag Ta faces Tou xepioU TTou Ba atroTeAECOUV TNV TTEPIOXA TTOU Ba KAAUTITEI TO YAVTI,
onuioupyeital £éva véo AvVTIKEIUEVO TO OTToi0 PE TO TTANKTPO P, diaxwpiletal atrd 10 UTTOAOITTO
owHa.

Emeidn o xapoktipag mpETTel va €xel 600 TOo duvaTOv AlydTepa TTOAUYWVa KaBwg gival pia low
poly KOTaOoKeUr Xwpig 1ID1aiTEPN AETTTOPEPEIQ, PHTTOPOUV va diaypa@ouv Ta polygons KATw aTro To
yavri.

Eikéva 24. Karaokeun Mavrtiot MNopo Aé Tov Kaptrd

2TNV €IKOVA ava@opdas @aivetal To eUTEPO PEPOG ATTO TO YAVTI TO OTTOI0 PTAVEI HEXPI VO OAKTUAQ
TOU Xapaktipa. Na Tnv kataokeur Tou, Ba emAexBouv kai TTaAI va faces TTou atroTeAouv Tnv
TTEPIOYKT OTTO TOV KAPTTO PEXPI Kal TNV Bdon Twv dakTUAwv Kal Ba dnuioupynBei Eva avTiypago.
EvaAAaKTIKG TO yavTI oTa OAKTUAQ, Ba uTTopolce va @aiveTal TTAvw OTOV XAPOKTAPO oav texture
Kal 6x1 oav kKavovikd 3D avTiKeEiyevo.
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Eikéva 25. Kataokeun Mavriou Nipo Amé Ta AdkTula

2.9 MovreloTtroinon EocwTepikou ZTOUATOG

MNa TNV KOTAOKEUN TOU ECWTEPIKOU TOU OTOUATOG, €ival €UKOAOTEPO TO KEQPAAI va OTTOTEAEI
EeEXWPIOTO QVTIKEIYEVO OTTO TO UTTOAOITTO CWHA, WoTe AAAACoVTOG OTITIKEG aTTO perspective o€
orthographic view va yivetal eukoAdTEPN N TTPOCBACN o€ onueia Tou object TTou dev @aivovTal
aANIwG. ‘Eva KaAd onueio yia va yivel autdg o dlaxwpiopdg, gival o Aaiudg. MNpocbétovrag éva
edge loop woTe va pnv xahdoel 1o oxnua Tmou uttdpxel ndn, emAéyovrag split edges amod 1o
pevou Twv edges, Kal he To L emAEyeTAl JOVO TO KEQAAI TO OTTOIO YivETAI EEXWPIOTO AVTIKEIMEVO HE
10 P.

Eik6va 26. ATropévwon Ke@aAiol Ao To YmroAoimro Zwua

Me emiAeypévo 1O KEQAAI Kal To Shift + H, atropakpUvovTal TTpOCwPIVA Ta UTTOAOITTA VTIKEIPEVA
TOU XOPAKTAPA WOTE Va Yyivel €0Tiaon O0To €0WTEPIKO TOUu OTOMaTOG. EmAéyovrag 1o Edge 10O
OTTOIO €ival OTO E0WTEPIKG TOU OTOPATOG, EEKIVAEI N ETTEKTACN Yia TNV dnuioupyia Tou oTOUATOS TO
OTTOiI0 KATAANYElI OTO ECWTEPIKOU TOU AdioU.
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Eikéva 27. Anpioupyia Ecwtepikou ZTéparog, ZekiviwvTtag Ao Ta XeiAn

Eteid) 010 eowTEPIKO TOU OTOMATOG Ba dnuioupynBoulv Ta d4vTIA Kal N YAWOOQ, TIPETTEl va
UTTAPXEI OPKETOG Xwpog. ‘ETol yiveTal extrude Tou OTOPOTOG HE TIPOCOXH WOTE VA PNV TTEPACOUV
Ta TTOAUYWVG PEGA aTTO TO TIPOCWITTO TOU XOPAKTPA MEXPI VO KATAANEEI aTOV Adiuo.

Eikéva 28. Eréktaon Zréparog Xtnv MNMepioxn Tou Aaipou

ATTopovwvovTag To OTONA aTTd TO KEPAAI, YiveETal €UKOAOTEPN N €TTIAOYNA KAl ETTEKTAON TWV
polygons, Ta omoia oxnuatiouv 1o ypduua 1, TTPog TO €0WTEPIKO TOU OTOPOTOG Kal Oa
atroTeAETOUV Ta OUAQ TTévw oTa oTToia Ba TOTTOBEeTNBOUV Ta OGVTIA TOU XAPAKTHPA.

Eikéva 29. Anuioupyia Ecoxwyv MNa Ta AévTtia

‘Emema kataokeudZeTal n YAWOOA TOU PJOVTEAOU. ZEKIVWVTAG aTTd TO TTIoW PEPOG TOU OTOUATOG,
ETTEKTEIVOVTAI TECOEPA OTTO TA TTOAUYWVA TTPOG Ta TTAVW Kal TTPOG TO MEPOG TNG KATW yvabou,
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MEIWVOVTAG TO PEYEBOG Kal aAAGlovTag Tn B€0N Twv onuEiwy, WOTE va €xel €va KUKAIKO oxXAua
OTTWG deixvel N eikéva 30.

Eikéva 30. Karaokeur TAwooag

TENOG yIa TNV KATAOKEUR TWV dOVTIWV XpnoluoTrolcital éva cylinder mesh, pe 32 vertices 1o oTTo0io
KATOTTIV aAAaynG PeEyEBOUG Kal PeE a@aipeon Tou picoU TTiow PEPOUG, ToTToBeTeiTal 0TV Avw
yvaBo avtirpoowTtrevovtag 1a mavw dovTia. MNa va amokTioouv 1a d6vTia TTAX0G, EPapUOleTal
évag solidify modifier. TEAog dnuioupyeital avtiypa@o Twv dvw dovTiwyv, mirrored wg TTPOG TOV
agova z, kai ToTroBeTEITal 0TNV KATW YvaBo o€ TTapdAAnAn B€on ue Tnv dvw yvdabo.

Eikéva 31. Anuioupyia Avw Kai Kdtw Aovtiwyv

MNa va ammoteAégouv Kal TTAAI To OTOua JE TO KEPAAI éva QVTIKEIYEVO, TTPETTEI va evwBouv Ta
edges Tou OTOPATOG OTO ONUEIO TTOU €yIve O BIOXWPICHOG PE ekeiva atmd Ta XeiAn €mmIAéyovTag
bridge edge loops.
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2.10 MovreAotroinon lNa To Auti

2T0 OonuEio auTO TNG KATAOKEUNG, ETTIAEYETAI N TTEPIOXN N OTroia Ba atroTeAéoel TO QuUTi, Kal PE
Baon Tng €IkOvag avagopds kaBopiletal To Bacikd OXAUA Kal UEYEDOG ETTEKTEIVOVTAG Kal
ouyxwveuovTtag kdrmoia edges. lNepiocdtepeg AemrTouépeieg Ba tepiExel 1o high poly povtého
610U Ba d00¢i ueyaAUTePN TTPOCOX YIO TNV KATAOKEUA TOU auTIoU.

TS DT 1 e ©
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Eikéva 32. Anpioupyia BaoikoU ZxAuarog Tou AuTtioU

2.11 MovreloTtroinon lMNa o Mami

MNa 10 oxnua Tou patiou xpeladeral yia UV Sphere pe 16 segments kail 24 rings, TTEPIOTPEPUEVN
Katd 90 poipeg otov dgova x. EmAéyovrag Tpia KUKAIKG edges atmd TO KEVTIPO TNG OQaipag,
METATPETTETAI N ETTIPAVEIQ O€ ETTITTEDN N OTTOIA AVTITIPOCWTTEUEI TRV KOPN TOU MATIOU Kal ETTEITA TO
MIKPOTEPO E0WTEPIKO KUKAIKG edge loop eTTekTEIVETAI TTPOG TA HECA YIA VO OXNUATIOTEN N ipida Tou
MaTiou. T€Ao¢ n o@aipa ToTTOBETEITAI OTN B€0N TOU MATIOU OTO KEPAAI TOU XOAPAKTAPA, KAl
METOKIVOUVTAI TO GNMEIA TOU TTPOCWTTOU YUPO aTTO TO PATI WOTE VA £QAPPOLoUV KOAUTEPA TTAVW
OTO WATI KQI VA PNV QaiveTal TO EGWTEPIKO TOU KEPAAIOU.
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Eikéva 33. Eicaywyn Kai Ere§epyacia Zeaipag MNa Ta Mana

Eikéva 34. Toro@étnon Matiwv X1o NMpéowTtro

MBavoév va xpeiaoTei va TpooTeBolv TTepIoodTepa edge loops oTnv TTEPIOXN YUPO Kal péoa atrd
TO PATI, WOTE VA Yivel OpoIdpop®n HeTARaon atmd 1o UTTOAOITTO TTPOCWTTO O OTA PATIA, KABWGS
Kal va uttapxouv faces mmou Ba AaBouv Trepioadtepn AeTrtopépeia ammod 1o high-poly model.
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2.12 MovreloTtroinon Zwvng

H kataokeun Tng {wvng &ekivael pe éva circle mesh. Alaypd@ovtag To apioTEPO TOU PEPOG, aPoU
Ba yivel xprion evog mirror modifier, 0 KUKAOG TOTTOBETEITAI OTO OonuEio 6TToU EeKIvael n wvn TNG
€IKOVOG ava@opdAg Kal 0T CUVEXEIQ ETTEKTEIVETAI TTPOG TA KATW TTPOCApUOlovVTag TO OXN A Kal TO
MEYEDOG yUPO aTTd TN PHECN TOU XOPAKTHPA.

Eikéva 35. Karaokeun Zwvng

2.13 OAokAnpwvovtag To Low-Poly Mesh

Me Tnv oAokAfpwaon TNG Kataokeur g Tou Low-Poly mesh, €xel dnuioupynBei n Baoikh yopen Tou
3D povtéhou, n otroia TTepIAapBavel OAa Ta YEAN TTou Ba xpnoiyoTroinBouv oTo TeAIKO character
model.

210 onueio autd PTTopouv va yivouv aAAayEG TNG EPPAVIONG TOU POVTEAOU, Ol OTTOIEG KpivovTal
QTTAPAITNTEG YIa TNV KAAUTEPN KAl TTI0 PEAAIOTIK) HOP®PT) TOU.

TENOG €TTIAEYOVTAG KAI JETOVOPALOVTOG OAA TO QVTIKEIUEVA TOU POVTEAOU, YIVETAI EUKOAOTEPOG O
XEIPIOPOG TOUG yia TRV dnuioupyia Tou High-Poly Mesh aAAd kai yia Tnv dnuioupyia Twv textures.

siomse 1] @11 G w cigile T
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Eikéva 36. Emre§epyacia Low-Poly Model IMNa Tnv TeAikql Mopon
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3. MovTteAotroinon Tou High Poly Mesh

2€ AuT TNV €vOTNTA QVATITUOOETAI PIO vEQ €kOOXN] TOU XAPOKTHPA, Baciouévn oto Low-Poly
Mesh T1Tou dnpioupynBnke oTnv TTponyoupevn evotnta. MNMpooBétovral polygons pe €1dikd modifier
yia 6Aa Ta QVTIKEIPEVA, WAOTE VA ATTOKTACEI [ia TTIO OJOAR KAl OPOIOUOP®N UPHA TO JOVTEAD. AKOUO
yivovtal aAAay€g oTn BEon Kal TNV €KTACN TWV ONUEIWY Tou, WOTE va UTTAPEEl Eva AETTTOUEPEG Kal
pealioTikKG amroTtéAeopa. H ekdoxn autr) Tou povréAdou Ba cuvduaoTei pe Tnv Low-Poly gkdoxn,
WOTE OTO ETTOPEVO OTADIO KATAOKEUNG, va TTepdoouv ol Aetrtouépeieg Tou High-Poly mesh mavw
oT1o Low-Poly, xwpig va auéndei o cuvoAikog apiBudg Twy polygons.

3.1 MovreAotroinon tou High Poly Zwpatog Kai Tou Ke@aAioU

H povrtedotroinon Tou High-Poly ocwpatog Bacifetar mdvw oTo avtiypago Tou Low-Poly.
Kavovrag duplicate kai peTa@époviag To avTiypa@o TOU XapakThpa ae éva AAAo layer,
eapudletal o subsurf modifier o omoiog augdvel Tov aplBPd polygons Tou ETTIAEYHEVOU
avTIKeEIéEvou Kal padi pe tnv emAoyr smooth shading, divetal To ammotéAeopa TnG €Ikovag 37.
KaBe avtikeipevo AauBavel Tov dikd Tou subsurf modifier.

o o

Eikéva 37. Anpioupyia Tng High-Poly Ekdoxng

210 OTAdIO AUTO, YiVETAI £vag EAeyXOG OTA PEAN TOU CWHPATOG KAl TOU TTPOCWTTOU TOU XOPAKTAPA
WoTE va yivouv aAAayéEG OTTwG va peTakivnBouv onuegia, va mpooTefolv akoua Kal va
agpaipebolv edges. Ze TTOAG onueia Tou XapakTipa OTTwG OTOUG PUG, OTNV KOIAIA, oTnv TTAATN,
Kal oTa xépia, XPeIdleTal va yivel avakatavour Twv onpeiwv kalr méavév va TTpooTebouv
eMTTAEOV polygons, woTe va ¢avouV Ol YPAUPWOEIS TOU OWHAToG. TO TTPOCWTTO gival eTTiong éva
onueio To oTToio XpelddeTal aAAayEG Kal TTPOCBNKN ONUEIWY O€ TTEPIOXEG OTTWG TO OTOMNA, TNV YUTN
Kl T JATIA gE OKOTTO va TTapoucidgovTal TTIo €VTova T XapaKTNPIOTIKA.
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Eikéva 38. Arodoon Aemrropépeiag Xro MpoéowTtro

H high-poly ekdoxr Tou xapaktipa, AeItoupyei oav pia TToAU AeTrTopepr] kdoxr n otroia dev Ba
xpnoigotroinBei 6Tmwg €ival otnv Traixvidounyxavy TG Unity. MNautdé 10 AGyo HTTOPOUV VO
TpocTeBoUV 6oa edge loops BewpnBouv ammapaiTnTa yia va TTPOKUYEl TO GTTOTEAECUA TTOU Eival
€MOUPNTO, aPoU OTO TEAIKG HovTENO, Bev Ba eTTnpedoel TOV apIBPod Twv polygons.

3.2 MovreAoTtroinon Tou High Poly Autiou

MNa tnv povrteAoTroinon Tou auTioU, Kataokeudletal éva plane mesh 1o otroio e Bdon piog
€IKOVOG TTOU OTTEIKOVICElI TO AVOPWTTIVO AUTI, ETTEKTEIVETAI DNUIOUPYWVTAG TO BACIKO OXAUA.

Eikéva 39. Anpioupyia Baoikou ZxAuarog AutioU

MeTd TNV KGAUWN TNG ETTIPAVEING, TOU auTIOU, diveTal BABOG OTO AVTIKEIUEVO Kal apXidel N aAAayn
TOU OXNMOTOG Kal n TTpooBnkn véwv edge loops 6trou xpeldletal, yia va dnuioupynBei €va
PEaNIOTIKO OxAua TO OToio avTikaBioTd 1o low-poly auti TTou €iXe KOTAOKEUAOTEN OTnV
TTponyouuevn evotnTa. MeTd TNV TOTTOBETNGN TTAVW OTO KEPAAI, Adyo Twv aAAaywv oTov apiBud
TWV TTOAUYWVWYV MPETAEU Twv OU0 avTIKEINEVWY, KEQAAI-OQUTI, TTPETTEI VA POP@OTTOINBoUV Ta
TTOAUYWVa WOTE va gival opaAn n TTEPIOXN OTTOU evovovTal Kail ue idlo apiBud polygons, yia tnv
KAAUTEPN EQapPUOYN Twv textures.
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Eikéva 40. OAokAnpwpévo High-Poly AuTi

Eikéva 41. 'Evwon AuTtiou Mg 1o YroAAoitro Ke@pdAi

3.3 MovreAoTtroinon Tou High Poly MNavriou

To yavTl Tou XapakTipa gival XwpIouévo o€ BUO PEPN, TO PEPOG TTOU KAAUTITEI TNV TTEPIOXT ATTO
TOV ayKWva PEXPI TOV KAPTTO Kal TO JEPOG TTOU KOAUTITEI péEXPI Ta OAXTUAA. AQOU €QAPPOCTE O
subsurf modifier kal yivouv oT1roIE08NTTIOTE OAAAYEG OTNV EPPAVION YIAa TO BOCIKO OXNPA, Eival
OUVATOV VA UTTOUV AETTTOUEPEIEG VIO TNV BIAKOCOKNON TOU yavTiou OTTwG yia TTapddelyua KATrolo
oUpBoAo. Z1n @don auth dnuioupyouvTal BeEIG Kal aploTEPA dUO E00XEG OV PAPES TOU yavTIoU
Kal Tou diveTal éva oTpoyyuAoTToinuévo oxfiua. To eUTepo PEPOG TOU yavTIoU TOTTOBETEITAI WOTE
va €Qapuélel TTAvw oTa OAKTUAG KAl BEATILOVETAI TO OXAHA AVAPECT TOUG WOTE VA NV TTEPVAEI TO
éva mesh yéoa ato GAAo.
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Eikéva 42. ATrédoon Aemrropépeiag Xra Mavria

3.4 MovreloTroinon Tng High Poly MtréTag

211G uTTéTEG YiveTal TTapdpola diadikacia pe Ta yavTia, TpooBETovTal edge loops yia va BeATIWOET
TO OXNMO KAl va OXNUATIOTOUV €E00XEG VIO TIG POPEG. 2TA ONUEIQ TTOU EVWVETAI N PITTOTA PE TO
6O TOU XAPAKTNPA, TIPETTEI VO TOTTOBETNBOUV Ta TTOAUywvVa PE TPOTTO WOTE vVa QaiveTal 600 TO
dUVOTOV AIYOTEPO ECWTEPIKO TNG PTTOTAG OE TTEPITITWON TTOU O TTAIKTNG KOITAEEN aTTO TTAVW.

Eikéva 43. Arodoon Aemrtopépeiag X1ig MroTeg
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3.5 MovreAotroinon Tng High Poly Zwvng

MNa tnv {wvn Tou XapakTApa, €lodyetal €va cube mesh 1o o1moio TOTToBETEITAI OTO PTTPOCTIVO
MEPOG TNG wvng. Oa PTTOPOoUCE va gixe TTapaueivel N ToAIG TTEKTacn atmd 1o low-poly, aAAd ue
TO VEO QVTIKEIWEVO €ival EUKOAOTEPO va doBei AeTTTopépEla Kal va TOTToBeTNOEi 0TO CWOTS CnuEio
NG Cwvng. H gpapuoyn TG yUpo atrd TN PECN TOU XAPAKTAPO Ba TTPETTEl va €ival OJOIOUOPYN
aTTO OAEG TIG TTAEUPEG.

Eikéva 44. Anuioupyia Ecoxwv ZTnv Zwvn

3.6 MovreAotroinon Tou High Poly Xepiou

MNa 10 XEPI TOU XOAPAKTAPO XPEIAZETAl QPKETH €TTEEEPYOOia YIO VA UTTAPEEI éva apPKETA KAAO
atroTéAeopa OTTWG N €1IKOvVa 45.

Eikéva 45. Arodoon Aemrtopepeiwv Z1a AGKTUAQ

To apxikd HoviéAo ammd Tnv evotnTta 2, d1abétel éva TTOAU PBacikd OXAMO HE €AAXIOTEG
AetrTopépeieg. AvTIBETWG o€ auTr Tn @don TTpooBEéTovTal véa edge loops yia va dnuioupynBouv ol
€00XEG KAI TO OXAMA TWV VUXIWV Kal OTn OUVEXEID YiveTal ETTEEEPYaTia anueiwv wg 6Tou UTTAPEE!
éva IkavotroINTIKG atToTéAeopa. 'Emema dnuioupyeital éva avtiypa®o TTou avTikaBiotd T1a
uttéAoitTa OAkTUAa woTe va Pnv emavoAapBaveral n idia diadikacia. To UTTOAOITTO XEPI TO OTTOIO
KaAUTTITETAI a1md TO YyAvT, Ba aaipedei ammd 10 low-poly poviéAo omrdte kail Oev XpeldleTal
ID1QITEPN TTPOCOXN).
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3.7 MovrteAotroinon Tng ZToARg

To ox£d10 TNG OTOARG TTEPIAAUPBAVEI Eva HEPOG TTOU KAAUTITEI TO AQIud PéEXPI Kal Ta yovaTta OTTwg
QAIVETAI JE YKPI XPWHA OTNV EIKOVA ava@opdgs eiIkova 1. H TTepioxr auTr], OTTwG Kal To YAvTI atro
TNV TTEPIOXN TOU KapTToU PEXPI Ta BAKTUAQ, Ba uttopouce va oxedlaoTei oav texture. Kam TéTolo
Ba ytTopoloe va £XEl AVOUOIOUOPPO ATTOTEAECUA Kal W PECAICTIKO ATTOTEAECUA OTNV EUPAVIOT.
MNa 10 Adyo autd emmAéyovTal polygons Tng TTEPIOXAS TTou Ba aTtroTEAECEI TO PEPOG QAUTO TNG
OTOAAG, OTTWG QaiveTal oTnNV €IkOva 46,

|

LT R | GICAR | Laatal ¥ s
S CEEET T GED T F Q- =

Eikéva 46. Anpioupyia MaveA MNa To Zx€d10 Tng ZToARg

Anuioupyeital €va avriypa@o Tavw oTo oTToio epapuoletal £vag solidify modifier o otroiog divel
méxog oTnv €mmAeyuévn Treploxn. ‘Etreira mpooBEétovial edge loops yia va BeATiwBei To oxnua
OTIG AKPEG KAl OTN OUVEXEID TOTTOBETEITAI WOTE VA EQAPUOLEl TTAVW OTO UTTOAOITTO CWHA. ZTNV
TePITITWOonN auth, n diaTagn Twv modifier €xel onuacia, KaBwg avtaAAalovTtag Kal epapudlovTag
TOUG, aAAGCel TO TEAIKO atroTéAeoua. Eikéva 47.

Eikéva 47. TomoBétnon 1o Zwpa Tou XapakTipa

Mopo amd 10 AQIPO, OTIG PTTOTEG KAl T YAVTIA, UTTAPYXOUvV OIOKOOUNTIKG oTolixeia. Ma 1o
QVTIKEIMEVO TOU AQIuoU, yiveTal eicaywyrh €vog plane mesh kal agou TotroBeTnBei €101 WoTE va
£QAPUOCEl TTAVW OTNV OTOAR], ETTEKTEIVETAI OTO OXAMA TOU DIOKOOUNTIKOU AVTIKEINEVOU TG EIKOVOG
avagpopdag.
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Eikéva 48. Karaokeury Koopnuarog lNa Tov Aaipé

Otav oAokAnpwBei 10 oxAua, ceapudlovrar or mirror kai solidify modifiers kaBwg Kai
TpooTifevTal edge loops yia va BeATiwBoUV o1 ywvieg. ‘ETO1 OAOKANPWVETAI N KATAOKEUR TOU
OlaKOOUNTIKOU GTO Gnueio Tou Aaiyou.

o
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Eikéva 49. OAokAfpwon Tou Koounuarog Tou Aaipou

Ta avTiKeipeva OTIG PTTOTEG KAl T YAVTIA £XOUV TO iDI0 OXAMUA. ZeKIVWOVTAG JE €va cube mesh
epappodeTal TrTapoépola diadikacia pe auTr) Tou Aaigou. To avTiKEINEVO TOTTOBETEITAI OTO ONuEio
NG MTTOTAG OTTOU Ba PTTEl TO dlaKkoouNTIKG Kal aAAG{ovTag Tn didTagn Kai To pé€yeBog, TeKTEIVETAI
TTPOG TA KATW. TO OAOKANPWUEVO OXMPA TOTTOBETEITAI TTAVW OTNV PTTOTA KAl OTO YAVTI WOTE VO
EQAPPOCEl Kal va TTPOELEXEI Aiyo KAl 0T ouvéxela epapuodeTal évag mirror modifier. e k&moleg
TTEPITITWOEIG EVW) O KEPOOPAG €xEl TOTTOBETNOEI OTO ONuEIO TTOU TTPETTEN YIA VO EQAPHOCTEN O
mirror modifier, To atrotéAecpa dev gival To €mBuunTd. TOTE TTPETTEI VO EQAPUOCTEI N €TTIAOYN
Rotation & Scale (Ctrl + A). H puBuiceig autég gaivovtal oTo transform panel (T menu).
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Eikéva 50. Anpioupyia ZroAidiwv MNa Tig MroTeg Kai Ta Mavria

3.8 MovreAoTtroinon Tou High Poly MaTiou

MNa v ygovrteAotroinon Tou patioU n diadikacia cival atrAn. Fivetal eicaywyr evog Subdivision
Modifier yia va yivel o odaAd 10 oxAua. Auto TTou BEAEI TTpooox €ival To ToTToBeTNBOUY edge
loops yUpo atd TNV KOPN Kai TNV ipida Tou PaTiol WOTE va PNV Xabei To KUKAIKO OXANa PE TIG
YWViIEG.

Eikéva 51. MovreAotroinon Tou High Poly MaTiou
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3.9 MovreAotroinon Twv High Poly AovTiwv

Ta dOvTIO TOU XOPAKTAPA dnUIoUpYoUvTal PE TV El0aywyn evog cube mesh, o oTToiog 6Tav Tou
epapuooTei o subsurf modifier yiveral 1Mo KUKAIKOG waoTe va TTApel TO OXAKA Tou dovTiou OTTWG
Qaivetal oTnVv €IK6va 52.

TSR O CDU T [SCI0n KRS o),
¥ TN TRETD GED o 10

Eikéva 52. Anpioupyia High-Poly AovTtio0

Me Bdaon tnv eikéva Twv dovTiwy, avTiypaga Tou KUBOU Pop@oTTolouvTal OTA UTTOAOITTA dOVTIO
oAMdalovtag scale kai rotationkal Otou  xpeladeTar kol TEAOG pe  évav  mirror modifier
OAOKANpwveTal N avw 0dovTooTOIXia.

Me éva akOpa avTiypago kal KaBpe@Tifoviag To oTov dgova z, dnuIoupyouvTal Ta KATW dOVTIA KOl
ToTToBeTOUVTAI Aiyo TTI0 péoa atrd Ta dvw do6vTIa.

Eikéva 53. Kataokeuy OdovrooTolxiag

2TN Ouvéxela TOTTOBETOUVTAlI OTO EOWTEPIKO TOU OTOHATOG OAAGloviag TO péyeBOG Kai
TTEPIOTPEPOVTAG TA OTTOU XPEIACETAlI WOTE VA £XOUV €va KAWTTUAWTO oXAMa. TéAog TTpétTel va
TOoTT00€TNBOUV Ta low poly dévTia pe TPOTTO WOTE va TTEPIEXOUV TO PEYAAUTEPO PEPOG Twv high
poly. Me tov TpéTTO QUTO, Ta onueia Ta otroia TpoegExouv atod Ta low poly avTikeipyeva, Ba
xpnoiyotroinBouv oTtnv diadikacia Baking Twv textures yia Tnv amoBrKeuan AETITOPEPEIAG OTNV
EMPAVION TOU XAPAKTHPO XWpPIG Tov £€Tpa apiBud polygons.
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Eikéva 54. Zuvduaopog Low Kai High Poly Aovtiwv

3.10 Zuvduaopog Tou Low Poly Kai High Poly Mesh

Otmrwg &yive oTa dOVTIA, £TC1 KAl GTO UTTOAOITTO OWHA, TTPETTEI va ouvduaoTe To low model pe 1o
high model, woTte va e@apudlouv 660 1O duvaTtdv KaAuTepa. H Baocikn 10éa gival To high poly
model va tepikAgieTal atrd 1o low poly model kai Ta onueia Tou TTPoggExouv, va UTTOAOYIOTOUV
oav Aemrropépeieg. To amotéAeopa autAg Tng diadikaciag @aiveral ag@ou yivel 10 baking.
Emopévwg civar mOavov va xpeiaoTei va yivel emavatomrofétnon (Retopology) peTagu Twv
MOVTEAWV PEXPI TO ATTOTEAEC A va gival emOuunTo.
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Eikéva 55. Zuvduaopuog Low Kai High Poly Zwpartog
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4. UV Mapping

‘ExovTag oAOKANpWOoel TNV KAataokeur tou low-poly kai Tou high-poly mesh, 1o emmépevo Bripa
givar To UV Mapping. To UV Mapping cival yia 2D avatrapdoTaon Twv TTOAUYWVWY €VOg
avTikelpévou o€ éva 2D plane. Z1nv evotnTta auth, Ba yivel mapping yia 6Aa Ta avTiKEiNEVa ToU
XOPAKTAPA WOTE va PTTOPOUV va ToTToBeTnBouv textures kal va peta@epBouv otnv Unity étrou
oxediddetal yia va Tpégel To HovTéAo. MNa va uttdpgel 600 TO duvaTOVv KAAUTEPO ATTOTEAECUA, Ba
yivel TTpooTrdfeia dlaXwpPIoHOU TWV AVTIKEIMEVWY O€ OPOIONOPPAa CnUEia yia TNV OTTOQUYI
YPOUHUWV A seams, TTAvw OTO TEAIKO JOVTEAO, OTTWG £TTIONG Kal AlyéTepo stretching oTa textures.

4.1 UV Mapping Zwparog

H diadikacia Tou UV Mapping 6a spapuooTei o€ KABE avTIKEIUEVO TOU XAPAKTAPA KAl OTO TEAOG
Ba yivel mirrored kal Ba ocuvduaoTei o€ éva mesh.

Omrwg TTpoava@épdnke, TTPETTEI va Yivel 600 To duvaTtév KaAuTepo Unwrap KABe avTIKEIPEVOU,
WOTE KATA TNV eQapuoyr] Twy textures va unv uttdpxel ahAoiwon oTnv own (Stretching).
ATtropovwvovtag KABe avTikeiyevo atmmd Ta utrdloitma kal Bétovrag 1o rotation o undév kai 1O
scale ioo pe Tnv povada (ctrl + A), emAéyovtal edges Ta oTToia Ba atroTeAéoOUV TO onuEio OTToU
Ba “kotrei” TO avTikeiyevo kal Ba “avoitel” o pia 2D eikdva. AuTr n ypauur ovoudleTal seam (ctrl
+ E) ka1 @aiveTal ge KOKKIVO XPWHA.

Emeid autd 1o onueio Ba eival n apxi kai o TéAog Tou texture, MOavov va egp@avideTal pia
YPAUUA N oTroia Ba KAvel TO HOVTEAD AIlYOTEPO PEAAIOTIKO, €1I0IKA €Gv N evaAAayr OTa XpwWUATO
Tou texture cival ammotoun. MNa 10 Adyo autd etmAéyovtal edges o€ onueia TTou Ogv QaivovTal
€UKOAQ.

A@oU oAokAnpwOei n Aoy Tou onueiou dlaxwpliopou, amd 1o pevou Tou UV Mapping (U)
emAéyeral To Unwrap. ‘Exovrag avoiel évav véo editor oe UV/Image Editor, dnuioupyeital pia
eikéva tutrou Color Grid. H eikdva autr) Ba xpnoiyotroinBei wg mpoowpivo texture 1o otroio Ba
eQapudleTal KaBe @opd oTO avTikeiuevo TTou yivetal Unwrap. O AGyog yia auTd gival va avei av
UTTAPXEl EvTovn alAayr) oTa TTEPIEXOUEVA TNG EIKOVOG WG TTPOG TO PEyEBOGS. Oao Mo opoIdpopPa
gival Ta apIBunuéva ypapuaTa Tng EIKOVOG HETALU Toug, TOOO AlyoTePO stretching Ba uttdpyel.

MNa va epeavioTei n eikdva oav texture mévw oto 3D Model dnuioupyeital o€ évav Node Editor pe
éva véo Material Tou otroio TrpooTiBeTan (Shift + A) éva texture pe emAeyuévn tnv Color Grid
eIkova. TéEAog TTGvw oToV XapakTrpa, oto Textured Mode gaiveral n ouolopopgia Tou texture. ¢
TepiTITwon stretching, dnAadn av n diagopd PeyEBOUG PETALU TwV TTEPIEXOUEVWV TNG EIKOVOG
gival évtovo, epapudlovTal TEXVIKEG VI TNV JEiwon TNG.

Mapakdtw TTapoucidfovtal OAa Ta avTikeipeva oTa otroia €yive Unwrap padi ye TG 1I01a1TepOTNTEG
TTOU TTpoéKUWayY o€ KATToIa aTTd auTad.
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Eikéva 57. Unwrap lNa To MavTti AaktoAwv

Eikéva 58. Unwrap Tng Zwvng

O1wg @aivetal otnv €1KOva 58, 10 oxua TNG wvng Ba PTToPoUCE va £XEI KOAUTEPO OTTOTEAECHQ.
Me 1n xprion Tou Align Tool (W), utmopei va euBuypaupIoTEl OTOUG Y Kal X AEOVEG, OTTWG OTNV
€Ikéva 59.
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Eikéva 59. BeAtiwon Tng Unwraped Zwvng

Eikéva 60. Unwrap Tng Mrétag

H mepioxy oto pmpooTivé pépog Tng UTTOTag OTTWG Octixvel n eikdva 60, @aivetal va Exel
MEYaAUTEPO o€ péEyeBOG apiBPO atr’ ATl To UTTOAOITTO PEPOG. 'Evag TPOTTOC VA AVTIHETWTTIOTEN auTd
TO0 TTPORANUa eival va xpnoiyotroinbouv Pins (P) o€ KATTOIQ onueEia WOTE va UEIVOUV OTACIHO
€VW aAAGCel TO Scale 0TO UTTOAOITTO AVTIKEIIEVO PEXPI VO UTTAPEEI TTAPOHOIO PEyEBOC.
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Eikéva 61. Ere§epyacia Kai BeAtiwon Tng Unwraped MréTag

Eikéva 62. Unwrap Tou Avw Zwuatog

Omtwg eixe ouuBei kal otnv PTmoOTA, OTNV TTEPIOXH TOu OTABOUG uTpPge dlagopd HeTagl Tou
MEYEBOUG TwV ypaupdaTwy. MNa Tn emiAuon Tou TIPORAARUATOG XPNOILOTTOIRBNKE N ETTIAOYA
Minimize Stretch (CTRL + V) divovTag 10 ammoTéAe0ua TNG 1IK6vag 62.

Eikéva 63. Unwrap Modio0

MNa TNV TTEPIOXT TOV XEPIWV, N TTEPIOXA ETTIAOYNG YIa Tov dlaxwploud eival idia Pe ekeivn amod Ta
yavTia. AuTtO TToU XPEIACETAl TTPOCOXH €ival N TTEPIOXN TTOU ATTOTEAEI T vUXIA TOU XOPAKTAPA.
Emeidn eivalr ToAU PIKpEG €TTIQAVEIEG, TTPETTEI va TOTTOBETNBOUV Seams WOTE va yivel KAAUTEPN
Katavoun Twy textures oto KABe £va EexwpioTa.
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Eikéva 64. Unwrap XepioU Kai Nuxicwv

Eikéva 65. 'EAeyxog Opolopop@iog ZuvoAikoU ZWHATOg

‘Exovtag oAokAnpwaoel To Unwrapping Tou owpaTtog Kai epappofovrtag tnv Color Grid eikéva o€
OAa Ta KoppaTIia, To ammotéAeopa oto Textured Mode @aiveTal oTnv €IKOvVa 65.
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4.2 UV Mapping To Ke@dAl

To mesh yia To KEQAAI €ival TO TTIO TTEPITTAOKO PEPOG TOU XAPOKTPA KABWG £xel TTOAAEG aANayEG
OTO OXAMQ, ETTOUEVWG EXEI OPKETEC TTEPIOXEG WE DIaPOPETIKO PEyEBOG. H emAoyr Twv edges yia
va aTtTroTeEAEOOUV TIG TTEPIOXEG TTOU Ba yivel 0 dlaXwpIouog, yiveTal ae OAOKANPO TO KEQAAL. AQoU
€MAEXOOUV seams OTIG TTEPIOXEG YIA TA QUTIA, TO €0WTEPIKO TOU OTOUATOG KABWG KAl atrd TNV
KOPU®PN TOU KEPAAIOU £w¢ TO TTIOW PEPOG TOU AdIoU, TTAPOUCIAZETAl TO ATTOTEAECHA TNG EIKOVAG
66.

Eikéva 66. Unwrap Tou KepaAiou

‘Emema atmd TN Xprion Twv epyaAgiwv TTou TTpoavagépdnkav yia Tnv peiwon Tou stretching, 1o
ATTOTEAECUA TOU KEQAAIOU QAiVETAI OTNV TTAPAKATW €IKOVA.

Eikéva 67. BeAtiwon Tou Unwrap MNa To Ke@dAi

TéNoOG 1O pdm kai Ta &évTIa yivovTal unwrap xwpig Katola 1I81aitepn evépyeia KaBwg gival JIKPES
OMOIOUOPYES TTEPIOXES KAl PaivovTal EAAXIOTA.
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Eikéva 68. Unwrap Kai BeAtiwon AovTtiwv

Eikéva 69. Unwrap MaTiou

4.3 Opydavwon UV Islands

OAokAnpwvovtag, €mmAéyovTal OAA TO PEMOVWHEVA QVTIKEIYEVA, €KTOG aATTO TO WATI, Kal
ouvdudlovTal o€ éva object woTe va TotroBeTnBoUV 6Aa pali Ta UV Islands 1Tou TTpoékuyav atmo
1O unwrapping. EmAéyovrag Pack Island atré 1o UV’s pevou, TotroBeTouvTal 6Aa péoa ota Opia
TOU TETPAYWVOU, OTTWG Beixvel n eikéva 70.

2710 OTAdIO QUTO, YiveTal ETTECEPYATia yIa TO XWPEO TTou KaTavaAwvel KaBe éva atrd Ta UV Islands
aAAAaCovTag 1o EyeBog Toug WoTe va 600¢i TTEPICCOTEPOG XWPOS yia TO TTPOCWTTO. 'Exovrtag
TEPIOTOTEPO XWPO, MTTOPei va atrodobei TePIoadTEPN AeTTTOPépPEI ATTO Ta textures OTO
QVTIKEIMEVO aUTO.

TeAIKG €TTIAEyOVTAG TO XOPAKTAPA Kal EAEyXOVTAG Kal TTAAI av TO rotation Kai scale éxouv owoTEg
puBuioceig, e@apudletal évag mirror modifier. OAa Ta onueia TTou eixav XwpIOTEl yia va
OleUKOAUVBEl n emmeEepyaaia Tou PovTEAoU, TTPETTEI va TOTTOBETNBOUV Kal TTAAI oTnv B€0n TOug.
ATTO TO pevou Twv vertices emAéyeTal n emAoyry Remove Doubles, kal o€ oTTolIodATIOTE ONEio
utrpxav dITTAG vertices, diaypdgovTal.

36



Eikéva 70. Opydvwon Twv UV Islands
2TNV TIEPITITWON TTOU XPEIAOTE va yivel KAtTola aAAayr] oTo TTARB0G Twv TTOAUYWVWV 1} KATToId

METATOTNION onueiwy, Oavév va xpeiadetal va emavaAngBei n diadikaoia Tou Unwrap yia 10
OUYKEKPIPEVO QVTIKEIMEVO APOU iOWG va £XOUV ETTNPEACTEI TA Seams TTou opioTNKav aTnv apxH.
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5. Texturing Me To Substance Painter

H evotnTa autr avag@épetal oTnv TOTToBETNON Twv textures mavw oto 3D Model. Ta textures eivai
2D €IkOveg o1 oTT0ieG dTAV TOTTOBETNBOUV TTAvw o€ £va POoVTEAO, divouv Tnv aicBnon peaAIoTIKAG
uengG. YTTapyouv TTOAAA €idn textures pe Baon 1o BaBud Astrropépeiag Tou atreikovi¢ouv. MNa tnv
TTapoUoa epyaaia €yive xprnaon evog dwpedv Aoyiopikou, Tou Substance Painter, o1o otroio £yive
gloaywyn, amo Ta diabéoiua textures Tou TTPoypAPuaTog Kal Katrola atmd online Tmyég, Tavw
OTOV XOPAKTHPA.

H diadikacia tou export amd 1o Blender yivetal pye tnv €mAoyr Twv avTiKEIPEVWY attd Ta U0
models high kai low exwploTd, Kal TV €mAoyr export wg apxeia FBX HOvo Twv ETTIAEYHEVWV
mesh. Ao Tnv TAeupd Tou Substance Painter yivetal emAoyrp Twv apxeiwv FBX TTou
amodnkeuTnkav yia Tnv low poly ekdoxri Tou XOpaKTAPA. ZTn CUVEXEID ATTO TO UEVOU Texture
Settings emA&yeTal To Bake Textures kai eioayetai n high poly ekdoxn pe TiIg avdAoyeg pubpioeig.
Av 1o atroTéAeopa Tou PovTéAou gival kaBapd, ouveyifetal n diadikacia yia Tnv atrédoon Twv
textures.

5.1 Opydavwon MovtéAhou lMNa Export Z1o Substance Painter

YTTapyxouv apKeToi TPOTTOI yia va yivel export To poviéAo oto Substance Painter. ‘Evag ammoé
auToUG gival va €TTIAEXBEI O XOPAKTAPAG WG £vVA QVTIKEIMEVO KAl VA OTN CUVEXEIA va Yivel export
oe apyeio fbx. Emedn yivetal n xprion €vog material, apol 0 XapakTAPASG Bewpeital wg éva
avTikeigevo, Ta UV Islands dev £€xouv OwoTh KATAVOWN WE OTTOTEAEGHA va KAAUTITOUV TO éva TO
GAAO kal va @aivovtal TToAAG artefacts Tdvw oTa textures. MNa v armmo@uyr TETOIWV
TTPORBANUATWY TTPETTEI VA Yivel KOAUTEPN OpYyAvWanN TwV AVTIKEINEVWY TOU XAPOKTAPA TTPIV YiVEl
export.
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Eikéva 71. Eicaywyn Movtélou Z1o Substance Painter
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5.2 Opydavwon MovtéAou

‘Evag TPOTTOQ yIo va aTTOQPEUXBEl TO HEYOAUTEPO TTOCOOOTO TTPORANPATWY yia TNV aAAoiwon Tng
EUQAvIoNg Twv textures, €ival va dnuioupynBolv TrepIccdTEPA Materials woTe va dlaxwpioTouv
O€ KATNyopieg Kal €Tal va Pnv uttdpxel overlap. MNa 1o Adyo autd kataokeudlovTtal o1o Blender
OUo material, éva yia To cwua Kal €va yia Ta Pama, €101 woTe va yivouv bake pe gexwplotd
texture sets.

H emépevn evépyela gival va epapuooTouv ol subdivision modifiers mmou €xouv Tdvw Toug 1O
meshes Kal £TTEITA VA XWPIoToUV O€ JEPOVWUEVA QVTIKEIMEVA, Kal yia TIG dUo ekdoxég high/low. O
OIaXWPICUOG TWV AVTIKEIMEVWY UTTOPEI va yivel pe BAon Ta dIOQOPETIKA textures TTou Ba PTTouv
TAVW TOUG, av €ival YVWOTH €K TV TTPOTEPWV N TEAIKN EUPAVION TOU XOPAKTAPA, I avaAoya JE
Tov BaBud aAAoiwong peTalu Toug. Eival onuavTikd petd Tov diaxwpioud, va 600ouv ovéuata o€
KABe éva PEAOG TOU CWHATOG TOU XOPAKTAPA WOTE va PTTopécouv va yivouv bake ta textures
METAEU Twv dUO PovTEAWY PE BAon To Gvopa.

Eikova 72. Opydvwon AvTikeipévwyv Kard Ovopa

5.3 Opydavwon Avtikeipévwy Me Vertex Colors

MNa va amodobouv textures oTa avrikeiyeva Tmou dlaxwpioTnkayv, TTPETTEI va TOug d0Bei KATToI0
XOPOKTNPIOTIKO WOTE va avayvwpiletal amd 1o Substance Painter, yia k&dBe éva amd autd 1moid
material Toug avtioToixei. ‘Evag 1pé1rog va cuuBei autod gival yéoa atd 1o Blender va xwpioTouv
Ta avTikeigeva Tou high poly povtéAou pe Xpwuata XpnoigoTroiwvtag 1o Vertex Paint.
EmAéyoviag k&Be object kai divovrag Tou €va xpwua ammd 10 Paint pevol, TTPOKUTITEI N
TTAPOKATW EIKOVA 73.
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Eikéva 73. Opydvwon AvTikeipévwyv Me Vertex Colors

Omwg @aivetal TTapatrdvw, Kamola ammd Ta objects €xouv 10 id10 XpWHA, auté onuaivel 6T Ba
Tapouv TO 010 material. MNa TTapddeiyua 10 TTPOCWTIO Kal Ta xépia Ba £Xouv KATTOIO KOIVO
material TTou avTITpoowTTEUEl TO dEPPA TOU HOVTEAOU, yia auTd Kal €xouv To idlo Xpwua. Oa
MTTOpOUCAV OAO TO QVTIKEIYEVA va €ival DIAQPOPETIKO Xpwud, akOua Kal va £Traipvav To idlo
material, av auTd eguUTTNPEETEI KAAUTEPO TO OKOTTO OXEDIACUOU TOU HOVTEAOU.

MNa 10 TEAIKO export, TTPETTEI O XOPAKTAPAG VO £XEl UPOG OXETIKO PE TNV TTPAYMATIKA KAipaka
péTpnong. Emeidn n Unity petpdel Ta avTikeipeva o€ Pérpa, Ba TpETTel va doBei n avTIoToIXEl TIUA
o010 Blender. Adyo Tou dlaxwplopoU Tou XapakTApa o€ TTOANG avTikeigeva gival o dUCKOAO va
Ta TTPOCOPUOCOUNE OAa O0Tn CWOTA KAipaka. ‘Evag gUkoAog TpOTTOQ €ival va yivel xprion evog
cube mesh wg avrikeipyevo ava@opdg, 1o otroio Ba TTApEl TIG TTPAYMATIKEG dlOOTACEIG ATTO TO
Transform pevou. ZTn CUVEXEIA O XOPOAKTAPAG Ba TOTTOBTNBEI WOTE va TTEPIEXETAI JEOA O€ QUTO
T0 mesh kai dpa Ba éxel To emMOuUuNTd UYOC.

Eikéva 74. Tpomromroinon KAipakag Mpaypartikou MeyegBoug

40



5.4 OAokAnpwon Twv Textures

‘Exovtag xwpioel Ta materials yia Ta PJATIO KOl TO UTTOAOITTO GWHA TOU XAPAKTAPA, Hadi he Tnv
ovopacia kaBe avTikelyévou yia Tnv low kai high poly ekdoxry Tou, kKaBwg kalr n amédoon
XPpwWHATWY o€ KABE €va avTikeipevo atrd 1o vertex paint, To 3D model €ivail £éToipo va yivel export
yia Twv oxedlaouo Twv TEAIKWYV textures oTo substance painter.

MNa tnv diadikacia Tou baking, or puBuiceig TTou TTpayuaroTTrololvTIal  yia TRV TToI6TNTA TWV
textures @aivovtal oTnv €ikéva 75.

O¢tovrag To match ioco pe Tnv €mAoy by mesh name kai 1o color source ico e vertex color,
olaxwpiovTtal Ta AvTIKEiYEVA aTTd TO TTPOYPAUMG WOTE va Pnv eTnpedlovral atmd Ta YEITOVIKG
TOUG KaI ETTOUEVWG VA PNV UTTAPXOUV OAAOIWGCEIG.

Eikéva 75. PuBpioceig AvaAuong Twv Textures

MNa va TotroBeTnBouv Ta Materials ota avrioToxa HEAN TOU CWHATOG, dnUIOUPYOUVTAl PAKEAOI YIa
KABe avTIKEIUEVO WOTE va TTEPIEXEl opyavwuéva Ta materials TTou xpnoiyotroiénkav. Otav
TOoTT00ETNBEI TO Material péoa oTov avTioToIixo PAKEAO, eTTIAéyeTal PE TO O€gi KAIK N €mTIAoyr) mask
with color selection omdé omou pJTopei va TpocdiopioTel Pe Ta vertex colors 10U
KaTtaokeudaTnkav oto Blender, g€ 1T016 GUYKEKPIPEVO QVTIKEIMEVO Ba QAVTIOTOIXEI TO GUYKEKPIUEVO
material. OpyavwvovTag Toug QakEAOUG yia OAa Ta PéAN Tou CwHaTog Kal TTpocBETovTag layers
O6TToU XpEIdleTal, TTapAyeTal n IKOva 76.

Eikéva 76. Opydvwon Kai Arédoon Textures Zrov Xapaktipa

TéANog, yivovtal export duo textures set €va yia Ta JATIA KAl £va yIO TO CWHA YIa Vo JETaPEPBOUV
otnv Unity 61Tou Ba 101100£TNB0UV 0TO TEAIKO JOVTEAO.
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6. Anuioupyia Twv MaAAiwv Tou XapakTipo

H evoTnNTa QUTA ETTIKEVTPWVETAI TNV dNUIoUpYia Twv JOAAIWY Tou XapakThpa. Na TNV KaTaoKeUn
TOUg, Ba yivel n dnuioupyia TEOCOAPWY QVTIKEIUEVWY TA OTToia Ba aTTOTEAETOUV TIG TOUPES TOU
xapaktApa. ‘Emera Ba yiver UV Mapping autwyv Twv mesh kal Ba dnuioupynBouv textures. Z1n
ouvéxela Pe BAon auTwv Twv TECOAPWV avTIKEINéEvwy, Ba dnuioupynBouv avTiypaga tTou Ba
atroTeAéoOUV TO TEAIKO OXNHA TOU PHAAAIOU.

6.1 MovrteAotroinon MaAAiou

MNa TNV TTpwTN ToUPa PaAAIwyY yiveTal eicaywyr evog plane mesh. ToTToBeTWVTAG TO AVTIKEIMEVO
OTO KEPAAI, EEKIVAEI N ETTEKTACN KOl HOPQPOTIOINGCN Tou O¢ €va Bacikd oXAua. AnuioupywvTag
avtiypaga kal aANdgovTag 1o oxXAua O0To KABE éva waoTe va pnv gival akpIBwg idla, TTapAayeTal n
gikéva 77.
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Eikéva 77. Anuioupyia Meshes Na Tig Tougeg Tou XapakThpa

6.2 UV Mapping MaAAiou

H dnuioupyia pepikwv plane yia ta poAAid kdvel tnv diadikacia Tou UV Mapping Kal Tou
oxedlaopoU Twv textures eukoAOTEPN a@ou diveTal TTPOCOXN O€ PIKPO aPIOUSO QVTIKEIUEVWV ME
OPKETA ATTAG OXN Q.

EmAéyovtag 6Aa Ta avTikeipeva kal ouvdudlovtag Ta o€ €va, yivetal Unwrap. ‘Emera amrd karmoia
eme€epyaaoia yia Tnv eubuypdupion otoug G&oveg, OTTWG Kal aTnv {wvn, Kal TNV €10aywyn €vog
pattern yia pia kaAUtepn OTITIKA oTAV OIATAEN TWV TTOAUYWVWY PETAEU TOUG, TTPOKUTITEI N EIKOVA
78.
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Eikéva 78. Unwrap IMNa To MaAAi
EmAéyoviag OAa Ta avTikeipeva yia Ta POAAIG, yiveTalr export yia TV PETaQOPE TOoug OTO
TTPOypapua 61Tou Ba dnuioupynBolv Ta textures.

6.3 Xyxediaon MaAAiwv 10 Krita

Eiodyovtag 1a exports o010 mTpdypaupa Krita, dnuioupyouvtal layers kal oxedidlovral YPAPUES
WOoTe va Poladouv ue Tpixeg atrd Ta JaAAId. ZuvduddovTag layers Kal XpwuaTta JEXPI va UTTApEE!
éva €mBuunNTé aTmoTEAEO A, TTPOKUTITEI N €IKOVa 79.
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Eikéva 79. Zxediaouog Tng Tpixag

ATT0BnKeUOVTAG TIG TOUPES 0av apxeio eiIkdvag png, eiocdyetal oTo Blender oav texture.

6.4 Anpioupyia MaAAiwyv Zge OAo To KepdAi

Me 1o oAokAnpwuévo texture yia Ta paAAid, dnuioupyeital éva véo material, 0TTwg gixe yivel yia Ta
MATIO KOl TO GWHA TOU XAPOKTAPA. 2T CUVEXEIA OnUIoUpyoUvTal avTiypa@a TwV QVTIKEINEVWIV
TTOU QVTITTPOCOWTTEUOUV Ta MAAAIG, Kal TOTTOBETOUVTAI OTNV TTEPIOXH TOU KEQAAIOU, oxnuaTi¢ovrag
€701 70 TEAIKO OXAMA OTTWG QAIVETAI TTOPAKATW.
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Eikéva 80. ToroBérnon Twv Meshes lNa Tig Tougeg
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7. Anpioupywvtag Tov ZkeAeTd Tou XapakThpa 210 Blender

MNa T ammédoon KIVACEIS OTOV XapakTApa atrd 1o TTpdypappa Tng Unity, €ival ammapaitnto 1o
MOVTENO va €xel TO OwoTd OKeAeTO. O okeAeTdg o€ éva 3D model, emTpétrel oe did@opa anueia
TTOU EVWVOVTaI T “KOKAAQ” va PTTopoUv va Auyicouv avaloya e To €i00G Kivnong TTou Toug EXEl
atrodobei. 21N ouvéxela yivetal avaAuTiKh avagopd yia Tnv dOUNCN ToU OKEAETOU TOU XOPAKTHPA.
To Blender oto pevou dnpioupyiag avTikelyévwy (Shift + A), d10BETel EToIua €idn OKEAETWV.
Eteidf o xapaktipag KkataokeuadeTal yia va TpéCel oTnv Unity, dnuioupyeital évag vEog OKEAETOG
0 oT1roiog Bacifetal TTavw oTto Humanoid okeAeTd TNG. O AGYOG yia Tnv dladikaoia auTh gival yia
TNV BePaidtnTa OTI TOo POVTEAO Ba dexBei TOV OKEAETO KAl Ta animations NG Unity xwpig
TTPpoBAAuaTA.

Kavovtag AMjyn Twv dwpedv assets 1ng Unity yia tnv katnyopia Character, uttdpxel n €mAoyn
ThirdPersonCharacter kal oto panel pye évoua Model, uttdpxel évag éroigog 3D character pe
ovopa Ethan. 1o povtého autd £xel atmodobei dn Kivnon kai gival €Toigo va 1pé€el atnv Unity.
2Tnv Katnyopia Rig Tou pevou Inspector utropei va TTpoANBei 0 OKEAETOG TOU XAPAKTAPO UE OAEC
TIG AETTTOUEPEIEG KAI T OVOUATA VIO KABE KOKAAO.

Eikéva 81. MovtéAhou ZkeAeToU Tng Unity

Me Bdaon T doun auTh Tou okeAeTOU TTpayuartoTroleital oTo Blender 1o véo Rig yia Tov
XOPOKTHPA.

7.1 xkeAetdg Tou MovrtéAdou

‘ExovTag TOTTOBETACEI TO KEPOOPA OTO KEVTPO, YIVETOI £1I0QYWYN YIO TO TTPWTO KOKAAO TO OTTOIO
TOTTOBETEITAI OTNV TTEPIOXA TNG MECNG TOU XAPOKTAPA Kal £TTEITa yiveTal extrude oTo uTTOAOITTO
owpa. KaAUTTovtag TNV TTEPIOXH TTOU QVTITIPOCWTTEUEI TO KABE £€va KOKAAO XpnOIWoTToiouvTal Ta
edges TTou UTTAPXOUV yia va TTpoadiopioToUV Ta Opia Tou KaBevog. KaBe @opd TTou dnuioupyeital
€va KOKAAO , TTaipvel Kal TO avTioToIXo OVOua OTTwG PaiveTal oTnv €Ikéva 81.

2Ta onueia mou atroTeAoUV TIG KAEIBWOEIG TOU CWHATOG OTTWG OTOUG AYKWVEG Kal Ta yovaTa, n
TOTTOB£TNON YIa TO KABE KOKAAO yiveTal Ye pia KAion.
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Eikéva 82. Anpioupyia ZkeAeTou Tng Unity Z1o Blender

7.2 'Evwon Xapaktipa Me To Rig

2uvduadovTag OAa Ta AVTIKEIMEVA TOU XAPOKTAPA Ot €va gviaio mesh, ekTdg ammd Ta gaAAid TTou
aTToTEAOUV aTTO poOva Toug éva avTikeipgevo, emAéyeTal To Pose Mode étrou yiveralr Parented o
XOPaKTAPAG Pe 1o Armature pe Automatic Weights. To idlo cupBaivel ye 1o HaAAId, pe Tnv
dlapopd ot yivetal Parented oT1o KOKOAO TTOU QVTIOTOIXEI OTO KEQPAAI OTTWG YIVETAI K JE T UATIAN
Auté onpaivel 611 KABe avTikeiyevo, parented o€ éva bone, etrnpeddetal atrd autd 1o bone.

210 Weight Mode @aivetal avédAoya e 10 Xpwudad, ToId TTEPIoX €TTNPEEACETAI OTTO TTOI0 KOKAAO
Kal o€ TI BaBus. To KOKKIVO XpwHa onuaivel 611 etnpeddetal 100% n TePIOXN vy TO UTTAE 1)
Maupo 0%. H autdépatn avdBeon Bapoug TTou £yive YE TO BECIKO TOU XAPAKTPA OTO Rig, Oev €XEI
o€ OAeg TIG TTEPIOXEG OWOTO atmoTéAeopa. MNa 10 Adyo autd, Ba yivel avaBeon Bdpoug oe KABe
TTEPIOXN ME TN Xprion Tou Weight Paint 4 ammé 1o Data panel otov Outliner péoa amd 1o Vertex
Group.

MNa v diodikacia autr), €mAEyeETal KABE POPA TO KOKAAO TNG TTEPIOXAG TTOU ETTNPEEACEl KOl
XPWHOTICETAI KOKKIVO €VD TA UTTOAOITTO KOKOAQ €TTIAEyovTal KAl XpwiaTiCovTal PTTAE 1 paupa
WOTE VA UNV €XOUV ETTIPPON.
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Eikéva 83. 'Evwon KaBe MéAoug Me To AvrigToixo “KokaAo”

TéNog yivetal export To povréAo oav FBX yia va yivel petagopd otnv Unity padi ye ta Textures.
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8. Set-Up Tou XapakTthpa Ztnv Unity

MNa v amédoaon Kivnong oTov XapakTtrpa, 8a yivel xprion Twv fbx apxeiwv atrd 1o Blender padi
ME Ta textures kal oTn cuvéxela Ba avTtikaraoTabei 1o £Toino humanoid poviého Tng Unity pe 1o
MovTéAO TTou avaTTuxOnke. ‘Etol 10 véo poviéAo Ba ammoktrioel Ta Pacikd animation evog
XAPOKTApA TTaIXVISIoU.

8.1 Import Tou Xapaktipa Kai Twv Textures Kai Arédoon Kivhong

210 Assets Store Tng Unity, emAéyeTal éva dwpedv TTOKETO PE TA BACIKAG assets Tng Unity, e
ovopa Standard Assets. To Tmakéto autd Tepiéxel éva éroino 3D povtéNo pe dvopa Ethan.

P Standard Assets (for
B Unity 2017.3)

Eikéva 84. Standard Assets X1o Assets Store

A@ou yivel eicaywyr TwWv apxeiwv Tou XapaKkTipa Kal Twv textures, 101e B€TOovTag TO Rig o¢
Humanoid kai ratwvTag apply, yiveral éAeyxog Tou armature Tou povréAou. OTtav eppavioTei Eva
TIK, O OKEAETOG TOU XAPAKTAPA gival armodekTdg atrd Tnv Unity. X1n ouvéxeia dnuioupyouvtal Tpia
material éva yia kd0s material (character,eyes,hair) Tmou €ixe kataokeuaoTei oTo Blender Ta oTtroia
Me drag&drop TotroBeToUvVTal 0TO mMaterial panel. Agou cicaxBouv Ta textures, oto material
panel, yia kdBe éva material ToroBeTEiTOI TO AVTIOTOIXO TOU texture.
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Eikéva 87. TomroBétnon Twv Textures Xra AvrioToixd Media

MNa va dexTel 0 XapaKkTApAG Ta animations Tou TTPWTOTUTTOU POVTEAOU, TTPETTEI va TOTTOBETNOET O
xapaktipag oto ThirdPersonController kai va aAAG&el To avatar oTo inspector oTo évoua Tou
véou povtéou. Kdvovtag disable Ta aToixEia TTou UTTAPYXOUV ATTo TO TTPWTATUTTO KAl PE



drag&drop TotroBeTeiTal TO VEO JOVTEAO HE TIG puBuicelg Tou £ToIou JovTéAoU. MAEov To povTéAo

oTnv Unity gival autd TTOU KATOOKEUAOTNKE Kal 60Xl To JovTéAo Ethan.

Eikéva 89. PUBpion Nediwv MNa Ta Animation

Eikéva 90. PuBuion Kapepag

MapakdTw @aivovtal KATToIa OTIYUIOTUTTA TOU  XapaKkTrpa oto Game mode tngUnity.
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Eikéva 91. Running Animation

Eikéva 92. Jump Animation

2Tn ouvéxela yivetal ava@opd aTo TTAEYUA TOU apxIKoU JOVTEAOU, TO OTTOIO gival HIKPOTEPO O€
ox€an JE TO VEO JOVTEND. ©a PTTOPOoUCE Va EIVE €101 XWPIG va TTNPEACEI TO OTTOTEAETHUA yIa TV
TTapouoa epyaaia, aAAd €vag Mo owaTdg TPOTTOGC gival va aAAdEouv o1 IaoTACEIS WOTE va
TTEPIEXETAI OAOKANPOG O XOPAKTHPAG PETQ.
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Eikova 94. Alapoppwpévo Méye@og MAéypatog

H xprion autA Tou TTAEYUATOG €ival yIa va KaBopIoTEl 0 XWPOG TToU KATAAGUBAVEI O XOPAKTPAG
MEéoQa o€ £va scene Kal 0 TPOTTOG TTou AAANAETMIOPA pe AAAa avTikeipeva (collisions).
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TéNog TTapaTtnpeital 0TI Ta JAAAIA OTO ECWTEPIKO TOUG BEV £XOUV KATTOIO texture.
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Eikéva 95. ArwAeia Texture Z1o Eocwrepiké Emigpadveiag

MNa va AuBei To TTpoRANpa yiveTal Aqyn evog akopa dwpedyv TTakéTou atrd To store, pe dvoua
Double Sided Shaders, To oTr0i0 €u@avidel Ta textures Kal atrd TIG 2 TTAEUPEG TNG ETTIPAVEING.
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Eikéva 96. Double Sided Shaders

Eikéva 97. TeAiké MovtéAo Tng Unity
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