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Befoichvaw ot giuar o ovyypapéas avtig e epyooiog kar 0Tl kabe fonbsia v omoio giya yio THV
TPOETOIUATIO. THS EIVAL TAPWS AVAYVWPLOUEVY KOL QVOPEPETOL oTHV epyaoia. Emions, éxw kxoataypayet
TIC OTOIES THYES QO TIC OMOLEG EKOVO. YPHON OE0OUEVMYV, 10DV, EIKOVMV KOl KEIUEVOD, EITE OVTEG
avapépovral okpifac eite opappacuéves. Emmiéov, Pefaioovm ot avty n epyacio mpoeToyudoTnke amo
EUEVOL TPOOWTIKG, EIOIKA (WG OAMUOTIKY Epyaoia, oto Tunuo Mnyovikov Tinpopopixns koi
Hlextpovikav Zvotquatwv tov ALTIA.E.

H mapoioa epyacia amotelei mvevuatixn 1010ktyoio tov goitntyy Ilaviov Ocoyiavvy mov v ekmovioe.
210 mlaiolo THG TOMTIKHG OVOIKTHG TPOGHAsHS, O GLYYPAPENS/ONULOvpYOS exywpel oto Aiedvég
Tavemotiuio e EAAGIOS ddeLa ypHong ToD JIKOIWUATOS OVATOPAYWDYHGS, OOVEIGUOD, TOPOVTIOCHS OTO
KOIVO KO1 WHPLOKNS 010 0ONS THG EPYOOLOS O1EOVWG, a8 NAEKTPOVIKT HOPPY KOL O OTOL0ONTOTE UEGO, YIO.
O100KTIKODG K01 EPEVVHTIKODS OKOTOVGS, avey aviaAldyuatos. H avoikti mpoofaon oto mAnpes keiuevo
¢ epyaoiag, 0ev onuaivel ko’ 010VONTOTE TPOTO TOPOYWDPNGH OIKOLWUGTOV OLOVONTIKHS 1010KTHOIOG
0V GUYYPAPER/ONUIODPYOD, OVTE ETITPETEL TV OVOTOPOYDYY, OVOONUOGIEDTH, OVILYPOQPH, TWOANTH,
sumopikn ypron, owavoun, éxoooy, uetapoptwon (downloading), oviptnon (uploading), uetappaoy,
TPOTOTOINON e OTOLOVONTOTE TPOTLO, TUNUOTIKG, 1] TEPIATTIKG THG EPYOTIOE, YWPIS TH PHTH TPONYOVUEVN
EYYPOPN GVVAIVEGH TOV GVYYPOPER/ONUIODPYOD.

H éykpion g mroygokng epyaciog amd 1o Tufua Mnyavikeov [TAnpogopikng kot Hiektpovikdv
Svotnuiatov Tov Atlebvoig [avemiotnuiov g EAAGS0G, dev vTOOMADVEL ATAPOUITHTMG Kol AT0S0YN TOV
OATOYEWMV TOV GLYYPAPEX, €K HEPOVS Tov Tunpatog.



IIpoioyog

H mapovca nruylokn epyacia emiéydnke pe okomo T diepehivion cuyypovev pedddmv ontikoroinong
dedopévav Kabmg Kat T GUVOEGT] TOVG LIE TEYVOAOYIEG TPIGOAGTATOV YPaPK®V. To yeyovdg dtLvanpye
£VIOVO TPOCOTIKO EVOPEPOV Y10 TO TPOYPAUUNTO KL TIG TEYVOAOYIEC TPIGOIACTATIG AMEIKOVIONC
amotélece Pacikd KivnTpo Yo TNV EMAOYT TOV cvyKekplévoy Bépatoc. EmmAéov, n evacydinon pov
pe Pvreomayvidla Kot n mapakoAovdnom g eEEMENG TOVG GTO KOUUATL TG OMTIKOTOINGNG KOt TMV
YPAPIK®V EVIGYLGE TO EVOLAPEPOV LOV GYETIKA LLE TN LOVTEAOTOINOT) KOl TA TPIGOIAGTOTO YPUPLKAL.

Me agpopun pio GTOTIKY EIKOVA OC EPYUAEID OVATOPAGTUOTC TANPOPOPIaG, ETAEYONKE TO TPIGIACTOTO
YPOVOAOYIO MG TLO OTOTEAEGUOTIKO KOl EAKVOTIKO HEGO TOPOLGINGTG TOV YeEYOVOT®OV. MéG® TOL
GYE0LOGLOY KOl TNG VAOTOINGTNG EVOS TETO0V TPLodLdcTatov mePPdAlovtog, pov d6nKe 1 duvatdtnta
KaTovonong 1060 TV BepnTiK®V apydv OG0 KOl TOV TPOKTIKOV TPOKANGEWDV TOL UTOpEl va
TPOKVYOLV KaTd TNV dladikacio avamtuéng evoc 3D Animation Pipeline.

To 6@el0g TOV OTOKOUIGTNKE OO TNV EKTOVNON TNG EPYAGING EIVOL TOALOTAD. ApyIKa, EVIoYOONKAY 01
TEYVIKEG OEEIOTNTEG GTOV TOUEN TMV TPLOOACTATOV YPUPIKAOV Kol TapdAAnia anoktiOnke sunepio ot
oyedlaon pe EUPOOT] GTNV OTOTEAECUATIKN TAPOVGIOGT) TANPOPOPLOV Kol OESOUEVMV.
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Iepiinyn

Avtikeigevo g TOPOLGOC TMTLYOKNG epyaciog oamotedel 0 oyedOGUOG Kot 1 avamTtuén &vog
Tpiodidotatov (3D) Xpovoroyiov, e 6TdHYO TNV OMTIKY OPTYNOY| KOl TAPOVGIOGT TANPOPOPLOV Kol
dedopévov. H epyacio emkevipoverar otig Oespeiindelg apyés tov Tprodidototov [pagpikov
Yrohroyiotov (3D Computer Graphics) kot tn onpovpyic evog OAOKANP®UEVOL TPIGOAGTOTO
nepBdAlovtog, péca amd 10 onoio amodidovtol ypovikég mepiodol Kot oUavIIKE yeyovdta e TpOmo
KATOVONTO Kot ONTIKO EAKVOTIKO. MeAETN mePIMT®ONG TNG CLYKEKPIUEVNS EPYOGIOG OMOTEAEL 1] OTTIKY)
apnynon g otopikng e&EMéng tov Tunuatog Mnyavikev IIAnpogopikng kot HAektpovikmv
Zvotudatov tov Atebvoig Iavemiotnuiov g EALGSoc (AITTAE).

I'a v viomoinom tov Xpovoroyiov ypnoitonoteitar To Aoyiopikod «Blender», to omoio a&lomoteiton
Yol TV TANPN LOVTIEAOTOINGT OA®MY TV OVIIKEWHEVAOV TNG GKNVIS, TNV EPAPLOYT VAIKOV Kol VODV, TOV
OOTICUO, TIG KAUEPES, KAOMOC Kal TNV amddoon Kivnong uéypt to teako rendering. H avantuén tov
Baciletar otn 6VVOEON TPIGOAGTATOV OVTIKELLEVOV KOL GKIVAOV, TO, OTTOI0 0PYAVAOVOVTOL YPOVIKH DOTE
VO OTOTUTTMVOLV TNV EEEMEN T®V YEYOVOTMV.

EeKIVOVTOG OTO TNV TOPOLGioot TV POCIKOV apydv TOV TPIoOEcTATOV YPAPIK®OV KOl TNG
omtikomoinong dedopévav, avolvetor to Blender mg Aoylopikd tpiodidotarng Onuovpyiog kot
oTtolyelobeTelTonl 1 EMAOY] TOV ®G KOTOAANAO €PYOAEl0 Yo TNV avVATTLEN TOL GUYKEKPUUEVOD
TpLedLdcTaToL Ypovoroyiov. ‘Eretta, yiveTar avalvtikny ovagopd ota fApata vA0Toinog Tov ,0md Ta
TPOTOPYIKE GYNUATO TOL YPNCOTOMONKAY, OTA TEAIKA OVIIKEIUEVA OV dnpovpyndnkay, v
amO00GT VO®YV, TN GVLVOEGT TOVG GTN GKNVI UEYPL KoL T dNUovpyic ToV TEAKOD apyeiov Tapovsioong.

Q¢ omotélecpo. TG epyaciog, onpovpynonke éva oAokANpouévo TpiedidoTtato TEPPUALOV KOl TO
avTioTO(O0 TEAIKO animation, HEGM TMOV OMOIMV EMTVYYAVETOL 1] OTTIKN TALPOVLGINOT TNG TANPOPOPIoG
pe v 0E10moinoT TPIGOEGTATOV YPUPIKAOVY, KIVIOTG KoL TEXVIKOV OTTIKNG 0P YNOTG.
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«Design and Development of a Three-Dimensional (3D) Timeline for

the Visual Presentation of Information and Datay

«Pavlos Theogiannisy»

Abstract

The subject of this undergraduate thesis is the design and development of a Three-Dimensional (3D)
Timeline for the visual presentation and narration of information and data. The study focuses on the
fundamental principles of Three-Dimensional Computer Graphics (3D Computer Graphics) and the
creation of a complete 3D environment through which historical periods and significant events are
presented in a clear, engaging and visually appealing manner. As a case study, the project presents the
historical evolution of the Department of Information and Electronic Engineering at the International
Hellenic University (IHU).

The timeline was developed using the Blender software, which was employed for the complete modeling
of all scene objects, the application of materials and textures, lighting setup, camera animation, motion
design and the final rendering process. Its implementation is based on the composition of three-
dimensional objects and scenes that are organized chronologically to depict the evolution of historical
events over time.

Beginning with an introduction to the fundamental concepts of 3D Computer Graphics and data
visualization, the thesis examines Blender as a 3D content creation software and justifies its selection as
the most suitable tool for the development of the proposed 3D Timeline. Furthermore, a detailed
description of the implementation process is provided, covering every stage of development, from the
creation of the initial geometric primitives and their transformation into final 3D models to the
application of materials and textures, the composition of the scene and the production of the final
presentation.

As a result of this thesis, a complete three-dimensional environment and the corresponding final
animation were created, through which the visual presentation of information is achieved by utilizing
three-dimensional computer graphics, motion and visual storytelling techniques.
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Ewayoyn

Kepaiao 1o: Ewsayoy

H mapovoa mruyoxn epyaocia, pe titho «Zyxedaopog kot Avamtuén Tpiodibdotatov (3D) Xpovoroyiov
yw v Ontwn Ilapovoicon ITAnpogopidv/Aedopévavy, mpaypoatevetol tov oxedoud Kol tnv
avAmTLEN EVOC TPIGOIACTATOV YPOVOAOYIOL LIE GKOTO TNV OTTIKN OVOTOPAGTACT] TNG IGTOPIKNG eEEMENC
tov Tpquatog Mnyavikeov IIAnpoeopikng kot HAektpovikdv Zvotnudtov tov  Atebvovg
[Movemompuiov g EALGdog. H epyacia diepguvd tov tpodmo pe tov omoio ot TeyvoAoyieg TmV
TPLGOICTATOV YPOPIKAV KOl TNG OMTIKOTOiNomng doedopuéveov pmopovv va aflomomBodv ya )
onuovpyio (oG SdPUCTIKAG KOL OQNYNUATIKAG TOPOVCiaong TG TANpogopiag, cvvovalovtag
otoyyeio YWPIKNG avamapaoTaong, Kivnong Kot OTiKnG aeiynong.

I'a v viomoinomn Tov £pyov ypnoponomdnke o Aoyiopukd Blender, to onoio emiéyBnke Aoyw tov
oloKkAnpouéveay  dvvatotnt@v mov mpooeépel. H avdmtvén tov tpiodidctatov  ypovoloyiov
axolovOnoe ) pebodoroyio Tov 3D Animation Pipeline, kaAdmtovtag OAa T0 GTASIO TNG TAPAYOYIKNG
Sd1KaGi0g, 0o TOV OPYIKO GYESIOGUO £MG TNV EEAYMYN TOL TEAMKOD EPYOU.

H epyooia anotedeiton amd mévte KEPAAALL, TO OTOL0 OPYAVAOVOVTOL ®OG EENG:

210 TPp®OTO KEQAANO, L TiTAO «Elcaymyn», Tapovcidaletal To ovTikeipevo, 0 GKomOG Kot 1) oNoacio Tng
gpyooiag, evd TOPIAANAL TEPLYPAPETOL GUVOTTIKA 1) OOUN KOl TO TEPIEYOUEVO TOV KEPAUAXIOV TOVL
akoAiovBoiv.

210 dgvtEPO KEPAAALO, pe TiTAO «I'pagikd YmoAloyiotdv Kot Ontikomoinon Agdopévavy, avaivovio
ol Pacikég €vvoleg oL GYETILOVTAL HE TO YPUPIKA VTOAOYIGTMV, TO TPLOOICTATO YPAPIKA KOl TNV
ontikomoinon dedopévav. Iapovoialoviatl ot apy€g TG OTTIKNG EMKOIVMVING, TO EIKOVOYPUPTLATO,
(infographics), n onpocio ¢ xpovIKNG 016.6TAGNG, TOL animation Kol TNg OTTIKNG AP YNong, KOS Kot
N a&lomoinon TV TPIGOEcTITOV YPUPIKOV GTNV OTTIKOTOINGoT| d£d0UEVMV.

210 1pito KEPAAAIO, LE TiTAO «3D Animation Pipeline kot 10 Aoywopikd Blender», mapovsidlovtor ta
otad Tov 3D Animation Pipeline kot avaidetor to Aoyiopukd Blender wg epyodeio avamtuéng
TpLedidotatov mepleyopévov. Emimdiéov, e€etdlovtol 1 1otopia, ol duvotdtnTeg Kot T0 TEPPUAiov
gpyooiag Tov gpyaieiov, Kabmg Kot 1 0Eon Tov og oyéon pe GAAL OVTIGTOLYO AOYIGUIKA.

210 T€T0pTO KEPAANL0, LE TITAO «X)edoonog, Amattioeglg Kot Y omoinon oto Blender», meprypdpetan
AVOALTIKG T Slodikaciot avamTuéne Tov TPIEAICTOTOL YPovoroyiov. Apyikd mopovstaletar 1
OYEOLOOTIKN TPOGEYYIOT| KOl O OTTOLTHGELS TOV £PYOV, EVM GTI GUVEYELN OVOADOVTOL OAL T GTASLOL TNG
viomoinong oto Blender, 6mw¢ n povtehomoinon, n yoptoypdaenon UV, 1 epoppoyn DVAKOV Kot Ve®V,
7o rigging, To animation, 0 PMOTIGHOG, To rendering, KoBmG Kol ot dadikacieg compositing kot video
editing mov odMynoav TNV TOPAy®YN TOL TEAKOD Piveo.

Téhog, ot0 méumto KeeAlawo, pe Titho «Xvumepdopoto kol Beltidoeigy, mapovsidlovior To
GLUTEPAGLLATO TTOV TPOEKLYAV Ad TNV AvATTLEN TOL £pyov, agloAoyeital 1| emitevén TV EMUEPOLS
OTOYMV TNG CLYKEKPUEVTG EpYACiag Kot TpoTeivovTal mOovEG PEATIDCELG Kol LEAAOVTIKEG EMEKTAGELC
TOV TPLGOIAGTATOV YPOVOLOYIOL OV AVOTTUYOMKE.
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Kepdhiow 20: T'pogwka  Ymoroyiotdv kot  Oratikomoinon
AgOOPEVOV

2.1 Ewoayoym

To mapév kepdraio mapovoidlel to Bewpntikd vaoPabpo g epyaciog, eoTidlovtag oTa YPOUPIKA
VIOAOYIOTAV, GTO TPIGOLAGTATA YPAPIKA Kot GTIS PAGIKES 0PYES TG OTTIKNG TOPOVGIUOTG OESOUEVOV.
210)0G TOV €ival Vo, SIUUOPPDGCEL EVOL GUVEKTIKO TAAIGIO KATAVONGNG TV EVVOLMY OV GYETILOVTOL Ue
TNV OVOTOPACTAGT KO OTTIKOTOINGT) TANPOPOPING GE YNPLokd TeptPailovTa.

Apyd, eEetdlovtan BepeMdOEIS EVVOLES TV YPAPIKMV DITOAOYIGTMV, O1 OTOIESG AMOTEAOVV 1] BAc Yo
NV avATTLEY TEXVIKMV ATEIKOVIGNS GE GUYYPOVA GUGTHLOTA. TN GUVEXELL, TOPOLGLALovTaL Ol facticég
apyéG TOV TPIOOECTAT®V YPAPIKDVY, HE EUGOCT] OTI YEMUETPIKN OVOTOPACTACT, GTOVS YWOPIKOVG
UETAGYNUOTIGHOVE KOl GTI SO TOV TPIGOICTOTOV OKNVMY. AKOAODOMG, aveAveTal TO TEGIO NG
omtiKomoinong dedouévav, to onoio eEeTdleL TOV TPOTO e TOV OO0 1 TANPOPOPIO LETATPENETAL OE
OTTIKEG HOPPES Yo TNV LROGTAPIEN NG avilvong Kot g Koatavonons. Ilapdiinia, e&etdlovran
SLOPOPETIKEG LOPPEG OPYAVOGTC TNG TANPOPOopiag, 0nmg Ta ewkovoypapruota (infographics), kabmg
Kol £VVOleC TOV oyYeTI{oVTaL UE TN YPOVIKT] O1AGTAGT KOl T1 SOUVOULKT TOPOVGINGT) TG TANPOPOPIaG.

Téhog, emyeipeiton 1 cHVOEST] TOV TPLOIACTUTOV YPOPIKMVY UE TNV ONTIKI] TOPOVGINGT) dEOOUEVAV,
avadekvhovTag Tov pOA0 TOVG MG EPYUAELD Yo TV avamapdotaoT chvletng TAnpogopiag Kot v
VTOGTHPLEN TTO TAOVGLOV OTTIKAOV OVOTOPAGTACEDV.

2.2 T'pogukd vmoroyiot®Vv Kol Bacwkég Apyéc Tprodwaotatov I'pagikaov

2.2.1 Taypagwkd Yroroyriot@v mg ntedio g [IAnpopopikig

Ta ypagiwkd vroroyiet®dv (Computer Graphics) amoteAovv onuavtikd medio g IIAnpogopikng, 1o
omoio acyoAieital pe T dnpuovpyia, TNV EneEepyacia, TNV AvamapAGTUCT Kol TNV arnddocm eKOvay, 2D
1N 3D, péow vroroyioTikdv cvotnudtov. O 6pog cuvavtdtar cuyva OTav ovaPePOLAOTE 6T cLVOEDN
N TPOTOTOINGN ONTIKOV TEPLEYOUEVOV, GUUTEPIAUUPOVOUEVOV GTUTIKAOV EIKOVOV KOl KIVOOUEVOV
axolovOimdv [1].

Q¢ emotnuovikd medio, To YPOPLKE VTOAOYIGTMV OgV ATOTELODV QLTOVOLY Kol KAEIGTH EVOTNTO, ALY
GUVOEOVTOL OTEVA LE TOIKIAEG AAAEG EMIGTNUOVIKES TEPLOYEG, OO TO OO LTI KoL TIG EPAPUOCUEVES
EMOTALEG £C TNV TEYVOAOYIO VTOAOYIGTAV KL TNV TEXVT] TOV GYEJAGHOD [2].

H onuocio tov ypaeikdv vroloyiotdv otnyv [TAnpoeopikn sival diaitepa peydn, encdn cvvdvalovy
BeopnTiKéG Kot TPOKTIKES TTUYEG. ATO T pio TAevpd, amotobv pabnpotikd kot odyoptfukd vropadpo
YL TNV TEPLYPAPT CYNUATOV, YDPOV, POTIGHOD, TPOPOAGDY KOl UETACYNUOTIOU®V. ATO TNV GAAN
TAELPE, 0O YOOV OE EPAPUOYEG TOV OYETICOVTOL e TNV OMTIKY EMKOWV®VID, TNV TPOGOUOI®MOT|, TNV
EMGTNLOVIKT OTEIKOVIOT), TN 0XEO10GT GLGTNUATOV, TNV EKTTAidEVoT], T Prounyavio TG yuyoywoyiag,
Ta. frvreomatyvidla, TNV ETGTNUOVIKT OTTIKOTOINGoT Kot To S1odpaoTikd mtepipdilovta [2-3].

H opydvoon tov ypopikdv vroloylotdv mopadoctokd PacileTor o€ Tpelg Pactkovg TUAMVES: T
povtedonoinon (modeling), dnAadn Tov padnpatiKd TpocdopIGUO TOV GYOTOS KOl TOV 1O010THTMV
EUPAVIONG €VOG avTiKEEVOD, TV amddoon (rendering), dnAadn tn Omuovpyios €KOVOV amd
TpLedldoTate Hovtéla, Kal TV kivinorn (animation), dniadn T dnuiovpyio evtdmmong Kiviong péca
amd okolovdieg ewovov. po amd avtdv ToV TVPNVO AVOTTOGGOVTINL GUYYEVELS TEPLOYES, OTTMG M
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alAnAenidopaon avBpomov-unyavng (HCI), n ewovikn mpaypatikétnta (VR), n ontikomoinon
dedopévov (data visualization) ko 1 eneEepyacio elOVAS, 01 0TOieg GLYVA CAANAETIKOADTTOVTOL LUE TOL
YPOPIKA VTOAOYIGT®V [4].

Ta ypapiKd VTOAOYIGTOV dEV ATOTEAOVY UTADG EPYOAEI0 aMGONTIKNC OvVaTOPACTAGNC, GAAL TTEHIO TOL
aflonolel YvAGELS TPOYPUUUATICUOD, UAONUOTIKNG HOVIEAOTOINGTG VITOAOYIGTIKMV TEYVIKMOV Kot
yNoewKkov cvotnudtev. Yrnd avty v €vvouwn, pmopovv va Bempnbodv mg onueio cuvdvnong g
OeopNTIKNG TANPOPOPIKNG UE TNV TPOKTIKY OVOATTUEN EPOPUOYDV ONTIKNG avamapdotoong H
BipAoypapio To EVIAGGEL GTO CTLOVTIKA KO SUVOUIKA TESIO TNG EMLOTHUNG VTOAOYIOTAOV, LE 10104TEPT
GLUPOAN TOGO GTNV TEYVOLOYIKT avATTLEN OGO KAl OTNV EMKOW®VIOL TANPOPOPiag HECH YNOLOK®V
pécwv [1], [5]. Emmpdobeta, o khadog eEokorovbel va eEelicoetal pe tayels puBupove, Kabmg ot
teyvoroywég efelifelg oto viAkd (hardware), oto Aoywopikd (software) kot o©TIG OlEmAPEG
TPOYPOUUATIOUOV EQapUOYDV (APIS) peTaffAAAOVY GUVEXDG TIC TPOKTIKES EQUPLOYES TOV [1].

Bepeloakn Katryopio Tov upHTEPOL TTEGIOL TV YPUPIKAOV VTOAOYIGTMOV AIOTEAOVY T O10OLACTATA
vpagwkd (2D Computer Graphics), ta onoio. a@opolv Tn onpovpyio kol eneEepyacio IKOVOV OV
0PYOVAOVOVTOL OTOKAEIGTIKA GTO EMIMEDO, Y®pPic T dtdotaot Tov fabove. To meplexdOUevo UG TETOL0G
EIKOVAG UTOPEL VO, avarmopaoTadel eite ¢ TAEY O EIKOVOGTOLYEIDV [LE GUYKEKPLLEVT TIUN YPDUOTOC Y10
KkéBe Béom (ymewwtd 1M raster ypaekd), €ite ®G GOVOAO YEMUETIPIKAOV oynudtov Omwg gvbeieg,
KOPTOAEG Kot moAvYymva (Stavoucpatikd 1 vector ypoowkd) [1]. H mpdtn mpocéyyion avtictoyel o€
apoypaupate {Oypoeikng, Omov amobnkevovtal ol TEAMKEC TWéG TV pixel, evd 1 dedtepn of
TPOYPOAUUATO GYESINONG, OOV TO EMUEPOVG GYNUATO TOPAUEVOVY ETEEEPYACIUA OC AVEEAPTNTES
ovtomtes. Ta diodidototo ypapikd Ppickovv epapuoyn o€ TOUelg OM®G 0 oYedoUOS JETOPDV
YLPNOTN, N YNOLOKY| EIKOVOYPAPNOT| KoL 1) emeepyacio eOVAS, 1 TEXVIKT 0XEO10GT) KOl Ol EMGTNHOVIKEG
ATEIKOVIOELS G SLOVUGLOTIKT LOPPT, KAOMDE KOl GE aVOTapAcTaoT] YPOPIKOV HECH apyeinv ommng GIF,
PNG, JPEG ka1 SVG [1]. EmnAéov, n eneepyacia eikovag (image processing), n omoio faciletol o
S160100TATEG OVATOPAGTAGELS, OTOTELEL GUYYEVIKO TTEGIO TTOL YEPUPADVEL TO YPAPIKA VITOAOYICTMOV HE
mediaL TNG TEXVNTIG VOMLOGUVNG, OTIMG 1 VIIOAOYIGTIKY OpacTt (computer vision) [4].

Méca 610 €VPVTEPO AVTO TESIO TOV YPOPIKOV LTOAOYIGTMV EVIAGGOVIOL KUl TO TPLoOLAGTATA
vpogwd (3D computer graphics), ta. omoiot awoTEAOVV EIGIKOTEPT] KATIYOPLO, YPAPIKAOV VTOAOYIGTOV
KOl EMKEVIPOVOVTOL GTIV OVOTAPACTOOT] OVTIKELEVOVY KOl OKNVOV HECH G€ Tplodidotato ywpo. H
oxéon Toug pe To OodldcTaTe YPaOIKA ivar dueot, kobmg Pacikég €vvoleg TV S1001A0TUTMV
YPOPIK®V, OTMG TO GVGTNUO GUVIETUYUEVOV KOl Ol YEMUETPIKOT LETAGYNUATIOUOL, AToTEAODV T Bdon
v ota onoio Pacilovral kot o Tprodidotota ypapika [1]. H dtapopd tovg £ykeitor 6to OTL T0
TPLEOLAGTUTO YPOPIKO EIGAYOVV L0 EMTALOV YOPIKN dtdoToot, To Pdog, kal amattodV JladtKacieg
TPOoPOANG Kot amdS0oTG Yo TN LETATPOTY| TNG OKNVIG OE TEAKT EIKOVA, EVAD GTO S10O1A0TOTA YPOUPUKE
N avomapdcTaoT) KOl 1 TEMKN €KOVE GUUTITTOLV o1 oTo id10 emimedo. Ilapd tn Sidkpion avtn,
160106TATA KOl TPLOOLACTUTA YPAPIKE TAUPUUEVOLY OAANAEVOETA, POV TO TEAMKO amoTélecua KAOe
£pYOVL TPIOOIACTATOV YPUPIKDV Eval, GYXEGOV TAVTA, Lo dlodtdototn swoval1].

H petdfoon omd ta ypo@ikd VTOAOYIOTOV YEVIKA GTO TPIGOACTOTO YPOQPIKA E101KOTEPO Eivarl
ONUOVTIKN Y10 TNV TOPOVGA Epyacica, Kabmg To avikeipevo g Paciletor akppdg oty alonoinon
TEYVIKOV 3D ovamopacTaconC Yio THY ONTIKY TOPOVGINGT TANPOPOPLOVY Kot dedouévav. I'a tov Adyo
avto, N e€€T0oM TOV TPIGOACTATOV YPUPIKOV TOV akoAoVOEl dev avtipetoniletol pepovauéva, oAl
MG GLVEYELN EVOG EVPVTEPOV YVAOOTIKOV TTediov tng [TAnpopopiknic.
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2.2.2 BoowKa (opoKTNPLGTIKA TOV TPLEOLICTUATOV YPUPIKOV

Ta Tpredraortata ypagkd (3D Computer Graphics) amoteAodv VTOTESIO TOV YPUPIKAV VTOAOYIGTMV
oV acyoigitat pe T dnuovpyia, eneepyasio Kot anddoor eikdvov PAcEL TPIGOACTATOV YEOUETPIKOV
dedopévav [1], [5]. Ze avtiBeon pe T1g S1001U0TOTES AVOTOPASTAGELS, OTTOL TO TEPIEXOUEVO OPYOVAOVETAL
Kupig g 600 J106TACELS, Ta TPIoddaTaTo YpapukKd Pacilovtal 6E aOvamTaPacTAGELS OVTIKEIUEV®DY UEG
GE YMPO TPUDV SOOTAGEMY, GLVIOMG LE TN YPNON KOPTEGLAVAV GUVTETAYUEV®V (X, Y, Z) [1]. To teAikd
amotélecpo Umopel vo, TOPOVCLOGTEL MG GTATIKY €KOVO, MG aKoAovBio €KOV@V Yo TNV Tapay®YN
animation [1] 7 ¢ mpoPoin ce mpayuaTikd ¥povo [4], aviloya pe TNV EPOPUOYN KOL TO GOOTNUO
amOO0GTC.

H Baown| apyn tov tpiodidotatov ypagik®v eivat 6Tt Ta avtikeipeva meptypdeovtat padnpotikd péca
o€ £vay EIKOVIKO YDPO KoL 6T GLVEYELD AT0dO1O0VTOL OTTTIKA LEG® KATAAANA®V S1d1KAGLDV TPOPOANS,
QOTIGUOD Kot arddoon ekovag. H Tpocéyyion avt emrpénel Ty avamapdoTact) Oyt LOVO TNG LOPPNS
TOV OVTIKEWEVOVY, 0ALG Kol TG BE0MG, TOL TPOGAVATOMGUOD, TNG KAMUOKOG Kol TNG OYECTG TOVG UE
dAAa otoyyeia g oxknvig [1]. Ta 3D ypaeukd ypnoyomolovvtal o Prvreomaryvidia, Kvooeva oyEda,
€01KA €QPE OTNV TNAEOPAGCT] KoL TOV KIVIUATOYPAPO, TPOGOUOIDGELS, OVOTAPAGTAGT TANPOPOPLDV,
KaODC KOl 0E OPKETA EMOTNUOVIKG TEdiol OTTMG 1 10TPIKY, N Hoplokn Proroyia, 1 actpovouia, M
KApotodoyia, 1 UNXOVIK Kol Ol YE®EMOTAKES. [0 Topddety o, TNy 10TPIKT YPNOIULOTOIOVVTOL Yo
tpodidotateg avamapootdoel; (MRI/CT scans) mov Ponfovv ot S1dyvwon, GTov GYeESGUO
yepovpyeimv kol omv ekmaidevon. Ztg ['ememiotipeg YPNOLOTOOVVIOL Y10 TPLGOIACTATEG
AVOTOPOOTACEL] YEMAOYIKOV OOUDYV KOl QUGIKOV QOWVOUEVOV (CGEIGHIKEG KOL  TQOIGTEIOKES
OPACTNPIOTNTEG) KOl GTN UNYOVIKT Y10 TPOCGOUOIDGCELS PO BEPO KOL OVAAVGT] KOTOTOVIGE®DY Y10, TN
Bektiotomoinon tov oyedcopov Kot TG amddoons. Xnv ewova 2.1 mapovcidloviol GYETIKA

TOPOOETYLLOTA EQOPLOYTS.

Ewova 2.1 Epoppoyn T@v TpiodidctoTmy Ypoeikdy g SIQOPETIKE ETIGTNUOVIKA Tedia

"‘Evo. and o Pacikd yopakTnploTiKG TV TPIodIoTOT®OV YPUPIK®Y Eival 1) x@PIKNY avarapdstact. To
avTiKeipeva eV OVTIHETOMILOVTOL G EMMEDES LOPPESG, AAAA (O OVTOTNTEG TOV KataAapfdvouv Béon
GTOV TPLGOLAGTOTO YDPO KOl UTOPOVV VO, LETOCYTNLOTIOTOVV, VO, TEPIGTPAPOVY Kol VA Tapatnpnbovv
amo dtapopeTikd onpeio Oéaonc. H dmapén tov dEova fabovg (z) emitpénel TV TO PEOAGTIKT 0TOS00T
TOV YMOPOV Kol eVIGYLEL TNV aicBnom Oykov, amdcTaong Kot Tpoontikng. H yopwkn) avth didctacn



Kepdraro 2

amotedel Pacikd oTOlKElD OPOPOTOINCONG TV TPICOACTATOV YPOPIKOV ONd TIC OMTAOVCTEPES
dodlaotateg popeég anewkdviong [1].

E&ioov onuovtikd yopoktnpiotikd €ivar 1 duvatdTnTe ORTIKIG OT6O06NS TOV CKNVAV UECH
QOTIGUOD, OKIOONC, VMK®OV Kol KAPEPAS. XTO TPIOOIACTOTO YPAPIKA, 1 TEAKT| EIKOVO OeV €ival pOvo
ATOTELEGLLO TNG YEMUETPLKNG TEPLYPAPNG TOV OVTIKEWEV®V, OAAA Kol TOL TPOTOV LE TOV OTOi0 AVTA
aAANAOETOpOVV He T0 O Ko mpoPdAlovtar mpog tov Begot. H Sadwacio avth emrpénet v
TOPUYOYN EKOVOV e S0QOPETIKO PabUd PEAAIGHOD 1 OPOLPETIKOTNTOS OVOAOYO LE TOV GTOXO TG
epappoyng [1].

"Eva akdpn Bactkd xopaktmpioTikd TV TPIeOIcTOT®OV YPOOIK®V glval 1) cOVOEST] TOVG LE TV Kiviion
Kou T xpoviki] eEEMEN. Enedn ta avrikeipeva opiloviat péoa og TpLodidotato Ydpo Kot Uropodv va
petacynuotiCovtal, ival dSuvartn 1 ATOTOIWGCT UETOPOAMY GTOV ¥POVO, 00NYDVTOG GTNV TOPAY®YN
Kivnong kot SUVOIK®OV OTTIKOV ovaropaotdoe®v. To ototyeio avtd gival 1010i{TEPO ONUOVTIKO OF
EQOPUOYES OOV 1 TANPOoPOpia dev TAPOLGIALETAL OTADS MG GTATIKN EIKOVA, OAAE MG £EEMOCOUEVO
omtk6 mepBairov [1].

ZUVOAIKA, T TPIOOACTATO YPOPLKY 0TOTEAODV €va cOVOETO Kol onUavTiKo Ttedio g [IAnpopopikng,
KaOdg cuVOLALOVY YEMUETPIKY OVOTAPACTOOT), UOOMUOTIKY HOVIEAOTOINGN, OTTIKY amdO0oT Kol
duvatotnta ypovikng e£EMENG. H pelémn tov Pacikdv xopaxTnpioTikdv Toug KpIvETOL amapoitnTn yio
TNV KATAVONGT| TOL TPOTOL LE TOV 0010 PIropovV va a&lomoinfovy 6e EQApPLOYES OTTIKYG TAPOVGINOTS
KOl OTTTIKOTOINGNG JEOOUEVAYV, OTMG TO TPIGOIACTATO YPOVOAIYIO TOL GTOTEAEL TO OVTIKEIUEVO TNG
TOPOVCAG TTVYLOKNG EPYOACING.

2.2.3 Teopetpio, petacynuaTicpoi Kol cOvOEs) TPLoOLEOTATNG OKNVIG

H yeopetpia amotelel Bacikd Oepédio TV Tp1od1doTATOV YPAPIK®VY, KOOMG LEGH VTG TEPTYPAPOVTUL
1N Hope, 1 B€om Kot 1) XOPIKN 0PYAVOGCT] TV OVIIKEIHEVAOV UEGO GE EVOV EIKOVIKO YMDPO.

H yeouetpio oV Tp100140TATOV OVTIKEIWEVOV TEPTYPAPETUL GLVIOMG LEGH PUAGTKAOV 1010THTOV, OTTMG
ol Kopveég (vertices), ot akuég (edges) ko ot empaveleg (faces), ta omoior cuvdovalovtol yo vo
OYNUOTICOVV TO TOAVYOVIKA ALYt 1| TAEYpaTo (meshes) mov amaptilovv Ta Pacikd Tpiodidotata
avtikeipeva. Xty ewova 2.2 gaivetan éva Cube mesh pe to ohvoro Tov vertices, edges kot faces omod
Ta. omoio amoteAeital. Ta meshes pmopoldv vo GLVILOGTOVV MGTE VO GYNUOTIGTOVV TO GOVOETH
AVTIKEIUEVA KOl CKNVEG, ENLTPETOVTOC TV AtO00GT TOGO ATAMY, OGO KOl TTL0 TOAVTAOK®V LOPPOV UEGH
oTov ynoeloko ydpo. H yeopetpio dev apopd Lovo T LOPPR EVOG AVTIKELLEVOL GTOV YMOPO OAAGL KOl TN
oyéom ToL UE Ta VTOLoITA GToLyEin TG oKNVIG [6].

Ewova 2.2 Cube Mesh
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E&icov onuavtikn etvar n évvola Tov HETOCYNUATICULOVY, LEGH TMV OTOI®MV TO AVTIKEIEVH LTopohV Vo
petafariiovv Béom, mpocavatoMcopud ko péyefoc. Ot PBacikol peETOoYNUATIGHOl GTA TPIGOACTATA
YPOPIKA gival 1 petatomion (translation), 1 mepiotpoen (rotation) ko 1 kKApudkoon (scaling) [1], [6].
Ol HETOOYNUATIONOL aVTOL EMITPETOVY TNV OPYAVOOT] Kol T cvuvlBeon Tng oKNvhg, eV TapdAinia
amoteloOv T Bdom yio TNV Kiviomn Kot T ypoviKY| €EEMEN TOV AVTIKEIUEVOV.

H obvBeon g tpwodidotatng oknvig dev meplopiletor pudvo ot YEOUETPlL KOL GTOLG
UETAGYNUOTIGHOVC. Mo ohokAnpouévn oknvh mepthapuPdvel cuvnBmg oviikeipeva, myEg QTOC,
KOPEPES KOL TOV UNYAVIGLO HECH TOV OTTOI0V 1) GKN VY| AOSIOETAL TEAKH MG EIKOVA. B0, LTOPOVGALLE VO,
TEPLYPAPOVUE TN GKNVI| ®OG £VO. OPYOVOUEVO GUVOAO OVTIKEWWEVOV KOl QOTEWVAOV TNYOV, TO OTOi0
mopoTnpeitar amd cvykekpévr Béon BEaonc Kot TeMKd PHETOTPEMETOL GE SIGIAGTOTN EIKOVO HEGH TOV
rendering. Mg dAlo MOy, 1] GKNVY GUYKPOTEITOL OYL LOVO GO TO «TL VITAPYEL GTOV YMPO, GALA Ko
amo TO «TMG 0VTO Yivetarl opatd» otov Beatr. H kapepa kabopilel to onueio BEaong tng orknvng Kot
ennpedlel apeco Tov Tpdmo pe tov omoio o Beartng avriropPaveror o avrikeipeva, To Baboc kot
dudtaén tove. Avtiototya, 0 eOTIoUOG ivan KaBoploTKOS Y100 TNV 0paTOTNTA, TN OKIOGT, TV AVTIANYM
TOV AVTIKEWEVOVY Kol T 6VVoMKN atpudceotpa [1]. Emimiéov, 1 opydvmon piog tpiodldetatng GKNvig
givar kaboplotikn 0Tov To £pyo mepLapuPavel ToAAG avtikeipeva 1 oOvOeTeC oYEcELg HETOED TOVC. ZE
QLT TNV TEPIMTMOOT| TO OVTIKEIPEVA OEV aVTILETOTILOVTAL LEPOVOUEVE, OAAG ™G LEPT EVOS GUVOLOUL.

Yvvoyilovtag, n tomobéton Tov otoyeimv, n ddtadn Tovg GToV YMPO, O TPOMOG WE TOV OMOio
oatiCovton Kot 1 onTIKn Yovio amd Ty onoia Tapovstalovtol, ennpedlovy QUECO T GOPNVELL KOl THV
QTTOTEAEGUATIKOTNTO TNG TEAIKNG OMTIKNG mapovcioong Emopévag, n ocvvbeon piog tpiodidototng
oKNVNG Oev omotelel pHOVO TeYVIKN Owodikacio, OAAE KOl OLGLOCTIKO GTAS0 Opydvmong Kot
emKomviag g TAnpopopiag.

2.3  Ontkomoinon Agdopévav ko Otk Emkowvovia

2.3.1 H onpoaocia ¢ 0TTIKOTOIN OGNS 0EO0UEVOV

H ontwkomoinen dedopévemv (data visualization) amotelel ) dadikacio peToTponng dedoUEVOV Kot
TANPOPOPLDY GE OTTIKEC AVOTAPUCTACELS, LLE OKOTO TN SEVKOAVVOT TNG KATAVONOTG, TNG OVAAVGOTG
Kol g emkowoviog toug. H Sadwacioc avt evidoceTol 610 gVPVTEPO MESIO TNG EMIGTNUOVIKNG
OTEKOVIONG KOl CUVOEETOL dpeco pe TIG apyég TOV YPOUPIKOV LTOAOYIOTMV, OTOL To Oedouéva
petacynuotiCovtal Gg OTTIKEC AVOTAPUCTUCELS LEGH YEMUETPIKAOV KOl VTOAOYICTIKAOV Sl0d1Kacimv [4],

[7].

H oav&avopevn molvmiokdtnto Kot wocotnTe Oedopévev otn oOyxpovn enoyn Kabotd tnv
OTTIKOTOINGN AmOPAiTNTY Y10 TNV OMOTEAECUOTIKY] ovdAvon g mAnpogopiag. Mécw KatdAAnAmv
OTTIKMV OVOTUPUCTACEMV, TO dedopéva KaBIoTAVTOL TTLO TPOGPACILY KOl KOTAVONTE, EMTPETOVTAG TV
AVOYVOPIoT] TPOTHTMV, TAGEMV Kl GYECEMV OV OV €ivol AUECO EUPAVEIC OE OKATEPYAGTN LOPPT.
Emmpdobeta, n ontikomoinom Aesttovpyel g epyareio emkov@viog, SEVKOAOVOVTAG TN LETAA00T
TANPOPOPIOG G OLOPOPETIKA eMimeda Koo [8].

Kevtpikod oroyyeio g dadikaciog amoteAel 1 opToYpAOnoT S£d0UEVOV GE OTTIKEG PETAPANTES, OTTMG
n 0éom, 10 Ypduo, N eoTEWOTTE, TO uEyebog kal to oyue. H emioyn Tov KoOTGAANA®V OTTIKGOV
KOOIKOTOWoE®MY EMNPEAlel GUEGO TNV IKAVOTNTA TOV ¥PAOTH Vo avTAnedel douég kal oyéoelg puéoa
ota dedopéva. H dadwacio avt Pacileton ot Aoy o611 1 avOpomvn Opaocr amoterel Evav
ATTOTELEGLATIKO UNYXOVIGHO emeepyaciog TANpoPopiag OTAV 0LTH TOPOVGIALETAL OTTIKA LE KOTAAANAO
tpémo. H mpocéyyion ot avtipetonilel Ty onTikomoinon Oyl wg omAY aTeEKOVIoT, AAAY O YVOGTIKO
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gpyareio vrootpiEng ¢ avlpamvng okéyng [4]. H dadikacio oyedlacprod UiaG OnTIKOmoinong
pmopei vo avaivBel wg éva cOoTUa CAANAEEapTOUEVOV EMUTES®VY, TOL TEPLAAUPAvEL TO. dedopEva,
TOVG UETAGYNUOTICLOVS TOVG, TIV ONTIKY KMIKomoinon kol v aAinienidpaocr pe tov ypriot. H
OTOTELEGUATIKOTNTO UIOG OTTTIKOTOINGNG EEQPTATOL OO TN GLVOYY CVTAOV TOV EXTEIDV KOL OO TN
GMOTY| OVTIGTOIYIOT LETAED SEGOUEVOV KOl OTTIKMOV OVOTAPUCTAGEWDVY [4].

IMopdAinia, n ontikonoinon dedopévov Baciletar oe peydro Padud otig apyég ToL ONTIKOV GYESOC OV
Kol g emkowvwviag. H capnvela, n 1epdpynon Kot n 6moTH 0pyavmotn TOV ONTIKAOV GTOlYEimV
amoTELOVV KaBop1oTikohg TapAyoVTES Y10 TNV OTOTEAEGLOTIKY UETAS0GT Tov UnvipeTog. O omTiKog
GYEO0GLOG TTPEMEL VO, EEVTNPETEL TPMTIOTMG TNV KATAVONOT| KOl TV EMKOWV®Via Kot Oyl TNV oeOnTIKn
VIEPPOPTMON 1 TNV TOALTAOKOTNTO TNG TANpoPopiag [7], [9].

Emm\éov, n ontikomoinon dedouévev dev amotelel povo epyareio mopovcioong mAnpoeopiag, aAld
&xet e€elyOel ko o€ EpELVNTIKO AVTIKEIUEVO. LTO TAAIGLO TNG OVAAVGONG TNG EMIOTILOVIKNG TOPAYOYNS
KOl TOV EPELVNTIKOV ONUOCIEVGEMVY, Ol TEYVIKEG OMTIKOTOINGONG YPNOLUOTOvVIOL Yo TNV
AVOmOPACTACT) Kot T LEAETN BLPALOYPAOIK®V dESOUEVAV, OTMG SNUOGIELGEMYV, SIKTVMV AVIPOP®Y Kl
Oepatikdv tdoewv. Me avtdv tov Tpomo kabictator Suvatn N katavonorn e e£EMENG Kat TS SOUNG
€VOG EMOTNUOVIKOD TTESIOV, KAOMDC Kot 1) avAdEIEn oXEGEDV PETOED EPELVNTIKMV AVTIKEIWEV®V [2]. Ze
MO TPOKTIKO €eMnedo, 1M OMTKOMOINoN Oedouévev GCLUPAALEL OTN UETATPOT AQNPNUEVOV
TANPOPOPLDY GE JSOUNUEVES OMTIKES OVOTOPOCTAGES TTOV OLEVKOADVOLV TNV KATOVONGT Kol TNV
avaivon. H dwadikacio ot ival apketd onpovTikn 6tov to SEG0UEVE EIVOL YPOVIKA 1 SOUIKA GVUVOETO,
KaODC EMTPETEL TNV AVASEIET GYECEMV, LETAPOADY KoL QPN YNILOTIKOV TPOTOTIMV.

Yuvolikd, ) ontikonoinor dedopévev anoteiel Eva demotnovikd tedio Tov cuvdvalel apyés amd Ta
YPOAPIKA VTOAOYIGTMV, TOV ONTIKO oyXedacpd Kot v emkowvmvia. H copfoin g etvar kabopiotim
OTN UETOTPOTT| TOV SECOUEVAOV OE YVDGCT, EXMTPETOVTAG TNV ATOTEAEGLATIKY AVAAVCT KOl ETIKOIVOVIO,
g TAnpoopiag e chyypova YneLoKd TeptPaiiovta.

2.3.2  Apyég KoL pMNyOvVIGUOL OTTTIKNG EMKOIVOVIOG

Metd v avdivon Tov BepeMmodV apy®V NG OnTIKoToinong dedopévav, kabdiototor caess ot 1
OTOTELEGUATIKT OVOTOPAGTAOT TNG TANPOPOPiag eV €EXPTATAL OMOKAEIGTIKA OO TOV TPOTO LE TOV
omoio ta dedopévo petacynuatilovtol 6€ OTTIKEG LOPPES, QAL KOL OTO TOV TPOTO LE TOV 0010 OVTEG
0l LOPPEG OPYUVMVOVTOL KOl TOPOVGLAovTaL 6TOV TEMKO ypnotn-0eat. e avtd to onueio, slodyetal
N évvold TNG OMTIKNG EMKOWM®VING, 1 omoio €0TdlEl oTOV OYXEOOUO Kot TN SOpf| TOL OTTUKOV
UNVOLATOG, LE GTOYO T COPT KOl OTOTEAEGHOTIKY LETAOOGN TG TATPOPOPING TPOG TOV OMOdEKTY. Evd
N onTKonoinorn SedoUEVOV apopd KLPIMG TN UETOTPOT OEOUEVOV GE OMTIKY] HOPQT, 1 ONTIK
emkovovia eEeTdlel ToV TPOTO LE TOV OTTOI0 1) OTLTIKN CLTH TANPOPOPIN OPYOVAOVETAL, IEPUPYEITAL KoL
yiveton xotavontr. H ontikn emkowvovio avaeépetar ot dodikacio netddoong mAnpoeopiag Kot
VONUOTOG HECH OTMTIKMV LECMV, OTMG EIKOVEG, GOUPOAN, GYNUOTO, YPOUATO Kol Yopikég datdéels [9].

Mio and Tic PacikdTepeg apyég TNG OMTIKNG EMKOWMOVIOG OmOTEAEL 1| GAPVELX TOL unvouatog. H
TANPoPopia TPEMEL VoL TAPOLGLALETOL LLE TPOTO AUECO KOl KATOVOTTO, AITOPEVYOVTAG TV TEPLTTH OTTIKN
TOAVTAOKOTITO, TTOL UTOPEL VoL SUCKOAEYEL TNV gpunveia Kot TNV Kotavonon me. O oxediaoudg tov
OTTIKOD UNVOUOTOG 0QeideL Vo viooTnpilel T Yp1yopn TPOGANYN TNG TANPOPOPI0 KOt VO LELMVEL TNV
avayKkn yuo YVooTikn eneéepyacio ek pépovg Tov ypnotn [10].

E&icov onuoavtikn apyf omoTtelel 1 0TIKY 1EPAPYNON, ONACON 1| OpyaveuUEVN S1dTaén TV GTotYElmV
pag oOvheomg e Tpomo mov va kabodnyel TV Tpocoyr Tov TapatneNT. MEC® S1aPOPOTOIGEDY GTO
péyebog, 610 YpOUA, 6T BECT KOl GTN POTEWVOTNTO, TO OTTIKA GTOLYEID OPYOVMOVOVTUL GE EMIMESD e

8
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Bdon ™ omovdadTNTA TOVG, EMTPEMOVTIOS TV TOYVTEPT] KATOVON G TNG doung evdg punvouatog. H
CMGTY| 1lEPAPYNOT CLUPAAAEL GTNV OTOTELEGLATIKT OPYAVMOGT Kot EPUNVELD TOL OTTIKOV TEPLEXOUEVOD

[11].

Apeoa cuvOESEUEVN LLE TO, TOPATAVED EIVOL KOL 1] AVAYVOGIHOTNTA, 1] 0TToi0 apopd Tov Pabud svkoliog
[e tov omoio éva onTikd pvopo pmopet va yivel aviinmro kot va epunvevbei. H avayvooipdmmra
e€aptdtor omd mapdyovieg Om®G N TVTOYPAPia, N YPOUATIKY avtifeon, 1 ddtagn Kot | Gvvoyn TG
ovuvbeonc. ZOpQvo HE TIG apyXEC TOL oYedlacpod g mAnpoopiag (information design), 1
OTOTELEGUATIKY OTTIKY emKowmvio amortel 1ooppomion petalhd HOpENG Kol Agrtovpylag, ®GTE M
mAnpoeopia va mapopével dueca TpoosPacun [11].

SOUTEPAGUATIKG, 1| OTTIKY] EMKOWMVIO AEITOVPYEL MG PNYOVICUOS 0PYEVMONG KOl TOPOVGIAoNS TG
TANPOPOPIOG, OOV 1) OTOTEAEGUATIKOTNTO TOV UNVOUOTOC EEUPTATOL OTO T GAPTVELD, T1 SOUT KO T
oy€e010.0TIKN cvvoyn. H epappoyn tov apydv g eival kpiciun yio T dnNUovpyio OTTIKOV CLGTNUATOV
mov vrootnpilovy v dueon Kot ophr| KaTavonon g TAnpopopiag amd Tov mapatnpnty]. Exopévod,
1N COOTH 0pYAvmcn NG TANPoPopiag, 1 Kabodnynon tng TPocoyng Kol 1 160PPOTio OVAUESO GTNV
a160NTIKNY KOl 6T AEITOLPYIKOTNTO OTOTEAOVY Paoikég TPoUmODEGELS Yoo TNV EMLTLYIO TNG OTTIKNG
TOPOVGINOTG.

2.4 Ewovoypaonpatae kot Ontikomoinon [Iinpogopiog

2.4.1 Xopoxtnprotikd kor Pélog tov Ewkovoypaonpatov

O 06pog infographic mpoépyetar and tig AéEelg information kou graphics kot ypnotipomoleitol yuo vo
TEPLYPAYEL POl OTTIKY] LOPPT] AVOTAPAGTOCTG TANPOPOPIaG, SESOUEVAOV 1) YVAOONGS, LLE GTOYO TN GOEN,
GUVOTTIKT] KOl OTOTEAECUATIKY emkowvovia obvbetov mepieyopévov. Ta  infographics 1
EIKOVOYPAONLLOTO GVVIVALOVY KEIUEVO, EIKOVEC KOL YPOQPIKG GTOLYEID, OPYUVAOVOVTOG TNV TANPOQPOPia
o€ [ eviaio OmTIKY dour|, Le GTOYO TN YPNYOPN KOTOVONGT KOl TNV OTOTEAEGUOTIKY LETAO0CT) TOV
vonuortog [12-13].

Kevtpuod yopaxtnploTikd TV IKOVOYPUETLATOVY EIVOL 1] OTTIKT 0PYAVOGCT) TN TANPOQOPING GE EVINIES
Kol OQOUNUEVEG OVOTOPACTAGES. AVTL TNG YPOUUIKNG Topovciaone dedouévav, 1M TAnpoeopic
0PYOVAVETOL HECH GLVOLOCUOD KEIWEVOD, EKOVAV, O0yPOUUATOV, CUUPBOA®V, €KOVIOI®OV Kot
YPOUATIKOV CYECEMV, EMTPEMOVTIOS GTOV XPTNOTN VO OVTIAAUPAVETOL TIG OYECELS LETAED TOV ETUEPOVG
otolyelmv pe mo dueco tpémo. H dadikacio auth dev GTOYXELEL LOVO GTNV TTAPOVGINGT, OAAG Gt
UETATPOTY| TNG TANPOPOPIOG G€ HOPPN OV VITOSTNPILEL TNV KOTAVONGN KOl TN YVOOTIKN eneiepyacia
g [111, [14].

Emnpdobeta, Ta eicovoypaprpota yopaktnpilovrat amd EViovi) GUUTHKVAOOT) TANPOPOPIag, dESOUEVO
OTL EMAEYOVTOL Kot aodidovTat HLOVO Ta ouc1ddn oTotyeio vog cuvorov dedopévav. H emhoyn vt
dev amoteAel amhomoinom e TANPoQopiag, aAAG SladIKaGio EIATPAPICUATOS Kol aVAdOUNoNG, MOTE
VoL EVIGYVETOL 1] CAPVELD KOL 1] AELTOVPYIKOTNTA TOL TEAKOV OTTIKOV omoteAéoparog [12], [15].

Aéilet emiong va Ttoviebei 0 1630PpoG ETUKOVOVIOKOG POLOC TV EIKOVOYPUPNLATOV, KOODG AEITOVPYODV
G LEGO PETADOONG GUVOET®V TANPOPOPLAV TPOG EVOL EVPVTEPO KOWO. ZVyYpoveg HeAETES Oglyvouy OTL
N XPNOMN TOVG OIEVKOAVVEL TNV KOTOVONGT TOADTAOK®V E€VVOIMDV Kol LETOoTNPilel TN YVOOTIKA
enelepyaoia, WO10TEPO GE EKTOOELTIKA Kot EMOTNHOVIKA TtepiBariovta [13], [16]. Idwaitepn onpocio
€XEL TO YEYOVOG OTL YPNCILOTOIOVVIOL (O EPYOAEID YEQPVUPWONG UETAED TOADTAOK®V OESOUEVAOV KOl
TEAIKDV YPNOTMV, POV EMTPETOVY T1| LETATPOTN OLPNPTLEVIG TANPOPOPiaG 6 Katavontég douég. H
TPOGEYYION VTN EVIoYLETOL Ao £pevveg Tov vroypappilovy v agla ¢ OnTIKNG avTiAnymg oty
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enelepyacio mAnpogopidv. Eivar amodedetypévo OtL oL OMTIKEG aVATOPACTAGELS OEVKOADVOLY TNV
TayOTEPN KaTavOn ot o€ oyéon e AeKTIkEG 1) optBumtikég popoeég [13], [16].

TéMoG, TOL EIKOVOYPOPTLOTO YPTCLLOTOIOVVTOL EVPEWNS GE dIAPOPOLS TOUELG OTTOV aatTELTOL 1) Y1 YOoP
KOl KOTOVONTH HETAS00T GVUVOETNG TANPOoPOpiaG. ZTOV TOUEN TNG EKMOidEVoNG aE10TO10vVTAL Y10, TN
S1evkOALVGOT TG KaTavOnong GUVIETOV EVVOLMY Kot TNV LIOGTHPIEN TG Ladnctakr|g Stadikaciog HEcm
NG OMTIKNG AVATAPAGTOGNG TG TANPOPOPIG. TNV EMIGTNUOVIKY] EMKOWVMVIO YPTGLLOTOLOVVTOL Y10
TNV TOPOLGIOGCT] EPEVVITIKOV OTOTEAEGUATOV Kol OEOOUEVOV UE TPOTO TEPIGGOTEPO KOATAVOTTO KOl
Poo1Td 1000 oe e£eldkeVpéVo 060 Kot og pPn eEedikevpévo kowo. Ilepattépm, otov Topén Tng
dMNUOCLOG TANPOPOPNONG Kol TOV HECMY EVNUEPMONG, TO EKOVOYPUPNUATA GULUBAAAOVLY GTHV
OTOCAPNVICT] GOVOET®V BEUdTOV Kot EVVOLDYV, OTMG CTUTIOTIKA GTOLYELR 1] KOWVOVIKA KOl OUKOVOULKA
dedopEVa, KaDIoTMVTAG TO IO EVKOAN AVTIANTTA 0o To gupL Koo [13], [17].

2.4.2 Mopopés ko Katnyopiceg Ewkovoypapnpatov

Ta ewovoypapruota (infographics) uropovv va ta&vounbodv o€ S10popETIKEG KATNYOPIES AVAAOYO, e
TOV TPOTO TaLpoLGinoNg, Tov Pabud aAAnienidpaong kat Tn HopeY| onTikomoinong g mAnpopopiag. H
KaTNyoplomoinon oty oyetiletol Kupiwg pe Tov TPOTO UE TOV ONOI0 0 YPNOTNG TPOGAUUPAVEL KOt
OAANAETTIOPA LE TO TEPIEXOUEVO. LT GYETIKT BifAtoypagia, pHio amd TIC TO GLYVES KATYOPLOTOCELS
Ta. Ol0KPIVEL 6€ GTUTIKG (static), duvapikd 1 kKivovpeva (animated) kot SwwdpacTika (interactive).
[HopdAinio, pmopodv vo dakplBodv Kol ®G TPOG TN YWPLKN TOVG HOPPY O OodAcTATA KOl
TPLGOLAOTATA, OVAAOYO LIE TO OV OVOTTOGGOVTOL GE EMIMESN 1| G€ TPIOOIACTATI] ONTIKN AVATOPAGTACT
[15], [17].

Ta ototkd ewovoypapruoto (static infographics) amoteAodv TV @O TOPASOCIOKY HOPEN KoL
mapovstafovy v mAnpoeopio o€ pia eviaia, otadepn Kot apeTaPAnNT onTIK 6OvOeoT. XE ot TNV
TEPIMTOON, T0 COHVOAO TNg TANPoPopiag €lval mPooyedlaoUEVO Kol oTafEPO, EMTPENMOVING GTOV
TOPUTNPNTH VA avTIANEOEL Aueca T GuVoMKN dopn Yopic aAlnAenidpaon pe to Tepieyduevo. H popon
avt eivol apketd ypoun otov {nroduevo givor 1 GUECT Kol GOPNG TOPOLGINCT] TANPOPOPIOV GE
nepPdAlovta OMOG EVILMO VAIKO, OVOQOPES, EKMOLOELTIKO KEIUEVO 1 OVOPTACES YNOLOUKOD
nepieyopévou [12], [17-18]. XapaktnploTikd TapAadeELy[Lol OTATIKOD EIKOVOYPOENUATOS TAPOLGIALeEToL
otV ewova 2.3.
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Ewdva 2.3 Zratikd Ewovoypdonpa
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Avtifeto, To Suvapkd 1 Kivodpevo gikovoypagnuoto (animated infographics) gicdyovv ) dudotacon
OV XPOVOL GTNV OTTIKY Tapovcioot g TAnpogopias. H minpoeopia dev eppaviletor tavtodypova,
oAAG eEelMooeTon OTOSIOKG, ETMITPEMOVTOG TNV KOAVTEPT KOTOVONGCT OlAOIKUCIDV, OYECEMV Kol
petaformv. To ototyeio autd ¢ Kivnong amodidel TV TANPOPOPIn LE TLO QMY UATIKO KOl EAKVGTIKO
tpomo. 'Epsvvec delyvouv OTL 1O €IKOVOYPOONUATO TNG GLYKEKPUEVNG Katnyopiog pmopoldv va
EVIGYVOOLV TNV KATOVONGCT Kol TNV 0QOUOImoN To cOVOET®V dedopévav, 1010iTEPa GE EKTOUOEVLTIKA
nepipaiiovta [17], [19].

Emunpdcbeta, pio dAAn e&icov onpoavtiky kotnyopic. omoTeAobV To SL0OPACTIKG EIKOVOYPOUPILOTO
(interactive infographics), ota omoio o ypfotng dev mapopével omAdg Beatng, oAhd pmopel va
OAANAETIOPA LE TO TEPLEYXOLUEVO, VO ETIAEYEL TL B deL, va eEepevuvd empépous evaTnTES ) VoL LETAPAALEL
10 eminedo mAnpoopiag mov gueoaviletal. Xtnv ewova 2.4 BAEmovpe Eva TOPASEIYUO JLOPOCTIKNAG
OTEIKOVIONG OTO OTOl0 TOPOLGLALETAL £VOL HIKTVO OLOVOUNG NAEKTPIKNG EVEPYELOG, OVAOEIKVOOVTUS TIG
POEG eVEPYELNG, OEOOUEVOV KOl OIKOVOLIK®V TOpaV LEGH og Eva aVYypovo diktvo. To yeyovdg avtod
emMTPENEL O EEUTOLKEVLLEVT EEEPELVIIOT TV dedOLLEV@V Kat £xEl GLVOEDEL [e PEATIONEVT KaTavON o
KOl EVEPYT GUUUETOYN TOL ¥PNoTN. 1o ToV AOY0 avTo, 1 KATIYopio duTh GUVOEETAL GLYVE LUE YNPLOKEG
EQUPLOYES, SLODTKTLOKEG TAUTEOPUES KO TEPPBAAAOVTO OTTIKOTOINGNC SEGOUEVAOV TOV diVOVV EUQOOT)
oV eEgpevvnon kot otV gumepia Tov xpnotn [18], [20].

Ewova 2.4 Awdpoaotikd Ewovoypdonuoa

[Tépa amd tn didkpion pe Pdon v Kivion 1 TV GAANAETIOPAGCT), TO ELKOVOYPOPTLLOTE UTOPOVY VOl
dtapopomonBovv Kol MG TPOG T X®PIKN TOVS LopPr|. Ta 5166106TATA 0OpYUVAOVOVTOL GE ETITESO YDPO
Kol aoTeEAOVV TNV To cuvNBIoUEVT HopPn TOLG Kot gppavifovton katd Pdon o Evtuma, 006ves Kot
10T0CENdEG m¢ eminedeg omtikég cuvbéoelc. Avtifeta, to TpLodidotata a&lomoovy Pabog, ywpiky
opydveon kol TOAAEG @opég kivnon 1 petafoAlopevn OmTIKY Ywovio, ®GTE 1) TANPOEOPIN Vo
mapovctaleTol pésa og mo cvvheTo ontikd TEPPAALov. TTapdTL Ta TPIGHACTATO EIKOVOYPOPTLOTO
glvar AMyotepo ocvvnbiopuéva omd to S160100TUTE, GLVOEOVTOL GUECH HE TO GUYYPOVES HOPPEC
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OTTIKOTOINGMG, OOV 0 YMPOG KL 1] AP YNUATIKE TAOTYNGT 0&l0TolovvTol g popeis TAnpopopiog [15],
[20].

A6 6o T TOPOTAV® TPOKOTTEL OTL Ol OLOPOPETIKEG LOPPEG Kol KOTIYOPIEG amodelkvhouy Mg 1
OTTIKY TTapovCiaen TG TANpoopiog dev meplopiletar o pio otabepn kot eviaia popoen. Avtibeta
pmopel Ko Tpémetl va tpocopuoletat avdioya e 1o TEPLEXOUEVO, TOV GTOYO TNG EMKOWVOVIOG, TO HECO
mapovsioong Kot tov fabud aAinienidpaong 1 moAvmiokotnTog mov amarteitat. H xatovonon avtdv
TOV HOPPAOV omotedel ypnown Oesopntiky Pdon yw v e&étacn mO GOVOETOV EPAPUOYDV
OTTIKOTOINONG, OT®G ekeiveg oL a10TOOVY TPIOIACTOTO YPUPIKH KOl YPOVIKT] OPYOvV®OGCT) TNG
minpoeopiog [15], [21].

2.5 Xpovog, Kivnon kot Ontikn Agiynon

2.5.1 Xpovog, Kiviion Kot animation 6TV 07TIKOTOINGT d€d0puEVEOV

O ypdvog amoterel oNUOVTIKY S1AGTACT GTNV ONTIKN TAPOLGINoT TG TANPOPopiag, Wiaitepa OTAV T
dedopéva M Ta. yeyovota oL Tapovatalovtar Exouv xpovikn akolovdia, eEEMEN N ueTafoAn. Ze Té€Toleg
TEPIMTMOGELG, 1| TANPOPOPIN OEV OPYAVAVETAL UOVO YOPIKA, OAAG Kol XPOVIKH, BOTE Vo amrodofovy
oyéoelg Ommg 1N odoyn, 1 ddpkea, n aArayr Kot n £EMEN. H ontikomoinom ypovikd e&aptdpevev
OedOUEVOV GTOYEVEL GTNV AVOTOPACTAGT] QVTMV TOV UETOPOADY LE TPOTO TOV EMTPETEL TNV KATOVONON
TOG0 TNG OTIYUIOI0G KATAGTACTG 0G0 Kot TS GUVOAKTG eEEMENG evog patvouévov. H Bipitoypapio yio
TNV OTTIKOTOINGT VTMOV TV dESOUEVAOV EMICTUOIVEL OTL 1 AVAALGOT Kol TOPOVGIaGT ded0UEVOV TTOV
oyetifovta pe Tov xpdvo kpivetar onpovtikd {ATnua o ToAAES EQUPHOYES, KaOMG amaitel KaTdAANAES
TEYVIKES Y10 TNV AVADEIEN YPOVIKAOV TPOTOHTTMOV Kol PeTafoAdy [22].

Ye autd TO TANiG10, 1 Kivnon Kot To animation omoTeAOLV BOCIKODE UNYUVIGUOVG Y10 TNV ATOd00T)
YPOVIKAOV 0ALAYDV. AVTL TNG GTOTIKNG ATEIKOVIOT|G TOAAATADY YPOVIKOV GTIYLMV, 1| ¥PNON animation
EMTPEMEL TN GLVEYN HETAPOON HETAED KOATAGTACE®MV, KOOIGTOVING MO GUEST TNV OVTIANYT ToV
aAAOydV Kot TeV Tdoewv péca ota dedopéva [23]. H yprion animation otnv ontikonoinon 6edouévmv
dev emhéyetatl uovo Yo asntikobg Adyovs, ahAd AEITOVPYEL MG EPYAAELD OVOTOPAGTACNG TG YPOVIKNG
TAnpoeopioc. Méom TG oTadIOKNG EUPAVIONG, UETAKIVIIONG N LETAUOPP®GNC OTTIKMY GTOLYEI®VY, O
YPNOTNG Umopel va TapakorovBel T duvopikn eEEMEN Tov dedopévav oe cuveyn pon. H kivnon pmopet
va katevfivel TNy Tpocoyn Tov Beatn, vo avadeibel oxEoelg LETAED GTOLYEIDV, VO TAPOVGLAGEL YPOVIKES
petaforéc xor vo  vmootnpifel T oTAdKN  OmOKOALYN NG  mAnpoeopioc. Qotdco, 1|
QTOTEAEGUATIKOTNTO TNG Kivnong e&optdrtal amd TOvG TEPLOPICUOVG TNG avOp®OTIVING OVTIANYMC.
"Epguveg deiyvouv 0TL 1] YVOGTIKY IKOVOTNTO ENEEEPYAGTOG KIVOOLEVNG TANPOPOPIOG EIVOL TEPLOPICUEV,
YEYOVOG OV OMOLTEL TPOCEKTIKO OYEOCUO MOTE VO OTOPEVYETOL 1 YVOOTIKY] VIEPPOPTOCT Kol 1)
andAel TANPo@opiac. Ot KIVOULEVEG ONTIKOTOMOELS UTOPOLV Vo &fvol €AKLOTIKES, GALL O
QTTOTEAEGUATIKOG GYEOLOGUOG TOVE UTTOPEL VAL TIG KOTAGTNGEL 6 PEYAAO Pabud dvevonteg [7].

[Mopddiinia, n emloyn petaé&ld GTATIKNG Kot KIVOOUEVNC avamapAoTacng e£apTdtal omd T UoT TV
OedOUEVOV KOl TOV GTOYO TNG AVAAVOTG. LE OPIGUEVEG TEPITTACELS, 1] OTATIKN OMEIKOVIGT] TOAAATADV
YPOVIKOV onueimv Umopel vo gival o OTOTELECUATIKT Y1O0. GUYKPLON, EVD GE GAAEG TEPITTAOCELG 1
GUVEYNG KIvNoT O1EVKOADVEL TNV KOTAVOTGN TNE PONG Kot TG EEEMENG TV dedopuévav [22].

JUVOMIKA, 1 EVOOUATOGN TNG XPOVIKNG OGGTOONG KAl TNG KIVIONG GTIV OMTIKOTOINGN Oed0UEVOV
amotelel KpIGILO GTOLYEID Y10, TNV OVOTOPAGTACT] SUVALIK®DV QUIVOUEV®V, ETTPETOVTAG TNV KOADTEPN
gppunveia g avamtuéng Kot Tov HeTaBoAdV péca ota dedopéva.
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2.5.2 Ontwn aiynon o€ tprodidotata mepifdriovra

H ot apnynon og tpiodibdotota TEpPAALOVIO OVOPEPETOL GTOV TPOTO LE TOV OTTOT0 1| TANPOPOpia
OPYOVAVETOL GTOV YDPO, MOTE VO LITOooTNPilet pio dopnpévn epmetpio mhonynong Kot e&gpehivnong amod
ToV ¥pNoTn. L& avtifeon pe Tig YPoviKA POCICUEVES OVATOPUGTAGELS, 1| OPYAVAOOT TNG TANPOPOPIOG
€00 Paciletarl otn yopikn ddtaén Kol otn oyéon Béong HeTaéd TV EMUEPOVS OTOXEI®V, Ta OTOlN
gVTaocovTal o€ &va eviaio TplodtdoTato mePPaiiov [4].

Xe avtd 10 mhaiclo, 1 TpoéSPacn oV TANPOPOPia dEV TPAYUATOTOLEITOL LEG® YPOVIKNG PONG, QAL
UEG® KIvnong Kot 0AAAYNG OTTTIKNG YOViag HEca oTov Ydpo. O xpNotng avTIAauBAaveTol To TEPLEYOUEVO
péca amd Tn YOPIKN Tov TomobETnon kal TN HETAPacT omd €va onueio evOlQEPOVTOC GE GAAO,
a&lomoudvtag tn dopr| Tov TPLoddoTaToL TEPPAALOVTOS OC LEGO OpyavmonS TG TAnpogopiag [23]. H
OTOTEALEGULATIKOTNTO TG ONTIKNG 0pYAVMONG o€ Tplodidotata tepifariovia eEaptdtot and Tov Tpdmo
LE TOV OTO10 KOTAVEUOVTOL TO OTOLXEI OTOV YMDPO, MGTE Vo vooTnpiletal 1 KaTtavonorn Tov HETOED
TOVG OYECE®MV YWPIG VO amoLTeITAl TAVTOYPOVN TAPOLGinoT OA®V TV TANnpoeopdy. H otadiaxy
ATOKAAVYT] TOV TTEPLEYOUEVOD OEV GYETICETOL pE YpOoVIKT EEEMEN, OALG e Ywpikn peTdfaoT pHéca 6To
nepBdAlov [22]. Evtovtolg, n avénuévn eievbepia kivnong otov TpiodidioToTo YMPO UTOPEL v
dNUIoVPYNoEL SVGKOMEC, dEOUEVOL OTL O YPNOTNG KOAEiTal Vo EMEEEPYACTEL TAVTOYPOVA YMPIKESG
0¢oe1g, TPOOTTIKN Ko OTTTIKY 1Epapynon. 1o onueio avtd a&ilel va Tovichel To yeyovog TS N OTTIKY
opylvaon o€ TPedldcTato Ydpo vrootnpilel popeég kabodnyoduevng e&epedvnong, Omov 1
TANPOQOpia. SOUEITAL OC GUVOAD YMPIKA TOTOBETNUEVOVY oTOoLEl®V OV 0ONYOoVV TOV YPNOTN GE
SloQOPETIKG, emimeda KoTAVONONG UEG® Kivnong péco, otov mepiBdiiov. H Pifloypaeia yioo tnv
APNYNUOTIKY onTIkomoinon dedopévov (narrative visualization) €mGNUOIVEL OTL Ol OTTIKOTOIGELG
pmopobv va cvvovdlovv otoyein eEepedvnong Kot aQNynong, OTOYELOVTIOG €Tol ElTE OTNV
KaBodnyobevn Tapovciascn evog UNvOLATOG £iTe TNV o EAV0EPN dlEPEHVIION TOL TEPIEXOUEVOL A0
Tov ypnot [23].

H ypfion ¢ kauepog mailel kabopioTikd pOLO GTNV OTTIKY GPNYNON, aPOL EAEYYEL TO T PAETEL O
Beatnc, pe mola oepd to PAEMEL Kot oo oTolXEl0 TPOPAALOVTOL MG CNUAVTIKA. L& TPLOOACTOTES
OKNVEC, 1 KAUEP UTOPEL VOL AELTTOVPYNOEL OG UNYOVIGHOS KOOI YNONG, OTOKAADTTOVTIOS CTUSIAKA TV
TANPOEOPia KoL OTovpYdVTOC TV aicinon e ocuvéyelag. H aprynon eropévmg dev mpokvmtel uovo
amd TO OVTIKEIMEVO 7OV VLRAPYOLV OTN OKNVY, OAAG Kol amd TOV TPOTO LE TOV OMOi0 OvTa
mapovctafovial otov Bt péca oTov Ypovo Kot oTov ympo [23].

Yvvoyilovtog, M OWTIKN a@yNon o€ TéToln MEPPAAAOVTE OMOTEAEL Hiol YOPUKE SOUNUEVT] LOPON
OTTIKOTOINONG, KATd TNV omoia 1) mANpopopia opyavdvetar pe Pdon tn 0éom kol TG oYECES TV
oTolElmv Yéoa oTovV YMPO Kot UETAED TOLG, OONYMVTOG GE MO 7O PIOUOTIKA Kot eEEPELVNTIKY
TPOGEYYIOT TNG KATAVONONG OESOUEVDV.

2.6 Tpwowaotata ['pagikd oty OnTiKomoinon Agdopuévov

2.6.1 AvvoTOTNTES KOL TEPLOPLIGUOL TOV TPLOOLAGTUATMV OVUTOPUCTACEDY

H o&omoinon tov Tpiodldctatov ypopk®V OTnV ORTIKOTOINGT OdOopEVOV  EMITPEMEL TNV
AVOTOPAGTOCT) TANPOPOPIOG GE £VOL YOPIKA dOUNUEVO TEPIPAALOV LE TPELS OL0OTACELS, OTTOV TO BABOC,
M TPOOTTIKN KoL 1 YOPIKY ddtaln umropobv va ypnoiporonfodv wg emmiéov aEoves Kmotkomoinong
dedopévav. Mg avtdv Tov Tpomo, gival dSuvatn N amEKOVIoT cOVOETOV 1 TOAVIIACTATOV OEOOUEVMV
péca oe éva eviaio omtikd mAaiclo, vmootnpiloviag TN SLVVOTOTNTO TOLTOYPOVIG TOPOVGINGTG
ToALOTAGDV petafintov [4], [7].
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Mia ond 11 Pacikég duvatdotnteg v 3D ypapikdv eivar i evioyvon ¢ YOPIKNAG avTiAnymg g
minpoeopiac. H xpion fabovg, mpoomtikis, pOTIGHOV Kot SIPOPETIKMY YOVIDOV BE00NG EMLTPENEL GTOV
YPNOTN VO KOTAVONGEL OYECEI OTMOG 1 OOGTOOT, 1 lEpapyias Kot 1 Yopikn ddtaén petald Tov
dedopévav. Ot omtikég evdei&elg Pdbovg (depth cues) cvufdariiovy otn Peltioon g avtiinyng g
doung evog TprodiiotoTov mepPArlovtog, Wiaitepa dTav To HedoUEVA EYOVV EYYEVT YOPIKO YOPOKTTPO
[24]. EmumAéov, ta tpiodidotata ypaeikd Umropohv va eVIcyOGOLY TV 0pYAVMGT TN TANPOPOpiag G
nep1PaAlovta mov emTpETOVY EEEPEVVION KOl AAANAETIOPAOT], OTTOV O XPNOTNG UTOPEL VO LETAKIVEITOL
GTOV YMPO Kol Vo ovTIAAUPAvETOL SIOPOPETIKEG OYEIS TV dedopévav. H duvatdmra avt Peitidvel
mv katovomon ovvletmv doudv, oTic omoieg M TANPoPopia. EVIAGGETOL GE TOALOACTOTO YDPO
avamapdotaong [4].

[Mopd To TAEOVEKTALLOTA, TOL TPIOIIACTOTO YPAPIKA TUPOVGLAL 0LV OTLOVTIKOVS TEPLOPIGLOVS. 'Eva amod
Ta Pacikotepa TpoPAnpata eivat 1 amokpuyn mAnpopopiag (occlusion), katd v omoio avtikeipeva
NG OKNVNG KOADTTOUY AR avTikeipeva AOYm tng xwpikng toug tomofétnonc. To pawvopevo avtd
UTOpEL VO LELDGEL TNV OVOYVOGILOTNTO Kot VO SUGKOAEWEL TNV GUECT] GUYKPLoT 0E00UEVOV HEGA GTO
id10 omtikd mepPdAlov [25]. Evag akdun meploptopog apopd v avtiinyn tov faBoug Kot TNV OmTIK
moAvmhokotnto. [lopdtt to depth cues Ponbodv oty aviilnym g y®PIKNS SOUNAG, T GVVOAIKY
TOAVTAOKOTNTO LOG TPLGOICTOUTNG OKNVIG UTMOPEL VO EXNPEAGEL OPVNTIKE TNV TOYLTNTO KOl TNV
axpifela g epunveiag e TAnpogopiog [24].

H ypnion tp1od1dcTatny avamapucTicE®DY 0V 00NYEL TAVTOTE GE KAADTEPT] KOTAVONGT] SECOUEVOV. XE
TEPMTMOGELG OTOV 1 TANPOoPopia dev Exel Eekabapm ywpikn doun, 1 TpocHnkn tpitng didotacng umopei
vo ovénoel 1o yvooTikd @optio. Meléteg éxovv deifer 0Tt M amotehespatikdtnTa tv 3D
omtKomolcewv e&aptdror and To BERa TG EPYAciag Kot TO TAAIGLO TNG YPTONG TOVG Kol OTL G TOAAES
TEPIMTMOGELG Ol SIGOIACTUTEG OVOTOPACTAGEIS TOPAUEVOVY Tl0 amodoTIKES [7]. 'Eyetl emonuaviei 6tin
xphon Tpredldototoy evdcifewv Pabovg dev cuLVETAYETAL TAVTO OVAYKN TANPOVE TPLGOICTOTNG
aVOTOPAGTAOTS, 0POV GE Optopéva oevlpla po “2%2D” mpocéyyion pmopel vo mpoceépel KaALTEPT
ooppomio peta&h amAdTNTOG KOl YOPIKNG avamapdotacns, teptopiloviag Ty TOALTAOKOTNTO XOPIig
ammAgln TANpogopiag [24].

2.6.2 To tprod61d6TATO YPOVOLOYIO (O LOPPT] OTTTIKOTTOIN GG OEdOpEVMV

To ypovordylo amoterel pio Bactkr| SOUN OTTIKOTOINGNG ¥POVIKMDY SESOUEVMV, GTNV OTTOL0, T, YEYOVOTO
opyavavovtal pe Baon  xpovikn Tovg axkoAovdic. Méow avtig TG YPOUUIKNG OVATOPAcTAONG,
kafiotator duvaty M amotvmwon TG €EEMENG OESOUEVAV KOl TMV YPOVIKOV OCYECEMV UETAED
YEYOVOT®V, EMTPETOVTOG T GUVOALKT EMCKOTNGT LLOG YPOVIKNG Topeiag [22].

2NV OTTIKOTOINGN SESOUEV®YV, TO YPOVOAOYLO AEITOVPYEL MG BEUEMMDONG UNYOVIGHOG LETUTPOTNG TOV
¥POVOL GE OTTTIKN O1AGTAGT], OTTOL KADE YEYOVOS QVTIGTOLYEL GE GUYKEKPLUEVT YpOoviKT B€om uésa o€ pia
opyoavouévn akoiovBic. H dour avty emirpémel v katavonon NG YPOVIKNG GLVEXEWNS Kol TNV
AVOYVOPLoT) TOV UETAROADY KOl T®V GUGYETICEMV GE SLOPOPETIKA YPOVIKE o Ueia.

To tpiodidotato ypovoldylo (3D timeline) enekteivel T Pacikr avT dOUN, EVIAOCOVTAS TN XPOVIKN
TANPOQOPio. GE Evav TPLOJACTOUTO XDPO. AvTi 1 avamapdoToon va TePLopileTal Ge o YPOUULKT 7
d1od1aoTaTN EMPAVELD, T YEYOVOTO ToToBETOVVTOL LEGH OE Eva YPIKO TEPPGAiov, oTo omoio 1 Béom
TOVG, T0 BAO0C Kot 1 TPOOTTIKY| YPTCLOTOIOVVTIOL MG EXTAEOV GTOLXEID OpYAvVMANG TG TANPOPOPiog.
Me avtoév tov TpOTO, M YPOVIKT S1OCTUGT] OTOKTO YWOPIKN VITOGTUCT, Oivoviag TN duvatdTNTe Yo
TOAVETIMEDT amekdvion dedouévav [4]. Tlapdiinia, n ypnon Pabove Kol TPOOTTIKNAG EVIGYDEL T
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dlapopomoinomn twv otoreiwv HEoa oTov 1010 OMTIKO YMPO, YEYOVOS TOV EMTPEMEL TV AVATTLEN TTLO
oUVOETOV SOU®V opydvaong TG TAnpopopiag [7].

H ypnon tp1edidototg avamopdcTacnC 08 YPOVOLOYIKES OOUEC EMTPETEL TV TOLTOYPOVT] TOPOVGINGCT
TOAMOTADV  EMTESOV TANPOPOPIOG. ZVYKEKPIUEVA, OLUPOPETIKEG YPOVIKEG TEPIOdOL, KOTNyopieg
yeyovotmv 1 Oepatikéc evotnteg pmopolv va opyaveBovv oe Egymplotods yopukovs dEovec,
SlevkoAHVOVTaG £TOL T1 GUYKPLOT| KoL TNV OVAyVAOPIST) GYECEMY HEGA 6To 1010 meptBdAlov [4].

Aoppavovtog veoyn To TOPATAVE, TO TPIGOACTATO XPOVOAOYI0 amoteAel po e&elMyuévn popoen
YPOVIKNG OTTIKOTOINGNG, 1 0ol GLVOLALEL TN YPOVIKY| JAoTOOT UE TN YWPIKN avoamapdotoot. H
TPOGEYYIGT QLTI ENLTPETEL TNV TLO TAOVGLYL OTTIKT] SIEPEVVIOT] YPOVIKAOV dEG0UEVDV, AELOTOIDVTAG TOV
YDOPO G eMIALOV eMiMedO OpYAVMOOTG TNS TANPOPOPioS, OAAY amattel TPOCEKTIKO GYEACUO DGTE VOl
Sloo@oMIETOL 1 AVAYVOGIULOTNTO KOl ) AELTOVPYIKOTNTO TNG TAPOVGINCTG.

2.7 Emriloyog

A7 TV 0vAADGT| TTOL TPAYLOTOTOMONKE GTO TOPOV KEPAANLO TPOKOTTEL OTL TC, YPAPLKH VTOALOYIGTAV,
T TPIGOLICTOTO YPOPIKE KOl 1) OTTIKY Topovcioon dedopévov amotelodv ariniévoeta medio mov
GUVEIGOEPOLY GTNV AVATOPAGTAGT) KOl GTNV KOTAVONGT TNG TANPOPOPiaG 6 YneuoKd TepBariovia.

Ta ypapikd VTOAOYIGTOV TAPEXOVY TO TEXVIKO VTOPAOPO Yio TN dNUIOVPYIO. OTTIKMOV AVOTAPUCTACEDY,
EVA TO, TPIGOLACTOTO YPUPIKE ETEKTEIVOLV TIG SVVATOTNTEG OMEIKOVIONG UEGM TNG YPNONS TOL YDPOL
Kol Tov BéBovg. [oapdrinia, n ontikonoinon Sed0UEVOVY EMTPEMEL T LETATPOTY| TNG TANPOPOPIOG GE
KOTOVONTEG OMTIKES LOPPEC.

ZUVOAIKA, 1] OTOTEAECUATIKOTNTO TV OTTIKOTOGEMY E£0PTATAL OTO TOV IGOPPOTNUEVO GYESLOTUO TNG
TANPOEOPIOG KoL TNG OMTIKAG TNG OVOmTAPUoTOoNG, KaOMG Kol amd Tn Slyelpton Tng OmTIKNG
TOAVTAOKOTNTOG.

To kepdAaio avtd BEtel TIg PAGELS Yo TV TEPAUTEP® EPAPHOYT] TOV EVVOLOY QUTMOV GTNV AVATTLEN
TPLGOLACTATOV OTTIKOV GUGTNUATOV.
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3D Animation Pipeline kot to Aoyiopuko Blender

Kepaiaro 30: 3D Animation Pipeline kot 10 Aoywopiko Blender

3.1 Ewayoy

To mapov kepdrawo eEetalel Vo aAANAEVOETA BENOTA TOV AMOTEAOVVY T BE@PNTIKY Kot TEXVIKY| Bdom
g epyooias. To mpdTo apopd tov aymyd mapaywmyng Tplodibdotatov meplexopévov (3D Animation
Pipeline), o omoiog meprypdpet po Tvmomomuévn aAiniovyio otadiov tov akolovbeiton ave&dptnta
Ao To epyaieio 1) Tov Topén papproyng. To devtepo apopd To Aoyiouiko Blender, to omoio emAéybnke
G ATOKAEIGTIKO €PYAAELO Y10 TNV VAOTOINGT TOV TPAKTIKOD PEPOVS TG TAPOVGAS EPYAGIOG.

Yuykekpléva, avoAvETaL 1 1oTopia, To TEdI0 eQapUoYdY Kot to mePPdAlov gpyaciog tov Blender,
KaBdS Kot KiOg GTAS10 TNG TAPAYOYIKNG SUOKOGING OTMG VTO LVAOTOIEITOL EVTOG TOV pyaieiov, Bdaon
TV duvatotNTeOV Tov Olbétel. EmumAéov, yivetol ouoTNUOTIK] GOYKPIOT TOL gpyoieiov pe To
KUPLOTEPA EVOALOKTIKA AOYIGHIKE TNG ayopds, Pe OKOTO TNV TEKUNPI®oN TG EMAOYNG TOV MG TO
KATOAANAO epyaAelo Yia TIG AVAYKES TNG EPYOGIOG.

3.2 3D Animation Pipeline

O o6pog 3D Animation Pipeline meprypdper pio tomomoinuévn aAiniovyio. otadiov, 1 omoia
YPTCULOTOLEITAL Y10, TNV UETOTPOTN HIOG OPYIKNG 100G O VO OAOKANPOUEVO OTTIKO OTOTEAEGLO.
AveEdptnta omd 1o epyaieio, TOV TOUEN EPAPLOYNG T} TNV KAIPOKA TOV £€PYOV, TO EPYO OPYOVAOVETOL GE
TPEIS SoKPLTEG PAcels Ommg eaivetol kKot otnv ewova 3.1 , Pre-Production, Production kot Post-
Production [26-27].

4% TEXTURING & Z\ RIGGING 5‘\- ANIMATION 6 LIGHTING & 7 COMPOSITING &

T
| e 2 MODELING

PLANNING " MATERIALS RENDERING OUTPUT

3 @

P A

+ UV Unwrap

+ Texturing

+ 3D Modeling
+ Topology
+ UV Mapping

PREPRODUCTION PRODUCTION POST PRODUCTION

“‘\ + Modeling
FJFTA Texturing & Rigging
+ Animation

+ Design & Planning + Lighting & Rendering

Ewoéva 3.1 3D Animation Pipeline
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v mpotn @don (Pre-Production), 1 apyikn 10éa petotpénetal o€ £va cuveKTIKO TANIG10 Tov opilel
Vv 1otopie Kot TNV OTTIKY KatedBuven tov épyov. Xvykekpiuéva, meptlopPavel Tov eviomioud Tov
TPOPANIOATOG KOl TOV OPICUO TOV GTOYWOV TOPAYMOYNS, TOV KOOOPIoUO TNG 0PN yNUOTIKAG KatevBuvong
K01 TOV OTTTIKOD VQOVS KOOmG Kot T onpovpyia 1] GuAAOYR VALKV Tov Bo fonBnoet otn povtedomoinom
[27].

H emduevn pdon (Production) amoteiel Tov Pacikd KOppod Tov £pyov, Katd TV omoic LAOTOo0vVToL Ol
Ta assets, 1 kivnon kot 1 ovvOeon g oknvig [27]. To otddio avtd KoAvmtel T poviehonoinon, o UV
mapping, TV €QopLOY VAIK®OV, TO rigging, Tov @®TIoNO Kot TIG KAPEPES Yo TN GVVOEST TNG GKNVIG.

H tehevtaio pdon (Post-Production) emikevipdvetor 6tnv ontikn Pertimon kot v mpogToacio yio
mv tedkn e€ayoyn [27]. IepthapPdver v amddoon TV TEMKOV gkOVOV, TV enesepyacio g
ovvbeong ¢ ewodvag (compositing) v SOPO®ON YPOUATOV KOl EQPOPUOYN OTTIKAOV EQE, TNV
a&loAdyNoN TNG TOLOTNTOG KoL TNV TEMKN €YY GE KATAAANAT YNOLOKY LOPON.

3.3 To Blender og Epyaieio Yromoinong

To Blender givot éva dwpedv Aoyiopko, avotytod kadika (FOSS), 1o omoio mpocpépet Eva evpd chivoro
EPYOLEIOV KOl SUVATOTHTOV Y10 TOV GYEOAGHO, TNV enelepyacia Kot TNV anddoor 2D kot 3D ypapikdv
[28]. Méoa amd éva eviaio mepidrlov epyaciog, o ¥pNoTNG UTOPEL Vo VAOTOMGEL O O Ta. GTAdIN
avantuéng evog 3D Animation Pipeline, yeyovog mov kafiotd to Blender éva doitepa TpokTikod Kot
dnpoeirég epyareio, kabdg meplopilel onUOVTIIKE TNV ovAYKN XPNONS OLUPOPETIKMOV EPUPLOYDV.
Hopdiinia eivar coppatd pe Aetrtovpykd cvotiuoto 6mwg Windows, Linux kot Mac Os [29],
TPOCPEPOVTOC gveMEll GTN YPNON TOL KOl EMAEYETOL KOl YPNCUOTOLEITAL OT0d0TIKG GE S1APOPOVG
TOpElS.

3.3.1 Iotopia Tov Blender

H avdmrtuén tov Blender Eexivnoe ota péoa tng dexoaetiag tov 1990 and tov Ton Roosendaal. Apyikd
dev Eekivnoe mg UmopPtKo TPoidv aArd 0¢ ecmTEPIKO gpyolreio Tov OAAavVIKOD 6ToOVTIO NeoGEo e
6TOY0 TNV VTOGTAPIEN TNG TOPAY®YNE TPIooldoTateV Ypapik®my. To 1998 1o Blender éyve dabéciuo
010 Kowd péom tng etorpeiag, Not a Number (NaN), n omoio 10pvOnke pe okomd v mEPUITEP®
avantuén Kot 61ddoon Tov. Metd 1t dtakomn Asrtovpyiag g NaN 1o 2002, ko pe xivévvo va
OTOHOTNGOEL 1 avAarTuén Tov Aoyiopkov, pe Tpwtofoviio Tov Ton Roosendal, 18pvOnke 1o Blender
Foundation kot opyavamOnke n kapndvia Free Blender, péow ¢ omoiag katdpepay va cuykevipmbovv
ol amapaitnTol TOPOL Yio TV ehevbepn didbeon tov anyaiov kddika. ‘Etol amd 1o 2002 1o Blender
KUKAOQOPNOE MG Aoylopkd avorytod kddika vro v ddsiee GNU GPL. H petdfaon avtr anotélece
kaBopiotikd onpeio oty e£€MEN Tov Blender, kabmg enétpeye T cvppetoyn pag dieBvoid Kovotntag
TPOYPOUUATICTOV ALY KL YpNOTOV 6T PEATIOON KOl ETEKTACT] TV OLVOTOTHTMOV TOL gpyaieiov [29].

3.3.2 Iledio epappoyov

To Blender Bpiokel pappoyn ce morrov¢ toueic mov oyetilovral Ue Tn ONUoLPYIN Kol TNV ORTIKY
avamapaoTaoT) TPLooldataTon tepieyonévon. Eva faotko medio epapuoync sivol n mopaymyn ynetokoh
meplEYoévou  yio  Prvteomaryvidio, Omov ypnolpomoleitar ywo tn onpovpyic 3D poviédwv,
ePPaALOVTOV Ko ovTIKEPEVOY. EmimAéov, &gl onuavtikn yxpion ot fropunyavio ontikdv eeé (VFX)
KOl Kvnuotoypdeov, omov aflomoleital yio. T onpovpyic ovvbetwv oknvov, animation Kot
PEOMOTIKOV OTTIK®V avamapactioemy. E&icov gupeio epappoyn Ppickel oty ekmaidosvon Kot T
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EMOTNUOVIKT OMEIKOVIGT Y10l TV OTTIKOMOINGT EVVOIL®Y Kol SEGOUEVMV HECO OO TPLOOACTATEG OKNVEG
[28-29].

210V TOUEN TNG OPYLTEKTOVIKTG OTtTikoToinong (architectural visualization), to Blender ypnoipomoteiton
Yoo TV omodoon peaMoTik®v 3D poviEA@V KTpiov Kol YOp®V, EMTPETOVIONS TNV TOPOLGINCT
GYEOLOOTIKMY TPOTAcE®V TPV TNV vAomoinon tovg. Emiong, pmopel va a&lomonfel ko otnv
omtwkomoinon dedopévav (data visualization), kaBd¢ emTpémer TN HETOTPOT] APNPNUEVOV 1
TOAVOLAGTATOV OESOUEVDV GE YOPIKEG KOl OTTIKG KOTOVONTEG OVATOPUGTAGELS HEGH GE TPIGOIIOTOTO
nepiParirov [29]. Téhog, Ppiokel €popupoyn ©T0 OYESOCUO POUNYOVIKOV HOVIEA®V, OT®S Yo
mapadetypa v 3D ektummoets, Kabmg kot oe augmented 1) virtual reality epapuoyég [28].

3.3.3 Mepipariov Epyaciog

To mepdrdov epyaciag tov Blender eivor oyedacpévo @dote va mpooeépel gveMéion kot
TPOCAPUOCTIKOTNTO, EMLTPENTOVTIOG GTOV EKAGTOTE YPNGTN VO TO SIOUOPPDVEL OVAAOYQ LE TIG OVAYKEG
Kol T @Oon Tov kabe Epyov. Eidikotepa and v éxdoon 2.8 kot Emelta, Tpaypotonomonkay priuég
OAAOYEG OO TOVG TPOYPOUUOTIOTES TNG EPOPUOYNG TOGO GE EMMEDO AEITOVPYIKOTNTAS, OGO KOl GTO
vpapikd meppdrrov (GUI) g epappoyns, Le KOplo otdyo ) PeATionon g EUTEPIOG TOV XPIOTN Kot
TOV EKUOVIEPVIGUO TNG €QOPUOYNG [28]. TNV Topovca TTVYLOKT XPNCLLOTOONKE 1) To TPOSPATN
€xdoomn tov gpyareiov, 5.1. H doun tov GUI Bacileton o empépoug meployég kot editors, ot omoiot
eEumnpetodv SOPOPETIKEG AEITOLPYIES NG TOPAYWYIKNG dadikaciog. Ztnv emduevn ewkova 3.2,
Suokpivovtal pe SopopeETIKONG ¥PMUATICUOVG 01 TEPLoYES mov opilovv 1o mpokabopiopévo (default)
view Ttov mepiPdAalovtog epyaciog Tov Blender.

e prar an -

Ewova 3.2 Blender GUI Default View
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e Main Menu: To Bacwkod pevov, 10 omoio pog divel duvaTdTNTEG EI0AYWOYNG KOl EEAYWOYNC
apyeiov, amoBnkevone, mpooOnkng add-ons, emefepyocia shortcuts kot mOAA®V GAA®V
AELTOVPYUDV.

e  Workspace Selector: Aivel T duvoTOTNTA Y10 EVAALOYT HETAED SLOPOPETIKAOV TOPaOVPOV, T
omoio amoTeEAOVVTOL OO La GEPE TEPLOYXDV HE avticToryovg editors pe ta dikd Tovg epyaireio.
Kabe mapdabupo ctoyevel oe cuykekpléveg epyacieg 6mwe povielomoinon, eneéepyocio UV
KoL YPOUOTIGHO TOV textures, animation, K.4.. [Tio avoivtikd Ba prkicovpe Yo GuyKeKpLUEVDL
workspaces mov ypnotiponomnkayv TNV Tapovca EpyAcio € EXOUEVT] EVOTNTA.

e Scene and Layer Selector: Avvatdtra onpuovpyiog vémv oknvav kot emmnédmv (layers) kabdg
KoL EVOALOY LETAED OLTAOV.

e 3D Viewport: Anotekei Tov KOpLO YOPO epyaciog, oTov onoio mpoPaiietar kot enelepyaletan
N Tpedidotatn oknvi. Mécsa o€ avtd, 0 ¥poTNG UTOPEl Vo AAANAETIOPE GUEGO [IE OVTIKEIUEVA.
KOl T YEOUETPiO TNG GKMNVNG.

e  Outliner: ITapovcialet lepapyicd To avtikeipeva kot to ototyeia TNG GKNVNG, SELKOAHVOVTOG
T Sloyeiptomn, TNV EMAOYN Kol TV 0pyAvVOGCT TOVC.

e Properties Editor: Ilepilapfaver tig Pacikés pubuicelg mov oyetiCovior yevikdtepa LE T
oKnvn KoOmG Kol emmAéov puOuicelg yio emleypévo avtikeipevo onwmg npostnkn Modifiers,
VOOV K.4.

e Timeline: Xpnowonoeitalr yio tn Odlayeipion ¢ YPOVIKAG akoiovbiog, ™V loaymyn
keyframes kot Tov facik®dv cTotyeimv yuo To animation.

e Status Bar: [Ipopdiiovtot cuykekpéva oTorygio TOL aPoPovY GLVTOUEVGELG TANKTPOAOYIOL,
GTOTIOTIKA Kot GAAES TANPOPOPIES.

3.4 Blender Production Pipeline, Epyoieio kot Avvatotnteg

To Blender dta0étet éva amd T0 o TAOVGLO GOVOAL SUVOTOTTOV GTOV YDPO TV EAEVBEP®V EpYUAEi®V
Tprodtactatng onpovpyiag. Ot Pacikég Tov Asttovpyieg Kakvmrovy oAdKANpo 10 3D Animation Pipeline
TPOCPEPOVTAC, LeTa&h dAAmV, duvatodtnteg povteronmoinong, UV yaptoypdenong, dtayeipiong vAkadv
Kol VOOV, rigging, GOTIOUOV, animation, rendering xot compositing. Ot dvvatdtég TOL dgv
nepropilovial o empépovg Agttovpyiec, 0AAG cuvvdvdloviol dote va vrootnpilovy évav TANPN
TOPOYOYIKO KOKAO, Ao TN dNUIOVPpYio apyIKOV OVTIKEWEVOV €mG TNV TEMKY andd00T TOV OTTIKOD
amoteléopartog. H mAnpng avapopd oe OAeC TIg SLUVOTOTNTES Kot AELTOVPYiEg TOV gpyaAgiov elvar eKTOC
TAoGiov TG ToPoHGOC TTVUYLUKNG EPYUCING, MOTOGO GTIG ETOUEVES VITOEVOTNTEG TEPLYPAPOVTAL KATOLN
Bacikd epyareio kit 01 AVTIGTOLYES SVVOTOTNTES TTOL TPOCPEPOLY GTO, SLAPOPO. GTASLN TNG TAPUYWDYIKNG
Swdkaciog.

3.4.1 Movteromoinon (Modeling)

H tpiodidotatn poviehonoinon amoteAel pio and tig Pacucotepeg Aettovpyieg Tov Blender kot agpopd
N dnuovpyio kot enelepyocio TG YEOUETPIOG TOV OVTIKEWEV®OY HECH GTOV TPLGOLAGTATO XDpo. Ta
meshes 0moTeEAOOV TOVC POCIKODG TOTOLG OVTIKEWWEV®V, TO OTOI0 YPTOCLLOTOLOVVTIOL MG GNUELD
gkkivnong yw ) onpovpyia 3D oxknvov. Xy ewdva 3.3 Srakpivovtor peptkd amd to built-in meshes
tov Blender.
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Ewova 3.3 Blender Mesh Primitives

H mo dwdedopévn popen povieronoinone oto Blender givon 1 moAvywviky povighomoinorn (mesh
modeling). Zopemva kot pe v enionun texpunpioon tov epyaieiov [29], éva mesh amoteieiton and
KopLEEG (vertices), akpég (edges) kot empdveieg (faces), Ta omoia amoteAovv Ta facikd dopkd oTotyeio
G Ye®UETPIOG EVOG avTIKEEVOD. O1 KOPVPEG AVTIGTOLYOVV GE GNUEIN GTOV TPIOOIAGTATO YMPO, Ol
OAKUEG GUVOEOLV TIG KOPLPES, EVA O1 EMPAVELES GYNUATICOVV TIG EMUPAVELEG TOV AVTIKELLEVOU.

To Blender, énwg eaivetar ka1 oty ewdva 3.4, dabétel apketéc Aettovpyieg yuo enelepyacia tng
YEOUETPIOG 0TO OTAJIO TNG HovIELOTOINoNG, Me Pacikotepeg €& avtav Tig Asttovpyieg Object kat Edit
Mode. Ou Aettovpyiec avtéc eivan dabéoiueg ota mepiparrovta epyaciag Layout kar Modeling. H
TPATN POPA YEVIKO UETACYNUOTICUO TOV OVTIKEWWEV®V GE GYEOT LE TN OKNVY|, OT®g petaxivion
(translate), mepiotpoen (rotate) ko odhoyn kAipakog (scale) Tov avtikelévov otov ydpo. H devutepn
Aertovpyio, ypnowomoteitar yuo. enefepyacio TV vertices Kol T®V TOADYDVOV, ETITPETOVIAG GTOV
¥PNOTN Vo pmopel vo HeTaPAALEL TPOOSEVTIKA TN UOPPT TNG YEMUETPIOG KOl VO OTUOVPYNCEL TTLO
ovuvbeteg TpLodidoTateg SOUES.

P8 Vertex Paint
iz} Weight Paint #2% Texture Paint

m' Object Mode ¥ Edit Mode

é.‘\. Sculpt Mode

Ewova 3.4 Blender Modeling Modes
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M okopo onpovTIKh duvatotnTa Tov pog divel to Blender ot diadikacio tng povtedonoinong eivat
n xpnon tov Modifiers, ot onoiot emTpémovv T Un Kataotpoeiky| (non-destructive) eneEepyacio g
YEOUETPlOG KO TNG TOomoAOYiog, puprolovtog HETOPOALC ympic Gueon Kol HOVIUN OAAOI®GT TOV
apyKOD aVTIKEEVOL. Mepud Tapadeiypato epapuoyng tov Modifiers givat yio t dnuovpyio arrays
and éva povtédo (Array Modifier), yio emeEepyacio tng Tomodoylag Kot Lel®oN TNG TLKVOTNTOG TNG
veouetplag (Decimate Modifier), ywa Oonuovpyic GUUUETPIKOD avilypd@ov ¢ TPog Evav M
neprocoTEpOVg G&oveg (Mirror Modifier) i ko yia e€opdAvvon tov empaveldv (Subdivision Surface
Modifier). Zmv Ewova 3.5 PAEnovpe éva mapadetypa ypriong tov Subdivision Surface modifier kot tig
OAAOYEG TTOV EMLPEPEL GTN] YEMUETPIO KOL TNV ELEAVIOT] EVOS KOPOV.

Add Modifler Add Modiler

=@ v x /0 subais... S8

Catmull-Clark Simple Catmull-Clark Simple

Levels t 0 3 | Levels\

¥ Optimal Display ¥ Optimal Display

v Advanced \ : v Advanced

o Use Limit Surface \ ¥ Use Limit Surface

Keep Boundarles
Al
o Use Creasas

Use Custom Normals

Add Modifier “a B Add Modifler

Yidea v x 0 suwavis.. VEIEE@l v X

Y &

Catmull-Clark Simpla / Catmull-Clark Simple

6

¥ Optimal Display W Optimal Display

v Advanced

 Use Limit Surface
Quality
h  Keep Boundaries Smuolh  Keep Boundaries
Boundary Smo...  All

o Use Creases

Use CuslomNormals  «

Ewdva 3.5 Subdivision Surface Modifier

3.4.2 Xaptoypadonon UV, vikd kot veéc

Aoy oloxinpmBel n povielomoinon evog 3D aviikeévov, T0 €nduEVOo onuavTikd Prue 6Tto
Production Pipeline eivar m yaptoypdenon UV (UV mapping). Qg yaptoypdenon UV opilovpe ™
Swdkaocia, pécw TG omoiag 1 emipdvela evog 3D avtikeyévou EENMADVETOL KOl OTOTVTOVETAL GE VL
2D eninedo, dnuovpymdvrtag £va cvotnuo cvvietoyuéveay U, V mov avTietolyodv 6Toug opilovTiong Kot
KkdOeToVC GEOVES AVTOV TOL EMTESOV. AVTI 1| SOIKOGI0 EMLTPETEL TN PETENELTA EQapUoYn 2D vodv,
YPOUATOV KOl EIKOVOV GTO TPIOOAGTATO HOVTELD, amOoPEDyOVTAG TPOPANUATY TAPUUOPP®ONS 1
0AAOI®ONG GTNV TTOOTNTA TOL TEAIKOV amoTeEAEGHOTOG. Baowkd Pripata avtng tng dadikaciog sivat o
oplouog pagav (seams) kot to Eedimhmpa (UV Unwrap) oe UV vnoideg (Islands), 6mmg paivetor kot
oV €1K6Va 3.6, 01 0TOIEC AVTITPOCHOTEDOVY SLUPOPETIKA TUNUOTO TNG ETPAVELNS TOV OVTIKELUEVO.
2 ovvéyeln, péocw tov mepPdAalovrog epyaciog UV Editing tov Blender, o ypnotng pmopet va
Swyelprotel tn SdTaén aVTOV TOV VNIOIdWMYV, EAUYICTOTOIOVING TOV VEKPO YMPO KOl OITOPEVYOVTOS
emkaAdyeLg [29].
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UV Editing

v @ . ? editMode v S View Selec

0

User Perspective
(1) Cylinder | Cylinder

Ewova 3.6 Mark Seam and UV Unwrap

Me v ohokAnpwon g xaptoypaenons UV, ot vneideg mov dnpovpynnkay, xpnoiilonotodviot g
Baon ywo v @apuoyn vE®OV Kot EIKOVOV oL KaBopilovy TNV OTTIKN EUPAVICT] TNG EMPAVELNG. XTO
Blender, 1 dwoyeipion vAKdV Kol VOOV TPAYUOTOTOEITAL HECH TOV TTEPIPArAOvVTOC epyaciag Shader
Editor, 6mov o ypMotng cvvhétel ontikd TN cuumEPLPopd KABe VAIKOD, ypnoiomolmvTag KOUBoug
(nodes). O kevtpikog kOUPog Yo T dnpovpyia vAK®V eivar o Principled BSDF, o onoiog pumopet va
GUVOLACEL TOAAATAEG 1010TNTEG EMPAVELNG, GE i eviaia, €0ypnotn Semaen, ewova 3.7. Baowod
yopaktnplotikd tov eivar 6t Pociletar oto OpenPBR Surface Shading Model, e&aceaiilovtag
oupfatotnTa e A ETOyYEARATIKA Aoyiokd [29].

Shading

User Perspective
(1) Collection | Cylinder

Ewdva 3.7 Shader Editor and Principled BSDF Node
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3.4.3 Rigging

E@dcov 1 oxnvi) amottel Tnv Kivnpatoypaenon yopoktipa, To eropevo 6tadto tov Production Pipeline
glvan 1o rigging, dniadn n dnuovpyia evog ecmTEPKOD oKeEAETOV eA&yyov. 1o Blender, avtd pmopel
va vAomombei péom tov avtikelévov Armature, To onoio amoteAgital omd Eva GuVoAo ooT®V (bones),
EPOUPYIKG OPYOVOUEVOV UE OCYEGELS YOVEN-TIOLOI0D, 7OV YPNCUYLOTOOVVTAL Yol TOV EAEYXO NG
TAPOUOPPMCNG TOV AVTIKEWEVOL Kat TV anddoom kiviong. v eikova 3.8 paivetar Eva mapddetypo
rigging evog avOpOTIVOL GKEAETOV Kl 1] LEpApyio. TV OGTAOV.

™ Collection

.
A Rigging

i )| Select Box

o L0

Ewova 3.8 Human Armature kot Iepoapyio ootov

Metd v oAokAnpworn tov Armature OmoLTeEITOl TO TEAIKO «OEGUO» TV 00TOV HE To mesh Tov
YOPOKTN PO LE TN XPToT TI®V Pdpovs. Av kat to Blender divet tn duvatdTNTO VTOAOYIGHOD CVTAOV TOV
TILAOV AVTOUATO, LE XPNOT TOL aAyopifuov bone heat, o omoiog vroloyilel v emppon Kabe o6TOV GE
KkéOe xopven tov mesh Pdaon g peta&d Tovg amdotacng [29], OTIC TEPIGCOTEPEC TMEPIMTMOGELS
amotteitan yepokivnn eneEepyacio pe evoopatopéva epyaieia, 0w to Weight Painting.

3.44 ®OTIONOS KOl KAPEPES

O potiopdg anoterel avandonaoto otadio Tov Production Pipeline, kabdg kabopilel oe peydio fabud
TNV ATUOCEUIPO KO TV OVTIANYN TG To1dtTNTag TG TeEMKNG oknvie. O eotiopds dev ennpedlel uovo
TN PEOMOTIKY ELPAVION TNG OKNVIG, OAAG KOl TNV OTTTIKN 1EPAPYNOT TV GToLEIDY, TN O1dKPIoN TOV
EMPUEPOVS AVTIKEWEVAOV KOL TN GLVOAIKT KOTAVONGN TG Tapovstalopevns manpopopiag. To Blender
Sl0B€TEL EVOOUATOUEVO CUOTNHO QOTIGUOL UE 4 TOMOVG POTEWVAOV TNYADV, Ol omoiol e&uanpeTovy
dopopeTikéG avaykeg, Ommg ot Point, Sun, Spot kot Area Light [29].

Emumléov, n ypnon g kauepag kabopilel akpipog avtd mov Oa amodobei oty tehkn gikova. Ot
TOPAUETPOL TNG AVTIGTOLYOVV GE EKEIVEC EVOG PUGIKOD (OKOV, EMITPENTOVING TOV EAEYYO TNG OTTIKNG
yoviag. Méow 510popmv 1010THT®V, UTOPOVLE VO EXNPEACOVUE TNV TPOOTTIKY| TNG EKOVOG KOl TNV
gotwokn andotacn (Focal Length). Eriong, to Blender vmootpilel emmAiéov duvatdmreg, dnwg 1o
Depth of Field Focus [29].
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3.4.5 Animation

H anddoon xivnong (animation) oto Blender, n onoia amotelel to endpevo otddo evdg Production
Pipeline, facileton otn Aoy tov keyframes, dniadn onpeiov ota omoia o yprog opilel pntd v
TR UG 1 TEPIOGOTEPOV OI0TATOV €VOG avTikeévoy (Béom, mepiotpon, KAiuako, K.G.) o€
GUYKEKPIUEVO YpoviKO TTAaic10. To kevTpikod epyaieio yio tnv amddoon kivnong eivor o Timeline Editor,
omov 0 opidvtiog dEovag avamaplotd Tov xpovo o frames Kot 0 KAOETOG SIKTNG LTOINADVEL TO TPEYOV
frame, 6nmg aiveton kot 6TV ewova 3.9.

Qv Vew WVerker  Playback v O WHedprH an v A~ B [ st 1 Ed 250

Ewova 3.9 Timeline Editor

INo o mpoympnuéveg Aettovpyieg, To Blender mapéyet emimhéov epyodeia, 6nwg o Graph Editor, mov
TPOCPEPEL EAEYYO TNG Kivnong HEcm NG enelepyaciog TV koumvildv, F-Curves. Ot kapmoieg autég
EPLYPAPOLY TAG eEelMaoeTon ) TN pog WwotnTog (dovag Y) otov xpovo (aEovag X) Kot emTpémovy
TOV AEMTOUEPT EAEYYO TNG YPOVIKNG GCUUTEPLPOPAS TOV OVTIKEUEV®V, EMTPETOVTAG TN PpVOULICT TNG
EMTAYVVONG KoL TNG EXPPAOLVONC, KAOMG Kot TN ONUovpYic o OUOADY Kol QUOIK®Y UETOPAGEDV.
‘Eva axopa epyadeio givor ko o Non-Linear Animation Editor, o onoiog enttpémnel v opydvmon kot
NV EMOVOYPNOLUOTOiNoT animation PEC® aveEdpTnTeV EmMMEd®V, OEVKOAVVOVTOG T OOUNoM
ouvbetv akoiovdidv kivnong [29].

3.4.6 Rendering

To televtaio otado tov Production Pipeline givor n amddoon (rendering). Q¢ amddoon opilovpe ™)
Slodkaoio Katd TV omoio 1 TPIoOIAcTAT OKNVY| LETOTPEMETOL OE SIGOUCTOTN EWKOVA 1) akoAovBia
ewovov. To Blender s1a6étel dvo xupieg unyaves amddoong, 1. EEVEE xat Cycles, pe dtapopetiki
@IA0GOGi0 KoL YpNoT.

H unyavy EEVEE Baciletol oto rasterization kai 0ev vrwoioyilel kabe oktiva gotdc Eeympiotd.
Avrifeta, mpoodiopilel molo empavela givar opoat amd TNV KAUEPO Kol EKTIUA GTN CLVEXELD TMG
OAANAETIOPA TO QMG pe To VAIKA [29]. Qg punyovh omddoong TpayHaTikoy ypovoy Pacioiévn oTo
rasterization, 1 EEVEE ypnowonotel anoxieiotikd tmv GPU yio to rendering, eEacparifovtag vyniég
TOYOTNTES ATOS0ONE KOl TPOEMIGKONNGT TOV OMOTEAEGHOTOC GOE TPAYLUTIKO YPOVO, OKOUO KOl GTO
Viewport Tov gpyaieiov.

H pnyovn Cycles, amd v dAAn, sivon pio physically-based path-tracer unyovn amédoong, n onoia
YPNOWLOTOlEl ray tracing TeYVIKEG, WYVNAOTOVIOG OKTiveg omd TNV KOUEPO, OTN OKNVI Kot
TPOCOLOIDOVOVTAG LOONUATIKA T QUGTKT GLUTEPLPOPE TOV POTAC, TV AVTAVUKAGCEDY KL TV OKIDV,
amodidovtoc potopeaMotikd amoterécpato [29]. X avtifeon pe v unyovil EEVEE, 1 Cycles umopei
va ypnowomomoel kot GPU ki CPU ywo 1o rendering, motdéco pe ) ypnon GPU emtuyydveton
KaAOTEPO TEMKO amotédecpa. Emiong, ot ypdvor amddoong g unyovig Cycles, sivor onuoavtikd
ueyodotepot og oyxéon pe mv unyovi EEVEE kat e€aptavron dueoo and 1o sampling mov 0o opiotei.
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Yrdpyel ko (o tpitn emidoyn, o Workbench, yio ypriyopn npoeniokdnnct), ®ctdc0, OV TPOTILATOL
YL TEMKES 0mOd0GELS TAPA LOVO Y10 TPOETIGKOMNOT).

2V Tp1odtdoToTn SNUovpYiol VITAPYEL GLYVA £vag GUUPBIPAGHOG OVALESO GTOV PEOAGHO KOl GTIV
TayvTTa amo6doonc. o TeEMkEg oTaTKEG EIKOVEG 1] Y10 ATOOOGELG LUE POTOPEUMTTIKG OTOTEAECUATA
vreptepel n pnyavr] Cycles. Otav vrdpyet n avdykn yuo dpecn ontiky] ovaTpo@odOTNoT|, OOKIUES
oVVOEGN G NG GKNVNG, AYOTEPO PMTOPENAIGTIKO OMOTEAESLLO, OTMG Yo Tapddetypa stylized 1 cartoon
amodOGELS Kol YP1yopn Topaymyn, vaeptepel n unyavy EEVEE.

3.5 ZXoykpion pe Evoiloktika Aoyiopika kot Artioidynon Emioying tov Blender

210 mAoiclo EMAOYNG TOV KATUAANAOL €PYOAEIOL Yo TNV VAOTOINGT TOV TPOKTIKOD UEPOVG TNG
TOPOVGOS TTUYLOKNG, EEETACTNKAV GLUGTNHATIKA Stdpopa epyaleio TpiodidoTatng dnuovpyiog Kot
avaAvOnKay kdmola amd avtd. 26T060, GTNV TEAKT ATOPUoT] ETAOYNG AOYIGLKOV Empene va AnpHovv
VIOYN apkeTol mapdyoviec. Mepikoi amd owTOoVE TOVG TAPAYOVTES €ivol TO KOGTOC, TO Olbéoiuo
eAeb0gPO EKTAIOEVTIKO VAIKO, Ol SLVOTOTNTEC TTOL TPOCPEPEL TO KAOE epyarelo og GuvapTnon e OA
T OTAOL TOPOY®YNS, T OLUPATOTNTO KOl 1) EMEKTOCIUOTNTO. XOPOKTNPIOTIKG €lvorl Kot To
OTOTEAECLLATO TPOCPOTING EPEVLVOG GYETIKA LIE TIG SLVATOTNTES TOL TPOGPEPEL TO Aoyiokod Blender oe
oyxéon e aAAa Aoyopikd [28], Ta omoia Topovcsidalovial oTny TopakdTo ikova 3.10.

Feature Blender  3ds Max  Maya  Aflereffects  Cinema4D  Sketchup  ZBrush
Path tracing TR bt 444 - bt - +
Rasterization TR ++4 444 - + - o
30y mesh edits e+ ++4 4+ + Fedt ++ ++
Video editing ++ - - ++ - - —
2D composition 44 1 e 4+ - - -
Hand drawing ++ + ‘o + - - +4
Scripting e+ ++ 44+ + et 4t ++
Motion tracking 444 ++ + 4 et - _
Platform 44 - 4+ + 4 * +
Price T - - + + -+ +

The “~" denotes zero support, and “+, “4+4", “+++" range from partial to full and best support. Only the
butlt-in features in the basic version of each program are counted. Only Blender is free: the price ratings
comespond to the expenses per month

Ewova 3.10 Blender Features compared to alternative software

Emiong, ovugpova pe v ido épeuva 1o Blender dtatnpei pio omd Tig tpmdteg 0€0€1g 6TV TAATQOPUA
YouTube og dtabéoipo apBud ekmodevtikod vAKOD, eikdva 3.11, andppola g SNUOTIKOTNTAS TOV
gpyoieiov.
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Ewoéva 3.11 New tutorials for the specific tool on Youtube platform in years 2005-2024

3.5.1 Autodesk Maya

To Maya g Autodesk amotedel €0 ka1 OeKOETiEG TO KOPLEOIO €PYOAElD TPLGOAGTUTNG
povtedonoinong ot fropnyovic KvoOUEVOV YPUPIKOV KOl OTTIKOV EQE OO EXAYYEALATIKA GTOVVTIO
TOPOYOYNS, 1010¢ 6TOV Kvnpatoypdeo kot ta frvteomatyviowe. Ta epyaieio rigging tov Hempodvion
oo To, ®PUOTEPO. GTIV Katnyopia, evad dwabétel evoouatopévo cvotmue simulation (nCloth, nHair,
Bifrost) kat tov Arnold Renderer [30].

Qo1600, Yo TN YPNON TOL €PYUAElOL OmOLTEITOL GLUVOPOUN HE CNUAVTIKO KOGTOG. AV Kol VLIAPYEL
Stabéoiun Kot e101Kn AdELL Yot EKTOOEVTIKA WOPVUATA KO (OITNTES, EYEIPEL TEPLOPICLOVG GTI ¥PNON
Kol 0ev KOAVTTEL TNV mopoyeyn £€m amd To ekmodevTikd mAaicto. Emiong, emedn katd Pdon
ypnoonoteitar otn 3D Propnyovio amd ETOyYEAUATIKA GTOVVTIO, UEIOVEKTEL CLAVTIKY O TPOG TO
Stabéotpo exmandenTikd VAIKO o€ oyéomn pe To Blender.

3.5.2 Autodesk 3ds Max

To 3ds Max xvplopyel oTovV apyITEKTOVIKO OYXESNCUO KOl TNV ONTIKOTOINGCT YOPWV, YAPN OTOV
gbypnoto Modifier stack tov, Tnv extetapévn BiPAoONKnN TPOTOYOVOV GYNUATOV TOL SLOOETEL KOl TOV
Arnold Renderer. Kvping amevbivetar oe kowd, Onmg apyitéktoveg, designers kol game asset
developers. Ilapott dwbéter dvvatdtnreg rigging, Osopovvior AyodTEPO  TPONYUEVEG Y
KIVIHLOTOYPAPTON XOPOKTNPOV Kal 1 Blopnyavia TEVEL va TO ¥pNGIHOTOLEL Y10 amAoDGTEPT ATOS00T
Bacikdv Kivicemv o game assets 1 Y10, apyLTEKTOVIKEC TepMynoels, Onmg katl 1o Maya, amottei e€icov
VYA etnola cuvopoun. Emiong, n mAat@oppo AETovpyel OMOKAEIGTIKG GE AELTOVPYIKO GOOTNUA
Windows, yeyovdg mov mepropilet nv evedi&ia avamruéng [31-32].
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3.5.3 Maxon Cinema 4D

To Cinema 4D g Maxon elvar éva emayyeEAUATIKO AOYIGUIKO TPIGOIOTOTNG LOVIEAOTOINOT|S,
animation, simulation kot rendering pe tov GPU Renderer Redshift. To mo dwokpitod yopaktnpiotikd
Tov givor To MoGraph, éva d1dpacTikd GO animation Tov EMTPENEL T dNUovpyic cvHvOeTOY
KIVOOUEV®V YPAPIK®DV Yopic yepokivntn tomobétnon keyframes. ['o v mpdécsPacn 10 gpyaireio
ATONTEITOL EUTOPLKT) GLVOPOUN® AV KOL VTLAPYOVV EKTAUOEVTIKES AOEIEG Y10 POLTNTES KOl EKTAUOEVLTIKOVG,
OUTEG TOPAUEVOVY GUVOPOUNTIKES KO OV TPOGOEPOLY TNV glgvBepia ypriong mov Tapéyel To AOYIG KO
Blender [33].

3.5.4 SideFX Houdini

To Houdini ¢ SideFX xatéyet dwaitepn 0éon oty Prounyovio onTIKGOV €QE, Y10 TPOCOUOIDCELS
VYNNG moAvmlokotntac. H apyitextovikn tov Paciletor o mAinpwg dtadikaotiky (procedural) Aoyikn,
omov KaBe Aettovpyio avamapiotator ¢ KOUPog oe éva diktvo eEapTNoE®V, EMTPEMOVIOG LN
KOTOOTPEMTIKEG AALOYEG GE OTTOL0ONTOTE 6TAS10 TG 3D Tapaywyne.

[Maporo avtd, N ETAOYT TOL Y10, TOVG GKOTOVE TNG TAPOVC UG TTVYLOKNG EPYOTiag Oa NTaV aKOTAAANAN
v 0V0 Pacikods Adyovs. O Tpdtog apopd T eHon tov epyaieiov. To Houdini éxet oxediaotel yio tnv
KOTOOKELT ETAVOAAUPAVOLEV®V, TAPOUUETPIKOV GLGTNUATOV Kot O)L Y10 TO rigging ovOpdmTIvNng Lopeng
N ™ ovvleon aENYNUATIKNG GKNVIAG, OTTMG TO TPLOJIGGTATO XPOVOAIYI0, GTO 0moio Pacikd cToryeio
glvar m éppacn oty ontikn aprynon. O 6e0tepog AdY0g 0popd TOVG TEPLOPICUOVG TNG SMPERY EKOOCTG
(Houdini apprentice). Apyikd, ¥PNOLUOTOLEL GUYKEKPIUEVT OIKT] TOL HOPPOTOiNcTn apyeimv yio Tig
oKNVvES Ko Ta assets. Ot telkég amoddoels (renders) PEPOVY VIATOYPAPN L KOt VTLAPYEL TEPLOPLOUOG
MG TPOG TNV AVAALGT TOV TEAKOV amoteléopatog. Emiong, dev emtpénel e€aymyn oe LopepEg cupuPatég
UE UNYOVEC TOLYVIOLDV, LE OTOTEAEGILO, VO UV DTEAPYEL 1] SUVATOTNTO LEAAOVTIKNG emékTacng [34].

3.5.5 Unity kau Unreal Engine

To Unity (Unity Studios) kot to Unreal Engine (Epic games) amoteAoOv Tig kuplopyeg Unyovég
TPAYUATIKOV XpOVoL (real-time engines) otn frounyavia mwoyvididv Kot SodpacTik®my papuoydv. H
Baoikn d1ékplom Tovg 0o To EPYUAELN TTOV EEETACTNKAV GTIC TTPOTYOVUEVEC EVOTNTEC Eivatl OepeMmong,
KkaOdg cupPve, Kol pe Ty enionun tekunpioon g Unity, 6T0 €0MTEPIKO HIOG UNYOVAG TOLYVISIOD
dev dnuovpyobvton assets. Avtd mapdyovior oe eedikevpéva epyoireion ynookng dnpovpyiog
nepileyopévov (DCC tools), 0mwg yra mapdderypa to Blender kon Maya.

Katd cuvéneta, kavéva amd to d0o dev d1abétel ohokAnpouéva epyaieio povreronoinong, UV mapping
N animation, pe ovvortdmteg avdroyeg twv DCC gpyareimv, énwg to Blender, Maya, in.. H poq
gpyooiag Toug Tpoimobétel elcaymyn rolumy assets, cuvibwg uécm FBX 1 gITF popoenc. Eropévag,
dev amoTelobV KATOAANAN emAoyn ®¢g Pactkd epyaldeio yio xprorn GE (o TANPN POT EPYOCIOG TOL
aPOPa TNV TPLGOAGTATY HOVTEAOTOINGT OAOKANPNG oKnvig [35-36].

3.5.6 H gmioyn tov Blender

H ocvotuotikn a&lohdynon T@v eVOALOKTIKGOV EPYUAEIDV 6 GUVIVAGUO UE TIG SVVATOTNTEG, TIG OTTOIEG
npoo@épel To Blender kot o1 omoieg mapovsidotnKay mapondvm, kKabietovv 1o Blender w¢ tv niéov
KATOAANAY ETAOYY] Y10 TOVG OKOTOVG TG TOPOVOHG EPYOciag Kot pmopel va aittoloyndel and éva
GLVOLOCUO TOPAYOVIMV:
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o Mnoeviké Kootog: To Blender odwartifeton g ehedBepo Aoyiouikd avolytod KmOika,
EMTPEMOVTIOS TN Y¥PNON TOL YO ONMOLOONTOTE OKOMO, EKTMOUOEVTIKO M EUTOPIKO, YWOPIG
TEPLOPIGLLOVG.

e Evkoin npocPaon 6g ekmardeuTIKG VAIKO: AdY® TG eVONG TOL Open source YoPuKTINP TOL
Blender aALd ka1 tng gvpeiag xprong Tov 6TV TAyKOGHLI KOWOTNTA, £VOG YPNOTNG UTOPEL va
Bpelr mnBmpa dpbpwv ko video tutorials 6€ omolodNmote oTAd0 YpelacTel fonbeia, akdpa Kot
Y o mponyuéveg Aettovpyiec. Emmpdcbeta, n Blender Foundation dwutnpel extetapévn
enionun tekunpimon yo OAES TIG AEITovpYieg TOV AOYIGUIKOV, TPOGRAGLLT GE OAOVG.

o IIMpec 3D Animation Pipeline: Ké0e otéddio tov 3D Animation Pipeline, pmopel va
viomombel oto 010 mepPdAiov, ywpig TV OvAYKN ¥PNONG O0POPETIKOD AOYIGUIKOD,
vrootpilovtog T cuveyT por| epyaciog Kot fEATimon TG amodoTIKOTNTAG TG TOPAYMYIKNAG
Swdkaciog.

o IIin0@pa dvvatoTTOV: XTIG VEOTEPES EKOOCELS TOPEYOVTAL TPONYUEVES OLVOTOTNTES TTOV
avtoyoviloviol GuUeca To, EUTOPIKA epyareia, Ommg to procedural modeling pe geometry
Nodes, to path tracing, to sculpting .d..

o  YvupParotntae: [IAnpnc vroompién sloaymyng Kot eEaymyne Lopeav apyeiov ommg FBX kot
glTF ywo cvpPatdétra pe onorodnmote downstream pipeline 1) game engine.

o Easktooypdmnre: Avvatdtmra €mEKTOONG NG AETOLPYIKOTNTOC TOL gpYOAeiov WHEC®
mn0mpag dwpeav add-ons.

Duoikd, e ETPUEPOVG GTASLOL TNG TOPAYMYIKNG O001KACTOG EVOEXETAL KAUTO At TO. EPYOAEiD TTOV
AVOQEEPON KAV TOPATAVED VO TPOGPEPOVY LEYUADTEPT] OTOSOTIKOTNTA 1 TTLO GTOYEVUEVEG OVVOTOTNTEG
YW GUYKEKPIUEVEG epyaoies. QoT0G0, otV Tapovod epyacia o {ntovpevo dev Mtav 1 Pértiom
amO000T HELOVOUEVOV oTadimv, aALd 1 duvaTdTnTa VAOTOINoNG 0AOKAN POV Tov Production Pipeline
péca oe éva eviaio mepiPaAirov. [a tov Adyo avtd, o Blender emiéybnke @¢ 10 KOTOAANAOTEPO

gpyoieio.

3.6 Emiloyog

210 mapdv keporowo eidape TG Pacikés Oempntikég apyéc tov 3D Animation Pipeline, divovrtog
wWwitepn éupaon oto Production Pipeline, avaivovtag kdbe empépovg o1ad10, 0O TN LOVIEAOTOINOT)
NG YEOUETPIOG EMG KOl TNV TEAIKN ATOS0CT).

A6 v avdAivon mov mpaypatonomdnke, £ytve caeéc 6t To 3D Animation Pipeline dev amotelei
amA®G pio TEXVIKN akolovbio fnudtov, aAld éva dounuévo TAMIGIO amoPacemv, OOV Kabe oTad10
e€aptdtor ueca omd T Tponyodueva. Avtn 1 adAniegdptnon vroypoppilel T onpoacio ToOL GOGTOV
o106 100 Katd T pdon tov Pre-Production, Tpv axdun EeKviioel 1) TPAKTIKY] VAOTOINGT).
Emmléov, 1 obykpion tov Blender pe ta evoldhaktikd gpyoaldeio KotédeiEe 0Tl Kaveva, amd avtd dgv
ouvovalel Ttavtoypova mAnpdétTe. 3D Animation Pipeline, pndevikd kdctoc mpdoPacne Kot
KATOAANAOTNTA Yoo €pyal e EUPOOT) OTNV KIVILOTOYPAPTON YUPUKTIPA, YEYOVOS OV €0pAimCE TNV
EMAOYT TOV MG TO WOAVIKOTEPO EPYOAEIO Y10 TV VAOTOINGT TNG GUYKEKPIUEVIG EPYACING.

29



Kepdiaio 3

30



Zyedaopog, Amaitioelg kol YAonoinon oto Blender

Kepdhiow 40: Xyeowoopos, Amartioels kor  YAomoinon oTo0
Blender

4.1 Ewoayoym

210 mapov KePdAao Ba Tapovclaotel avaALTIKA 1 S1AOIKOGI0 TOV GYESIGLOD Kot TNG VAOTOINGNG TOV
Tpodidotatov Xpovoroyiov, amd T GUAANYT TG OPYIKNG WEAG HEXPL KoLl TNV TEAMKN amOO0G,
axorovddvtag ta otadie tov 3D Animation Pipeline.

4.2 Pre-Production Pipeline, Xyedraopnog tov Tprodidotatov Xpovoroyiov

4.2.1 Boaowu) 10¢0 Kol Xye010.6TIKI TPOSEYYIoN

H avdmtuén tov tpredidototov ypovoroyiov Pacictnke oty 10£0. TNG UETOTPOTNG UG CUUPATIKNG
OTTIKNG OVATOPAGTACNG TNG oToptkng €&EMENG tov Tunqpotog Mnyoavikdv TTAnpogopikrg Kot
HAektpovikdv Zuootnpdtov o€ £va SUVOUIKO Kot 0@y UATIKO TPIeddoToTo TEPIPAALoV. Apetnpio Tov
oYe0l00H00 amoTédece €va oTOTIKO swkovoypaenua (static infographic), to omoio mapovoiale
GUVOTITIKA TO. GNUOVTIKOTEPO 1OTOPIKA YEYOVOTO KOl TIS Ypovoroyiec-opdonua g e&EMEng tov
Tunuatog (wova 4.1). Ztdyog g epyasiog nTav 1 alonoinon TV SuvaTOTHTOV TOV TPLGOHICTATOV
YPOPIK®Y KOl TOL animation, MGTE 1 TANPOEOPIN VO TOPOVCLOCTEL HE TEPIGGOTEPO EAKVOTIKO,
KaTOvonTod Kot Bldpatiko Tpomo.

EEEALEN Tou TpRpatog
Mnxavikwv MAnpopopikng Kat HAEKTPOVIKWY ZUGTNHATWY

1965 1981 1983 1987 1997 2000 2001 2012 2013 2017 2019 2020 2024 2025
=090 9o 90— o —¢ o & * o
18puan EEEMEN o Mpdypappa ‘Evtan otov Metovopaoia
Avwtépag Tunua Zmoudwy Texvoloylkd o€ TpApa
IXoAg HAEKTPOVLKAG TETPaEToUg Topéa twv AEl  HAeKTpOVIKWY
HAektpovikwy  ATEI® ldpkeLag Mnxavikwv Kat
og Tprpa ;
Mnxt:lr\]/fxwv % Evapgn Evtagn oty
, / Mpoypdppatog MoAUTEXVLKN
Mnpogopikrig y MSAKTOPLKGY xoM Tou
’;’yt Inouswv AINAE
’ Miotomoino
Evtagn oto AIMNAE I'IEV'EGETOEI]C " Armovopn)
NNz ané EQAAE  Integrated
Master atoug
arogoitoug
Mztov'opaoiu 'ISQuon ToU Eykatdotaon Evaptn NS ‘Evapén ﬂM;
cETpApa - TUPOTOG gt Zivéo «EUQUElG «EpappoaiiEva o Emayyehpatika
HAektpovikwy  MAnpogoptkrig Texvohoyleg Hhektpovikd Anpoupyta Tunuatog Sikawpata
KATEE ATEI® Awadiktiou» Zuotrpata Mnxavikav HAektpovikou
MAnpopoptkig kat Mnxavikou TEE
HAeKTpOVIKWY
TUOTNHATWY Kat
Aettoupyla
@ Tpripa Mnxavikiv Minpopoptii kat HAEKTpovikiv Zuatnpdtwy nevtagrolg NN

IXETKA Kalt pe To Turpa HAEKTpovLKG Kat pe To Turjpa MAnpopoptkig
@ Turpa Hhektpovkrig
@ TuipaMinpogopukric

Ewova 4.1 Zratkd Ewovoypaenpa Iotopkng e€éhEng TMITHE
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H Baokn oyediootikh 0éa ompiletal on ¥pnon Tov yOpov o¢ HECOV avaTapdcTocons Tov ypovov. O
1POvoG amodidetaor ypappkd HECm oG Aem@Opov 600 Awpldwv povig katevBuvong, Katd PRKog g
omoi0g ToTofETOVVTOL 01 CNUOVTIKOTEPEG YPOVOAOYIEG KOt T avTIGTOLY N 16TOPIKE YeYovoTa. H ywpun
avT avorapdotacn emitpénel otov Oeotny vo aviihapuBdavetor tn ypovikn e&EMEn ¢ pia cvveyn
Swadpopn), kaTd TNV omoia N TANPOPOPia. ATOKAAVTTETOL GTOSIOKA.

H agpnynom viomoteiton péow Vo Tplodidotatmy YopoaKTnpmy, ot omoiot cuuPoiilovv dbo @ottntég
UNYOVIKOUG, EKTPOCORAOVTOS avTiotoryo to Tuquo ITAnpogopikng ko to Tunua HAektpovikng. H
EMAOYN 000 QOTNTOV UNYOVIKOV ©G PUcK®V Yopoktnpmv ogv &ywve toyoio. Ot 600 pHOpEE
Aertovpyodv GLUPOMK(, EKTPOCOTMVTAG TIG OV0 OLUPOPETIKEG OKAOMUOIKES KOTELOVVGELS TOV
eEelynkov mapdAinio otov ypovo kol cuvéBorav otn SUOPE®GN Tov onuepvod Tunpatog
Mnyavikov [TAnpoeopikng kot Hiektpovikadv Zvotnudtov. Ot 600 yopakTnpes KIvobvTal TapGAANAQ,
0 kaBévag ot Ok Tov Ampida, akoAovddvTag T Ypovik) mopeia TV oviicTolywv Tunudtov. H
TAPAAANAT Tapovcio Toug Ko’ OAN T SLIpKELD TG APNYNONG ETTPETEL TV TAVTOYPOVN TPOPOAT TNG
16TOPIKNG eEEMENG TV 0DO0 TUNUAT®V Kol avadEIKVOEL TOGO TNV OVTOTEAT TOpEio. OGO Kot To. onpeia
OT0 OTOl0. VT GLYKAIVEL Xg KAOE ¥POVOAOYIN-OPOGTUO TPOYUOTOTOEITAL GTACT), KOTA TNV ool
TOPOLGIALOVTOL TO CNUOVTIKG YEYOVOTO TOL OVTIGTOLOUV GTI GUYKEKPIUEVT] XPOVIKN TTEPI0d0. XTIg
MEPMTMOGEL OTOL T YEYOVOTA OPOPOVV KOl TO VO TUNUATO, Ol 000 OdPOUEG GUYKAIVOLV,
avadelkvhovTag To Kowd onpeio g 10Topikng tovg mopeiag. H agnynon oloxinpdveror pe
GUVEVOGT TOV 600 YOpaKTPOV o€ pio véa popen, m omoia cupPorilel T dnuovpyio Tov gviaiov
Tufuroatoc Mnyavikav ITAnpoeopiknic kar Hiektpovikdv Zuotnudtov. Amd 10 onueio auto kKot ETELTa,
N mapovciaor cvveyiletal péso amd Evav eviaio yopakTipa, Le T Ponbeia Tov omoiov amoTLIMOVETIL
omTIKG M UETAPacn amd TG V0 SKPITEG 10TOPKEG SLOOPOUEG OTn cOYYpovn Voo aKOOM LIk
tovtoTTo ToVv TpnpoTog.

H ovykekpluévn oyedlooTik] TPOGEYYIoT EMOIDKEL VO, GLUVOLAGEL TN YPOVIKY OPYAvVmoT TNG
TANPOQOPIOG PE OTOYEID OMTIKNAG OPNYNONG Kol TPIGOAoTATNG OvVOTAPAoTAoNS. AVTL 1 1GTOPIKN
eEEMEN va mopovotdletol @ Hio GTAUTIKN YPOVOAOYIKT 0KOAOLOI0, UETATPENETOL GE L0 SLVOUIKTY
TPLEOLAGTATY ONTIKY O10dpoun, OTNV Omoie. 0 YMPOG, T Kivnom Kol 1 aQiynon AEITOLPYOLV
GUUTANPOUOATIKA Y10 TNV OTOTEAECUATIKOTEPT EMKOVOVIO, TNG TANPOPOPIaG.

4.2.2 Anmtiosig, [lpoowypagéc ko Iepropispoi

[Ipwv amd v vAomoinon Tov TPLEdLAGTATOL YPOoVvoroYiov, Kpidnke amapaitnTog 0 KaBopiopog evog
GUVOAOVL OTTOUTNOEMV Kot Tpodtaypapdv mov Ba kabodnyodoav tn oyediacn kot v avantuén tov. Ot
ATOITNGELG AVTEG TPOEKLY AV OO TOVS GTOYOVG TG EPYACING Kol ApopoVV TOGO TN AEITOVPYIKOTNTA TOV
GUOTANUOTOS OGO KOl TO TOLOTIKG YOPOKTNPIOTIKG, TO O7oio. £mpeme Vo O100€Tel TO0 TEAKO €pyo.
Mopdriinia, Mednkoy vTdYn o1 TEYVIKOL TEPLOPIGUOL TOV GYETILOVTAL UE TO AOYIGUIKO avamTuENG Kol
Tovg drBécipovg TOPOVG.

O1 Aertovpyucég amattioels Tov £pyov Kobopiotnkav pe Baon Tov facikd 6TOY0 TN TAPOVGUS EPYACING,
0 omoiog gival n onTTIKN TOPOLGICT] TNG 10TOPIKNG eEEMENG Tov TuRuaTog LEGH VOGS TPIGOLAGTUTOL
ypovoroyiov. To teAikd épyo Enpene vo vTooTnPilEL T XPOVOAOYIKT TAPOVGINCT) TV CHOVIIKOTEP®OV
YEYOVOT®V, S10TNPOVTG GOPT T XPOVIKH TOVg okoAovBia. EmmAéov, énpene va mopéyel T dvvatotnta
TAPOLGIoTg 000 TOPAAANA®V 1GTOPIKAOV TOPEIDV, UEXPL KOl TNV TEAKN €vomoinorn tovg. Emiong,
Kkpibnke amapaitnn 1 Tpofoin PACIKGOV TANPOPOPIDY GTO GTUAVTIKA ¥POVIKA 0pOGT|ILel, KOOMG Kot 1
VROGTHPIEN TNG APNYNHOATIKNAG PONG HECH TNG KIVINONE TOV YOPOKTAP®V KOl TG Kapepac LESH GTOV

32



Zyedaopog, Amaitioelg kol YAonoinon oto Blender

TpLodtdotTato ympo. Téhog, Pacikn AELTOVPYIKY OmOLTON NTOV 1 TOPAY®YY] €VOC OAOKANPOUEVOD
animation 7ov vo TapovGldlel e GLVEKTIKO TPOTO 0AOKAN PN TNV 1oTopIKY| €EEMEN ToL TuruaToc.

[Tépo amd TG AE1TOVPYIKEG AMOITNOELS, LEYAAN onuocio 600NKeE KAl 0TO TOLOTIKA YOPUKTNPLOTIKA TOV
TeAko0 amoteléouatog. H omtikomoinon émpeme vo olatnpel LYNAO emimedo caQnveElng Kol
AVOYVOGILOTNTOS, AGTE 1 TANPOPOpia Kot TO KEIPEVH TAPOVGIAOTG TOV YEYOVOT®V VO, YivovTol EDKOAL
avtiinmtd and tov Bgati). H ypovikn akolovbia tmv yeyovotwv Enpene va mapapeivel katovont Ko’
OAN TN JdpKELD TNE TAPOLGIACTG, EVA 1 KIVIoT TNG KAUEPOS KOl TOV YUPOUKTPOV EXPETE Vo ival
OMOAT KOL QUOIKT, Y0pig amotopeg petafdoelg mov Oa pmopodoay va ETNPEAGOVLY APVNTIKA TNV
gumepio mapakolovOnong. To ontikd mepifdriov Enpene va mopovstdlel aoONTIK cLVOY KoL va
VIOGTNPILEL TNV APNYNON YOPIG VO OTOCTA TNV TPOGOYN OO TV TANPOPOPIa KOl 1) GKNVH EMPENE VOl
dlotnpet 1oppomion HeTaED OMTIKNG AETTOUEPELNG KOt amddoong, dote Vo e£0opolileTal amodekTog
xPOVOG ATOO0GNC TOL TEAKOD animation.

Kozd v avantoén tov épyov Aebnkay veoyn opiopévol teyvikoi Kot oyedraotikol teplopiopol. H
viomoinon npaypatonowdnke amoxielotikd 6to Blender. To tehkd amotélecuo oyed1doTnKE MG TPO-
amod0GUEVO animation kol Oyl ®G OlOOPUCTIKY] EPUPUOYN, YEYOVOC TOL EMNPEOCE OPICUEVEC
oye0l00TIKEG emA0YéG Ko Oo efetactel oe emduevo kepdiato. Emmpdcbeta, m mopovcioom
TEPLOPIOTNKE GTU CTUAVTIKOTEPO 1GTOPIKA YEYOVOTH KoLl YPOVOAOYIES, Le GTOYO TN SaTHPNON TNG
COQNVELDG KOl TNG O@NYNUOTIKNG cvvoyns. TEAog, Ta KTHplo Kot TO VTOAOUTE. GTOUXElD TOV
neplpdArovtog Paciotmray oe peyddo Pobud oe omtikéc avoeopéc tov Ilavemiotnuiov ot
YPMNOILOTOONKOV e GKOTO TN dNpoVPYic EVOS avayvopIicon aKkadnpaikoD TeptBaAiovtog, yopig
VO EMOOKETOL 1] TANPNG OPYLTEKTOVIKT OVOTOPAGTACY] TOVG.

4.3 Production Pipeline kou YAomoinon oto Blender

4.3.1 Eykotrdotaon kol apyikn wrapopetpomoinon tov Blender

INo v avartoén tov TplodidotaTov Ypovoroyiov ypnoipomombnke €& OAOKANPOL TO AOYIGHIKO
Blender. I'a tnv vAomoinon g epyaociag ypnoipomomdnke n ékdoon 5.1.0 tov Aoyiouikod amd v
gnionun wotocelido https://www.blender.org/download/.

Metd v eyKoTaoTooT, vepyomomOnkav ta e&ng tpdcbeta, ta omoia Ba ypnoiponombovdv ota 6TadN
povtehomoinong kat rigging g epyociog, omd to Main Menu—> Edit—> Preferences—> Add-ons:

o Rigify (Ilpoocpépel Poaoikd templates yio avtopotn Onuovpyio okeketov omd Bones yio
avOpOTIVY LopPT KoL S1APOPEG LOPPEG LDmV)

e LoopTools (Mesh Modeling toolkit, To omoio mpoo@pépel emumAéov SLVOTOTNTES Yol TNV
eneepyacio Tov meshes)

e Scalable Vector Graphics (SVG) 1.1 format (Aivet ) dvvatdtnra sicoyoyng SVG apyeiov
g curves)

e Extra Curves Objects (tpocOétel emimAéov avtikeipevo mesh yio yprion otn povielomoinon)

4.3.2 Movteromoinon Xapaxtipo

[Ipdto Prino otn Sadkacior LOVTEAOTOINGONG QMOTEAEL 1 EIGAY®YN TOV EKOVOV OVOQOPAUC GTO
nepPaAlov epyaciog pog. ZVYKEKPIUEVO, OTN UOVTEAOTOINGOT YopoKTipwv Ponddast onuavtikd vo
€yovpe 3 OWYELG, TN UTPOCTIVY], TNV THO® Kol P TAAY1o, Kabmg UTopoDE Vo £YOVUE KOADTEPO EAEYYO
oT1G avaoAoYieg Tov TPEMEL va Tnpel 1 popen tov 3D mesh kot va PAEmovpe duesa TIg aAlayES KATA T
duwipkela  emefepyooiag, evorldoocovtag T yovie 0faong péow emroydv Omwc Front/Back
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Orthographic, Right/Left Orthographic, User Perspective x.d., ypnoponowwvtog to. shortcuts 1-9 tov
TANKTPOAOYiOL.

IMa va wpocBécovpe pa ewdva avapopds, oty apyikny oknvi tov Blender matdue Add (Shift+S
shortcut) - Image = Reference, Ppickovpe tv €ikovo oV eXBVUOVUE VO, EIGAYOVUE KOL TUTAUE TO
xovuni ADD Empty Image/Drop Image to Empty. Erovalapfdavovpe v 1610 dwadikacio kot yio Tig
vOhOITES EIKOVES avapopds. 'Emetta, emhéyovtag v kdbe eikdva EExmPIOTA Kot YPNGLOTOLOVTOS TA
gpyodeioa move (g shortcut), rotate (r shortcut) ko scale (s shortcut) oe Object Mode, TonobgtodE TIg
EIKOVEG avapopag ot onpeio Tov pog foievovy. Emiong, o ypiowun poduion eivat, yio tnv kabe
gwova amo tov Properties Editor tov Blender kot v kaptéla Object Data properties, va emAéEovpe
ol TAeVPA BEAovpe va gival opaty], £Tol ®oTE Vo unv TapeUPdAieTon Ko ennpedlel To omTIKO oG

7edio Kotd T didpkela poviehonoinong. Tao mapoamdve Prpota eoivovtal Pe T 6epd oty giKova 4.2,

Ewova 4.2 Reference Images Import

e Aerrovpyia Object Mode emiéyovpe kat dwaypagovpe (del shortcut) Tov kvpo mov wpootibeton €&
0pIGUOD GE Uia, VEQ oK VT Ko TpocBétovpe Eva véo plane mesh, to onoio o eme&epyactodue peténeita
v T dnpovpyia Tov povtédov. Xe Object Mode, enelepyaldpaote Ti¢ daotdoels, Tnv tonobecia, tnv
KMpoka Kot v tepiotpoen Tov Plane kot to tomobetodie oto onpeio T@v aE6VeV X,y,Z amd To 0moio
Oa Eextvoovpe ™ povtehomoinon.

BéATIOTN TPOKTIKN 6T LOVTEAOTTOINGT] XOPAKTN POV Eival v EEKIVAE 0ITO TO TAV® LEPOC TOV COUATOG,
OTMG TO KEPAAL, Kot va KoTePaivoupe mpog ta kdtw. Emdéyovtag to Plane Mesh ko petafaivoviog oe
Aerrovpyio Edit Mode = Vertex Mode, Eexvdpe v eneepyaoio. EmAiéyovpe cuykekpluéveg Kopueég
(vertices) ka1 pe Asrtovpyieg Extrude (e shortcut), rotate kot move, apyilovue va divovpe popen oto
UOVTEAO Hoc. AT 1) S1odtKaGio UTopel Vo ETaVOLOUBAVETOL KoL GTIG VEEG KOPLPEC TTOV SNUIOVPYOHVTOL
petd and extrude, OTOL Kot OTOTE YPENGTEL, Yo TNV amddoon TG entBountig popeng (Ewova 4.3).
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Ewova 4.3 Modeling, Initial Eye Shape

Mo va kaAOWyoLE T KEVE, T 07010l STIOVPYOVVTOL AVAUESH GTIC EMIPAVELES, ETIAEYOVUE TIG KOPLPES
mov emBopovpe ko pe v emioyn new Edge/Face from Vertices (f shortcut), mpocBétovpe véa
emavew. Emiong, oto onuela mov ypewdletor va TPooHBEGCOLUE  YEMUETPIKY) AEMTOUEPEL
ypnowonotovpe v emhoyn Loop Cut and Slide (Ctrl+R shortcut). Zmmv eikdva 4.4 PrAémovpe v
TPOCONKN VE®V EMLPAVEIDY, Ol OTTOIEG KUAVTTOVY TO KEVE, TOV VINPYUV TPONYOVUEVMG GTIV TEPLOYN
TOV HOTIOV, KOOMOG Kot TNV TpocsOnKr yeOUETPiOg 6TV TEPLOYN TNG LOTNG.

Ewova 4.4 Face Area after new faces and Loop Cuts
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Me tov 010 tpdmo cuvveyilovpe Tn HOVIELOTOINGN Kol TOV VTOAOUTOV HEPOVG TOL KEPOALOD TOV
yopoaktipa. Xovnlmg, oe onueio mov amoToLV MO WloiTEPT AENTOUEPELD GYXESOGUOD, OTMS Yiol
TapAdEYHa T ovTId, BonBdel onuavtikd 1 xpnon tov Modifiers, Tov Subdivision Surface Modifier, o
0 omoiog PeATidvel TNV eUeavion 6to Viewport yopig va ennpedlel T Ye®UETPIK TOV LOVTEAOD KOl TOV
Smooth by Angle Modifier, o onoiog otpoyyviedel avtdparta t okicon evog mesh Bdon tov yovidv
petalld yerrovikdv empaveldv. Amod 1o Properties Editor kot v kaptéda Modifiers motape Add
Modifier=> Generate kou emthéyovpe Subdivision Surface. Eravaiappavovue tn dadikacio Kot yio tov
Smooth by Angle Modifier (Ewova 4.5). Enpoavtikd eivor va avagépovue OTL 1 1EpApYNon TOV
Modifiers ennpedlet GQUEGH TO OMTIKO AMOTELEGILA KOL TV EPOAPLLOYT TOVG. XTO MO TAV® EMINEOO TPETEL
mévta va giodyovror ot Modifiers mov Béhovpe va epappodloviat Tpv amd ToVg EMOUEVOVGE.

Catmul-Clark

Ewova 4.5 Epappoyn Subdivision Surface kot Smooth by Angle Modifier

Onwc mopatnpeite p€xpt GTIYUNG HLOVIEAOTOOVLE TNV OPLOTEPT TAELPA TNG TEPLOYNG TOV KEPUALOD Ko
Tov Aapov. Tiyiveton dpwg pe ) 6e&id mhevpd; H ainbeia eivan 60t Ba pmopodoape pe tov id1o tpomo
VO LOVTEAOTOMMGOVUE Kal TNV GAAT TAELPE, ®GTOG0, 0vTd o fTaV aPKETA YPovoPOpo Kot TOAMITAOKO.
Tn A0om 610 cLYKEKPWEVO TPOPANUA EpyeTal va dMGeL 1| yprion tov Mirror Modifier. [TpocOétovtag
Tov ovykekpyévo Modifier kot emdléyovtag tov aEova mov BEAovpE Vo EPAPUOGTEL, UTOPOVLE TAEOV
va cuveyilovue va eneEepyalopaoTte T pio TAELPE Kot ot aAlayEG va epopprofovTol Kot oTov avtifeto
aéova (Ewdva 4.6).
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Ewova 4.6 Mirror Modifier

SuveyiCovpe pe tn dnpovpyia tov potiov, 6mov rpocétovpe, pe Shift+A oe Object Mode, éva véo
Mesh tomov Sphere. EmiAéyovue 1o mesh, 10 mpocapudlovpe kot To T0T00ETOVUE GTNV TEPLOYN TOV
patiov. 'Enerta, og Edit Mode enelepyalOpoote Tic KOPLQES KO TIG OKUES TNG TEPLOYNS TOV HOTIDV KoL
Beltuwvoovpe v tomoloyia, apop@OVTOG TEPITTEG KOPLEYES, e TN Aettovpyio Merge at Center (m
shortcut), 0OAOKANPOVOVTAG T1 LOVTEAOTOINGT] TOV KEPOALOD KO TOL AULUOV, OTIMG POIVETOL KOl GTIV
Ewova 4.7.

Ewoéva 4.7 Character Eyes and Full Head

IMa va, amo@vyovue TV TEPLTTN YPNON TOAVYDV®Y, 1 omoia Ba £xel GUECO AVTIKTLUTO GTNV TEMKN
amodoon, dev givol OmopaiTnTO vV dNUIOVPYHGOVUE OAOKATPO TO CAOME, TOL XOPAKTPA Kot ETELTO VO,
mpocBécovpe eMmMALOV PoLYOHO TV amd ovtd. OuclooTIKG To UEPT TOL CAOUATOG ToL O
KaAvTTOVTOL 0O T povya. dgv Oa eivar epeavh ot oknvi. ‘Etot, cuveyilovue pe ) povielomoinon
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TOV TOVKaioov tov yopaktpa. Ewodyovue otn oxnvn éva véo Cylinder mesh e Object Mode kot
énerta o Aertovpyia Edit Mode mpocBétovpe loop cuts kot 1o ene&epyalodpacte, Hivovids Tov oTadlokd
N pope1 mov embovpovpe. (Ewodva 4.8).

Ewédva 4.8 Character Shirt

Me tov id10 TpOTO Kal e TNV Elcaymyn evog akopa Cylinder Mesh dnuiovpyodpe kot To TovTeAOVL TOV
YOPOKTAPA, OTMG aiveTon Kol 6Ty €1KOva 4.9,

Ewova 4.9 Character Trousers

IMa ™ dnuovpyio TG TEAGUNG Kot TV dayTOA®MY TOL Yopaktipa, eiledyovue oe Object Mode éva Cube
mesh. Mertafaivovue oe edit mode wor pe Ctrl+R zmpocOétovue Loop Cuts. Xin ovuvéyelo,
YPTOCULOTOIDVTOG TIG TEYVIKES EMEEEPYAGIOG TOL EYOVIE AVAPEPEL KOL GTO TPOT)YOVEVE, frpLata, Kobmg
Kot pe emmAfov TeyVIKES, omwg to Inset (I shortcut) aAhd ko ™ xpron tov gpyoieiov smoothing
0AOKANPOVOVUE TN LOVTEAOTOINGT TG TOAAUNG Kot TV xeptdv (Ewova 4.10).
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Ewova 4.10 Character Palm and Fingers

Emum\éov, npocBétovpe éva véo Cube mesh, 1o enelepyaldpoote Kot SNUIOVPYOVUE T TOTOVTCLO TOV
yopaktipa (Ewova 4.11).

Ewova 4.11 Character shoes

‘Exovtag étoyo to Paocwkd povtéro, ypnolomolobpe Tn Aettovpyio sculpting tov epyoieiov yw
Bektiowon tov AemtopepeldV Kot Tov TeAkoD aroteléopatog (Ewkova 4.12). Mepikéc amd Tic PovpTtosg
7oV y¥pnoomomOnkay amod o assets Tov Sculpting Mode, givait ot grab, inflate/deflate, clay Strips, draw
sharp kon flatten/contrast. Kéfe pio mailet Tov oo tng poro kol mapdyel SlpopETIKO OMOTELECLAL.
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Ewcova 4.12 Character Sculpting

Enopevo otddio givar n dnpovpyia tov podimv. Av kot o propovoe va ypnopomombei to particle
hair system tov gpyaieiov, dev TpoTiunOnKe Yo AOyovg amdo00m G aAAY KOl GTIAGTIKOD OOTEAEGLOTOG.
Mo ™ dnuovpyio Tov paAliodv ypnoyoroonke £va véo Plane Mesh, to omoio e tn Aettovpyia snap
670 Vdpyov mesh Tov kePAAOD Kot TNV KATOAANAN enefepyacia ue sculpting édmae to emBLUNTO
anotédeopa (Eucova 4.13).

P —_—
‘1‘ —

et
SAATALE AR EL L P VA YA REEL T L], S A T T TS IZA AT AR AR FA LV WA YA EELT L o

’

Ewova 4.13 Character Hair
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Mo ™ cwot) amddoon g oKiaoNg TAVE GTO YOUNAOV-ToAVY®VOL mesh Tov HoAM®Y Yopig vo
ypeoTel aENON TG YEOUETPIKNG AemTOUEPELNG, EQaprooTnke 0 Weighted Normal Modifier, o omoiog
eEopolvvel TIg ayunpéc oKpéS. Me mapopoto Tpomo povieAoromdnikay Kot To ppholo TOL YopuKTAPO,
g Eeywplotd mesh kot tonobetOnkay Tévo oty Teptoyn Tov TpocmdTov (Ewova 4.14).

+%v ‘W ObjectMode v View Select Add Object 12, Global v Pv

[ M = bt

User Perspective
(195) char_bach | geo_eyebrows.001

Ewova 4.14 Character Eyebrows

Tehevtaio 6Tad0 etvar avTd ™G povteronoinons Tmv avikelpnévoy tov Ba anaptiCovv to poviélo Tov
YOPOKTNPO KOl omoTeEAEiTal amd TN Onuiovpyion T KATOC, TOV KOTEAOV KOl KAMOIOV EMmAEOV
OVTIKEIUEV@OV, OTMG TO. KOLUTLA KoL 1 YPAPATa Kot TO QOVAAPL, OAOKANPOVOVTOG £TGL KO TO KOUUATL
g évovong (Ewkodva 4.15).

Ewodva 4.15 Character Gown, Hat, Buttons and Tie
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OAOKANPOVOVTOG TO TOPATAV® PriRata, EXOVLE SNUIOVPYNCEL TOV YOPAKTHPO TOV Ba xpnoiomonOel
o6TN OKNVY, 01tmg eaivetal kot otnv Ewkova 4.16.

2+ ' Object Mode dd  Objec 1, Global v (Pv

(6) char_bach | geo_gown

Ewova 4.16 Tehkd Amotéhespio Movtehonoinong tov Xapaktmpo

4.3.3 Movrtehomoinon ktpiov kot tepifdriovra yOPov

Mo v viomoinon tov ktnpiov Evideidng, o6mov oteyaldtav n Xyxolny Hiektpovikdv mpwv
LETEYKATACTOOT TNG OTY Zivdo, XPNOULOTOWONKAV EIKOVES aAvaQOpds Omd aPYITEKTOVIKA oYEOLN, Ol
omoieg etvan d100éc1eg 610 https://storymaps.arcgis.com/stories/4227351f2b4c4c19ab6ac1df081caedb?2.
Ewodyovtag éva véo Plane Mesh kot pe mapodpoleg Asrtovpyieg emeepyaciog, OmMmMG Kol o
LOVTEAOTTOINGT) TOV YOPUKTIPA, dNUIOVPYNONKE apytkd 0 okeAeTOC TOV kTnpiov (Ewova 4.17).

Ewdva 4.17 Zxeretog Kmpiov Evkeidng
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‘Emeita, pe ypnom véov Plane Mesh kau eme€epyacio avtov, dnpovpynbnke 1o mapdbupo. o va
amo@hyovpe poviehomoinon OAmv Tev mapabipwv, ypnoponomdnke o Array Modifier kot émetta pe
v emioyn duplicate (shift+D shortcut) TomoBetnOnkav oto katdAinio onueia tov knpiov (Ewodva

4.18 a1 4.19).

Ewcova 4.19 Ktipro EvkAeiong, [Tapabvpa Array Modifier
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Expetailevopevol ta didpopa meshes mov TpocpEpeL 1o epyaieio Kot Ty eneéepyacio g YE®UETPIog
avtdv, dnuovpynnkay kot ta vwoOAOUTH GTOKEld TOL KTNplov, OT®MG Ol €lG0001, Ol GKOAES, T

VIOGTEYA, HEXPL TO TEAKO OMOTEAEGLO, TO OTTOI0 QOIVETOL KOl GTNV TAPUKATO gkdva 4.20.

Ewova 4.20 Ohoxdnpwon tov Ktmpiov Evkieidng

Me avtioTtoryeg dadikacicg dnuiovpyndnkav to kmpia [IAnpogopikng (ewcova 4.21) ko HAextpoviknig
(Ewova 4.22) mov oteydlovior oto AITTAE Zivdov, kabdg kot ta vtoAowma KTipia ov dnpovpynonkoy
Ko TPOGTEOM KOV GTNV TEAIKT OKTVY.

1, Global v (3

(=} H
User Perspective
(1) Scene Collection | Plane

AN R NN RN SEND SENN NNND NN NN NN WSS NN S SN —
] 2 t

R YR COGE At N ——- =¥ BN N N BN NN G e S

o

Ewova 4.21 Ktpro [Tinpopopiknig AITTAE Zivdov
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Ewova 4.22 Kmpro Hiextpovikng AITITAE Xivéou
Emumiéov, €yve poviehomoinon Sopdpmv assets mov yproiomodnkay yio vo YEPIGOuV T OKNVY,
onmw¢ meCodpdpia, dévipa, dpOLOC, droywPoTiKd, Kadot okovmdidv Kot dAra (Ewdva 4.23), ta omoia
Bacilovtar o Pacikd Mesh Objects, kvpimg Plane Meshes kat eneéepyacia avtdv.

Ewodva 4.23 Movtehomoinon Aowmwv Assets

IMa ™ dnuovpyia Tov Ypascidtov g oknvng aélomodnke to evoopoatmpévo oo Hair Curves tov
Blender. Apyid oxedraotnie yepokivTo £va HIKpO GUVOAO KOUTLAGDV Tov Ba ypnoiporoinbodv g
«odnyol» mMAV® oE o EMPAVELD €3GPOVG. XTN GULVEKELD, PECH LIOG OAVGIONS OO YEMUETPIKOVG
Kopupovg, opyavouévovg oe po oglpd ard Modifiers (Trim Hair Curves, Set Hair Curve Profile,
Interpolate Hair Curves, Hair Curves Noise, Frizz Hair Curves, Surface Deform), o1 odnyoi-kapumdreg
TOAAMOTAQGIAGTNKAY GE TUKVE, TUYOI0 OLUOPPOUEV TUAIATE YPOOISI00, Ue UETAPANTO UNKOC Kot
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TAY0G TAV® GTNV EMUPAVELD TOV £DGPOVG, DOTE VO AKOAOLOODV TIG TOPOUOPPADCELS TNG EMPAVELNG
avtg (4.24), amodidovtag £vo To PEAMOTIKO TEAMKO OmOTEAEG LA,

User Perspectve | |
(628} char_bach.008 fiCurves

@ (ceometry)

Ewova 4.24 Grass System Modifier Stack

434 Xaptoypaenon UV

Aol 0AoKANPOONKE TO KOUUATL TNG LOVTEAOTOINONG OAMV TV AVTIKELUEVAOV, TTPOYWPALE GTO EMOHEVO
otado, 0 UV mapping. Méow avtig tng Swdikaciag, Oo umopécovpe va omoddCOovUE, yopig
TPOPANOTA, VAIKGE KOl VOEG ot avTiKEipevo e oknvie. A&ilel va meptypdyovue T dodikacio
YPTOCULOTOIDVTOS MG TOPAGELY L0 TOV YOPOUKTPA, TOV EYE KOL TIC TEPIOGOTEPES AMALTNOELS, AOY® TNG
TOAVTAOKOTITAG TOV EMTAEOV POVYIGULOV KO TMV AETTOLEPELDV TOV TPIGOACTATOV LOVTELOV.

Apykd otddio g yaptoypdenong UV elvon n emthoy tov seams, Sniodn tov onueiov oto onoia Oo
«KOTED M EMPAVELN, OOTE VO, uTopEcovpe va v Eedumhdoovpe og o 2D empdvela. EmAéyovpe 1o
gkaotote mesh (w.y. v koma) oe Object Mode kot petafaivovpe oe Aettovpyio Edit Mode kot Edge
Mode, dote va emhéEovpe TG axpé, otic onoleg Bo epappocovue ta seams. Emidéyovpe 1o chvoro
TOV aKUOV 610 onoio BEAovpE va epappocovpe T Asttovpyio Kou omd To menu UV motdpe to Mark
Seam. AxoAovBolue tnv idta dtadikacio Yo OAa Ta ETPEPOLS meshes wov anapTilovy TOV YapPaKTHPO.
Ot akpég mov yivovtor marked eaivovtal pe KOKKvo ypodpa poilg odokinpmbel n epappoyn (Ewdva
4.25).

Ewova 4.25 Mark Seams
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A@oh 0AOKANPOGCOVUE TO LOPKAPICHO TOV seams, EMAEYOVLE TO OVTIKEIUEVO Kol amd TO 1010 PEVOD
kévoope UV Unwrap (Unwrap Minimum Stretch). ‘Eneita, petafoivovtag oto mepipdilov epyaciog
UV Editing, uropodpe va dovue 0Tt 1 empavela £xel EedmAwbel otov 2D yopo (Ewova 4.26). Exei
uropovpe va eneEepyactoope ta UV Islands kdvovtog align ko rotate, 1| €k véov unwrap £mg OTOV
KatoAnEovpe 610 emBountd amotélecua.

ct Image UV v Dudv @ Ny K]V char_a_diff ) [ ! editmode v ) @ t Add Mesh Vertex Edge Face UV

B0
User Perspective
(6) geo_gown | Plane.002

tion Unwrap

Angle

Ewova 4.26 UV Unwrap Example

O yoapoxtipog ™ oknvig amaptiletor amd moAAY JOlapopeTikd meshes, omote Oo MTav OPKETA
nepimioko va amodoBohv Sla@OPETIKH VAIKA, YPOUOTIGHOTL Kol avOAVCES VOOV o kiBe mesh,
gkpetarrevdpevol povo to PBaowod UV space evig tile (0-1). I'Y’ avtdév Tov Adyo ypnoomomfnke M
Abon tov UDIMs, 1 ooia enttpénel Ty tpocdnkm emmAéov tiles mov kakvmtovy 1o d1kd tovg UV space
K0l GTO 07010 LITOPOVUE VO AVOOEGOVE KOt VO EAEYYOVUE SLOPOPETIKES IOLOTNTES KOl TAPUUETPOVS TOV
unwrapped avtikelpnévov pEcw evog ko povo shader. Zto Blender, péoa and tov UV Editing Editor kot
ta Image Properties, aAlalovpe to Source oe UDIM Tiles, ki énerta mpocsBétovpe matdvtog to
goviotlo + ooa tiles ypelaldpacte. Xt cuyKeKPIUEVN TTEPITTMON, Y1 oLLoToOnkay cuvoikd 10 tiles
yopopéva avé 600 oepég, to tiles 1001-1006 kou to tiles 1011-1014. 'Enerta petokivovus to
unwrapped avtikeipeva ota tiles mov emBovpovpe, emdéyovidg to oe Edit mode kot ypnoyomoimvtog
T Agrtovpyia move. To TeElKd amoTéAEG O POIVETOL TOPOUKATD OTNV EKOVA 4.27, OOV TA TEPIGGOTEPA
unwrapped Meshes £yovv tomofetn0el ce duco Tovg, Egywpiotd UDIM Tile, pe eaipeon kdamoio wodd
UIKpE ovTikeipeva, 6mmg ta pdtio, ta omoia poipdlovral to tile Tov kePaAlol og Eexmploto, WKPOTEPO
UV island. Ta UDIM Tiles ypnowomomnikov pévo katd tn dwadikacio yaptoypdenong UV tov
YopoakTnpa. Xta vrolowma assets tng oknvig N dwdikacio g yaptoypdenong UV ftav yevikd mo
amAx], Kaldg dev amattnOnKe 1060 UeYOLOG PaOUOC EAEYYOV OTIC VYEC TOV ETLPAVEIDV.
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w Image []v char_a_diff ) W, ObjectMode v View Select Add Object 17, Global v (Pv . v
G0 Options v
v Image User Perspective

6) char_bach | geo_gown
Source  UDIM Tiles v (6) char_bach| geo_g

& /l.\textures\c...<UDIM>png [ &
2048 x 2048, RGBA byte, SRGBS_AS
Color Space  SRGB v
Alpha  Straight v
View as Render
Seam Margin 8
v UDIM Tiles
1001
1002
1003
1004
1005

Fill Tile

> Metadata

Ewova 4.27 UDIM Tiles

IMapouora dadikacia, ywpic ™ ypnon tov UDIM tiles, npaypatomombnke ota nepiocdtepa meshes
OOV YPELACTNKE VO, YIVEL OITOS0GN VYDV KAl VAK®DV, OTMS, Y10 TAPAOELY L, TO dEVTIPA, TOV dPOUO Kol

Ta S1apopa ktipla TG oknvig (Eucova 4.28).

v B oper - - -

Ewdva 4.28 Road, Trees, Buildings UV Unwrap
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4.3.5 Am06061 VAMKOV KUl VYOV

AoV €yovpe OAOKANPMOGEL TN UPTOYPAPTOT), TPOYWPALE GTO GTASO TNG AMOI0GTG VAIKMV KOl VOMDV.
Apywcd emléyovpe 10 avtikeipevo Kot tpocBétovpe €va véo vAKO amd tov Properties Editor kot 1o
Material Properties. Avto £yel @G AMOTELEGUA TN OMUOLPYIC EVOG OPYIKOD GUGTHLOTOC KOUP®V LE
Bacwod koppo tov Principled BSDF, péow tov omoiov pmopovpe va eneepyaoToOUE WOOTNTES TG
EMPAVELNG, OTOS TO YPOO, TN LETOAMKOTNTO, TNV TpayVTNTA Kot To subsurface scattering. EmmAgov,
pmopovpe pe  ypnon tov Shader Editor va mpocsBécovpe (shift+A shortcut) kot vo cuvévdcovpe
TEPIOCOTEPOVG KOUPOLS UE TN YPNON TOV €600V Kol TV ££60mV KaOe KOUPOL, dnUoLPYOVTOS EVal
gviaio ovoTnua dloyeiptong g ELPAVIoNS OAOV TOV YOPUKTNPA, TO 0moio ekpetailedeTon Too UDIM
tiles mov dnpovpynHnkav oto Tponyoduevo otddo. Ot Bacikoi kKdpPot Tov ypnoipomomnkay, Kabmg
Kol 0 AOYOG EMAOYNG TOVS, TEPLYPAPOVTOL TAPOUKAT®.

Texture Coordinate kot Mapping: O «opupog Texture Coordinate (¢£06o¢ UV) ypnoyloteiton yio v
TPOoPodOTNoN TOL KOUPBov Mapping, o omoiog cupmiElel pécw KhMpdkmong to multi-tile UV space og
KaTdAANAN KAlpoka, £161 dote ot endpevol KopPot mov Ba ypnoiomomBovv va pmopovv va dtadcovy
owotd ™ B¢om Kabe avikepévou péca oto mAéypa tov UDIM tiles, divovtag minpn €Aeyyo yio to kée
Pixel twv textures tng 3D oknvic.

Gradient Texture kot Separate XYZ: O xoépupog Gradient Texture divel pio opoAn Swopdaduion Typov
Katd pnkog Tov d&ova X tov UV ydpov, 1 onoia pag Ponbdet va Egxmpicovpie Tig oTHAES ToV tiles (m.y.
1001,1002,1003...). Emewdn Opwg ypnowomowodpue Kot Oevtepn oepd ond tiles(1011-1014)
nwpocBétovpe évav kouPo Separate XYZ miveo oto 1010 Mapping vector, ®GTE VO OTOUOVADGOVLE
Eeyoplotd kat tov dEova Y kot vo EEpovpe Ge TTola GEIPA TV tiles BplokOUOCTE.

Color Ramp Node xkou Mix: Xpnoiponotovvtar dvo kopPot Color Ramp, kabBévag and tovg omoiovg
avtioTotyilel péom g e£6dov tov Gradient Texture, Eva S10.popeTiKd apykd xpdLa o KAOE GTHAN TV
tiles. Emm\éov, mpocbétouvpe évav emmAéov Color Ramp xoppo, pe eicodo v tiur tov Separate XY Z,
0 07010g AEITOVPYEL OVGLUOTIKA MG SLOKOTTNG Kol LECH €VOG KOUPOL Mix emAéyel TEAKA TTO10 amd Ta.
dvo apyuca Color Ramp Ba ypnoipomomBei, avéroya pe tn oepd oty onoia avikel To ekdotote tile.
Me avtdv Tov Tpdmo Kabe mesh maipvel dapopetikd Pacikd ypodua, ovaioya pe to tile oto omoio £xet
tonmofetnOet, ywpig va ypetdletor Eeympiot) vEN Yo To Kabe mesh.

Image Texture: Mog divel ™ dvvatodtnte Tpoctning o (oypapiouévne veng dtdyvong, 1 omoia
oLVOLALETOL e TO TTPONYOVUEVO OTOTEAESUA HEG® evOG KOUPov Mix, pe Factor o kavdail Alpha g
id1og VENG. Me aVTOV TOV TPOTO UTOPOVLE VO, EIGAYOVUE EMTALEOV AETTOUEPELES TTAV®D A0 TO PACIKO
xpopa pe T xpnon tov Texture paint Mode tov epyaieiov.

Koupor Mix oe Lerrovpyio Multiply: Me t yprion tov koufov Mix kat puOuilovtag v 101dtra Blend
Type oe Multiply pmopolpe va amoddcovpe EXITAEOV okioon Kot avtifeon ota ypdupote HETaED TV
SLQOPETIKMV EMPOVELDV. XpnoipomomOnkav d0o T€To101 KOUPot, o £vag yia va oKovpaivel eviaio 6Ao
TO OMOTEAECLLO, KOl 0 AAAOG Y10 v GuVOLALEL Lo BonONTIKT VET OE ATOYPDOCELS TOL YKPL.

Combine Color ka1 Attribute: O1 x6upor avtol ypnoyomomOnkay yia ™ dnpovpyia custom Attributes
(xpopotikd kavéie R, G, B), divovtog ™ duvatdtnra oAAayng Tov ¥pOUATOS GUYKEKPIUEVOL mesh
yopic va ypewdletor va avoifovpe kol vo tpomomomcovpe toug kKouPfovg tov Shader Editor. To
amotélecpa vtV TV Attributes cuvovdletot e To Pacikd ypdpo HECH £VOG emTAEOV KOUPov Mix,
0 omoiog kabodnyeitar amd o, fondntikn paoka vene. H pdoka authy vadpyel povo 6€ cLYKeEKPIUEVQ
tiles (exel omov yperaldTOV EMAVAYPOUATIOUOS, OTMG GTNV KAma), omdTE 1) OLVATOTNTO CAAUYNG
YPOUOTOG PHESH TV Attributes epappoleton emidextikd Kot Oyl 6€ 0AGKANpO ToV yapaktipa. Evag
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oKkOUN Adyog MAOYNG aVTNS TG HeBOdoVL elvar 6Tt 0 yapaktipag Ba sicaybel oty TEMKN oKknvi LEGH
g Aertovpyiag Link tov Blender (yio kaAbtepr diayegipion LvAUNng TOL GLGTAUATOC), KATL TOL Ogv
emutpénel v anevbeiag enelepyasio Tov KOuPmv gvog linked avtikepévou.

Separate Color: Xpnoyomombnke yia tov €heyxo tov Roughness. H avtictoyn minpoopia eivar
amoBnkevpévn 610 koékKvo Kaviil puag UDIM veng, ondte o kopuPog Separate Color Egxwpiletl To
KavaAl avTo kot To 0dnyel oty gicodo Roughness tov Principled BSDF kopfov.

Subsurface Scattering: Me ) ypnon pog EEY®PIOTNS VOGS KOl TPOPOdOTOVTAG TNV €i60d0 Subsurface
Weight tov Principled BSDF koufov, propovue vo eréyEovpe 1o mod kot m6co évtovo Ba gival o
(QOVOLEVO TNG LTTOOOPLUG GKEOUGTS GTO OEPLLAL.

Merallixornra (Metallic): T 1o Metallic ypnopomombnke pia Eexwplot HaoKa veNG Kot Oyt Le
UDIM, aA)ld pe 6wed g kopPo Texture Coordinate ko Mapping. E@appdotnke petatonion kotd -1
otov d&ovo X, dote N O pdoke vo, KOADTTEL KOl VO, ETOVOYPTOLLOTOIEITOL CUUUETPIKA, XWOPIg VO
yperaletan Eexmplot) VON Yo KAOE TAEVPE TOV LOVTEAOVL.

v ewéva 4.29 gaivovior To fripato TpocOnKNng Kot EQOPUOYNS VAIKOV Kol TO apylKO GUCTNLO
KOUP@V TOV MOV PYEITAL AVTOUATA 0O TO GVOTNUA, KAODS Kot 1) TpocsOkn véou kOUPoL Yia anddoon
VENG, EVO otV €1KOVa, 4.30 pumopovue vo SOVUE GTLYUIOTLTO OO TO OAOKANPOUEVO GOGTN O KOUP®V.

Ewdva 4.29 TTpocsOrixn YAkov kot apyikd cvotnuo koppov Shader Editor

50



Zyedaopog, Amaitioelg kol YAonoinon oto Blender

Ewova 4.30 Oroxinpopévo chotnua KOUPOV TOV YopaKTip

INa ta vrérowma avtikeipeva dev ypetdotnke va vAomondel 1dco moAdmloko cvotnua shading. Zta
neplocOTEPA meshes Eyvav assign S14.popa VAIKG e amAoDe ¥p®UATIGHODS Kol VPES, Ol 0Toieg ivart
dwbéoueg dmpedv, amd Piprodnkec onwg to BlenderKit, ypnoyomoidvioag tov Pacikd koufo
Principled BSDF. Eriong, yia tn dnpovpyio tov textures t@wv MUEPOUNVIOV, TOV TIVOKIO®OV KOl TOV
KeWévev ypnoomombnke 1o dwpedv Online epyaieio Photopea, 1o omoio elvar dwwbéoio oto
https://www.photopea.com.

Mo tov oyedlcud TOV TPIOV YOPOKTHPOV — UNXOVIKGOV ETAEXONKAY Ol YPOUATIKOL TOVOL TOV
TopToKaM, Tov yolalompdoivov kot tov umie. H emiloyn tov ovykekpipévov ypoudtov Paciotnke
OTLG 0PYES NG TPOSPacIHOTNTOC, KOBMG 01 cUVOLACHOL CVTOT EIval YEVIKA EVKOAOTEPQ S10KPLTOL AUTTO
dTouo UE aypOUATOYiN 1| GAAEG OlOTOPOYEG TNG YPOUUTIKNG Opacns. EmumAéov, ta ypodpata ovtd
mapovctdlovy  kavomomTiky petald Ttovg avtibeorm, ovuPfdiAioviag oty coen SIKPIoT TGV
yopaktnpwv. Me tov 1pdmo avtd dStouc@oAileTar To YEYOVOG OTL 01 TANPOPOPIES TOPAUEVOLY KOTOVONTEG
KO EOKOAN OVTIANTITEG OO £VA EVPVTEPO GUVOAO YPNOTMOV.

4.3.6 Rigging

Emouevo otddio ¢ epyaciog amotelei to Rigging tov yopaktpa. [a tn onpovpyic tov apyiko
OKEAETOV KOL YLO. TNV OIOQULYN emovolouPavouevey yelpokiviitov fnudtov, ypnoyomombnke to
mpocheto Rigify. Xto nepipdAilov epyaciag Modeling kot og Aettovpyia Object Mode, matape Add kon
evromilovpe v emhoyn Armature. Amo to vmopevoy Rigify Meta-Rigs, emthéyovpe to Human. Mg
aUTOV TOV TPOTO EIGAYETAL GTN OKNVY, éval £TO0 armature PE TNV KOTAAANAN tepapyiki] doun Tomv
oot@v. ‘Emnetta, ue tic Asrtovpyieg move, rotate, scale mpocoppolovpe tov okeAeTd oAAd Kot To KkdOe
Bone Egywpiotd ota onpeio Tov yopaxtipa wov Oa wpénel va ennpedlovv, Kot TEA0G, apopoOvUE TO
mepTtd bones amd TNV TEPLOYN TOL TPOSHOTOL , pe To shortcut X kot petd delete bones, kabdg yia Tig
aVAYKEG TNG TAPOVC UG EPYUCING OEV ATOITEITOL AETTOUEPTG OMOS00T] TMV KIVIGEWDY Kol TOV EKPPACEDV
oL TPoo®Tov. Ot TapaTAvV® evEPYELES PaivovTal Le TN oelpd oty ewova 4.31.
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Ewova 4.31 Armature Bones Adjustment

2 ovvéyew, Ba mpénel va mpocHicovpe emumAéov bones ota avtikeipeva oto omoio BElovpe va
OmTodMGOLLE EMTALOV Kivion Katd To animation, 6T®g To KaméAo Kot 1 kama. Avtd pmopel vo yivel gite
glodyovrog véo Single Bone amd 1o pevov Add 1 emidéyovtag évo bone amd To VAoV Armature Kot
ypnoonoldvtag to shortcut duplicate (shift D). Eravoiappdvooue ™ dadikacio yio move, rotate Kot
scale Tov Bone, dote va tonoBetnBel oto onpeio mov Béhovpe (Ewcova 4.32).

Ewoévo 4.32 Hat Bone

AxoiovBodue to 101 Pripato Kot yo. Ty Tpoctnkn vémv Bones oty kdmoa, 1 omoio ypeidleTon
TEPLocOTEPEG 0o Hior oAvoideg bones, dote v amwod0bel pealMoTiKd 1 KiveT TG o€ daPOoPETIKA
onueia (umpootd, micw, TAdL). Aev ypeldletol vo dnpiovpynoovpe bones Kol 6TIg dV0 TAELPEG TG
kémoc. To Blender pog diver t dvvatdtnto va kdvovue Symmetrize otov dfova X Kol va
dnuovpynoovue oVTOUOTO TO, avTioTolyo bones otnv GAAN TAevpd. Amapaitntn tpoindbeon givar m
KaTdAANAN ovopacio tov bones pe ouykekpiuévec kataanéelc R 1 L avrictoya (sikdva 4.33).
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Me v i akpipdg Aoyikn mpootédnkav Kot emimAéov bones oTo HOVIKIO TNG KOOGS OOTE Vo
amodideTal o PuoKd 1 Kivion oto Veacua YOpw and Tovg Ppayioveg katd To animation. Kot £dm
dnuovpyndnkav bones pévo otn pion TAELPA KOl TN GLVEYXEW Eytvay Symmetrize otV amévavTl
TAELPAL.

Ewova 4.33 Gown Bones

E@ocov éxovpe OLOKANPOGCEL OAEG TIC OMOLTOVIEVEG EVEPYEIEG GTO OKEAETO UAG, TO Tig eivor Bepntikd
étolno. Qot6c0 vmapyel o emmAéov duvatdtnta péow Tov mpoobetov Rigify, n  omoia
ypnoonomdnke oty mopovoa truylekn. Me v emthoyn Generate Rig , to epyaeio dnpovpyel Eva
custom oKkeAETO, OKPIPOG 1010 pe TOV apykd, e custom ¥POUOTO KOl GYNLOTO OVATOPAGTACTG TMV
06TV, T0 07010 Ponbdel onUAVTIKE 0pyOTEPD GTOV EAEYYO TNG KIVIONE TOV S1AQOPMY LEPDV, GALG KOl
OTNV EVKOAOTEPT OTTIKN CVOYVAPICT] TOV 06TAOV, Yopic va ypetdletor va mpaypotonomel avt n
Sdwdkacia yepokivnta yio Kabe 0ot (Ewova 4.34).

Ewova 4.34 Rigify Addon, Generate Custom Rig
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[Ipoympdvtag ota emdueva Prpata e Swdikaciog, kdvovue apply O6Aa to transformations oto
Armature ko omodidovpe Papr emAéyovtag apytkd Tov yopaKTnpa Kot £melta To Armature, Kot LE TO
shortcut ctrl+P natdpe Armature, Deform With Automatic Weights, ywa va opicovpe 1o parenting ion
v autopatr omddoon Papovc. ‘Enetta, edéyyovue omd Pose Mode g avtamokpiveTal o YopaKTipog
KOl O POVYIGUOC OTOV LETOKIVOVUE OLLPOPETIKA UEPT] TOV okeAETOV. Onmwg mopatnpodle Kot oTnyv
gwova 4.35, pe v avtépartn omddoor Papovg dev Agttovpyodv Ola téAEln o OAa ToL onueia Kot
VIAPYOVY aVETIOOUNTES TAPUUOPPDCELS KVUPIOG GTA povyd TOV HOVTEAOL. AVTO cupPaivel ENEON O
alyopiBpog Bone Heat mov ypnopomoteiton katd ) dwadikacio ovt, Paciletal otov dyKo Kot Tnv
OmOCTOCT TOV KOVTIVOTEPMV Vvertices, TO 0Tolo £YEl GOV OMOTEAEGUA VO, OTOTVYYXAVEL VO OTOOMDGEL

omotd ta fapm o€ avTikeipeva Tov £govy peyain andotaon 1 entkaAdTTovy dAAa meshes, Omwg 1 Kdma.

Ewova 4.35 Apply Transformations and Automatic Weights

INa va dopbmdcovue ta avemBounto deformations 610 gldyioto duvatd, mPENEL XEPoKivnTa LE T
yphion tov epyaieiov Weight Painting, yio kdfe ootd, va ehéyEovpe Kol vo YPOUOTIGOVUE 1)
amoypopaticovpe ocvykekpéva vertex Groups, emnpedlovrag Tic TES Pdpovg kol €merta vo
Eavadokipdoovpe oe Pose Mode g amodidovion ot aAlayég pe ELeyyo tng Kivnong. ZTrypidtuno g
dwdwcaciog tov Weight Painting yio pepikd omd ta pépmn Tov YopoKTnpo, QAiveTol otV TapaKkdT
gucova 4.36.

Ewoéva 4.36 Bone Heat Weight Painting
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H ovykekpipuévn dadikacio ypeldotnke vo emavoingbel apketés @opéc, kobBm¢ Ogv vmapyovv
ouykekplpéva Bépn mov propovv va amodofovv, dote vo emtevydel 1o téAelo amotéieopa. H Bektiooon
TOV OMOTEAEGUOTOG EPYETOL LEGO OO EMAVOAUUPAVOUEVES OKIUEG KO GUVEYEIG AAANYEG OTIC TIUEG TV
Bapdv kol oto avticTtolyo vertices Tov GAANAOETOPOVV.

"Eyovtag olokAnpaoet Oha ta tapamdve Prpata, To Rigging tov yapaktipa £xet ohokAnpmbet (Ewkdva
4.37).

User Perspective
(2) rig | rig : shoulder.L

Armli (10 Arm R (1K)
FK) PR

(Twead] Twaak

Legl (1K) Leg R (IX)

(Fra (FK)

(Tweakl Twreak

Ewova 4.37 Rigged Character Completed

Emm\éov, mpaypatonomOnke yeipokivnto Rigging oto Mesh, to omoio Oa aviurpocwnevet Tov mémvpo
7oV o epmepI€yel ToL KEIEVA LE TA SIAPOPO YEYOVOTO TOV TUNOTOC, MOTE VO, LWITOPEL Va, YiveL LETETELTO
animate to EETOALYLLOL KO TOALYLLO TOV TTOTTVPOL. TE QVTH TV TEPITT®ON, T0 Rigging tov apKeTd amlo,
TpocBéTovTog pepucd bones kot Kdvovtag parenting 6to Bone nov tonofetnOnke otn de€1d dipn tov
mamvupov (Ewéva 4.38).
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Heca Prer an

Ewova 4.38 Rigging [Tamvpov

4.3.7 Animation

H dwdikacio Tov Animation paypoatonom)Onke og 00 oTAdo. ApyLKd dnpovpynOnKay To ETUEPOVS
actions péca ot KNV pyaciag Tov KABe avTIKEWEVOL (YOPOKTNPOS KOt TATVPOG) KOl EMELTA, LE T
yxphon ¢ Asrtovpyiag Link tov Blender, to avtikeipeva avtd pali pe to actions kot ta NLA Strips
TOVG eloNYONCAV 6TV TEAKN oKNVY. TNV TEMKN GKNVI £YIVE 0 GLVIVOAGHOG KoL 1] ¥POVIKT d1evhEéTnon
TOVG TAVD GE Lo eviaio xpovikn ypappun dwipkelag 4200 frame.

I'a ™ dnuovpyic Tov animation Tov YOPAKTNPA HETOPaivove 61O TEPPAALOV epyaciag Animation.
EmiAéyovpe 1o Armature xon aAlaovue o Asttovpyio. Pose Mode. ®a ypnoponomocovpe tov Action
Editor tov Blender, o omoiog pog divel ) duvotdmnto SNUIovPYiog S0QOPETIKMDY EVEPYEIOY ToL Oa
YPNOLOTON OO0V HETEMEITA YO TIG OVAYKEG TNG TEAIKNG oknvig, kabdg kot To gpyoieio Nonlinear
Animation, péc® TOV 0010V UITOPOVUE VO OPYOVMOGOLLE Kol VO GLVOVAGOLE Ta actions ovTd og pia
gviaio ypovikn aAiniovyia.

IMa ™ dnuovpyia kivinong giodyovpe keyframes otov Action Editor 1 otov Dope Sheet Editor pe )
ovvtopevon I 1 pe de&l Khik kon insert Keyframe oe Pose Mode, oe cuykekpiéva frames tng oxnvig,
petaxvovtag to bones tov rig otic embountéc 0éoeic. Amd tov Action Editor moatdupe New o
dnuovpyode éva véo action. Me avtdv tov tpomo dnpovpyndnkov petald dAiwv, to actions Idle
(kivnon npepiag) Walk (mepmatnua), RaiseHead kot LowerHead (aviymon kot youniopo kepoiton)
KkaBdg kot £va otatikd action Rest.

21 ovvéyewn, petofaivoope otov NLA Editor, emtiéyovpe 1o action mov dnuovpynoope Kabs popd
ka1 wotape Push Down Action, dote 1) evépyela vo petatponet o€ strip nave o€ Eeymplotdo NLA track
Kol vo, propovue va, cuveyicovue va v enefepyaldpacte aveEaptnto amd to vroAowmma actions. Mg
TOV TPOTO aTO dnpovpyeital otadakd Eva cuvoro amd NLA tracks, éva yio kdBe opdda kivnong, ta
Strips T®V Omoi®V LWITOPOVLE VO LETOKIVIGOVLLE, VO ETUNKOVOLLE 1] VO ETAVOAGPOVE TAVEO GTN YPOVIKT
akolovbia, ®mote va TETOYOVE o oHVOETEC EMavaAUUPAVOUEVES KIVIGELG. XTIC TOPpaKAT® gkdveg 4.39
ka1 4.40 eaivetor n dnuovpyio tov Idle kot Walk Actions kot otnv gikova 4.41 1o teAikd Animation
TOV YOPOKTNPO UE OAO TO, actions.
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Ewova 4.39 Idle Action

Ewova 4.40 Walk Action
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Madeling

User Perspective
{204) char_bach | rig

aQ

a Qg

=
1]
]

Payback v # Keying v oA Pren an .

Ewova 4.41 Final Character Animation Actions
H {010 dwodikacio eQapUodcTKE Kol Y10, TO Tig TOL TUTVPOL GTN OKN TOL EEY®PIOTH GKNVI OT®G
QaiveTol kol 6NV Topakdto skovo 4.42, yio actions 0TmG To EETOALYLLO, TO TOALYLLO KOL TO KOO,
amodidovtog v embount) kivinorn katd Tn SIPKE EUPAVIONS TOV KEWEVOV TOV YEYOVOT®V TNG
16TopKnG e&€MEng Tov Tunpatoc.

User Perspective
(36) Cousction | Armature

Ewdva 4.42 TTamvpog Actions
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TéNoc, 0nmc avagépOnie Kol TUPATdvd TOGO 0 YUPAKTAPUS OGO KOl 0 TATVPOG e XONCAY GTIV TEMKN
oknvn pe 1 Aettovpyio Link. Ta NLA strips tov 600 avtikeyévov tonofetnnkov KatdAinio ndvem
OTNV EVIOIQ XPOVIKT YPOUUT akoAovBing, MOTE Ol EMPUEPOVS KIVAGELS VO, UUPAdIfovV YpOVIKA pe TV
eEEMEN ¢ vrdhong oknvnic. Emiong, n kivnon g kduepag otny TeMKn KNV 0&V EYIVE LE T pNom
keyframes amegvBeiog oto avrtikeipevo g wapepag, oAld péom evog Eexoplotol UNYOVIGLOV
otoyevone. ['a va emrevyBel avtd epappootnke €vag constraint Tomov Track To, o onolog avayxélet
TNV KAUEPO Vo OTPEPETAL cuveymg Ttpog €va Empty Object, to omoio eivon parented oto rig tov
yopaktipa. H teyvikn avt) mpotyumbnke, kabog amlomolel onuoviikd t dwdikacio. E&aipeon
OmOTEAOVV KOO0 KOUUATIO TG OKNVIG, OTTMG, Yo Tapddetypa, petosd tov frames 3150-3181, dmov
d00nke kivnon oty B v KApEPA Yo TNV omdd0oN KOVIIVOD TAGVOL GE GUYKEKPLUEVO GUELD TG
OKNVNAG. ZTIypoTuTo T0v Animation g TelMkng oknvig and tov NLA Editor paivetor 6ty Topakdto
gwova 4.43.

[ I < I3

=
=
=
]
v
=
=
=

Ewobva 4.43 Final Scene Animation NLA Editor

EmnpdcOeta, ypnopomombnke to ovotnua couatdiov (Particle System) tov Blender yio v
amod0oN KIvnong TV €p€ TOV TUPOTEYVILOTMOV TOV TPOCTEONKAV ot oknvi. Anuovpynbnkav 4
LSy KA YPOVIKA HETOTOTIGHEVE (VYN copaTdI®V, KoBEva amd To omoin amoteAeiton amd SVo PACELS:
pio 0pYIKn @Aom EKTOEELONG e COUOTION YOUNAOTEPNG TaOTNTAG KO KPT|G d1dpKetog Long Kot pia
devtepn @dom Ekpnéng pe coUOTIO TOAD VYNAGTEPNG KOl TLYOiaG TOYOTNTOG TPOC OAEG TIC
katevbovoels. Kot otig 000 @doeic epapuoctnke mpocopoinon @ucikng (Newtonian) pe emidpoon
Bapdtnrag, dote To copatidw vo akoAovBodv T euoikn Tpoyld TTdong petd v éxpnén. ‘Enetto,
npooténkav dvo Keyframes, éva oty apywkn 0éon extd&evong kot Eva oty tedikn Béom Ekpnéng
(Ewova 4.44).
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Camera Perspective
(3132) firewrks | emitter_out_01

Ewcova 4.44 Particle System Fireworks

4.3.8 D@oTIoNOC KO KANEPES

To Blender og onowdnmote véa oknvi tpocBétet pia Kapepo kot pia mnyn emtdg Tomov Point Light.
Mo v kauepa g oknvig ot pLOUicelg NTay YeviKa amiéc, aAlalovTag TV €0TIOKN ATOGTAUCT] TOV
@okov og 39.12mm kot S10Tnp@VTEg TOV TOTO TOL UKoV o€ Perspective.

I'a tov potiopd ™ oknvng aeapédnke to apyikd Point Light kot ypnoponomdnke véa mnyn eotog
tomov Area light. H mnyn tomoBetnike o peydin andotacn amd tn oknvn, Kot pubpictnike g vyniy
évtaom 10000000 ko Oepud ypmpa 5S708Kelvin, ®oTE VO, TPOGOUOIDOVETAL 1] GLUTEPIPOPE. TOV NALOKOD
0mT0G¢. O GVYKEKPIUEVOG TOTOC PMTICUOV TpoTymnke omd 1o Sun light, 610TL TomOOETOOUEVO GE
HEYAAN ATOGTAOT], ATOSIOEL KL AVTO GYESOV TaPAAANAES aKTives, OT®S Bo GLUVEPAIVE KOL LLE TO YOS TOV
NAoL, e TO TAEOVEKTNILA OTL, AOY® TOL KOBOPIGUEVOL HeYEBOVG TOV TAPAYEL TTLO LOAOKES, PEOAOTUKEG
OKIEC KOl OTOdIOEL O PEOMOTIKT EUPAVIOT] EMAV® OE YVUMOTEPEC KOl UETOAMKEG EMPAVELEC.
Emmléov, ypnowomombnke o gwova mepipdiiovtog, mpocbétoviag ota World Properties tov
gpyoreiov éva HDRI background amd tnv 1otoceAida Poliigon, pe moAd youninq évtaom 0.2,
AELTOVPYDVTOG CUUTANPOUATIKE 6TO PACIKO MG TNG OKNVIG GAAL KOl Y10 TV 000G TOL 0VPAVOD.

4.3.9 Rendering

I o rendering ypnowomombnke n unyavn Eevee. Ot Bacikdtepol Adyot emhoyng e unyovig Eevee
évavtt g unyoving Cycles givar o ypdvog amddoonc, ot duvartdtnteg tov hardware Tov VTOAOYIGTH TOV
YPTOLLOTOOMKE Y10l TV VAOTOINGT) TOV TPOKTIKOD UEPOVG TNG EpYaciog, kabdc Kot To TeAko stylized
OTOTEAECUO OV EMOIDKOVUE VO €YXEL TO TPLGOIACTATO YPOVOAOYLO TG epyociag. Ot xupidtepeg
pvOuioelg mov emAéyOnkay oty koptéda v Render Settings @aivovial otny enduevn swova 4.45 kot
gEnyodvTon TaPUKAT®:

60



Zyedaopog, Amaitioelg kol YAonoinon oto Blender

Render Engine

ewport

~ Render
Samples

+/ Shadows

Volurme Sh
Resolution
v Advanced
Light Threshold

> Light Paths

“ |+ Raytracing

Method Screen-Trace
Resolution  1:2
> Screen Tracing
> & Denoising
~ & Fast GI Approximation
Threshold
Method  GlobalIllumination

Resolu 11

Ewova 4.45 Render Settings

Render Samples: O oplOudéc tov deryudtov ava Pixel, o omolog xabopiler moca deiypota
YPTCULOTOLOVVTOL Y10, TOV VTOAOYIGUO TNG TEAIKNG TIUNG KaOe pixel. H abénon tov apiBpov tov samples
oupPdrier otn peimon tov BopHPov Kot otn Pertioon g mOWOTNTOS NG TEMKNG ekdvoc. [a Tovg
OKOTOVG TNG epyaciog Kot Emetta omd d1dpopeg SoKIUEG, opiotnke 1 TN 48, dote va emitevydel Eva
TKOVOTTOUTIKO Kol KaBapd amoTtéAespia, yopic Oume va emtBapOveTol VITEPPBOAIKA 0 GUVOAKOG YPOHVOG
amOd00NG TNG OKNVAG.

Shadows: H pnyovi anddoong EEVEE ypnoiponotel shadow maps yio Tov vmoAoyiopd temv oKV, o€
avtiBeon pe v pnyxavn Cycles mov vroloyiletl tig okiéc péow ray tracing amevbeioc. Ot mapdueTpot
Rays ka1 Steps kaBopilovv v modtnTa detypatoinyiog tov shadow map, pe tnv mpad vo. opilet
oo axtivec vrohoyilovtol avd pixel yio Tov VTOAOYIGUO TNE OKIAC, Kal TN devTePN va opilel mdoa,
gvddpeoa Prpata egetalovtan Katd unrog kdbe axtivag. Enedn otn oknvi vmdpyel ovslootikd pio
Kupiapyn myn eoticpov to Area Light, ) onoia kodvmtet £va peyddo avorytod mepiaiiov, avéndnie
0 ap1Bude TV rays o€ 4 kalm T TV Steps og 12, dote va, omoegvydei 00pufog kat avakpifeleg otnv
amodoon oKimv, yopig va ypewactel vo avénbel o cuvolkdg apiBudc tov render samples. Oco
eplocOTEPA Elvarl To. fripata T0c0 avdvetot Ko 1 akpifeta kot givat po Waitepa onpovTikn poduon
o€ peydideg oknvég, 0oL 1 TNy POTOS PpioKeTol o PHEYAAN OTOGTACT).

Raytracing: EvepyomomOnke n emthoyn Raytracing, ®cte va amodo0obv 6mGTE 0L avTavakAGGELS Kot
0 £UUESOC PMTIOUOG O EMPAVELES ne petaAlkdtnra. [Topddinia, peiddnke n tiur tov Resolution cg
1:2, doTe 01 LVIWOAOYIGHOL ray tracing Vo TPAYLLOTOTOIOVVTOL GTN HIGT| 0vAALGT 08 GYEoM UE TNV TEMKN
€IKOVOL KOl OTN) GLVEYEWD VO, TpaypoTomoleital to upscaling/denoise. H emthoyn oavt) pog Pondd
ONUAVTIKA, AoV UG EMLTPETEL VA, LELOGOVUE APKETA TOV Ypdvo amddoong, Bucialovtag edyiota Thv
TOLOTNTA TOL TEMKOD ATOTEAEGLLOTOC,
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Olec o1 vmohowmeg pvbuicelc otnv koptéda Render Properties mapéuewvov g eiyov, Pacn tomv
TPOEMAOYDV TOL EPYAAELOL.

Mo emmAéov pOOen Tov evepyomom ke, n onoia oyetiletal dpeoa e To amotéAespo Tov Rendering,
aeopd Tov PTIcHO. Xt0 Area Light tng okmvig evepyomomOnke n emdoyn Shadow litter, | onoia
dnpovpyel po toyoia petatomion oto shadow map o kéOe rendered sample. Enedn ta samples
cuvovalovtat, pe kKabe mépacpua 1o amotélecpa PeAtidveTol divovtag mo OUOAEG KOl QUOIKES OKLEG
(Ewova 4.46).

W Area > T\ Area

\v Area
» Preview

v Light

Baint It Sun ] Spot in) Area

Temperature |+ 5708K .

Power 10000000.000
Exposure 0.000

« Normalize
Shape Square
Size
v [ Shadow
Jitter o Overblur

Filter 1.00
Resolution Limit 0.0001 m

> Influence

Custom Distance

> Custom Properties

Ewova 4.46 Shadow Jitter Light Settings

O VTOAOYIGTNC TOV YPTGLUOTOOMKE Y10 TNV VAOTOINGT] TOV TPAKTIKOD LEPOVS TNG EPYACING OAAG Kot
tov rendering £yt Aettovpykd cvotnuo Windows 11 ko drabétet T mapoxdro hardware Specs:

CPU AMD Ryzen 5 2600X (6-core/12/thread), GPU AMD Radeon RX 5700XT (8GB VRAM), RAM
48GB, 1TB Samsung EVO SSD.

Av Kol umopei vo unv omoTeErEl 0mopaitnTO KOUUATL TG EPYAGING, O VTOAOYICUOC KOl 1 avdAven TV
1POVeV amddoons cupPairet oty atttohdynon g emhoyn g unxoving EEVEE yia tv tedikn anddoon
TOV TPEOIoTOTOL Ypovoroyiov. o v ektiunon tov cuvolkol ypdvov amddOcNG TNG CKNVIG
wpaypatomoidnke doxipaotikd Rendering oe mévie dapopeticd frames g GknviAG HE TN Unyovy
EEVEE. O ypovog amddoong ovd frame wopdvinke petald 64,5 wor 152,1 devteporéntv, Ue
EKTILOUEVO HECO Opo Ttepimov ta 121,4 devtepdrenta avd frame. H drokdpavon avth opsiletat ot
SlopopeTiKn ToAVTAOKOTNTO, TOV KGOe frame. Me Bdon tov Topandved HEco 6po, O EKTIUMHUEVOS ¥POVOG
amodoong oAOKAN PG TG okNVIS Kot yio To 4200 frames, vroloyileton o€ mepimov 141,6 dpeg, dnhadn
Snuépeg ko 22 mdpeg ovveyduevng Aettovpyiog Rendering. e avtiotoryn dokiun pe v unyavn Cycles
pe T mpokabopiopéveg pubuicelg tov epyodeiov, o ypdvog avtdg eivanr mepimov 1,83 @opéc
UEYOADTEPOG, LE EKTIUADUEVO ¥POVO amddoong TG oknvig 259,1 dpeg, dnradn 10 nuépeg kot 19 dpec.
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H el amddoon tov 1610v frame pe ypnon kot tov 2 unyavev, eoivetor oty Ewova 4.47 (apiotepd
7o Render pe EEVEE kou 6e€14 To Render pe Cycles).

Ewova 4.47 EEVEE vs Cycles Render Example

I tig puBuioceig eE6dov Tov Rendering mpotiunOnke n e€aywyn tov kébe frame ¢ gwodva pe Lopen
OpenEXR, dote va diatnpovviol 0Aco To render passes Kot To TANPES eVPOg ypoudTev. Av kal Oa
umopovcope va gEdyovpe 10 amotélecpa omevbeiag oe popoen Pivieo, dev cvotnveral, kobmg av
TPOKVYEL KATO10 GLUPAV 1] COUALLN KOTA T ddpKewa TG eEaymyng Oa Tpémet va paypotonomBel and
v apyn N dwdwacio. Avtibeta, pe v eEaywyn tov kdbe frame w¢ ewova, pTopodiE Vo eTAEyovLLE
ovykekpévo frame yio eoywyn yeyovog mov mpooeépetl gvehiéio. Emiong, e&dyovtag wg ekdva,
€yovpe KaAOTEPO EAeyY0 otV UeTémelto emelepyasio Kot d10pOmon avemiBOUNTOV ATOTEAEGUAT®V, OV
ypewotel, oe pepovopéva frames.

INa v amddoon tov gpé TV TupoTEYVNUATOV Ypnoomomdnke o cvotnue copatdiov (Particle
System) Tov Blender. Anpuovpynonkav técoepa dtodoyikd, ypovikd petatomouéva (e0yn couatidiov
amoTeAOVEVA 0O dVO PACELS.

4.4 Post-Production Pipeline 6to Blender

Metd v olokAfpwon tov Rendering yio 6An v okolovBio twv frames g TeAKNG OKNVAG,
akolovBei 10 o1dd10 Post-Production. Xg ovtd 1o 0TAS10 B0 EKUETOAAEVTODUE TO EVOOUATOUEVA
gpyodeia Tov Blender, Compositor ka1 Video Sequence Editor, ta omoia ypnoiponombnkav yio
ovvbeon, enelepyacia kot TV TeEAKN e&oy@yn Tov OAoKANPOUEVOL Bivieo TG epyaciag.

4.4.1 Compositing

H ovvBeon oto Blender mpaypatomoieiton pe ovomquo koppov ond 10 mepifdiiov epyociog
Compositing. ['la tnv 1eAk1| chHvOeo TNG OKNVAG GLVILAGTNKAY dVO SLUPOPETIKEG aKOAOLOiES ElKOVMV
pe ) ypnon ovo Image Sequence kopPov: N kKOp 0wdOOCT TG TPLGOAGTOING OKNVAG Kol pio
Eexoploth axoAovdia yio To QE TV TVPOTEYVNUATOV, 1) 0TTol0 0T0d00NKE EEXYMPIOTA Y10 GUYKEKPIUEVT)
XPOVIKT] GTLYHT TNG OPTYNONG.

Apycd, ypnooromdnioy kot cuvdvactnkay Kdmolol factkol koppot yo tn fertioon Tov orTiKon
OTOTEAECUATOG. XVYKEKPUEVA, EQUPUOCTNKE Lo oelpd dopbmoemv ypodupotog, avtifeong kot
eotevotnrtag pe t ypnon tov Color Correction, RGB Curves kot Exposure k6pfov avtictotya.

EmmAéov, yio o mupoteyvnpata ypnoipomombnke o kopfog Glare, dote va amodobel cwotd t0 €€
™G AAUYNG YOP® 0o T0 pOTEWVA ornueia tng Ekpnéne.

INa v Tpocopoimon tov mediov fabovg (Depth of Field) tng xapepag, ypnoyomomdniay 600 koéppot
Defocus. O mpdtoc kouPog sivar vrevbovvog yio to B0AmUL TV oTotyeiny oy Ppickovtal To KovTd
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TNV KAUEPO, EVD 0 OEVTEPOC Y10 TO OOAMLO TV TTLO LOKPIVAV oneiv, emttpénovTag £Tot oveEdptnTo
éleyyo Tov Paburod Bordpatog exatépmbev Tov onueiov eotioong g kapepos (Eucova 4.48).

0.910
¥ Clamp Factor

Angle 3 Factor  1.000 Contrast 1.000

Gamma  1.000
Gain 1135
o
Max B... 16.000 Offset  0.000

Hi
Use Z-Buffer L. 1.000
Z-Sc... 100.000 ¢ 1.000
1.000
1.000

0.000

Ewova 4.48 Defocus Node, Depth of Field

To amotélespo tov Compositing, mepviel og gicodo oe évav Vignette koppo, o omoiog crovpaivel
oTadKG TIG Yovieg Tov TAGVOL Kol TeEMKG kotoAnyel otov kouPo File Output, o omoiog
ypnooromonke yo v tehikn e€aymyn otov dicko pe popen PNG, petatpénovtag ta apywd EXR
apyeio Tov Rendering o€ o gdypnotTn LOPOT Y10t TO EMOUEVO GTAII0, OGS PAIVETAL KL GTNV TOPAKATM
gwova 4.49.

D H Compositing

] w o x Backdrop

Reset Node

Name
Label
Color

> Color Corection ¥ Show Options

v Vignette
Mute

Jects\Art P...cenes\complout, [l
Factor  0.816 o
=

¥ 10.602

Image Muiti-Layer EXR

v Node Format

¥ save as Render

PNG (.png)

Management

v Images

# Clamp Factor

e © Result

Ewova 4.49 Compositing Output
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4.4.2 Video Editing kou Final Output

Metd v ohokAnpwon tov Compositing, 1 TeAky] akoiovbia eikovav, mAéov o€ PNG popon, etonydn
otov Video Sequence Editor oto mepipdAlov epyaciog Video Editing tov Blender, 6mov
TPOUYUOTOTOMONKE 1 TEAKT] GUPPAPT TOLG OE Mo viaio ¥povikn akolovbio. Amod exel €yve Kot M)
TpocONkm keyévov oty apyn Tov Pivieo (Ewova 4.50), n tpocHnin Nyov, kabadg kai 1 e&aywyn Tov
amoteléopatog oe TteAKn popen Pivieo MP4, odokAnpdvovioag €16t T0 GOVOAO TNG TOPAYMOYIKNG

Swdkaciog, amd ™ povieromoinon £m¢ 10 TEAKO, ETOLO TPOG AVOTAPOYWOYT, ApYELO.

Ewcova 4.50 Video Sequencer Intro Text

4.5 Emniloyog

270 KEQAAO0 OVTO TPAYUATOTOONKE AVOAVTIKY] TEPTYPAPN TNG S10SIKAGING TOL GYESAGHOD KOt TOV
Pnudtov avamtuéng Tov TPIedioTaTOL YpovoAoyiov pe T ypnon Ttov Aoyicukov Blender.
[eprypdonke oAOKANPN 1 TOPEio dNUIOVPYING TOL TPIGOAGTATOV, animated Epyov, amd T dnpovpyia
TOV HOVTEA®V, TNV TPOETOLLAGIN TV VOOV Kol TOV VAIKOV, £0¢ To Rigging, To Animation, tn pOOuion
Kéipepag Kot eoTicpov, To Rendering kot 1€A0g 10 6tdd10 ToL Post-Production yia tnv teAikn e€aywyn
TOV TEAKOV Pivreo.

Kdébe otado é0eoe T1g d1kég TOL TPOKANGEIS: amd TNV 0pYAvVOoT TOV VE®V OOTE Vo, vTootnpilovy
€VEMKTO YpoOUATIoUO, LEYPL TN O10pBmoT TG KivioMg TOL POLYIGLOD KOl TOV VTOAOYIGUO PEAAIGTIKOD
xpdvoL amddoong pe Pdon to dabésyo vakd. H eumeipio avédeiée mdco otevd cuvdedepéva gival ta
EMUEPOVEC GTASLOL LLOG TETOLNG TAPUYWDYNG, KAODC amopicels 6€ TPMIULO 6TAd0 ennpéalay LYV TIC
SVVATOTNTEG GE EMOUEVOL.
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Yvunepdopota kot BeAtidoeig

Kepdhow So: Xvupmepdopoata ko BeAtimosig

5.1 Ewoayoym

210 TopdV KEPOAOIO TPUYUOTOTOLEITOL 1| GUVOAIKY ONOTIUNGT NG MTLYWOKNG €PYAciog Kot
aflohoyolviol To OTOTEAECUATO 7OV TPOEKLYAV amd TOV OYedloUd Kot TNV avamtuén Tov
TPLGOAGTATOL Ypovoroyiov. Apyikd, mapovcidlovial to POCIKEA GLUTEPAGUOTO GYETIKE pHE TNV
enitevén TV 6TOY®V TOL TEONKAV KOTA TOV apyIKO GYESIAGHO KOl GOAANYT TG WE0C, KOOMG KOl [ TN
GUUPOAN NG OMTIKOTOINONG OEOOUEVOV UECH TPIGOICTOTMV YPOPIKMOV OTNV OTOTEAEGHOTIKY
TOPOLGIOOT] TNG 1OTOPIKNG TANpogopiag. XTn ouvvéyxewd, mpoteivovior mlavég PBeltidoelg Kot
HeANOVTIKEG emekTAGEL;, Ol omoieg Ba UmopoLGAV VO EUTAOVTIGOVV T AELTOVPYIKOTNTO KOl TIG
dVVATOTNTEG TOL £PYOV.

5.2 ZXopmepaopato

H mapodoa ntoylakn epyacia eixe mg kHPLO 6TOYO TOV GYEIAGHO KoL TNV aVATTLEN EVOG TPLGOLAGTUTOV
YPOVOAOYIOL YO0 TNV ONTIKN Tapovcsicon G otopikng e&éMéng tov Tunpatog Mmnyovikdv
[TAnpopopwkng ko Hiextpovikdv Xvotmnudtov. Méso amd T HeEALTN TOV apy®dV TNG OTTIKOTOINGoNG
OedOUEVOV KOl TOV TPLOJIACTATOV YPAPIKAOV, 0AAA Kol TV olomoinon Tov Aoyisuikov Blender,
avamTOyOnKe £vo, OAOKANPOUEVO TPIGOIAGTATO animation, T0 0T0i0 TOPOLGLALEL TNV IGTOPIKN TOPEin
tov Tpnuatog pe TPOTO TEPIOGOHTEPO KOTAVONTO, EAKLOTIKO KOl OQNYNUATIKO GE oxéon ue pia
oupuPartikn 6160140TaTN TAPOLGINOT).

Kotd ™ dudpkela g epyaciog damotddnke 0Tt 11 a&lomoinon twv TeEXVOAOYIOV TPIoIUCTUTMV
YPOPIK®Y UTOPEL VOL EVIOYDGEL GIIUOVTIKA TIV KOTOVOTGN KOL TV OTTIKT ENKOVMVIO TNG TANpOopopiog.
H ypnon tov yopov, g Kivnong, Tov QOTIGUOD KOl TNG OMTIKNG aQNynong cuvéfaie otnv
OTOTELEGUOTIKOTEPT] TOPOLGIOCT) TOV 1OTOPIKMOV YEYOVOT®V KOl €nETpeye otov BOeotn va
TOPOKOAOLONGEL e PLGIKO TPOTO T YPOVIKY] EEEMEN Kot TN oxéon UETAED TV EMUEPOVS YEYOVOTMV.

H viomoinon tov épyov chuemva pe to 6tadio Tov 3D Animation Pipeline enétpeye v opyavouévn
avAmTTLEN TOV TPIGOLAGTATOV ¥POVOAOYIOL, ATTO TOV APYIKO GYESACHO KoL TN UOVTEAOTOINGT £MC TO
animation, To rendering kot tn petayevéotepn emnelepyacio Tov tehMkov Pivteo. H mpocéyyion avtn
avEDEIEE TN ONUOGIN TNG COOTNG OPYAVMOONG TNG TOPAYMYIKNG O10dikaciag, dedopévon 0Tt kdbe oTad10,
EexmploTd 0ALG Kol GUVOAIKE, EMNPENGE TNV TOLOTNTO KL T GUVOYN TOL TEAKOD OTOTEAEGUOTOC,
[Mopddiinia, n epyocio avédelée Tig duvatotnTeg Tov Blender wg oAokAnpmuévou epyaieiov avantoéng
TpLodLdcTaToL TEpleyopévon. H eviaio mAat@oppo epyaciog Tov TPOCPEPEL ETETPEYE TNV OAOKAN PO
OA®V TOV ETUEPOVG OTASIOV TOPAY®YNG YOPIG TNV avAyKn YXPNOoNG OLPOPETIKAOV AOYIGUIKOV,
S1eVKOAHVOVTAG TOGO TNV avATTLEN OGO KOl T JlaEIPLEN TOL £PYov.

SUVOAIKA, ol 6TOYOL oV TEOMKAY Kotd TV Evapén g epyaciog emitedyOnkav. 1o mwAaiclo tng
GUYKEKPIUEVIG EPYOCING, OXESACTNKE KAl VAOTOMONKE €va Ae1Tovpykd TPIGOAGTOTO YPOVOAOYLO, TO
omoio a&lomolel TIg 0PYES TNG OTTIKOTOINGNG OEOOUEVAOV KO TG OTTIKNG APYNONE Y10 TNV TOPOLGINCT
mg totopikng e&éMéncg tov Tunuatog. To oamotedéouato TG €PYOCiag KOTAOEIKVOOLY OTL TO
TPLEOLAGTUTO YPOUPIKA KOl KOT  ETEKTOOCT] TA YPUPIK(, VTTOAOYIGTOV GUVOALKA UTOPOVV VO, OTOTEAEGOVY
€voL  OTMOTEAECUOTIKO UEGO OPYAVOONG, EPUNVEING KOl EmKOwmviag obvvletng mAnpogopiag,
TPOCPEPOVTOG VEEG OLVATOTNTEG OTNV AVATTVEN EKTALOEVTIKMOV KOl TAT|POPOPLOKADV EQUPUOYDV.
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5.3 Merhovtikég Bektiooeig

ITapdro mov ot 61dYoL TG Mapovcas epyaciag emTehyNKav 610 GOVOAD TOVG, VIAPYOLV OPKETESG
SuvaToOTNTEG TEPUTEP® OVATTVENG KOl ETEKTOOTG TOV GUYKEKPLUEVOD TPIGOLIGTUTOV YPOVOAOYiov, ot
omoieg Bo umopovoay va BEATIOGOVY TOGO TN AELTOVPYIKOTNTO OGO KOl TN GUVOAIKY EUTEPI0 TOL
xphoT.

Mio onuovtikny enéktacn o Mtav 1 peTaTpomn Tov £pyov amd TPO-amOdOGHEVO animation oe
dwdpactikny gpappoyn. Me tov 1pdmo avtd o ypnomg Bo pmopovoe vo mepuyeitan eredBepa oTo
TPLEOLAGTATO TEPIPAAAOV, VO, ETAEYEL GUYKEKPIUEVES YPOVIKEG TTEPLOOOLG 1 YEYOVOTA Kol Vo AapPavel
EMTAEOV TANPOPOPIEC HECH OLOOPACTIKOV OTOWEI®V, OT®MG OVAOLOUEVO TAPABVPO Kol EIKOVEC.
Emmpdobeta, o pmropodce va emidéyet S100p0peTiKéS d1dpoLES Tapovsinons, vo petofaivel amevbeiog
G€ GUYKEKPLUEVES YPOVOAOYIEG, VO EEEPEVVE TA TPIGILAGTATO LOVTEAQ OO SLPOPETIKES OMTIKEG YWVIEC,
KaODS Ko VoL EVEPYOTOIEL TPOOPETIKN MYNTIKN apriynon 1 eneEnynuatikd vAko. Ot duvatdTnTeg aVTég
0o kabiotoboav TV Tapovoiaon TEPIOCOTEPO EEATOUKEVUEVT, EMITPEMOVTIOG GTOV YPNOTN VA
OAANAETIOPA LE TO TTEPLEXOUEVO COUPMOVA LLE TO, EVOLOPEPOVTA KA TIG OVAYKEG TOV.

H viomoinon tov ypovoroyiov og o pnyovn avantuéng epopuoyadv, Omwg to Unity 1 1 Unreal Engine,
0o emétpene TNV EVOOUATOON TETOL®V OOPOCTIKOV AELTOVPYIOV, TN PeAtimon tng amddoong oe
TPOYUATIKO ¥pOVO Kal TN dLvOTOTNTO O1dfeong TG €QPUPUOYNC O TOAMUTAEG TAOTQOPUES, OTMS
VIOAOYIOTEG, KIVNTEG CLOKEVES Kol dtadikTvakd mepifdriovia. A&ilel va avapepbel Tmg 0 oYed10GHOG
OA®V TOV OVTIKEWEVOV TPOyUOTOTOMONKE HE YVOUOVO TN HEALOVIIKY] EMEKTOGIUOTNTO KOL TN
GLUPBATOTNTA TOVG LE UNYAVES oL VIOV (game engines), kaBdg kol pe teyvoroyieg 6mmg t0 Web3D,
ue okomd TV TPocOnkn S1adpacTIKOTNTAS.

[No tov Adyo avtd, katafindnke onpavtiky TPoomddeld 1 LOVIEAOTOINGT TOV YOPOKTNPW, TOV
Knplov kol tov meptBdilovtog ydpov va Tpaypoatonom el pe 1€1010 TpOTO, MCTE VO UITOPECOVY VoL
gnovoypnoponombodv g Erolpna aveEdptra Tpiodidotate HovTEAa (assets) HECO GE TETOLEG
TAOTQOPUES. ZUUTEPOCUATIKA, TO UEYOADTEPO HEPOG TOVL TPLGOLAGTUTOV TEPLEYOUEVOD  TTOV
avantoyOnke oto mAaiclo g epyaciog pumopel va aglomomBel oe LEAAOVTIKEG eQapUOYEG YOPIG Va
ATOTEITAL EK VEOL LLOVTEAOTOINGT), YEYOVOG TOV UTOPEL VO LEUDGEL OTLAVTIKA TOV YPOVO avATTUENG
piag mhovig StadpacTikig EKS00TG TOV EPYOU.

Téhog, Ba pmopovoay va mpoctedoly emMMAEOV OTOWEIN OMTIKAG KOl MYNTIKNG QPynong, Omwc
APNYNUOTIKY (OVH, MYNTIKG €PE Kol EUTAOLTICUEVO, animations, MCTE 1 TOPOVCiaon va Yivel
TEPIOCOTEPO EAKVOTIKT Kol VO eVioyvBel 1 cuvoAkn eumelpio Tov Beaty].

5.4 Eniloyog

H ovveyng e&EMEN tv TexvoAOYIDV TOV TPIGOICTOTMV YPAPIKOV Kot TV UeBddmV ontikomoinong
OEJOUEVOV OMLOVPYEL VEEG SVVATOTNTEG Y10 TNV OTOTEAEGLOTIKY TOPOVGINGT GVUVOETNG TANpOoPOpiag
o€ TAN00C EMGTNUOVIKADV, EKTOOEVLTIKMY KOl ETOyYEApOTIKOV Tediov. H a&lomoinon ¢ tpiedidotatng
ameKoviong dev meplopiletar mALov otn flropnyavio TOV YNEOKOV LECOV KAl TNG WOYOYOYING, OAAL
EMEKTEIVETOL OE TOUELG, OMMG 1 EKMAIOEVOT), 1| €PELVA KoL 1 EMCTNUOVIKY EMIKOW®Vi, OTOL 1
KOTavOnom Kol 1 LETAO0GT TG YVAOONG AmOTEAOVY POCIKEC TPOTEPULOTITEG.

H mopovca epyacia extyeipnoe va avadeilel Tig duVATOTNTES AVTEC LECH OO TOV GYESOOUO KoL TV
avanTuén evog TPLodlaoTaTon Ypovoroyiov, alonolmvtag To Aoylopuiko Blender kot t1g apyég tov 3D
Animation Pipeline. H dwodikacio oyedlocpov kot viomoinong avédei&e 0Tt 1 GUVOLAGTIKY a&loToinom
NG OTTIKOTOINGNG OESOUEVDV, TNG OTTIKNG APNYNONE KOl TOV TPIOOACTATOV YPUPIKOV UTOPEL V.
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Yvunepdopota kot BeAtidoeig

petotpéyel pio GLUPATIK TOPOVGINGCT) IOTOPIKMY TANPOPOPLOV G Wi TEPIGGATEPO OPYAVOUEVT,
KOTOVOT T KOl TOPAGTATIKY EUTEPin Yia TOV Beart).

H oloxinpwon tng epyaciog amotedel apetnpio Yo TEPAITEP® EVAGYOANCT UE TIG SVVATOTNTEG TOV
TPLEOLAGTATOV TEYVOAOYIDV OTNV TOPOVGINGT) TANPOPOPIOV Kot dedopuévav. H cuveyng eEéMén tov
Swbéoiumv epyoreimv Kol TEYVOAOYIDV OVOUEVETOL VO OTLLOVPYT|GEL OKOLUN TEPIGGOTEPES EVKAIPIES Yia
MV OVATTLEN KOWVOTOU®MV £QOPUOYDV, GUUPBAAALOVTOG OTNV OMOTEAECUATIKOTEPN EMIKOW®VIO TNg
YVOOTNG Kol GTHV EVIGYLON NG EUmELPiag TOL PN OTH.
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