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Euxaplotisg

OAokAnpwvovtag auto To PifAio opsidw va suxaploTiow pia
Oelpd avBpwmoug TTou uvESoAAQV aTnVv auyypapn Tou.

Mpwta art’ 0Aa, Ba NBEAQ var EUXOPLTTNOW TOUG (POITNTEG JUOU
ko TiG epeuvnToleg . TpBEMa kou A. AartportovAou, ato lMavert-
amuo Autikng Attikng (MAAA), kaBwg nTav ot TpwToL avayvw-
OTEG QUTOU Tou LiBAIOU (O HoPPN ONUEIWITEWV) KAl OL TTIO QUOTN-
pol aélodoyntég ™G aéloroinaorg Tou aTo OUWVULO UABNUa.

2TV ouvexela, v ayarmmuévn uou E. Molpn e v omola
HOLPaOUATTE KOWEG avnauyleg kot axedia ato MNMAAA Kot Toug
ouvadéApoug kat pidoug atnv AZIPA EANAS.

Mio mapea pAikn kay, TV (Sl aTiyun), eva ETOIKOSOUNTIKO
Kol aopoAEG TiepiBdAAov Snutoupyia.

oAU &exwptatd, Ba NBeAa var eUXPLOTNOW TOUG CUVTEAETTEG
™G Towviag The Mirror Stage, kot (Staitepa Tov 2. MMoAuxpovdkn
yla TN oUOTNUATIKN Kot UeBOSIKT) epyaaia Tou aTov TPLOSIKOTATO
axeSLAaUO Kot SILOUPYIX TWV TKNVIKWV TNG TAWVING, TTOU ATTOTE-
Agge ) Bdon yia ) Snpioupyio autov Tou SiAiou

TéAog, Ba nbsda va ekppdow TNV IKavormoinan pov yiax tnv
ouUVAVTNON KAl oUVEPYaaio Lov e Tov 2. NIknTormouAo, ekS0Tn
OTIG EKSOTEIG PAISIUOG TTOU UE EVETIVEUTE UE TNV TIPOTEYYLON
TOU, UE ogfaaud kot vBUVN, amévavtt gs oTLéNToTE SnLoUp-
YIKO, ElTE UTO lval pLa ouvtayn lte Eva Epyo TEXVNG. ErmmmAe-
OV LE TIG EUTTOXEG KAl KAUPLEG TTOPATNPNTELG TOU OTO KEIUEVO
ouveBade oualaatika atn BeAtiwon Tou. Puaikd, Ssv Ba ma-
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poAsipw va uyaptotrow Tov B. Zupiyo yia ™ oupBoAn tou
0€ aUTI) TN OUVEPYQaTia.

KAgivovtag, Ba nBeda va emtionuévw ot auto to LifAio si-
vat N AoYIKn) guvexEla SUO aKOUQ, TTOU Ttponynbnkav, gs k-
Soan tou NeavikoU MAdvou. Twv «Animation e KoOkAgg» Kat
«To Animation w¢ Epyalsio MaBnong» ta omoiat NTav TPoiov
EPELVAG KAl TEPAG epyaatnpiwv animation oto “@eotiSaA
QAuurtiag yra Moudid kot Néoug” kat oto “@eatifdA Tauviwv
MikpoU Mnkoug Apduag” Yrndpxet Aotrtov (us dpoug animation)
background.

Evxapiotw, Aortdv, amd kapdidG tnv Tplavdpio Anuntpen
2rupou, Niko @soboaiou, Xpnoto KwvatavtomouvAo, Tou Pe-
orifaA OAvurtiag yra Maudid kot Neoug kat TNV opada Toug
Kot Tov agiuvnoto Avtwvn lNamadomovAo kat 0An tv oudda
ToU PeoTifAA Tauviwv Mikpol Mrkoug Apauac.
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MpoAoyog

Av Ba BéAape va ovopaTiooupe pe pa Agn TNV ovsia autov Tou PiAiov
TOU XTTUPOV ZIAaKa, Ba Aéyaype TEPYPA.

H yépupa eival outr Tiou evwvel S0 0xBeg TOV Elval TOOO KOVTA Ko
OMWG, XwpPIg T xPNon Tng eivatl ampooTEAaoTeG oToug “Slafateg” Tou
BéAouv va epadoouv amevo,vTL Etol kat outd to BBAio evwvel Svo Tplo-
OLAOTATEG TEXVIKEG animation, TNV TIapadOCLOKN) TEXVIKH TNG XELPOTIOINTNG
KOXTOOKEVNG KOL TNV QVATTTUEN QTG TNG TEXVIKAG 0TNV WNPLOKK) ETTOXH TIOU
elval TG00 KOVTA oav TPOTIOG OKEWNG Kot Snpoupylag. Me Tov TpoTo autd
YIVETOL KATOVONTO OTL TO TEPACUA ATIO TN XELPOTIOINTN KATOOKEUN) OTOV
TpLodidotato oxeSloopd péow H/Y eivat va BApa ipog TNV avamtuén vEwv
EPYOAEIWV SNULOVPYLOG KAl EKPPOACNG, TIATWVTAG 0TaBep& oTIg TIapadoat-
OKEG TEXVIKEG. Agv glval Tuxaio, AAWOTE, OTL 0 ITIVPOC ZIAKAG ETIEAEEE VO
BepeAlwoel Tn SIkN Tov yepupa Tdvw otnv Tawia Tou «The Mirror Stage». H
BB yvwon Twv TINywv Kait N cuBeVTIKOTNTA TOU TIPWTAPXLIKOU TOU UALKOU
Tov PorBnoe va atrogl oTaBepA 0 KAOE TOL Priat WOTE VO OAOKANPWIOEL
pE amOAUTn eTiTv)io ouTo To omouvdaio BBAio. MapdAAnAa, n mAoyn Tou
Swpeav Kal avolXToL KWAIKA Aoylopikov Blender, wg mpdtaon aglomoin-
ong Twv epycieiwv Tplodldotatng dSnuovpyiog computer animation, tpoo-
SideL TTOAU peydAn eAevBepia 0TOV avayvwaTn-SNULOVPYO.

Qg ekoudeVTIKOG, HEAOG Kat A.E.M. Tou MA.AA., Ba RBeAa Vo ekPpAaow TLG
EVXOPLOTIEG OV TIPOG TOV ZTTUPO ZLAKA YU auTO TO BBALO TTIOU KAVEL TIANPWG
KOXTOVONTO OTOUG (POLTNTEG OG OTL TO BN aTtd TO AVOAOYIKO OTO YNPLOKO
Oev gywve pe tapOevoyevean.

Emtiong, wg Sputikod peAog tng ASIFA EAAGSOG kat evepyny animator amd
10 1978, Bt NBAX VOl EKPPAOW EVAL HEYAAO EUXOPLOTW EK HEPOUG TWV ETIALY-
YEAHOTUWY Tou EAAnViKoU Animation.

Dr EAévn Moupn
KoBnyntpwax MAAA., Tuqpa Mpo@loTikig kot OTTikAg Emikowvwviog
NVWOoTKO avTikeipevo Kivoupevo Zxedto - Animation
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Tplodlaotatog Ixedloopog MeppaAiovtog - 3D Modeling yla Animation

Tot KVoUpEVOL OXESI ElvVall IO TEXVN TWV TEAEUTAlWY SEKQETIWY, ival N Ko-
TEEOXNV KIVNHUOATOYPOUPIKH) TEXVN TOU ONMEPA. AVOTIOPEVKTQ, VOl APPNKTAL
ouvdedepevn pe TN Sadikaoia TG ekmaideuong TO00 TNG TUTIKNAG 00O KAl
NG &TunnG. Ektelveton o OAeg TG BaBpideg TG, EekvwvTag amd tnv Ipooxo-
AN nAia kat eOA&vovTag oTNV TPLITORAOLA EKTIAUSEVON. ZUVETIWG, KPIVETOL
EEQUPETIKA ONUAVTIKA TLG TEAEUTaEG SEKAETIEG N CUUPBOAN TWV EAANVIKWV TIO-
VETILOTNULOKWYV WOPLPATWY 0TNV avATITUEN TOL EAANVIKOU Avipéloov.

‘Eva Eexwplotd TopaSety o Snptoupyol 0AAG Kol KUPLWG TIVETILOTN LA
KOU SQOKAAOL OTOV TOMEQ MO Eival O ZTIUPOG ZIAKOG,. XTNV TIOPELX TOU EXEL
emudei€el To Suvaplopd Tov amauteital yla TV €EEAEN TNG YVWoNng Kal TV
avadelgn tng dnpovpylag oe éva eEwaTpePeg SiTtoro. AlBETEL TTEPALTEPW),
TN OEUVOTNTA KA TIG COPELG YWWOTIKEG OAAX Kol NOIKEG BATELG TTOL 0dHYN-
OOV OTNV AVAYVWALONA TOU WG EVOC OTIO TOUG ONHAVTIKOTEPOUG AVOPWTIOUG
NG EKTIAiSEVONG KIVOUPEVWY OXESIWV 0T XWPO.

Itnv AZIOA EAAAY — EAAnVIkN Evwon Kivoupevwy Zxediwv €xouue 10
TIPOVOLO O ZTIUPOG ZIAKOG VA EiVaL OO TOL LOPUTIKA PEAN KO €K TWV OKOL-
TIAVEWV TNG CLAAOYIKAG SPAONG E OTOXO TNV AVATITUEN TNG EEWOTPEPELDG
TOU TOMEX PO OTN XWPa Kat SteBvwg. O ZTTupog eivat yLo Hog CUVASEAPOG,
ouvod0oIOPOG, SATKOAOG, MO TIAVW T OAX SNULOVPYOG EEAPETIKWY EP-
YWV TNG TEXVNG TNG ERPUXWONG,

H eukaupia Tou dnuovpyel N ovvtaén Kot KUKAOPOpPIa TOU Guyypo@L-
KOV €pyou «Tplodldotatog oxedlaopog meptBéAiovtog - 3D modelling yua
animation» ivat povadikr). H yvwaon tou Imipou OTO OVTIKEUEVO KAl N
XWpIg oVyKPLoN EUTTELPIO EKTTAUSEVTIKNG SPACNG TOL OTOV TIAVETILOTNUAKO
XWPO amOTEAEL CUVSVAOUO EEAPETIKOV EVOLAPEPOVTOG OXL HOVO YL TOUG
(POLTNTEG OXOAWV TNG SNMOVPYLIKAG PLOPNXAVIAG, OUTE HOVO YL TOV ETTL-
OTNHUOVLKO, EPEVVNTIKO TOUEX TOU QVLHELOOV, OAAX - TOAUW VO W - OTL TO
OUYYPORHO B POVEL XPAOLUO OTO EVPVTEPO AVAYVWOTIKO KOLWVO TIOU TP~
KOAOLOEL TNV €EEAEN TWV YNPLOKWY HECWVY OHHEPQL.

Eipouw otyoupog 61t To cUyypappa Ba fpet TO YOVIUO TIPOOPLOUO TOU 0T
XEPLO TWV (POLTNTWV TOL ZTTUPOL ZIAKA, TOV TR patog Mpa@lotikng & OmTt-
kNG Emkowwviog tou Mavemiotnuiov AuTtikng ATTIKAG 0AAG KoL TIOAU Tia-
parépa. Meppévw TNV WP IOV AKASNUAIKOL Kot AATPELG TOU aVIPELoOV Bal
KPOTAME OTA XEPLAL PLOG TOV KOPTIO OUTO TNG EPYATLOG EVOG OKOUPOAOTOU KOL
OUVETIOVG LEAOVG TNG EAANVIKNAG KOWOTNTOG KIVOUHEVWY OXESIWV.

BagiAng K. Kapountadvng
Mpoedpog AZIOA EAAAY - EMAnViIkAG Evwong Kivoupevwy Xxediwv
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Elcaywyn

AuTo Tto BiPAlo amoteAel To TIPWTO PEPOCG SVO TOPWY IOV TIpooeyyi(ouv
N dnuovpyia 3d animation, 6TIWG SIAPOPPWVETAL GTNV WNPLAKK ETIOXN
0€ OUTO TIOL OVOUACETAL «TETAPTN PLOUNXAVIKY ETTAVACTOON» HE BAaon,
OMWG, TIoPASOCLOKEG SLASIKAOIEG KOl TEXVIKEG Stop motion animation.

To TepLEXOUEVO TWV SVO TOPWV KATAVEUETAL AVTIOTOLXA OTIG TIAPOKA-
TW EVOTNTEC

A. Tn dnuovpyiat TPLOSIAOTATOU XWPOL KAl OKNVIKWV yla Tawio 3d
animation, ov avamtoosTal o€ aLTO TO PiPAlo.

B. Tn Snuovpyia tplodidotatng kivnong — animation.

Ye ouTo 10 BPAio Tapovoidlovtal pEBodoL Kal TEXVIKEG Snplovpyioag
TPLOSIAOTATOV TIEPIBAAAOVTOG, O WNPLOKA TIEPLBAAAOVTA KOl AOYLOMIKA
3d computer modeling kat animation. H mpooéyylon Twv pebodwv kot 3d
Computer TexVIKwV yivetal pe Baon Tapadoolokeg HeBOS0oUG KAl TEXVIKEG,
o€ pia TopGAANAN e&gtaon.

H emtiAdoyn ouTr TEKUNPLWVETAL, KABWG, OO TNV UL HEPLY, OL VEEG YNPLa-
KEC TEXVOAOYiEC 0TO TeSiO TOL animation €xouv SWOEL VEX pyoieiat Snuoup-
ylog kot ékppaong. Exouv SLlEUKOAUVEL TIG GUVONKEG TTapaywyng animation
KOl £XOVV ETIEKTEIVEL TIG SUVATOTNTEG EPOPHOYNG TOU O€ TIOAAOUG TOELG
EKTOG TNG KIVNUOTOYPAPLIKAG Qpriynong.

Qoto00, amd TNV GAAN HEPLY, N €peuva exel Sel&el OTL UTIAPXEL Apleon
oUVSEDN TOGO TWV YNPLOKWY EPYOAEIWV 000 KOl TwV PeBOSwv Snulovp-
yiag 3d computer modeling kot animation pe mapadoaoiokeg Sadikaoieg
dnuovpylog. ETmAEoy, o TTOAAEG TIEPUTTWOELG, Ol VEEG PNPLOKEG TEXVOAO-
YiEG €xouv oLVSPAPEL OTNV AVATITLEN TIAPASOCLOKWY TEXVIKWY animation
KO £X0UV 08NYNOEL OE TIOAY EVOLOPEPOVTEG PLKTEG TEXVIKEG TIOU CUVOLA-
(OLV TO «TIOALO» HIE TO «VEO».

Y& oUTO TO TIAQIDLO, YIVETAL LA XOPTOYPAPNON TWV VEWV SUVATOTATWVY
mov Sivovtal atn dnuovpyia animation og eptBdAAov 3d computer €xo-
VTOG WG LAan avapopdG TNV Tavioe Tou ouyypa@ea e TitAo The Mirror
Stage, pia Bpafeupévn Touvia mapadoatakoU 3d stop motion animation.
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H emiAoyn autng Tng Touviag eywve kabwg, TtapoTL otn Bdon tng sivat
3d stop motion animation, cuvSUAlEL APKETECG TEXVLKES, OTIWG;
* Mapadooioko diodidotato (2d) animation.
« Cut out animation.
« Rotoscoping.
 Antoomtdopata tawviag {wvtavng Spaong (live action).

ErimAgov eivan pua tawvia mov SnpoupynBnke amo To cuyypopEa a-
TOV Tou PIPAiou pe OAa Tl TIAEOVEKTHHATA OUTOV TOV YEYOVOTOG, TOOO
otn SLBeaUdTNTA OO KAL OTNV AUOEVTIKOTNTA TWV TINYWV.

To AoyLopIKO TIoU OELOTIOLEITOL OTNV AVATITUEN TWV HEAETWY TIEPITTTW-
ong dnpovpyiog computer 3d modeling kat animation givat avolkTow Kw-
Ska kot dSwpedv. Tuykekplpéva, aflomoleital to Blender omwg €xel Sa-
HOp@wWOEel amd TNV €kdoon 2.8 Kol HETA.

Y& auTd 1o onueio Ba Tpemel var 500kl 1blaitepn Tpoooxr oTn PLAOCO-
plo TPOOCEYYLONG TNG TIAPOVCLOONG TOU AOYLOUIKOV. Agv TIopovotadeTal
éva «manual» touv Blender oAA& pia tpdTaon a&lomoinong Twvy epyoiei-
WV TIOU SLOOETEL VIO OUYKEKPLUEVEG EpYaoieg dnulovpyiag 3d, ExovTag wg
avapopd o tapadoadtakn Tawia stop motion 3d animation Tou ouyypa-
(péa, To The Mirror Stage.

TOHEWVA PE Ta TIopaTavw, ouTod To PBLPAI0 PLAodogel var amoTeAEoel
XPNOLO £PYOAEIO TOCO OTOV VEO SNULOVPYO OCO KOL OE TILO EUTIELPOUG
EMAYYEAROTIEG OTO XWPO TOL animation.

MO0 CUYKEKPLUEVA O QVAYVWOTNG EXEL TNV ELKALPIO, OTIO TNV MUK E-
pLY, Vo ePPaBUVEL OTNV PAOCOPIO TOU TPLOSIAOTATOU OXESLAOHOU KOl
animation, TG00 oTnv TaPadOCLOKA TOV HopPPN O0C0 Kot oTo computer 3d
animation, péoa amo TNV TMaPAAANAN TTapovciaon Twv HEBOSWV, TNV UL
KOl 0TNV GAAN TEPITITWON, TIOV YiveTal o€ auTo To PLBALo.

ATO TNV GAAN pEPLE, 0 3d oxeSLaOTNG €XEL TN SLVATOTNTA VA EUTTIAOUTI-
OEL TOL EPYOAELD TOV KO TLG OXESLOAOTIKEG TOV ETILAOYEG PECA ATTO TA TIOPOK-
Setypata dnuovpyiag TG00 pe TIaPadoolakoVg TPOTIOUG 000 KOl O€ TIEPL-
BaAAov 3d computer modeling kot animation.

Av BEAaE VO GUUTTUKVWOOULE TOV OTOXO TNG OUYYPAPHG OUTOU TOU
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Eloaywyn

BBAiov og piot ppdion Ba Acyape OTL Kveltan oTnv vB&ppuvon TG avTL-
METWTILONG UE KPLTIKA OKEWN TWV TIEPLOPLOUWY, TWV TIAEOVEKTNUATWY KOl
TWV EKPPOOTIKWY HECWV TIOV Sivel N K&Be SlaBéaiun texvoloyia atov
TPLOSLAOTATO GXESIOOMO Kal animation.

O TPLOSLACTATOG OXESIAOGHOG WG XAPAKTNPLOTIKO TG avOpwL-
vng puong

O TPOOCSIOPIOUOG TNG EVVOLOG TWV VONTIKWY HOVTEAWV amodidstal
otov Kenneth Craik kot glodyetanl wg Opog oTIg apxeg TNG SeKAETIAG TOL
'40. O Craik urtootpL&e OTL 0 AVOPWTIVOG EYKEPOAOG SOUEL LOVTEAD TTOV
QVTITTPOCWTIEVOVV CUYKEKPLUEVEG TITUXEG TNG TIPAYHATIKOTNTAG O KALUO-
Ka. O OKOTIOG QUTNG TNG AELTOUPYLOG TOV EYKEPBGAOL ATIOCKOTIEL OTNV TIPO-
BAeWn yeyovoTwV Kol 0Tn yprnyopn avtidpaon Tou avOpwTiou aTeEVavTL
ota gpebBiopata Tou TEPIPAAAOVTOC.

Ou oxedlooTikég avamapaotaoelg fonbovv autr tn Swdikaaoio. Mo
Topadelypa ol omnAatoypaieg tg mpolotopiog amelkovilouv avarma-
POOTACELG CUYKEKPLULEVWVY SLASIKOOLWY Kuvnylov. AnAadn amoTteAolv Eva
eldog mpooopoiwaong Tou KuvnNylov. ZVPPWVA pe TNV gpunveia Tou Clark,
Ba prmopovoav va BewpnBouv eva €i60G TxeSIAOTIKAG avamapdoTaong
€VOG VONTIKOU HOVTEAOU TIOU GUVELCYPEPEL OTN PEATIWON TNG OTIOTEAECU-
TIKOTNTOG TOU KLVNYLOU KOl TNV avTidOpaon OTLG TIPOKARTELG TNG PUONG
OTOV aywva yla emipiwaon. Mg outr TNV évvola, AeLToupyouv wg va eidog
«EKTIAUOEVTIKOU VALKOU» TIOU Bal LITOpoVoE va UENTEL TNV ATTOSOTIKOTNTA
oTnV MpooTdBela avalRTNong TPOPNG Kat eTiwong.

Ot TPLodLACTATEG AVATIAPACTACELG Sivouv ETUTIAEOV TIANPOPOPIEG OF
0oX€0N ME TOV XWPOo. Mg auTr TNV €vvola, VONTIKA OXAUATO TIOU OVOTIX-
PLOTWVTOL OE TPLOSLAOTATO XWPO, B PITopovoav Va eivail APKETE AmoTE-
AEOPOATIKA OTOV TIPOCSLOPLOUO HLOG OELPAG TIXPAUETPWY TIOU OXETI(OVTOL
ME TNV CAANAETOpaGN OTOV TPLOSLAOTATO XWPO. MNa TIAPASELYU, OV OL
OLOSIA0TATEG AVATIOPACTACELG TWV OTINAXLOYPOPLWV PETATPETIOVTAV OF
TPLOSLAOTATN HOPPN, Ba £SIVvav TILO OAOKANPWHEVEG TIANPOPOPIEG Kol Bt
QEWTL(AV TIEPLOOOTEPEG XWPLKEG TIPOAUETPOUG OXETIKAX HE TN Sadikaoio
TOU KuvnyLov.

To EPWTNUX TIOV TIPOKUTITEL £VAL YIATL OUTEG OL TIPWTEC AVATIOPATTA-
o€lg NTav o€ SLodLA0TATN KAl OXL O€ TPLOSLACTATN HOPY).

Yiyoupa Ba uTPXOAV TIPOXELPEG AVATIOPAOTATELS OXESLAOHOU SpAang
ME OTAQ VAIKG, OTIWG POTOOAC, KOKOAO KOL TIETPEG OTO XWHOA. Ta Ttauyvi-
Sla pe Ta KOKKOAQ Ttou TieptypdipovTtal ota Ounpikd Emn givart éva Selypa
XPNONG TPLOSIAOTATWY OTOLXELWV OF TIOLIKIAEG TIPOAKTIKEG TNG KABNUEPLVAG
{wNG, e aTAX TPLOSLACTATA OTOLXELOL

H SuokoAia yla Ttlo OAOKANPWHEVEG TPLOOIAOTATEG KATAOKEVEG EVTOTT(-
(eTal, KUPIWG, O KATAOKEVOOTIKA {NTMOTO.
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‘Ocov aop& OTOV TPLOSACTATO OXESIOOUO, N TIPOOTIAOEL TOU Q-
BpwTou va amoTUTIWOEL TO TIEPLPAAAOV TIoL (el Kot TNV aAAnAeTtidpaon
TOU HE QUTO O TPLOSIACTATEG HOPPECG AVATIAPAOTAONG EEKIVAEL, ETTiONG,
aTtd TA TIPOICTOPLKA XPOVIAL.

OL TPWTEG TPLOSIAOTATEG KATAOKEVEG PEYGANG KAIUAKOG QpOPOUV TNV
Snuovpyia katauyiwy, n omola €yve Kol TIGAL PE COPEIG AVAPOPEG OF
OUYKEKPLUEVEG TIPOAKTIKEG KOl TEXVIKEG XELPLOMOU TWV (PUOLIKWYV VALKWVY OO
o (wa. Na mapddetypa o (wa ouVSLALoVTOG AAOTIN KAl XXLPO EPTIO-
XVOV TIG PWALEG TOUG OTAV OKOUA 0 AvBpwTog (oVaE aTIG OTtNALEG. Emti-
TIAEOV, O TIPOPRANUATIONOG OTNV KATAOKELH TOUG TEPAXUBAVEL OAa T
XOPOAKTNPLOTIKA TIOU GUVOAVTAE OTOV TPLOSIAOTATO OXESIAOUO, TOOO Of
(PUOLKEG KATOOKEVEG, OTIWG T OKNVLIKA yla Tawvieg stop motion animation
KOL Ol O(PXLTEKTOVIKEG MOKETEG, 00O KOL OF TPLOSIAOTATEG KATAOKEVEG OF
€EELOIKEVPEVA AOYLOUIKA TPLOSLACTATOU OXESIAOUOU OE UTIOAOYLOTH.

H avBpwTtiivn poomdBelax TPLoSIAOTATNG AVATIAPAOTAONG, O KAUOKO,
TOU KOOHOU TIOV TOV TIEPRBOAAEL KOAUTITEL CUYKEKPIUEVEG AVAYKES KO LOLOXE-
TEPA XAPAKTNPLOTIKA TNG PUONG TOV, TA OTIoln Bt KATNYOPLOTIOLOVOAE OE
TPELG HEYOAEG OUABEC:

* Avaykn ya empiwon.

» Opyavwaon Spdong - oxeSLOOPOG TTAGVOV.

* Eppnveia kou eme€Aynon og a@nynuaTiKn Lop@n.

Avaykn yw eTifiwon

H avaykn yla emiBiwon, TpwTiota, 0dAynos Tov AvBpwTto, peca omod TNV
TIOPATAPNON KOL QVTLYPAPN TNG PUONG KL TwV {WwV, O TPLOSIAOTATEC KO-
TOOKEVEG TIoV Bat Tou €Svav T SUVATOTNTA AMOTEAECUXTIKOTEPNG OVTUUE-
TWTILONG TWV SUGKOAWV KO TIPOKANTEWVY TOU (PUOLKOV TIEPIBEAAOVTOG,

Me Sedopévo OTL 0 AvBpWTIOg LVOTEPEL OE PUOIKA EQOSLA KO OTIAX ETTL-
Blwong otn PUoN, AVaYKACTNKE Vo OXESLATEL KOL VO SNLOVPYNOEL TPLO-
SLAOTATEG KATOOKEVEG KOL EPYOAEID YLO VO AVATIANPWOEL QUTH TN YUOLKNA
Tou aduvapia.

OL avapopEG UTWY TWV KATAOKELWV Bpiokovtal otnv Sl T @uon.

‘Etol, ol TpoioTopiKol AvOpWITOL KATAOKEVAOQAV T OTIAX TOUG KAl TA €P-
YOAgla TOUG PE PATN TOUG PUOLKOVE UNXOAVIOUOUG ApuvaG Twy {wwv. Ma-
popol, n €£080¢ amd TG OTINALEG OFE TILO OPYOVWHEVEG KOWWVIKEG SOUES
0drynoe o€ TPLOSIACTATEG KATAOKEVEG UE TOUPEIG AVOPOPES O AVTIOTOLKEG
KOTOOKEVEG TWV {WWV, TOGO GTNV HOPYP OCO KAl GTNV SOUN KAl 0T VAIKAL.
Eival xapakTnpLloTIKEG oL TIAIVOLVEG KATOOKEVEG E OOPELG AVAPOPEG, TOTO
OTO OXNMO KOL TIG KAUTIVAEG OGO OTOV CUVOUAOUO AAOTING KOl AXUPWV, OFE
PWALEG (WwwV, OTIWG T XEALSOVLO, OL TIEAQPYOL KO OL KATGTOPEC,

BeBata, otn ouvexela TNG LOTOPIAG TOU AVOPWTILVOU TIOMTIOMOV, Ol
TPLOSIAOTATEG KATOOKEVEG EYLVAV TIOAU TILO TIEPITIAOKEG KOl TEXVIKA APTLEG
amto auTEG Twv (Wwv. QOTOCO, OL AVAPOPEG KAL N EUTIVEVTT OO0V OPOPA
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OUYKEKPLUEVA TIOLOTIKA XOPAKTNPLOTIKA IOV GUUPBAAAoOUY 0Tn PeATiwon
TNG AELTOVPYLOG TOUE, OTIWG N AEPOSVVALKA OXeSIOON KAl N OTEYAVOTIOL-
Non, OKOUX TIAPATNEOVVTAL 0TN PUON. H amwtepn avdykn thg dSnpiovp-
yiog TPLOSIAOTATWY KATOOKELWY CAUEPO UTTOPEL VO NV OXETI(ETOL AECT
pe TV emPiwon. Qotdoo, N avdykn yo emPBiwaon TAPApEVEL KOUPIKO ap-
XEYOVO XOPOAKTNPLOTIKO TNG avOpwTIlVNG GUONG TIOV, CUVELSNTA 1 OCLVEL-
ONTa, AUECA 1 EUUETQ, OXETICETAL UE TN SNULOVPYLIKOTNTAL.

Opyavwon dpaong - ZXeS1aop6G TAGvVou

Ot avamapaoTACELG TOU OXESIAOUOU TNG SPAONG OTN HOPPN XAPTWV
KoL OXESLOYPOUUATWY Elval ISLUTEPO XAPOAKTNPLOTIKO TNG avOpwTvng
(pUONG TIOL TOV SLAPOPOTIOLEL IO TO UTTOAOLTIL RN TOU {WIKOV TIEPLPAA-
AovToc.

OL TPLOSLACTATEG AVATIAPAOTATELG, OTIWG HOAKETEG, TIPOTIAACHOATA K.O.K
BonBouv kat TPooBETOLVY TIAEOVEKTAATA O auTH TV Stadikaoio opyd&-
vwong. Na TapadeLlypa, 0ToV OXESLAOHO EVOG PUCLIKOU £PYOU TTAPEUPBACNG
0TN QUON 1 piag HaxNG, oL TpLodldoTaTol XApTeG fonBovv GToV CLVLTIO-
AOYLOHO XWPLKWY TIOPAYOVTWY GTOV OXESLOONO, OL oTtoloL lowg EEpevyav
TNG TIPOCOXNG OE VA OTIAO OXESLACUO ETIL XAPTOV.

MNMopOpoLa, O TIEPIMTWOELG SLEVBETNONG KA TOEWVOUNTNG AVTIKEIUEVWV
0€ (PUOLIKO XWPO, OTwG ot ekBeoelg (wypaPikng, installations kot Sioko-
OMNTIKEG EPOAPUOYEG, TO TPLOSIACTATA HOVTEAQ OE GUVOUAOUO LE VEEG SU-
VOTOTNTEG ETUAEKTIKNG TIPOBOANRG OTOV XWPOo (Mapping projection), aro-
SEKVVOVTOL EEAPETIKA X PO

Epunveia kat eme€ynon o€ a@nynUaTIKEG HOPYEG

Eva XapoKTnNPLoTIKO TNG avBpwtivng UoNg eivat N avaykn va KaTa-
YPAWEL VO EPUNVEVTEL KOL VO OVOSNULOVUPYNTEL TOV KOGUO TIOU TOV TIEPL-
BdAeL o€ LOTOPIEG KO APNYNOELG TIOKIAWY HOPPUV.

AQNyNUOTIKA £pYQ, OTIWG TA £TTIN, KATAYPAPOVTAL ATtd TIG APXEG TNG
LoTopiag Tov aVBPWTIVOU TIOAITIOHOU TIAPAOAANACL HE TNV AVATITUEN TNG
ypa®nG. QoTtd00, OKOUO TILO TIOALY, ELKOVIKEG AVOTIOPOOTATELS, OTIWG Ol
Bpoaxoypapieg, Ba pmopovoav va BewpnBouv eva gidog apriynong mov
AELITOVPYOVCE E(TE AUTOVOUX EITE KAL WG UTTOOTNPLKTIKO PHECO ULOG TIPOPO-
PIKAG anynong. Mapopola, oL TPLOSIAOTATEG KATOOKEVES, OE TIOAAEG TiE-
PUTTWOELG, AELTOVPYOUV WG APNYNUOTIKA £PYQ. TL.X. YAUTITA OTNV apxaia
EAAGS O TIOU QnyOUVTOL CUYKEKPLUEV ETTELCOSLA TNG EAANVLIKAG LUBOAO-
ylag, omwg ta avayAdua otnv tpodcoyn tou MapBevwva.

ATtO TNV GAAN pepLd, pmopel va BewpnBolv TUARA EVOG CUVOALKOTE-
pou aPnynuatog, Bonbwvtag otnv eumEdWON TOV, | 08 APKETEG TIEPL-
TITWOELG, Ol TPLOSIAOTATEG KATAOKEVEG £XOUV AELTOVPYLKO POAO O aPn-
YHHOTO TIOU £X0UV VA KAVOULV UE AELTOVPYIEG TOU KOGHOU TIOU TIEPLBAAAEL
Tov AvBpwrro.
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EvSelkTikd, TO TIPOIoTOPIKO pvnpeio Stonehenge ixe kopPikd Aeltoupyikod
POAO O€ VO CUVOAMIKOTEPO OPNOKEUTIKO KO ETILOTNOVIKO OPryNHO EPUNVEL-
0G TNG PUONG HE XWPLKEG KOL XPOVIKEG OPNYNUXTIKEG TIOPAUETPOVE,

Mopodpolr, TPLodLaoTaTeg avamapaotdoslg Tov DNA 1 Tou nAlokoy
MOG CUOTHHATOG ival HEPOG KAl CUUPBAAAOVY OTNV KATAVONON ETILOTNHO-
VIKWVY 0PNYNOEWVY KOL TIEPITTAOKWV EVVOLWV TIOU OXETI(OVTOL LE TOV XWPO
KOl TOV XPOVO.

MNedia epappoyng Tou TPLESIACTATOU GXESIAGHOU

O tplodlaoTaTog OXeSIAONOG 0TNY TIAPASOOLAKN TOU HOPYPN O TPLOo-
SldoTaTa HOVTEAQ OE PUOLKO XWPO EXEL SLASPAUNTIOEL TNUAVTIKO POAO OF
TOMEIG OTIWG N APXALOAOYIQ, N APXLTEKTOVIKN, N MNXAVIKN, N LATPLKN KABWG
KOl 0€ OAEG TLG (PUOLKEG ETUOTHHEG OTIWG YEWAOYIQ, yewypa@ia, xnueio, Tu-
PNVLKI QUOLKI), GCTPOVOIO K.ATL.

Emtiong, €xel e€apetikn Bon otnv ekmaudevTikr Stadikaoia, KaBwg pe
TQ TPLOSLACTATA HOVTEAQ OL HaONnTEG BonBovvTal 0To VA PavVTACTOVV T
OQVTIKEPEVO KOL TIG EVVOLEG KOL VO KATOVONTOUV TIOAUTIAOKEG BewpnTIKEG
gvvoleq. Ta TpLodlaoTtata povTéAa BonBolv o€ TIEPAUATO TIPOCOUOLWOE-
WV POLVOHEVWVY KOl LOPPOAOYLKWY LGOPPOTILWV GTOV XWPO.

H tpodidotatn @uotkr Snuovpyior amodeKVUETAL EEAPETIKA QTIOTE-
AEOHATIKN OTNV EKTIALOEVON KAl WG EPYOAELID SNULOVPYLOG KOl ELOOYWYNG
OTOV OTITIKOOKOUGTIKO YPOUUATIOHO.

TAMEPQ, HE TNV AVATITUEN TNG TEXVOAOYIOG OXESIATUOU O NAEKTPOVIKO
UTTOAOYLOTH), Ol OXESLAOTIKEG SUVATOTNTEG KOl TA TIESIA EPAPUOYWV TOU
TPLOSLAOTATOU OXESLOOHOU €xouV SLELPUVOEL

Ké&vovtog pla amomelpa xapToypaenong tng Stapop@waong Tou To-
Tiov oToV TPLESIAOTATO OXESIONO onpepa, Ba Slakpivape SVO KUPLEG
KaTnyopleg TUTWY TPLOSIAOTATOV OXESIATUOY, N TIPWTN aTd TIG OTIOIEC
QVOTITUOCOETOL TILO AVOAUTIKA 0 ouTO TO PBLBALO:

* Tpwodidotatn Snpovpyia o€ eEELSIKEVUEVA AOYLOMLKA TPLOSLACTATOU
OXESLAOUOV 0€ NAEKTPOVLKO UTIOAOYLOTH.

 Tplodldotatn avamap&oTOon QAVTIKEIUEVWY KOl XWPWV HE TEXVIKEG
TPLOSLACTATOV OKAVAPIOHATOC,

Tpwobtaoratn Snuiovpyio oe eéetdikeupeva Aoylouka TpLodSidaTaTou
OXEQLATUOU TE NAEKTPOVIKO UTTOAOYLOTH)

Tat AOYLOUIKGA TPLOSIAOTATOU OXESIAOMOU OHHEPT EXOUV avarTuxOel
OPKETA KOl SIVOLV TEPATTLEG SUVATOTNTEG TPLOOLATTATOU OXESIATHOU Kall
animation. Tat AOyLopk& ouTé €xouv avamTuxOel pe amoAutn e&eldikevon,
avahoya pe to €idog Tng epyaciog Tov mpoopilovtal. ETol, eVOEIKTIKY,
UTTAPXOLV AOYLOMIKA e e&eldikeuon atnv Tplodldotatn oxedioon yx ap-
XITEKTOVIKOUG OKOTIOUG, YLl OTITIKOOKOUOTIKEG KOl BLOPNXOVLIKEG EQAPLO-
YEG KO YLt SLOOPOTTIKEG EPAPHOYES TIOLXVIOLWV.
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‘Eva yevikd cupmepaopa eivat 0Tt Ta SLoBEouat AOYLOIKA yivovTat OA0
KOl TIEPLOCOTEPX TILO EVXPNOTA KOL TILO EEELOIKEVHEVAL.

Emtiong, ol epappoyEg Twv TPLOSIACTATWY SNILOVPYLWV EXOUV ETIEKTO-
Bel o€ TopElG VEUPOAYIKOUG YL TNV OLKOVOPIO KOl TO HEAAOV TNG avBpw-
TOTNTAG. Na TIAPASELY O, EVAG ATIO TOUG VEOUG TOUEIG TPLOSLAOTATOV OXE-
Slaopov gival Ta TPLoSLoTaTa TEPPAAAOVTO TIPOCOOLWOEWVY, T OTIOLX
MTIOPOUV Va a&loTtotnBovv o€ TIEPITTWOELG VWNANG aKpiBelag OTIwG gyxEL-
PNOELG, XELPLOMOG UNXAVNHATWY VYNANRG TEXVOAOYIAG K.O.K.

A&LOONEIWTO OTNV ETILOKOTINGN AVATITUENG TWV AOYLOUIKWY TPLOOIA-
OTOTOU OXESLAOMOV, Elval OTL O OAOEVAL KAl TIEPLOTOTEPO QUEAVOUEVOG
QVTOYWVLIOUOG O0TO TeSLO, CUVELOPEPEL OTN UEYOAVTEPN TIPOCPOPA AVOL-
KTWV Kol EAeVOEPWV SLOBETUWY AOYLOMIKWY, OKOUO KOL TWV TIAEOV ETTOY-
YVEALOTIKWY, 0TOV amAO XpAoTn.

XapaKTnNPLOTIKO gival To Ttapadetypa Tov Blender. To Blender wg avti-
oS0 AKPLPWY AOYLOUKWY, OTIWG To 3ds Max kot To Maya, ard TG apxEQ
Tou 2000 SEBeoe T SuvaTdTNTEG TOL SWPEAV YA OTIOLOONTIOTE XPNOoN
KOl APNOE OVOLKTO TOV KWALKA SNILOVPYLOG TOV, e, capwg, Atyotepeg Su-
vaToTNTEG SNnpovpylag oto Eekivnud Tov.

ItadloKd, SNUOVPYNBNnKe yUpw OmO TO AOYLOUIKO ML HEYOAN KOLVO-
TNTX SNIOLVPYWY KAL TIPOYPAUMUATIOTWY TIOU SOVAEPaV Kol SOUAEVOLV
TIAVW OTNV QVATITUEN TWV SUVATOTHTWVY TOU KAl TNV &LOTIoiNoT) ToL Of
TIoKiAa TeSiar Snpovpyilog Kot EQAPUOYNG. ZAUEPQ, EVAL EQARIAND, OV OXL
ME HEYOAVTEPEG KOl EKTETOUEVEG SUVATOTNTEG, TWV AVTIOTOLXWV AOYLOUL-
KWV, SLATNPWVTOG TN SWPERV KOL VOLKTH UGN TOU. AUTO TO YEYOVOG TIa-
PWONOE T EMAYYEAUATIKA KOl AKPLRA AOYLOMIKA VO QVATIPOCOPUOTOUV
TNV TIOALTIKF) TOUG TIPOG OPEAOG TOV XPNOTN.

Tptodi&oTatn amoTUMWAN AVTIKEIUEVWY KAL XWPWV UE TEXVIKEG TPLO-
SlATTATOU OKAVAPITUXTOG

H amotimwon umapxOVTwy oVTIKEIHEVWY (KTIPiwV, oBANTIKWY £yKa-
TOOTAOEWY, OKEAETWVY KTLPLWV) yvOTav OTO TIAPEABOV HE XELPOTIOINTEG
pEBOSOUG KA, TNV KOAUTEPN TiepiTTWOn, pe tn Ponbeia eE0TMAIOHOV TO-
TIOyPOPIag, HE OXETIKA TIPOPARUOTA OTNV aKPIBEL TWV HETPHOEWV. AUTH
N aduvopia otnv okpifela Twv peTpriocwyv ocAAACeL pe Tn Sladkaoia TNG
WNQLOKNAG KATAYPAPAG KOL LOVTEAOTIOINONG. XPNOLUOTIOWWVTOG TEXVIKES
PWTOYPOUUETPLOG Ko aokavapiopatog pe Aéwlep (Laser Scanning) pmopet
va YIVEL TTAAPNG TEKUNPILWON VOGS AVTIKELUEVOU pe akpiBeleg TG TAENG TOv
EKATOOTOV.

Katd tn Sdpkelar TNG WYNPLOKAG KATAYPAPAG KL HOVTEAOTIOINONG
Snuovpyeital o€ €EELOIKEVIEVA AOYLOMLIKA EVOL VEPOG HEYGAOL aplBpov
QTOTUTIWHEVWY ONUEIWY 08 KABE ETILPAVELD TOU QVTIKEIUEVOU, TO OTIOLX
pTIOPEL VO SNpLoupynoouy Eva TPLoSIACTATO HOVTEAO O€ OTIOLo BaBUO As-
TITOPEPELWV ETILOVHEL O SNnLOVPYOC.
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MopoTL To Laser Scaning, w¢ eE0MALOUOG Kat Stadikacia, amevBuvetay,
KUPIlWG, ot €EELOIKEVEVOLG ETIAYYEAUATIEG, N SLdIKAGI TNG PWTOYPOYL-
METPLaG elval OXETIKA OTTAN KOL TIPOOLTH, KOO KOl OE N ETIOYYEAUOTIEG,

TeXVIK& amaUTELTaL pLat LoV ANPnG @uToypo@Lwy, PE TNV oTtoia pw-
ToypopiOVpE, O OTIELPOELSH TPOXIX OTIO OAEG TIG OWELG, TO QVTIKEIUEVO
Tov emBupovpe. Emiong amatteitar n xprion €€elSIKEVPEVOL AOYLOULKOU
emegepyaoiag Kal avaouvOeong TwWV PWTOYPOPLWVY OE TPLOSIATTATO HO-
VTENO. O aplOpdG TWY PWTOYPAPLWY TIOU QTIALTOVVTAL TIOIKIAEL, avdAoya
ME TO PEYEOOC TOU QVTIKELUEVOU KOl TN AETITOUEPELX TIOU ETIIOVPOVUE VOl
TLETUXOUE, KABWC €TioNG KAl TG SUVATOTNTECG TOU AOYLOULKOU TIou SLaBE-
TOUpE. Mo TTOPASELYUD, YL TNV TPLOSLACTATN ATOTUTIWON EVOG OVTLKEL-
MEVOU OLKLOKNG SLAKOOUNONG, OTIWG EVA UKPO YAUTITO ypaPeiov, iowg va
MNV ooLTouVTaL TTAVW IO TIEVIVTA PWTOYPOPIEG.

To SLloBgatpar AOYLOKA SLOTIBevVTOL O U pLeyAAn TIOKIALD Kot SUVATOTNTEG,
OVOAOYQL JE TIG OVAYKEG HOG. YTIAPXOUV OPKETEG EVKAUPIEG SWPEBGV XProng He
TIPOXN ELTE TIEPLOPLOEVWV €iTe OAWV TWV SUVOTOTATWV TouG. Mo Ttapddety-
MO, TO Zephyr, v ETTOYYEALOTIKO AOYLOWKO (PWTOYPOUUETPIOG, Sivel Swpedv
OAEG TIG SUVOTOTNTEG TOL YL ETIEEEPY TN PEXPL TIEVAVTO (PUITOYPOUPIEG,

XpNOUOTIOWWVTOG TETOLEG TEXVIKEG TPLOSLACTATNG ATIOTUTIWONG PTTOPEL
va yivel TANpnG tekpnpiwon:

* APXQILOAOYIKWV XWPWV.

* YTIOBPUXIWV 0PXALOAOYIKWY XWPWV.

* Nowv Kot olNUATWV.

* AYOARGTWY KO OVTIKELLEVWV.

AoV SnuovpynBovv Ta TPLoSIAOTATA POVTEAQ, HTTOPOVV VX a&LOTIOL-
NOOVV TEPATEPW EITE WG PUOKA AVTIKEPEVA, HE TIG SUVATOTNTEG TPLO-
SLAOTATNG EKTUTIWONG TIOV avamTUooovTal paydaia, €ite WG GUAX TPLo-
SldoToTa HOVTEAD OE NAEKTPOVLKO UTIOAOYLOTH.

O TpLodLAcTATOG OXESIOGHOG GTOV KIvnpatoypago {wvtavig Spdong

O Ttpodidotatog oxeSLAOUOG Kal To animation gxel a€lomotnBei otn Plo-
pnxovia Tou Kivnpatoypd@ou {wvtavng Spdong amd T TPWTA OTASIX TNG
QVATTTUENG TOV, TOCO OTNV TIPOTIAPAYWYN, OTO TUAMX SNUoVPYIOG OKNVL-
KWV, 600 KOl OTNV TIHPOYWYr WG EOIKA OTITIKA g (VfX). Oa KAVOUPE Lol
ouvVTOUN avadpopr otnv e€€AEN TNG XPHONG TOL TPLOSIAOTATOV OXESIOTUOV
OTOV KWVNUOTOYPAPO {wvTtavhg Spaong EEKIVWVTOG OO TA TIPWTA XPOVIX
NG «TIPOIOTOPIOG» TOU HEXPL TNV WNPLOKH ETTOXN, OAHUEPT.

O oG TipwToTOPOC TOVIWY TPk Georges Mélies xpnotpomoinoe tnv
TEXVIKN stop motion animation og TIOAAEG amtd TIG PIKPOU MAKOUG TAUVIEG
Tou {wvtavng Spaaong, amd Ta TéAN Tou 190U ALWVE, WOTE VA SNILLOVPYNOEL
Vv Yeudaiobnon kivnong Twv NOOTIOLWV 08 PAVTATTIKOUG KOTUOUG. Eivat
XOPOKTNPLOTIKN N OKNVI TIPOCEANVWONG TOU SLACTNUOTIAOLOU 0TNV TV
Tou «A Trip to the Moon».
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Mo va TIETUXEL TO TPLK TNG TIPOOTEANVWONG SNLOVPYNOE TPLOSIACTATEG
MOKETEG TNG XEANVNG KOL TOU SLOTNUOTIAOLOU OE KALMOKO KOL EKQVE TN
AQYn touv Animation pe TNV MPAKTIKA TOL Stop Motion. AnAadr otaua-
TOUOE TNV TIEPLOTPOPN TNG HAVIBEAXG ANYNG TWV CUVEXOUEVWY PWTOYPO-
PLWV KivNong oTnV KWWNUOXTOYPOPLIKN UNXAVH TOU HE Tov (Slo puBuod kat
TOOO WOTE VO KOAUWEL EAXXLOTA KOPE TOU KLVNUATOYPAPLKOU QAL AAN-
Ce TNV oo KO BECN TWV AVTIKELEVWV TNG LOKETOG TOV, OTNV TIPOKELUEVN
TePIMTWON TOou SLACTNUOTIAOLOL TIPOG TN ZEARVN, KA YUPLLE TNV HAVIBEAX
AyYne. EmavodapBave autn tn Sadikaoiar Snuovpywvtag tTnv Yeudai-
0oBnon ™ ouveXOUEVNG Kivnong Tou SLAOTNUOTIAOLOU OTO SIACTNUA KAl
TNG T(POCCEANVWONG TOU OTO HATL TNG ZEANVNG.

O T&AAog oknvoBetng Segundo de Chomon, tnv ida emoxn, oTLg ap-
X€G ToL 200V ALWVQ, EKaVE TIOAAEG Tawvieg TPk otn NoAAiLa ylax Tov Pathé.
YuykpiBnke ouxva pe Ttov Georges Mélies, kaBwg kave emiong TIOAAEG
Towvieg pavtaoiog pe Peudaiobnoels. To Le théatre de Bob (1906) Siabe-
TEL TIAVW OO TPLA AETTTA KIVOUREVNG KIVNONG e KOUKAEG KO OV TIKELLE-
VO TIOU QVTITTPOCWTIEVOLV VA PAVTACTIKO XUTOPATOTIOINUEVO BEQTPO
kot ouvduadel animation og Tawia {wvtavng Spaonc. Mapdpola, To The
Haunted Hotel Tou J. Stuart Blackton (1907) mapovociaos evav ouvduaouo
{wvtavng dpaaong e ELOLKA EQE KOl KIVOUUEVN ElKOVA stop motion TtoA-
AWV OVTIKELMEVWY, KL POPLOVETA KOL EVA LHOVTEAO TOU OTOLXEWWHUEVOU
Eevodoxeiov.

Autr n Towio xapoaktnpilletal amod TNV TPOoEYUEVN Epyacian EVvTagng
TOU TPLOSLACTATOU OXESLAONOU 0T SPACN TNG TAWVIOG HE AELTOUPYIKO Kall
TEKUNPLWHUEVO TPOTIO, «TEBOVTAG» TO KOO KAl KATATIANGOOVTAG TO XW-
pi¢, wotdoOo, va TOo aTooTd ATd TNV TIAOKK TNE TAWVIOC.

‘OAeg owTeG oL TtpooTIABELEG €000V TIPOBANUATIOMOUG KOl E5WOAV KATEV-
BUvoelg og SLAPOPEG TITUXEG TPLOSIAOTATOU GXESIOOHOU YLOt KIVNLOTOYPOPL-
Kr) ANYn kat TipofoAr), OTwg N omod0a0n TOL TPLOSIACTATOU XWPOU KAl TOU
OYKOU OTIG SU0 SIoOTATELG TIPOBOAAG, TIPAKTIKG {NTrpaTa oTPENG K.0.K. O
pTopovoay, 8¢, va BewpnBoUv wg TIPOAYYEAOL GE TILO OAOKANPWHEVEG TIPO-
OTIABOELEG (PAVTOATTIKOU KIVNUATOYPAPOU OE TAVIEG LUBOAOYIOG e TEPOTA KAl
(PAVTOOTIKOUG KOTHOUG TIOU GvBioe omod Ta péoa Tou 200V awvaL.

XOPOKTNPLOTIKO KOL TILO oVOYVWPIoLO TIOPASEYUa gival n Tawvia Jason
and the Argonauts. Mo ayyAo-apepkaviki Towvia tou 1963 mouv oknvoBeTh-
Bnke amo tov Don Chaffey. tnv tawia ot tpwtaywviotég, Todd Armstrong wg
Jason, padi pe tn Nancy Kovack, tnv Honor Blackman kot tov Gary Raymond,
OAANAETIO POV PE XOPOKTIPEG Kot TEpaTa Stop Motion Animation. H touvia
SnuovpynBnke og cuvepyoaoia e Tov master Tou stop-motion animation Ray
Harryhausen kau givat yvwoTtn ylo Tov TpLodlaotato oxeSlaopo kot T pign
(wvtovng Spdong pe TPLOdIAOTATO animation. H €Kovik oknv paxng Ue
ETITA OKEAETOUG TIOAEPLOTEG OO UTTOPOVTE VO XOPOKTNPLOTEL VNUELD OTTTIKWV
EPE OTOV KIVNUOXTOYPAPO.
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O Harryhausen dnpioUpynos kot GAAEG TIOPOHOLEG TAWVIEG PavTaoiag,
omwg 1o The 7th Voyage of Sinbad (1958), The 3 Worlds of Gulliver (1960)
kot Mysterious Island (1961).

Qotooo, otig Sekaetieg ov pecoAdPBnoav amd tov Georges Mélies
otov Ray Harryhausen sixape apketég TpoomdBeLeg IOV 0ONYNCAV O€ L
OUOTNMOTIKA PeTABaan Kot Aoyikr) Ttpdodo.

Afloonpeiwto apadetypa eivat o Willis O ‘Brien.

H mpwtn tawia tou Willis O ‘Brien, to The Dinosaur and the Missing
Link: A Prehistoric Tragedy (1915), ekt0g amo tov TITAoPOpo Sevodoaupo
KOl TOV TIONKO, TIEPLEIXE QPKETA MOVTEAQ, OTINACLX KAl EVO OTPOUOOKA-
MNAO @TlaypeVa pe TINAG. AUTO 08N yNOE O P OELPA OO UKPEG KWUW-
Sleg KlvoupEvwy oxediwv pe poloToplkd Bepa yio TV etatpeia Edison,
ovpmepAapBavopevwy Twv Mpoiotopikwyv MouvAspikwy (1916), to R.FD.
10.000 1t.X. (1917), To The Birth of a Flivver (1917). O O 'Brien TpwtooTATN-
OE TIEPALTEPW TTNV TEXVIKH ME KIVOUUEVEG akOAOLBiEG Selvooaipwy yLo Tn
Tawia {wvtavig Spaong The Lost World (1925).

H Sekaetia Tou 1970 xopoktnpileTal amo TIG TIPWTEG TIELPAUATIKEG
TIPOOTIAOELEG EL0AYWYNG TPLOSIACTATWY YPAPIKWY Kol animation, Snpt-
OUPYNMEVWV O€ NAEKTPOVLKO UTIOAOYLOTH, O€ Tawvieg {wvtavng Spaong.

Oa Eexwploovue TE0oEPA TIAPASELYHATA-OTAOUOVC,

H tpwtn Xprion TpLodlaoTaTwy EIKOVWY SNLOVPYNHEVWV UE NAEKTPO-
VIKO UTIOAOYLOTH) OTOV Klvnuatoypa@o ntav to Futureworld (1976), ot
oknvoBeoia Richard T. Heffron. Autd mepddpfave Eva xEpL kat TIpOCWTIO
TIOU SNHLOVPYNONKE ATtO LTIOAOYLOTH KAl SNULOVPYNRBNKE amo Toug TOTE
METATITUXLOKOUG PoLTNTEG Tov Mavemiotnuiov tng MNovta, Edwin Catmull
kot Fred Parke, ol omtoiol eixav apxikd sppaviotel To 1972 e to mepapa-
TIKO ouvTopo animation A Computer Animated Hand.

H BpoaBeupévn pe Ookop towvia pikpov pnkoug 1975, Great, yia t {wn
Tou PBlkToplavov pnxavikov Isambard Kingdom Brunel, tepiéxel pa ov-
VTOUN 0kOAOLBIa EVOC TIEPLOTPEPOUEVOU KOAWSIOU HOVTEAOL TOU TEALKOU
€pyou Tou Brunel, Tou owdepeviou atpdmAolov SS Great Eastern.

To Star Wars (1977), tou ypa&@tnke Kt oknvoBetnOnke amo tov Topt(
AoVUKaG, xpnotpotoinae TPLoSIACTATA YPAPIKA OTLG OKNVEG PE TA OXESI
Tou Death Star, Toug UTTOAOYLOTEG OTOXEVONG OTOUG POXNTEG X-wing KAl TO
Slao TNk okd@og Millennium Falcon.

Tnv Sl xpovid, n Tawia TPOPOV EMOTNUOVIKNG pavTtaoiag Alien, o
oknvoBeaoia tov Ridley Scott, xpnolpomoinoe, emiong tplodldoTaTa YPOX-
(PIKA KOL HOVTEAQ, YLat TIG 080VEG TTAONYNONG 0TO SLACTNUOTIAOLO. TO UALKO
TapaxOnke amd tov Colin Emmett oto epyaotriplo utoAoylotwv Atlas.

H Sekaetia Tou 80 NTav TTOAY GNUAVTIKY oTnV €§6AIEN TwV TpLoSLdoTa-
TWV €KWV KOL TNV EQAPUOYN TWV SUVATOTATWY TPLodldotatng oxedia-
ONG ME NAEKTPOVIKO UTIOAOYLOTH OTN BLOMNXAVIA EUTIOPIKWY TAVLIWY TNG

KIVNUOATOYPAPIKNG BLOpnXaviog.
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H mpwtn towvia peydAouv PAKOUG TIOU €KAVE EKTETAMEVN XPNAON TOU
TpLodlaotatov oxedlaopov Ntav 1o Tron tng Walt Disney, oe oknvoBeoia
Tou Steven Lisberger, To 1982. H tawia Bswpeitar opdbonuo otn Plopn-
Xovio Tou Knpatoypapov, kabwg &volEe To SPOHO O LA TILO EKTETA-
MEVN XPNoN TPLOSIAOTATWY YPOPIKWY SNULOUPYNUEVWY OE NAEKTPOVIKO
uTtoAoytoTr. XpnotpomoBnkav, TePIToy, €ikool AemTd TPLoSLAoTATOV
animation, o€ €TLAEYUEVEG OKNVEG TIOU TV SUOKOAO VO YUPLOTOUV OUM-
Batikd, OTIWG OKNVEG TIOV TIEPIAXUBAVOULV OXNUaTE, SEAUEVEG Kal TTAOLQ,
OKNVEG KUKAWVY (PWTOG K.O.K.

To 1984, tnv tawia Tron akoAovBnoe to The Last Starfighter, o mopa-
ywyn Universal Pictures / Lorimar oe oknvoBeaia tou Nick Castle. Htav o
oTtO TIG TIPWTEG TAVIEG TOU KIVNUATOYPAPOU TIOV XPNOLOTIONTE EKTETAUEVO
TPLOSIAOTOTO OXESIAOUO OE NAEKTPOVIKO UTIOAOYLOTH (26 AETITA) YOt VXX OTTEL-
KOVIOEL OKNVEG PE AOTEPLY, TPLOOLAOTATA TIEPPOANOVTA KL OKNVEG PAXNG.

AuTég oL S0 Tawvieg NTav eva eyaho Brpa eEEAENG otn peBodoAoyia
TPLOSLAOTOTWY YPAPIKWY KAl @€ OTIG Tawvieg {wvTtavig Spdong, kabwg
Sokipaoav pe emituxio otnv TPA&EN TPOTIOVG EVTAENG OE EUTIOPLKES TAL-
vieg wvtavng Spdaong tou TPLOSLAOTATOV OXESIAOUOU HOVTEAWV, TiE-
pLpEAANOVTOG Kot animation pe umtoAoylotn. Emiong €dwoav ouyKpLTIK&
oTolxela o ox€on pe AAAEG Tawvieg TG dlag emoxng, 6mwg to Return of
the Jedi, To omolo xpnolpomoloVos AKOUN CUUBATIKA QPUOLIKA TPLOOLA-
OTOTO HOVTEAQL.

Eval amo T CUPTIEPAOUATO QUTHG TNG CUYKPLONG ATV OTL N XpNon
KWWOUUEVWY OxeSlwv O0TOV UTIOAOYLOTH OMALTOV0E POVO TO AULOV TOU
XPOVOU KOl TO OO €WC TO €V TPITO TOU KOOTOUG TWV TIAPASOCLOKWY
ELOIKWV EPE.

To 1989 kukAo@oOpPNoE N Tawvia vrtofpuxLlag Spdong Tou James Cameron,
The Abyss. AutA ATV N TIPWTN KWVNUXTOYPAPLKN Towvia Ttou TeptAauBave
(PWTO-PECALOTIKO TPLOSIAOTATO OXESIOOMO HE UTIOAOYLOTH), EVOWUXTW-
pevo og oknvég {wvtavhg Spaong. M akoAouBia Ttevte Asmttwv Snut-
oupynOnke amo tnv ILM, n omoia, HEALOTO, OXedlaoE Eva TIPOYPOHUA YL
TNV TIOPAYWYN ETPAVEINKWY KUUATWY SIPOPETIKWY HEYEOWY, GUUTIE-
pLAapBovopEVNG TNG AVAKAAONG, TNG SLABAdoNG KaBwWG Kol IBLOTATWV Ki-
vnong y eva A&opa tng Baiacoag. MapdAo movu givat oUVTOHO, aUTO
TO ETMITUXNMUEVO PElypa TPLOSIAOTATOU OXedLaopoU Kat {wvTavhg Spaong
Bewpeital opooNpo ylo ToV KABOPLoPO TNG KATEVBLVONG YL TIEEPAUTEPW
MEAAOVTIKH QVATITUEN OTOV TOMEQ.

H Sekaetior Tou 1990 Egkivnoe e peyGAo PEPOG TNG TEXVOAOYIOG VO EXEL
TIAEOV QVOTTTUX OEl ETTOPKWG WOTE VA ETUTPEPEL ONPAVTLIKN ETTEKTOCN OTNV
TIapaywyn Towwv Kat TNAedpaonc. To 1991 Bswpeital EVPEWG TO «ETOG
EepmAokapiopatog», pe dVO peydAeg emituxieg box-office, oL omoieg K&-
vouv «Bapld Xxprion» Tou TPLoSIAOTATOV OXESIACUOU OE UTTOAOYLOTH.

Mpwtn Atav n tawia Terminator 2: Judgment Day, Touv James Cameron.
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AuTr n Tawio ATav ekelvn oL £PEPE TOV TPLOSLAOTATO OXESLOOUO OE UTIO-
AOYLOTH Yl TIPWTN POPA O EVPELA TIPOTOXN TOV KOWoU. H TeEXVIKA XxpN-
OLHOTIONONKE Y& TNV Kivnon Twv V0 PouToT «Terminator». XTo pOuToT
«T-1000» 860nke Sopr) VYpPoU HETOAAOU, TIOU TOU ETIETPETIE VO UETOUOP-
PwVveTaL og oXeSOV OTIONTIOTE AyyLe. Ta TIEPLOCOTEPA ATIO TA PACIKA EPE
Tou Terminator mapéxovtal amnd tnv Industrial Light & Magic kat oty n
Towiot AToV TO TILO PLAGSOED £pYO TPLOSIAOTATOU OXESIAOUOU OE UTIOAO-
ylotn amnd tnv tawia Tron tou 1982.

Agvtepn NTav to Beauty and the Beast, pia mapadooiakn Siodidota-
TN Towiot KIVoupEvwyY oxediwv TIou cuVSVAOE XELPOTIOINTEG TEXVIKEG OLO-
Sldotatou animation pe VAKO TPLOSIACTATOU OXESIOOOU OE UTIOAOYLOTH,
Olwg otV oknvA Tou X0poL BaAg. Ze autr) TNV oknvn n Belle kat o Beast
XOpgVoOLVV 01O TPLOSLAoTaTO TEPBEAAOV pLag aiBovoag xopou Tov &n-
HLoUpYEiTaL amo uTtoAoyloTr. A§loonpeiwTo eivatl 0Tt To Beauty and the
Beast ntav n mpwtn Tawvia Kvoupevwy oxediwv Ttou TPoTAOnKE yla Bpa-
Beio Ookap KaAvtepng Pwtoypaplag.

‘Eva &AAO onpoavTiko Brpa npBe to 1993, ue to Jurassic Park tou 2tifev
ITiAPTIEPYK, OTIOL OL TPLOSIACTATOL SEWVOTAUPOL, OXESIOOUEVOL OE UTIOAO-
YLoTH, eVvowpatwonkav o dpaon pe (wvtavoug nBormolovg. Ta Tplodia-
otota {wa dnpovpyndnkav amd tnv ILM kot og piat SOKAOTIKY oknvA
ME TIAPASOOLAKEG TEXVIKEG TPLOSIACTATOL OXESLAOHUOU OE PUCLKO XWPO YL
VO KAVOULV L0 AUECT OUYKPLON KO Twv SU0 TEXVIKWV. TEAIK& o Spielberg
eTEAEEE TOV TPLOSLAOTATO OXESLATNO O€ UTIOAOYLOTH. XAPAKTNPLOTIKA TNG
onpooiag TG TNG amogaong ivat n prion tov Twptl AoVKag OTL «Eva
MEYGAO KeVO ixe EemepAOTEL KAl T TIPAYHATA eV Ba NTav TTOTE T (SLa»

AMEG TIPWIPEG XPNOELG TPLOSIAOTATOU OXESIOOPOU OE UTIOAOYLOTH
NTav ot vuxtepideg oto Batman Returns tou Tim Burton (1992) kat n o
aypla péxn oto The Lion King tng Disney (1994).

Me tnv BeATiwon Twv TIHPAPETPWY TIOPAYWYNG, OTIWG TOU XAUNAOTE-
POUL KOOTOUG KOL EVOG OUVEXWG OVEXVOEVOU (PACHATOC EPYOAELIWV AoyL-
OMIKOVU, Ol TEXVIKEG TPLOSIAOTATOU OXESIOAOUOU O UTIOAOYLOTH CUVTOM
VL0OETAONKAV TOCO OTNV TIAPAYWYH TAWVLIWY OCO KL TNV TNAEOPOON.

To 1993, to Babylon 5 tou J. Michael Straczynski €ywe n mpwtn peyd-
AN TNAEOTITIKA OELPA TIOV XPNOLUOTIOINCE TO TPLOSIAOTATO OXESLOOUO OF
UTIOAOYLOTH WG TNV KUPLX PEBOSO Yo Tal OTITIKA TOUG EPE, OVTL YL XELPO-
TIOINTA HOVTEAQL.

Ta eMOPEVA XPOVIX ONUELWONKE UL TIOAY QUENHEVN XPNON TEXVIKWV
Yn@Lakov animation, pe TTOAAQ VEQ GTOUVTIO VA UTIOIVOUV OTNV TIOPOyWw-
YN, KO OL UTIAPXOVOEG ETALPELEG VO KAVOUV HETARaON oo TIG TIapadooLa-
KEG TEXVIKEG OTOV OXESLOOUO OE NAEKTPOVIKO UTIOAOYLOTH.

ATO TG apxeg TNG Sekaetiog Touv 2000, oL EIKOVEG TTOU SnLOVPYOVVTAL
omtd LTTOAOYLOTH €lXaV YIVEL N KuplaPxN HOPPN ELSIKWVY EPE.

ErumA¢ov n avaditnon oto medio avolyel véoug opilovteg. Ot Suvato-
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TNTEG PWTOPECALONOV, oVUVBEDNC (compositing) Kot XELPLOPOU TG Ttpofio-
ARG, Tou Sivouv Ta e§eAypEVA AOYLOULIKA TPLOSLAOTATOU OXESIACUOU KOl
emegepyaoiog EIKOVOC, £XOVV ETIEKTEIVEL TO EVPOG EPAPHOYNG TOU TPLOSIA-
OTATOV OXESLAOUOV, £KTOG amtd TN Snpovpyia, Kat otV TIPOoBOAN Tou K-
VNHOTOYPAPLKOU £PYOU.

Ot SuvaTdTNTEG OTEPEOTKOTIOG TIOV G SiVOLV TO AOYLOKA KaBWG eTti-
ong ko N avamtuén peBoOdwv emiAeypevng TIPoBOANG otov xwpo (mapping
projection) PTOpPEL VO PETOHOPPWOOUV Lot OTTAR TIPOBOAR 0TV KAQOIKN
006vn o€ TIPOBOAN AEITOUPYIKA EVOWUATWHEVN OTOV TPLOSIAOTATO XWPO.

Me ot ToV TPOTIO PTtopei va SnuiovpynBolv «gumelpieg Beaonc» evog
animation pe SLadpPaoTIKO XAPOKTAPA.

O TpLodLdoTATOG OXESIAONOG 0TO Animation

O tplodiaotatog oxedlaopog oto Animation ekivnos va avamtuoosTal
o€ Tawvieg Stop Motion Animation. AnAadn o€ xelpotoinTteg dSnulovpyieg os
(PUOLKO XWPO KAl XPNOLUOTIOLWVTOG (PWTOYPOPLKEG HeEBOSOUG APng, oTo
TAaiolo TG Snuoupyiog akoAouBlwv Kivnong Kape-KapE.

Y& aUTO TO MAQIOLO, N TEXVIKN TpLodldoTatng oxediaong oto Stop Motion
Animation a&lomoinag, amo Tn o PEPLA, TEXVIKEG KAL UAKA OTTO QVATopO-
OTOTIKEG TEXVEG TPLOSLAOTATOV OXESIATUOV KA, TtO TNV GAAN, TIG TEXVO-
Aoyikeg e€eAEELG KOl SNULOVPYIKEG KALVOTOUIEG TOPEWY TIOU EUTIAEKOVTOL
0TO TESIO TNG KWVNUAXTOYPOPIKNG PuTOYpa@piog kat Tou design yla Kvn-
HOTOYPAQO.

H tpodidotatn oxediaon oto Stop Motion Animation avamntuxOnke o
pEYGAO BaBUO, TOOO WOTE VA ATOKTAOEL UL LOVASIKOTNTA KOl SLOKPLTH
TOUTOTNTA, WG TAXTPOPHA TIOKIAWY TEXVIKwY Animation, oto Tedio g
TEXVNG TOV Animation KAl TNG KWVNUATOYPAPIKAG Blopnxaviag, euputepa.

Me tnv paydaior avamTugn, amo Ta P TOU ELKOGTOV LWV, TNG ETTL-
OTAMNG TWV UTIOAOYLOTWY KOL TWV PYNPLOUKWY HESWV OL SNILOVPYIKEG KAl
EKPPAOTIKEG SuvatoTnTeG avENBnkav. Ot Stadikaaieg SteukoAuvOnkav og
pEeyGAo BaBpo. ETumAgoy, ot SuvatodTNTEG TPLOSIAOTATNG oXedloNg oTOV
UTTOAOYLOTH) AVOLEQV VEOUG EKPPAOTIKOVG 0pilovTeg Kal evBappuvay Tn
OLVEPYOOL KL TNV AVTOAAQYH TEXVIKWY, HEBOSWV KO EUTIEIPLWV PETOEVD
TOU XELPOTIOINTOV KAl YNPLOKOU TPLOSIACTATOL OXESIATUOV.

Kowol mpofAnuoatiopol o OAEG TIG TIEPUTTWOELG TPLOSLAOTATOV OXESLA-
OOV 0To Animation, amd TNV TPOIOTOPIA TOU KIVNUATOYPAPOU PEXPL ONUE-
PO, £XOUV VX KAVOULV HE TNV amtdS00N TOL UTIEPPUCLKOU, TIOU SEV UTTOPEL VO
TpaypotoroinOel pe peBodoug Anwng {wvtavng Spaang, Kot Tn dnpovpyia
€VOG VEOU KOOUOU UE OOPEIG AVAPOPEG TTOVG (PUOLIKOUG VOUOUC, OKOMO KOl
OV TOUG OMOSOUEL.

H mpwtn mpoomdBela Tplodlaotatov oxedlacpov yla Animation Ba
prtopovoe va BswpnBei To TpLodidotato (wotpdmio Tou Etienne-Jules
Marey Touv SnuovpynOnke to 1887. 'Htav €va peydho {WOTPOTILO HE L
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OElp& atd HOVTEAX YOWOU TIOVALWY O AOYIKH CELPA pe BAoN TIG XPwvo-
pwTtoypapieg Tov o 81log gixe dSnuLovpynoeL.

H épsuva emavw oTa VALK&

H €pguva emdvw oTa VAKA TpLodldotatng dSnpovpyiag animation &ekt-
VAEL oo T TEAN Tov 190U aLwvaL.

H mpwtn oAokAnpwpévn tawia Stop Motion Animation, cup@wva pe
T0 PBPAlo pekdp ykiveg (https://www.guinnessworldrecords.com/world-
records/first-animated-film), elvat To To Humpty Dumpty Circus Ttou Snuui-
oupynOnke To 1898 amo tov Blackton kot Tov BpeTavoapepKaVIKO OUVEP-
yatn tou Vitagraph, Albert E. Smith. H touwvia tapovotddel pa kKivovpevn
TIOXPACTOCN TWV PLYOUPWV OO VA SNUOPLAEG EVAWVO TtauyvidL Ma tnv
TPLOSLAOTATN KATAOKELT XPNOLOTIO|ONKaV EVAVEG LOPLOVETEG KOL TIOL-
xvidla Taipkou o€ KAlpaKO.

Y€ TTLO TIELPAATIKO 0TAS10, TO Segundo de Chomon's Sculpteur moderne
KUkAo@OpNnoe to 1908 kat a&lotolel ToV TINAG TIOL SIUOPPUIVETAL OFE AE-
TITOMPEPN YAUTITA LKOVA YLt UKPEG KIVNOELG. TO TEALKO YAUTITO amtelkovidel
MLt NAKLWHEVN yuvaikor KOt TEEPTIATAEL TIPY TO HOCEWEL, OKOUPLAOEL KOL
EavayTioTel og pa KaBlopevn nAkwpevn. Avtiototxa o Edwin S. Porter to
1902 SnpLovpynos OTTIKA £PE aTtO KOUUATIX COUNG ME APTOOKEVACUATO
TIOU SLAPOPPWVOLV TIPOCWTI, META ATIO £Va TTUPOPBOALOUO, oTo Fun in a
Bakery Shop.

M evdlaepovoa TiEPITTWAON CUVSVOOTIKAG XPNONG TIAACTIKWY TE-
XVWV KoL QWTOYPOAPIKWY TEXVIKWY EIVOL O XOPEUTHG UTTOAETOU KO XOPO-
ypdpog Alexander Shiryaev. Q¢ péoo yla Vo TIPOYPOPUATIOEL TIG TIOAPAOTA-
OELG TOV, GPXLOE VA (PTIAXVEL HAPLOVETEG VPoUG 20 £wg 25 ekatooTtwyv amo
TO papier-maché og kKopVvileg. XTn CUVEXELX OKLOYPAPNOE OAEG TIG SLadoxL-
KEG KWVNOELG O€ XOPTL, TIG TAKTOTOINOE KABETA O pLat PokpLd Awpida ko
TIXPOVCIAOE TOV TIANPN XOPO UE EVOV TIPOBOAEN OLKLOKOU KIVNUATOYPA-
@ov. 2VpPwva pe Tov Peter Lord To €pyo Tou Atav dekaetieg UmpooTtd amo
TNV €MOXN TOV.

TéAog, apkeTol dSnuovpyol pooTdBnoav va eEEPEVLVHCOLV TIG EKPPO-
OTIKEG SLVOTOTNTEG TPLOSLACTATOU OXESLATUOU XPNOLUOTIOLWVTOG OKPa-
0UG CUVSUACOUG VAIKWV.

M tétola mepimtwon ntav o MoAdwvopwoog Wiadystaw Starewicz o
oToilog, oTNV apxN TNG KWVNUXTOYPAPLKNG TOU KOPLEPOG, TIEPAPATIOTNKE
XPNOUOTIOLWVTOG EVTOUA WG TIPWTN VAN TPLOSIACTATOU OXESIOTHOU Xapa-
KTNPWV, «{WVTOVEVOVTAC» T OE LOTOPLEG PE SPOAATIKY TIOAUTIAOKOTNTOL.
Me QUTEG TIG UKPOU UNKOUG Tawvieg, oupmeptAapBavopevng tng 10 Aemtng
The Beautiful Leukanida (1912), ouykevtpwvel peydAn mipoooxn ko dtebvn
oVayvwpLon.

O Togx0¢ 0OUPEOALTTHC OKkNVoBETNG Jan Svankmajer kukAo@opnoE TIC
MIKPEG KOAALTEXVIKEG TOU TaVieg amd To 1964, pe PeydAn emppon os G-
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Aoug KOAALTEXVEG, OTIWG oL adeA@ol Quay. XapaKTNPLOTIKO OTOLXED ouTWV
TWV SNULOVPYLWV Elvatl N XpRaon Kot 0 ouVSVAOUOG TTOAAWY ETEPOKANTWVY
VALKWV, OTtW¢ TIAAOTEAIVEG, EVAO, HETAANO, OPYOVIKA VAIKA (00T WapLwv)
ylot T Snpovpyia EEMPECIOVIOTIKWY KOl GOUPEOALOTIKWY TPLOSIACTATWY
KOOMWV.

H &upog xpnowomoBnke otnv tawia The Sand Castle Touv 1977 tou
animator Co Hoedeman mou Bpafevutnke pe ‘Ookap. O Hoedeman rtav
€VaG Ao TOUG SeKASEG EPPUXWTEG TIOU EVIOXVOVTAV Ao TO EOVIKO Tup-
BovAo Kivnpatoypdpou tou Kavadd, e urteBuvo ToV TIPWTOTIOPO OTO
Animation, Norman McLaren.

TéAog n Disney, mopoTL TOWTIONEVN PE TO SlodldoTato animation, oto
mAaiolo anodoong TNG otnv 501 emételo Touv Mickey to 1978, melpapa-
TIOTNKE e APKETEC TEXVIKEG Stop-motion, TpocAaupdvovtag Tov aveEap-
TNTO OKNVOBETN animator-oknvoBetn Mike Jittlov.

H avamtuén tng TexvIkNg TPoSIAOTATOU OXESIOUOU HECO OO TNV
EUTELPIO TTIOLV ATIOKTAONKE OO TOUG TELPOUATIOUOVS OTN XPHRoNn Twv
EKPPOOTIKWY HECWV KOl TWV TEXVIKWVY dnpovpyiag odnynaoe, ota peoa
oxedov tou 200V ALWVA, O TILO WPLUEG, CUOTNHATIKEG KL OPYOVWHUEVES
TpooTaBeleg stop motion animation.

Apxloav Vo SnpLoupyouvTal HEYGAOL PAKOUG animation yia TtpofoAn
OTO €UPV KOLVO, YEYOVOG TIOU QTALTOVCE ETIAYYEAUATIONO, OPYAVWan Kal
BaB& yvwon tplodidotatov oxeSLaoUo.

O Starewicz OAOKANPWOE TNV TIPWTN ToWia peydAou prikoug Le Roman
de Renard (The Tale of the Fox) to 1930.

To TPWTO TOEXIKO animation peyoAou pnkoug Ntav n tawia The Czech
Year (1947) pe KivOUpEVEG paploveTeg Tov Jifi Trnka.

H 1ol TN Ta TWV OKNVIKWV KAt TNG KVNong UTWV TWV TAWVIWY VAL ivn-
peto ko onpeia avapopdg oto medio Tou animation kot Tou TPLOSEoTATOV
OXESLOOMOU OKOU Kol anpePa. Tat oKNVIKA Sev ATav, BERALD, TIELPOUATIKA
OAAG TO TIELPAPATO TIOV TIPONYHONKOV CUVEROAAOV GTNV KATAKTNON KO
BaBL& yvwon Twv EKPPACTIKWY HECWV TPLOSIACTATOU GXESIOTHOV.

210 TPiTO TETAPTO TOV 200V ALWVA, N AVATITUEN OPYAVWUEVWY OTOV-
VTLo, e€eldikevpévwy oto Stop Motion Animation, og emtan pe avtioToya
TIQVETILOTNLOKA EKTIAUSEVUTIKA LOPUHATA, 08NYNOE OTNV KOPUPWON TNG
QVATITVENG TOV TPLOSLACTATOU OXESLOOKOU Yla Stop Motion Animation.

Yto Hvwpevo BaaiAelo, o Peter Lord kaw o David Sproxton Snutovpynoav
To Aardman Animations Ttou Ba Ttapriyaye TTOAAEG SLa@nUioELg, ThAEOTITL-
KEG OELPEC, TAUVIEG MIKPOU KOl HEYAAOU HNKOUG, oTtd To 1976 pexpL onuepa.
H Aardman Animations e&elSikeVtnke 0Tn povteAomoinon, Kupiwg, He TAa-
oTeAlveg povTtedomoinong, AATE Kol TEXVIKEG UKPOYAUTITIKNG KO XUTEVONG
0€ KOAOUTILO, TIOU XPNOLUOTIOLOVVTOL O GAAOUG TOMELG, EVTEAWC Slapope-
TIKOUG amo To animation, 6Ttwg n odovtotexvikn. H Aardman Animations
QVATITUOOETAL SLOPKWG YLa, axed0v, 50 xpovia Twpa pe a&loonpueiwTeg St-
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akploelg. To Creature Comforts tou Nick Park k€pdioe o Ookap yla To Best
Animated Short to 1990. Emiong, n peydAou pnkoug tawia Chicken Run
elvat pia amo Tig mo kepdoodpeg Tawvieg Stop Motion Animation, €xovtag
kepSioel oxedov 225 skatoppvpla SOAXPLA TIAYKOOHIWC.

MNopdAAnAQ, TNV Sta eoxn, amo Ta peoa TNG dekaeTiag Touv 1990 pexpt
TIG 0PXEG TOU 210UV v, SNULOVPYRBNKOV OPLOUEVEG EEAUPETIKEG TAUVIEG
TIov awénaoav tn dSnpo@Aia Tou Stop Motion Animation kat €yelpav To €v-
Slapépov yla tov Tplodtdotato oxedlaopd. To Nightmare Before Christmas
(1993), o oknvoBeaia Henry Selick kat taparywyn tov Tim Burton, eva amo
TO TIO XOPOKTNPLOTIKA Kot ETISPACTIKA stop motion, €ywve n kopupaia
Tawia stop motion animation tng emoxng tng. O Henry Selick ouvéxioe
emtiong oknvoBstwvTog Tov James, To Giant Peach kau Coraline kat o Tim
Burton tnv Corpse Bride kat tnv Frankenweenie.

O 21o¢ owwvag Aomodv, TopoTL Kuplapxeitar amd to Computer
animation &ev €xeL amepumoAnoel To Stop Motion Animation. Arto to 2009,
TO 0ToUVTIO AdiKe, 0 Stddoxog Twv Will Vinton Studios, kukAogopnoe Tié-
VTE TAWVIEG PEYAAOU UFKOUG, OL OTIOLEG £XOUV OUAAEEEL CUVOALIKA TTAVW OO
400 ekaToppVpL SOAdpLAL.

AMEG ONUOVTLKEG TAVIEG HEYOAOU PAKOUG TIOU KUKAOPOPNOQV amd TO
2000 sivau ot Fantastic Mr. Fox (2009) kot 9,99 $ (2009) ko Anomalisa (2015).

H amrxnon Twv mopomavw Tawlwy, o€ ouvduaouo e Ta BPALa Ka,
YEVIKOTEPQ, TNV TIANPO@POPNCN Y& TOV TPOTIO SNHLIoVPYIG TOug K-
Bwg emiong kot N avATTUEN €EELOIKEVUEVWY AOYLOMIKWY Wn@Llakoy Stop
Motion, 6Twg to Dragon frame kat To Stop Motion Pro odrynoav og pia
veéa &vOLon oTo TIESIO KL i VEX YEVIA SNLOVPYWY OTNV WNQLOKN ETTOXA.
MoAAol veol EeKvouv Tal TIEPAUATA TOUG OTn Snuovpyia Tawlwv Stop
Motion, x&pn oTNV €UKOALQ TWV GUYXPOVWYV AOYLOMIKWY stop-motion Kot
g Stadiktuokng dnpoaisvong Pivteo.

H Suzie Templeton, pe co@eig emippoEg amo T Bpetavikr mopddoon Tov
dnuovpynoe n opdda twv Aardman Studios, HeTd TNV amo@oitnar) TG, o€
TIPOTITUXLOKO ETtiTteS0, amd 1o SIAD Ko, O€ YETATITUXLOKO €TTTESO, QO TO
RCAD, dnpovpynoe to Bpafeupévo pe Ookap Stop Motion Animation, o IMe-
TPOG KA 0 AUKOG. Tot TPLOSIACTATA OKNVIKA OTX OTIOIX KIVOUVTAL Ol KOUKAEG
SnpovpyNRBNKav Pe SLAPOPEG TIAACTIKEG TEXVIKEG O pEyeBOG Swpatiov pe
TIOWKIAC VALKA TIOU OUVEROAQV OTNV PECALOTIKOTNTA TWV VPWV. MAAIoTA Yot
TNV avamtugn Touv Stop Motion Animation dev xpnotomot)Bnke Eva amod Ta
SNUOPIAR, NéN untdpxovta Aoylopike, Stop Motion Pro kou Dragon Frame
OAAG SnpovpynBnke eva VEO AOYLOUIKO Wn@Lakou Stop Motion Animation,
To AnimatorDV, Ttou 0Tn cuvéxela SLaVEUNBNKE KOl OTNV ayopd.

Ytnv EAAG&S, oTo medio Twv Taviwy, oTIg apXEG ToL 210V cwva, HETA
amo, oxedov, 20 xpovia amd TN PVNUELOKA Tavia TwV ZTPATOV LTOCIVOU
kot Ndoouv Mupunpidn, «tou KoAupmntri» SnULoupyouvTal TPELG TALVIES
Stop Motion. Mg xpovoloyikr| ogip@, To The Mirror Stage tou Xmupou Zi-
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aka, T0 Nonpa Tng Zwng tou Névvn Zoyka kat to Xwpld Tou XTEAlou
MoAuxPOVAKN e CUUUETOXN Kot SLaKPIoELG o PETTIBAA Animation, pe Tto
ONMAVTIKEG TNV SLakplon g Asifa Serbia, yia to The Mirror Stage, kat tnv
emAoyr Tou Xwpld 0TO SIaywVIOTIKO TUAMA Tou PeoTIBEA Annecy, wg
N TPWTN EAANVIKN Towio TIou AaBe autr TNV SLAKPLoN. AUTEG OL TALVIES
ONMATOS0TOUV Lo VEX apeTnpiat avamtuéng Tou Stop Motion Animation
otnVv EAAGSa ko Sivouv Tn OKUTAAN O€ VEOUG TIETUXNUEVOUG SNULOVPYOUG,.
Anpovpyeital, €Tol, OTASIOKA, U ONPAVTIKA TIapddoaon, o€ GuVSVACHUO
ME TA QVTIOTOLXO EKTIAULOEVTIKA LOPUHATA TPLITOPABUIOG ekTtaidsuong Kat
emionuoug popeig, 6mwg n ASIFA HELLAS kot To eoTIBAA Anima Syros.

OtAoyoL ya tn xprion Stop Motion, avTl yat TIG TiLo Tt PONYUEVEG TEXVOAO-
yieg TpLodLaoTaTNG SNovpyiag oe UTTOAOYLOTH, TIEPLAXUBAVOLV TO XOUNAO
KOOTOG, TNV EAKUOTIKOTNTA TNG EEXWPLOTAG EPPAVIONG TNG KABE Snpovpyi-
OG e TIOKIAC VALK KO TNV TIPOGBACIUOTNTO, KABWG Ol TEXVIKEG OTIALTIOELG
Yl v EEKIVATEL KATIOLOG, OKOMO KOl WG EPACLTEXVNG, EIVOIL EACXLOTEG,

ATto TNV GAAN pEPLY, O TPLOSLAOTOTOG OXESLAOUOG OE UTIOAOYLOTH TIPO-
OPEPEL PEYOAUTEPN OKPIBELCt OTN XPHON TWV EKPPOTTIKWY PHECWV KOL GTNV
€€0IKOVOINGN TOU XWPOL SnULoVpYiaC,

Itnv ovvexela Ba Sovpe WG SPOPPWVETAL TO TIESIO TOV TPLOSLA-
OTOTOU OXESLAOUOV HE TNV AVATITUEN TNG TEXVOAOYIOG TWV UTIOAOYLOTWV.

TplodLaoTatog oXESLAOHOG O UTTOAOYLOTH

YAMEPQ, OFE ETIAYYEAPOTIKO eTtimedo, kuplapxel N Tplodidotatn oxedi-
aon og utoAoyloth. MAsovekTpata Tou Stop Motion, OTtwg N TOKIAIX
KOl 0 SNLOVPYLIKOG TIAOUPOALOUOC OTNV QVATITUEN VPWV OE CUYKPLON UE
TIG TILO TEXVNTEG VYPEG TOU OXESLATHOV OE UTIOAOYLOTH, TIoL &gV gival TOOO
KOVTA OTOV PEOALOUO, EKTIUNONKAV OTtO GNUAVTIKOUE OKNVOBETEG KLVOU-
pévwy oxedlwv, omwg ot Tim Burton, Henry Selick kot Wes Anderson.
QoTt600, oL ouvONkeg peTaBdAAovtal paydaia. Autr n &moyn, Tov ixe
olyoupa Aoykn faaon otig apxeg tng dekaetiog tov 2000, £xet EemepaoTtel
aTto TIG TEXVOAOYLKEG €EEAIEELG KaL TNV Snpovpytkr katevBuvon Tou Si-
VETOL ONUEPQL.

OL mpwteg TPOOoTIAOELEG OXESLOOHOV 08 UTIOAOYLOTA NTAV Glyoupa Kai-
TWTEPEG avTioTolWV Stop Motion Snuioupylwv Kot Epolaloy EPOCLTEXVL-
KEG 0€ aVTITAPAPBOAN HE aUTEC. ATIOTEAOVOOV TIELPAWATIKEG TIPOOTIABELEC
EQOAPUOYWV TIOV XAV N PECALOTIKA XOPOAKTNPLOTIKA VYWV KOL AKOWTITN
kivnon. Evdeiktikg, ™ Sekaetia Touv 1940, ov Eekivnoe n wotopia ¢ Ki-
VOUUEVNG ELKOVOG O€ UTIOAOYLOTH) KOl APXLOOV OL TIPWTOL TIELPAUATIOUOL HE
YPOAPIK& UTIOAOYLOTWY, Kupiwg amod tov John Whitney, eixav, Adn, dnui-
oupyNnBel WPLUEG, KOAAMTEXVIKA KOL TEXVIKY, HEYAAOU prkoug Stop Motion
Animation. Eixe, ¢, epmedwOel piat cuOTNUATIKA PEBOSOC KA OLYKEKPLLLE-
VECG OPXEC SNULOVPYILAG PUOLIKOU TPLOSIATTATOU OXESIAOUOV.

Qotdoo, n paydaia avamtuén TNG PlopNXoviog AOYIOUIKWY TPLOOLA-
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oTaTov OXedlaopov amod Tn Sekaetiar Tou 1980 £pepe Ko TNV AvATITUEN
TWV EQAPHOYWV TPLOSLACTATOL OXESITHOL 0To Animation.

Yta TéAN g Sekaetiog Touv 1980, To PWTO-peoAloTikd 3D Gpxloe va
EUPOVICETAL OE KIVNUOTOYPOPLKEG TAVIEG KOL OTO PETa TNG SeKaETIOG TOV
1990 €ixe avamtuxBei og T€TOL0 POBOUO, WOTE VA XPNOLUOTIOLETAL YLt OAO-
KANPN TNV TIapaywyr TOIWY HEYAAOU HNKOUG HE OPKETA TIELOTIKEG PEQ-
AOTIKEG VPEG,.

Oa SOUUE GUVOTITIKA ONHUAVTIKOVG 0TABNOUE TNG €€EALENG TOL TPLOSLA-
OTOTOU OXESLAOUOU QXUTEG TIG SVO SEKAETIEC,

‘Eva onpavTiko PP Tipog T EUTIPOG OTOV OTOXO TOU QUENHEVOL PEX-
Alopov oo TpLodlaotato Animation NpBe pe TNV avamtuén Twv «Fractals».
Me ta «Fractals» dnpovpyouvvtal amevBeiog o UTTOAOYLOTEG TPLOSIACTATA
mieplBéAAovta pe Suvatdtnta kivnong péoa toug. To 1979-80, n tpwtn
Towia TIov xpnotporolet fractals ya tn dnpovpyla TwWV ypo@kwy £yve
amd tov Loren Carpenter tng Boeing. Me titAho Vol Libre, £€6¢1ée pia ttrion
Tavw amo éva fractal Tomio kot mapovotdotnke oto SIGGRAPH 1980. Xtn
ovvéxela, o Carpenter TpooANPOnke amo tnv Pixar ywa va Snuoupynoet
fractal otnv akoAouBia Genesis Effect tou Star Trek Il: The Wrath of Khan
Tov lovvio tou 1982.

Qotéoo, mopoTt ta Fractals wg pebBodog, Siapoporolel kat Sivel To
OTlyMa TOU TPLOSIACTATOV OXESIATUOV, WG EEXWPLOTH KL UTOVOHN SLax-
Sikaoia, Ta (NTAMATO TOU PECALTOU TWV VPWV TIPAREVOUV OVOLIKTA OTN
Sekaetia Tou ‘80.

H emopevn dekaetia Bewpeital oTaBPOG 0TNV TTPOCEYYLON OUTWY TWV
ntnpatwy. Onwg eidape o Tavw, n dekaetia Tov 90 NTAV oTABPOG
yla TNV €8paiwon Tou TPLOSIACTATOU OXESLOOPOU OE UTIOAOYLOTH WG TO
KUPLAPXO HECO OTN SNULOVPYIA EBIKWVY EQE OTOV KIVNUATOYPAPO, TOCO
oe towvieg {wvtavng dpdong 600 Kal os Tawieg apadoaoiokoy Slodia-
otatov animation. Qotdoo, autn n dekaetia eivar e&§loov KOUPLKN Kal
oTNV aVAmTUVEN Tou TPLOSIAoTOTOV oXeSLOONOV KaBwg To 1995, APBe n
TIPWTN TIANPWG KIVNUATOYPOPLKA TAVI LEYAAOU HAKOLG UTIOAOYLOTH, TO
Toy Story tng Disney-Pixar, n omoia ATav Pl TEpAOTIO EPTIOPLIKN TTLTLX (O
Auti n Tawio oknvoBeTtrOnke amd tov John Lasseter, cuvidputr Tng Pixar,
Kol Ttpwnv animator tng Disney, o omoiog &ekivnos otnv Pixar pe tawvieg
HIKpOU prkoug omwg o Luxo Jr. (1986), to Red’s Dream (1987) ko to Tin
Toy (1988).

To a€loonpeiwTo aUTAC TNG Tawiag, TEPA amo TNV eEAPETIKA Kivnon,
elvat n gupaBuvon og (NTAPATA PEOALTOU TWV VPWV KOL TWV VAIKWY, KO-
Bwg SnuoupynBnkav TIOLKIAEG VPEG TOOO TOU PAVTACTIKOU KOGUOU TWV
TIAUXVISLWY 000 KOL TOU TIPAYUOTIKOU KOOHOU HE OTIOAUTN TIELOTIKOTNTAL.
Tnv dua, mepimov, emoxr otnv EAA&Sa aloonpeiwtn gival n mpoondBela
TOVU TIPWTOTIOPOL SnUoupyoL TPLodidotatov animation Avtwvn NTtov-
ola, oTnv Tawia «To xpnuo: Mo puBoAoyia Touv XKOTOUG», oknvoBeaiag

34



Eloaywyn

BaoiAn Madwpévou. O Ntovolag Snuovpyet Tplodiaotata mepBeArovia
KOL VPEG e OOPELG ETILPPOEG ATIO ELKATTIKEG TEXVEG KOL KOAALTEXVIKA KLVN)-
MOTA O TNV LOTOPIN TOU KIVNUATOYPAPOU.

ATO €Kelvn TN OTLYHN MEXPL ONHUEPA N QVATITUEN €lval TEPAOTIO KOL
€xouv AUOel TTOAAG OO TA TIPOPAAATA TOU PECALTHOU TWV VPWV.

H oepd Twv tawvwwv Ice Age kat to Monsters Inc, givat evoelKTIKA Tta-
POSEYHATO WPLUOTNTOG KAl KAWWOTOMIOG OTNV TIPOCEYYLON TNG PECAL-
OTIKOTNTAG TWV VYWV KL TNG TEELOTIKOTNTAG TOUG O OXeon e To Tedio
g@appoyng toug. Ot Tpixeg, Ta xvoudia, Ta XOPTAPLY, Ol TPOXLEG ETILPA-
VELEG VAL XOPOKTNPLOTIKA TIOPASEY AT TNG SNILOVPYLKNG TIPOTEYYLONG
OTOV TPLOSIAOTATO OXESLAOUO KAl TNG KATELOLVONG TWV SNULOVPYIKWV
avadnTtnoswv Tov Ba akoAovBroouv. To pmokoTo otnv Tawia Shrek givat
EVOELIKTIKO TNG TAONG EVOWHATWONG QVA@OPWY aTtd TNV Tapadoon Tou
stop motion otov TPLOSLACTATO OXESLATUO.

MukTég TEXVIKEG KOl VTOAAQYEG

Ta Oplax peTagL TEXVIKWY TPLodlaotatou Stop Motion kat Tplodidota-
TOU OXESLOOOV OTOV UTIOAOYLOTH £X0LV ap)ioet va yivovtat Suadldkplta
KOl VO XTOVOUV.

Y& qUTO TO TTAQUOLO EVTACOETAL KL N AVATITUEN £PYOAEiWV KOl LEBOSWV
YAUTITIKNG O€ AOYIOMIKA TPLOOLAOTATOU OXESIOOHUOU, OAAQ KOL N QVATITUEN
€EELOIKEVUEVWV AOYLOULIKWY 0TNV YNPLOKA YAUTITIKA, OTIwG To Z-Brush.

Moapopola, oto TepPaArov Tplodldotatov oxedlaopov Tou Blender
gxouv avamtuxOel epyoleia «Badipatoq pe vPeg», OTIWG To Stencil kot Te-
XVIKwv Slodldotatou animation, 61w To Grease Pencil.

ErumAgov, TEXVIKEG TPLOSIAOTATNG OAPWONG Kol GWTOYPAUMETPLaG aflo-
TIOLOVVTOL OAO KOl TIEPLOCOTEPO GTOV TPLOSIACTATO GXESLAOUO Yot Animation
Kall pappoyeg {wvtavng dpdong. ‘Eva peydho ooooTod AW HeYGAoL
MAKOUG XPNOLUOTIOOVV TEXVOAOYIA TPLOSIACTATNG OAPWONG Yl oVVOETA
MOVTEAX yLat AOYOUG OLKOVOUIOG KOl PECALOTIKOTNTOG TWV VPwv. Ettiong,
MLO TIPAKTLKY, TIOU avadUeTaL TeEAsuTala, eivat n dnuovpyia Tploddota-
TWV MOVTEAWV HE TIAPASOOLAKO TPOTIO OE (PUOLKO XWPO KOL N UETAPO-
P& TOUG OTN OLVEXELA OE TPLOSLAOTATO TIEPIBAAAOV GTOV UTIOAOYLOTH YL
TIOWKIAEG xpnoelg. 2to Sketchfab Ba Sovpe TOAAG TETOl TTaPOSElypaTA,
OTIWG TN HETAPOPA O TPLOSLACTATN WNPLOKN HOPQT) TWV HOVTEAWVY Stop
Motion ®A\p omwg 1o Nightmare Before Christmas kot to Wallace and
Gromit, KaBwg emioNg KAl LOVTEAX KOl OKNVIKA YL stop motion pe Stagpo-
PA VAIKA (TAQOTEALVN, HETOAAQ, EVAQ, QMO K.O.K.) TIOU PTIOPEL va yivouv
download kat va xpnotporoin8ouv.

Agv gival, Opwe POvVo n TPLOSIACTATN 0APWAN TIOU XPNOLUOTIOLEITAL
OTNV KWWNUOTOYPOPIKN Blopnxoviar oAA& kot n TpLodldotatn eKTUTIWON.
XapaKTnNPLOTIKO TIapadelypa eival To 0trBog tou «Arc Reactor» tou Tony
Stark kat 0AOKANPO To KOaToUL Iron Man atnv TpLtAoyia Iron Man.
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To kooToUpL dnuovpynBnke apxilovtag He Eva TPLOSIAOTATO OXESLO
aVaPOPAG IOV SNLOVPYNONKE ATIO KOAAITEXVEG KAl L faon SedopEvwv
ME MOVTEAQ avapOpPAs. MOALG OAOKANPWONKE TO MOVTEAO, EKTUTIWONKE
TPLOSAOTATA OE HIKPOTEPN KAILOKO KL XPNOLUOTIOIRONKE W¢ TIPWTOTU-
Tt0. AUTO €TETPEYE VA YiVOUV TPOTIOTIOINTELG OTO POVTEAO OTIOTEAEOUATL-
K& TPV N TEAKH €kSoon oxeSLooTel, kot TIAAL TPLOSIAOTATA OE LTIOAOYL-
OTr Kol EKTUTIWOEL o€ TIANPEG pEyeBOC.

Eivat pavepd ooy, 6t avamtiooeTal Eva Totio dnuovpyiog omov
SLEVKOAVVETOL KOl EVOOPPUVETAL N AVTOAAYN TEXVIKWVY KOL TEXVOYVWOLOG
T TAPASOCLAKES LOPPEG stop motion animation Kol TPLOSIAOTATOV OXE-
Slaopov o€ vtoAoyLloTn pe Baon TIG OLITEPEG AVAYKEG ETILUEPOVG project
KO TOL ATOUIKA EVOLOPEPOVTA TOU XPNOTN.

To {NTOVPEVO, WOTOOO, TIOPAEVEL N AVTATIOKPLON O VWNAEG TEXVIKEG
amautnoelg €080V TOU TEAIKOU TIPOIOVTOG, Ol OTIolEG oEAVOVTaL e TN
paydaia avamtugn tng teExvoloyiag TpofoAng. Edw, Aowmov, mapatnpsi-
TaL eva Tapado&o. MoapdTL Ta Yn@Lakd peoa yivovtat GAO KAt TILO TTPOCLTA
oTn QAon TNG SNUOVPYIOG Ol AMALTACELG TNG TEAKAG €080V AVTIOTOL-
XOUV O€ UTIOAOYLOTIKA CUOTHHATO SUOTIPOOLTA YL TOV ATAG SNULOVPYO.
E€aAAov, n amodoon oTo TEAKO TPLOSIAOTATO ATIOTEAECHUA EVOG HEYOAOU
TIANB0oUG Kalt peyeBoug S£S0UEVWV IOV CUVIOTOVV piat dkoAoLBia TPLOSIA-
OTOTWV EIKOVWYV ATAV KL Eival Eva amo Ta {NTOVHEVA OTOV TPLOSIAOTATO
oxeSLOMO Yo animation.

Y& aquTn TNV kKatevBuvaon, £xouv dnpovpynBei e€etdikevpévol otabpol
gpyaotiag (Render Farms), ot omoiot yivovTtat oAogva Kal TiLlo TTPOOLTOL OL-
KOVORLKAL.

H etaupeia Sun Microsystems oxediooe apxika tov umtoAoylotry SUN
W¢ EVa TIPOCWTILKO 0TaBpo epyaciog CAD yia to Mavemiotiuto Stanford
Network. Ot petayeveéotepeg e€eAi&elg TiepLleEAGUPavVaY SLAKOMULOTEG UTTO-
AOYLOTWV Kol 0TOOUOVE pyaaiog IOV BacioTnKav o TTAPOHUOL OPXLTE-
KTOVIKN eme&epyaotwyv. Méxpt Tn Sekaetia Tov ‘90, ol otaBpol epyaaiog
™G Sun ATav SNUOPLAEIG yla armtddoon otnv Tapaywyn tawiwv 3D. Na
mapadetypa, n Tawia Toy Story tng Disney-Pixar to 1995 xpnoiuormoinoe
pio povada Render Farm amd 117 otaBuovg epyaciog tTng Sun. ZApepa
glval Ko TPaKTIKA, n omola £xel SleukoAuvBel pe Tn duvatdTnTa pE-
TOPOPAG HEYCAWV SESOUEVWV EE ATIOOTACEWG HETW TNG AVATITLENG TOU
SadukTiov.

H Bropnxavia AoylopiKwV TPLoSLAcTATOU OXESIACHOU

OL TpWTEG QMOTIELPEG SNUIOVPYIAG TPLOSIAOTATWY YPOPIKWY KOl
animation, omwg eidape mapamdvw, Eekivnoav amno ta peéoa tov 200v at-
wva. Ao tn Sekaetia Tou 1980 &pxlos N avATITLEN TIOAAWVY EUTIOPLIKWV
TIPOIOVTWYV AOYLOMIKOU TPLOSIAOTATOU OXESIOOHNOV, TA TIEPLOTOTEPA OTIO
TOL OTIOLQ, HE SLOAHOPPUITELG KOl PETAPBOAEG CUPPWVAL PE TIG TEXVOAOYLKEG
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eEEAEELQ KL TIG ETIXELPNUATIKEG CUYXWVEVTELG KOL CURPWVIEG, KUPLAPXOLV
KoL ONUEPa 0TN Plopn)avict AOYLOUIKOU TPLOSIAOTATOU OXESLACHUOU YL
animation.

H kotevBuvon kat ol oxedlaoTikol oTOXOL 0TV €psuva Kol Tn Sladt-
Koolot avAmTUENG EEELOIKEVUEVWV AOYLOUIKWY TPLOSIACTATOL OXESLACUOV
npoadlopiotnkav, o€ peydAo Babuo, péoa amd Tn CUUUETOXH KOAALTE-
XVWV, SNILOVPYWV KL EPEVLVNTWV OTIO TIOIKIAQ ETILOTNHOVIKA TTESI. MEoa
OTtO CLYKEKPLUEVEG AVOYKLOTNTEG KL TIPOBAAATA TIOV ElXaV Vol AUGOUV
ava Tiedio, SOONKAV CLYKEKPLUEVEG KATEVBVVOELG KOl OPIOTNKOAV OUYKEKPL-
peva TAaiolax oxeSLaopov. Na TapadeLly o, N TIPAKTIKY Tov stop motion pe
KLVNUOTOYPO@LKH nxavr) £€Swae TV PA&on ylo T WnN@LOKA TIpOYPAUUOTO
Stop Motion. AvTioTolXQ, N TPAKTIKN KoL N SOUNON TWV €EELOIKELUEVWV
TUNHATWY KIVNUATOYPOPIKWY OTOVVTIO GUVEPBOAE 0TN SOUNON TWV AVTL-
OTOLXWV TUNHATWY 0T AOYLOMIKA TPLOSLAOTATOU OXESIAOUOV OE UTIOAO-
ylotn.

2TnV ouvéxeLla, B SOUHE OPLOPEVOUG TNUAVTIKOUG OTABOUE otV €&€-
AN NG avamTuéng Aoylopkwy TPodldotatou oxedlaopol amd to 1980
HEXPL OrpEpPQL.

Autodesk (1982): H Autodesk Inc 15pvBnke otnv KoAipopvia amd tov
John Walker, pe €p@oon oto AOYLOMIKO OXESLOOHOU YL TOV UTIOAOYLOTH,
pe to kopu@aio Taketo CAD AutoCAD. To 1986, TO TIPWTO TIAKETO KIVOU-
pevwv oxediwv tng Autodesk ntav to AutoFlix, yia xpnon pe to AutoCAD.
To mpwTo TANPEG Aoylopiko 3D animation Atav to 3D Studio ywax DOS 10
1990 1o omolio, TEAKE, avTiKataoTtdBnke To 1996 6tav To The Yost Group
avemtuée To 3D Studio Max yix Windows NT. H Tty Tou 3D Studio Max
BewpnOnke ypryopa wg piat TPoott AVoN yla TIOAAOUG ETTAYYEAUOTIES,
XPNOLUOTIOLEITAL OTOV KIVNUXTOYPAPO, OTNV QVATITUEN TIALXVISLWY, OTOV
ETAPLKO KAl BLOUNXAVIKO OXESLAONO, OTNV EKTIALSELON, OTNV LXTPLKN KAl
0TO OXESLOONUO LOTOTEAISWV.

To 2006, n Autodesk améktnoe Tnv Alias, @EPVOVTAG TA TTPOIOVTA AOYL-
opikov StudioTools kat Maya k&tw amod tn okemn TG Kat pe to 3D Studio
Max va petovopadetar wg Autodesk 3ds Max kot to Maya wg Autodesk
Maya. Twpa, w¢ pa amd TG HEYOAVTEPEG ETALPEIEG AOYLOULIKOU OTOV KO-
opo, n Autodesk e§unnpetel TeplocdOTEPOLG IO 4 EKATOUPVPLA TIEAXTEG
o€ TEPLOTOTEPEG amo 150 XWwpEC.

Alias Research (1983): H Alias Research 16pu6nke oto TopdvTto TOU
Kavadd amd toug Stephen Bingham kot GAAoVG, pe Epgaon oto Blopnxa-
VIKO KOl Puxaywylkd AOYLOUKO. To TIpWwTo Toug Tpoldv Atav to Alias-1
Kol kukAo@opnoe to 1985. To 1989, n Alias emiAexOnke va {wvtavevoel
10 Yevdomodo atnv tawia The Abyss tou James Cameron, K&TL TO OTO(O
€8waoe 0TO AOYLOULIKO avayvwplon vPnAov Tipo@iA. To 1990 to Aoylopiko
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Alias e&eAixOnke kat petovopdatnke oe PowerAnimator.

H Alias Research ouvéxloe tnv emituyia Tou PowerAnimator pe tawvieg
omwg to Terminator Judgment Day, To Batman Returns kot to Jurassic Park
Kat To 1993 &ekivnoe TNV avamTugn evog VEOU AOYLOLKOV, TO OTtolo apyod-
TEPA OVOUAOTNKE Maya.

H Alias Bprike tedia e@appoyng os Tawieg Kivoupevwy oxediwv, TnAgo-
TITIKEG OELPEC, OTITIKA EQE KAl BvTeoTatyvidia kot TieplAdpBave TIOAAK €€¢-
XOVTa O0TOUVTLO, OTIWG N Industrial Light & Magic, n Pixar, n Sony Pictures
Imageworks, n Walt Disney kat n Warner Brothers, kaBwg emiong kau og
EPOPHOYEC OTNV OPXLTEKTOVIKA KAL TN UNXOVIK).

Wavefront (1984): H Wavefront 16p0Bnke amé tov Bill Kovacs kot -
Aoug otV KoAlpopvia, ylo TNV TIapaywyr] YPOEQIKWY UTIOAOYLOTWY YL
TOWIEG KOl TNAEOPATELG. TO TUAMO TIAPAyWYNG TG eTatpeiog forBnos oto
OUVTOVIOHO TOU AOYLOHULKOU XPNOLLOTIOLWVTAG TO OE EUTIOPLKA £PYQ, SNnL-
OUPYWVTAG YPAPIKA AVOLYHATOG YL TNAEOTITIKA TIpOoypappata. To 1988 n
etalpeia mapovaiooe to Personal Visualiser, pia kKatvotopo TipoagyyLon tng
neBoddou rendering. H Wavefront akoAoBnoe tnv emtuyio Tou Personal
Visualiser pe tTnv kukAogopia To 1992 tou Dynamation, evog Lloxupou gp-
yoAgiov yix tn SladpaoTtikh Snulovpyict Kl TPOTOTOINON PECALOTIKWY,
PUOLKWVY EKOVWV Kol SUVAPLIKWY yeyovoTtwv. To 1993, n Wavefront amé-
ktnoe tTnv Thomson Digital Images (TDI), pe To kowvoTtopo Tpoidv Explore,
Ml oovita epycdeiwv Tov TiEpAGpPave 3D oxedlaopo Yl povteAomoin-
on, Animation kot SLadpaoTIKO PWTOPECALOTIKO Render.

Alias Wavefront (1995): To 1995, n Wavefront ayopdotnke amod
Silicon Graphics kot ocuyxwveUTnKe pe TNV Alias Kat N oUYXWVELUEVN €TAL-
pela Alias Wavefront kukhog@opnoe. H véa amootoAn tou Alias Wavefront
NTAV VO EOTIAOEL TNV QVATITUEN TWV TILO TIPONYHEVWY EPYOAEIWV OTOV
KOOMO Yyl Tn Snuovpyia Ynelokol meplexopévou. To PowerAnimator
OUVEXLOE VO XPNOLUOTIOLEITAL YL OTITIKA EPE KAl Tawieg (0Twg Toy Story,
Casper kat Batman Forever), kaBwg kat yla Bivteomatyvidia. H mepauteépw
QVATITUEN TOV AOYLOpLIKOU Maya Tipoxwpnoe TtpooBETovTag Ve SuvaTo-
™NTeG. Ta mpoiovTa Blopnxavikou oxedlaopov CAD omwg to AliasStudio
kat to Alias Designer gywvav tuntontotnpéva otnv Alias Wavefront. To 1998
n Alias Wavefront kukAo@opnoe 1o Maya w¢ 1o veo tng Tpoidv 3D, kat
OUVTOHQ EYLVE TO TILO ONMOVTIKO EPYOAEIO KlvoupEvwy oxediwv tng Pi-
opnxaviag. To Maya ATav n ouyxwveuon TPV TIaKeTwV: Tou Advanced
Visualizer tng Wavefront, tou Power Animator tng Alias kot tou Explore
g TDI. To 2003 n etoupeio petovopdotnke amAd «Alias». To 2004, n SGI
TIOVANCE TNV €TIXEIPNON O IOWTIKN ETALPEID ETTEVOVOEWVY KAl OPYOTEPA
petovopdotnke os Alias Systems Corporation. To 2006, n eTaupsia ayopdi-
oTnKe amo tnv Autodesk.
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Softimage (1986): H Softimage 16pVBNkKe AMO TOV KWVNUATOYPAPLOTH
tou National Film Board of Canada, Daniel Langlois 0to MovtpgaA. To Tipw-
TO TOVL TIPOIOV ovopdoTtnke Softimage Creative Environment kot KUKAOQO-
pnoe oto SIGGRAPH '88. lNa mpwtn Qopd, OAeg oL TpLodlaotateg SLadIKa-
oleg (MovTeAomoinan, KVoUHeVn €KOVAL Kal rendering) evowpatwonkav.
To Creative Environment (TeAik& yvwoto wg Softimage 3D to 1988), €ywe
pLat TUTIKE) AVon KvoUpevwy oxediwv otn Bopnxavia. H Softimage ave-
TTVEE TEpaLTEPW SuvaTdTNTEG Y To Creative Environment, cupmeplAap-
Bavopevou tou Actor Module (1991) kou Touv Eddie (1992).

Ot meAdteg TnG Softimage mepAapuBavouv TTOAAEG e€€XOVOEG ETALPELEC
Tapaywyng kot to Softimage €xel xpnotpomotnBei yio Tn dSnuovpyia Ki-
VOUUEVWV OXESIWV YLO EKATOVTASEG HEYAAEG TALVIEG KOL TIOLXVISLAL.

To 1994 n Microsoft améktnos to Softimage kol HETOVOUAOTNKE TO
miokeTo Softimage 3D. To 1998, agov Pondnos oTn HETAPOPA TWV TIPO-
OvTwyv ota Windows kot Xxpnpatodotnos tTnv avamtuén Twv Softimage
kat Softimage DS, n Microsoft movAnoe tn povdada Softimage otnv Avid
Technology, n omoia emSIWKEL Vo ETEKTEIVEL TIG SLVATOTNTEG TNG Yl
OTMTIKA €€, XTn ouvexelr, To 2008, n Autodesk améktnoe tn HAPKA KoL
Ta oTol el kivnong tng Softimage amd tnv Avid, KatoAyovTtog £€ToL 0Tn
Softimage Co w¢ &exwplotr ovTOTNTA. Tal TIEPLOVCLAKA OTOLXEID TIOV OXE-
Tilovtou pe PBivteo tng Softimage, ocupmepthapfavopgvou tou Softimage
DS (twpa Avid DS) e€akoAouBouv va avrikouv otnv Avid.

Side Effects (1987): H Side Effects 16p0Bnke amo toug Kim Davidson ko
Greg Hermanovic oto Topovto tou Kavadd, wg etatpeio Tapaywyng Aoyt-
opkoV, Baollopevn og eva TtakeTo 3D animation Ttou ovopddetan PRISMS
KOl TO OTIOlO Elxav MOKTACEL amd TOV TipWNV £pyodoTn toug Omnibus.
H Side Effects aventuée tn péBodo povtedomoinong kot kivnong oe éva
VYNAAG TIoLOTNTOG AOYLopKO 2D / 3D, TO OTol0 EVOWUATWOE UL OELPA
TEXVOAOYLKWY OVOKOAVWEWV.

To PRISMS 1ng Side Effects Software xpnaotuomol|Onke ektevwg ylo va
ONMLIOVPYNOEL OTITIKA EPE VLA EKTIOPTIEG KOL TAUVIEG HEYAAOL MAKOLG OTN
Sekaetion Tov ‘90, pe €pya OTIWC TO Twister, N Huépa tng Aveaptnaiag kot
o Titavikoc. To 1996, n Side Effects mapovoioce to Houdini, éva TtokEéTo
3D emopevng yevIAG TIou amodeixOnke Lo €EEALYEVO KL PLALKO TIPOG TOV
KOAALTEXVN QMO TOV TIPOKATOXO Tov. To Houdini xpnotpotoleitat o 0Ao
TOV KOGHO YO VO QVOTTTUEEL TIPWTOTIOPLAKA TPLOSIAOTATO KIVOUUEVD OXE-
Sl 0TI PLOPNXAVIEG TAVIWY, POSIOTNAEOTITIKWY EKTIOUTIWV KO TUXEPWV
iaxvidwwy kat n Side Effects €xel amodetxOel kavoTOpO TUAPA TNG BLOpN-
XawiaG AoyLoKOU TPLoSLACTATOU OXESIOUOU Yo animation.

NewTek (apxég 1990): To LightWave 3D gival éva TIpOYpPOUO yPOPL-
Kwv vtoAoylotwv 3D mou avamtuxOnke amno tn NewTek.
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Apxka to LightWave 3D dnpioupynBnke yia tnv mAaT@oppa tng Amiga.
Qotb0o0, n TeEAeuTaia Yywwotn €kdoon yla tnv Amiga rtav to LightWave
5.0, Tou kukAo@opnoe To 1995, kKABwWC, Alyo HETA TNV KUKAOPOPIX TNG
pwtng ékdoong PC, n NewTek Siékoe tnv €ékdoon Amiga, emkoAOUUEVN
1o aféPato peANOV TNG TIAATPOPHAG. Ot ekOOTEL GUVTOPO KUKAOPOPNTOV
yo T mAatpoppeg DEC Alpha, Silicon Graphics (SGI) kat Macintosh.

Muat GNPAVTIKE KAWOTOUIO QUTOU TOL AOYLOUIKOU £iVaL OTL OL TIPOYPOIL-
MOTLOTEG UTTOPOVV VA ETIEKTEIVOLV TIG SUVATOTNTEG TOU XPNOLLOTIOLWVTOG
eva oupmepAapPavopevo SDK Tou eTUTPETEL TNV aVATITUEN KWK OF
Python ko LScript (par i8LOKTNTN YAWOOX TIPOYPAUUATIONOU) KOl EVOW-
MATWON TOU OTO AOYLOMLKO.

To LightWave xpnotpomo|fnke yix tn Snpiovpyia eOIKWY EQE Yl TO
Babylon 5, Star Trek: Voyager, Space: Above and Beyond, seaQuest DSV, Lost
kol Battlestar Galactica. To mpoypappa xpnoiomoonke emiong yua tnv
Tapaywyr tou Titavikol kabwg kat Twv Avatar, Sin City kot 300.

To 2007, xpnowotmotnOnke yla tn dnuovpyia tou Flatland the Film, tnv
TPWTN ToWia peyGAou pAKoug He 3D KIVOUPEVN EIKOVA EVTEAWG QIO €V
atopo, Tov Ladd Ehlinger Jr, xwpig Tnv TumKr opdda epyaciog evog otov-
vTl0. H touvia dSnpovpyndnke €€ ohokArpou ota LightWave 3D 7.5 ko 8.0.

Tov lavoudpto tou 2019, to LightWave 2019 tapovciaoe véa epyoaisia
ouppatotnTag kat ouvepyaoiog pe TNV Unreal Engine kot feAtiwpéveg du-
VOTOTNTEG TPLOSIAOTATOU OXESIOONOU, OTN YAUTITIKN, TN XaPToypdpnon
avamtuypatwy UV, tn okioon, to rendering k.0.k. kaBwg emiong kat ylx
BeATIWOELG TNG poNG epyaciag / SlEmang xpNoTn.

Maxon (apxég 1990): H Maxon eival pa YEPUOVIKA €TALPEIX TTOU
aveTTUEE TO Aoylopiko Cinema 4D, pia covita Aoylopikov 3D. ApxIKd, TO
Cinema 4D avamtixOnke yla utoAoyloTég Amiga OTLG apXEG TNG SEKAETIOG
Tou 1990 Kol Ol TPELG TIPWTEG EKOOTELG TOU TIPOYPAUUATOC NTaV SloBE-
OLUEG QTIOKAELOTIKA YLOt QUTAV TNV TIAATQOPpHa. Me Tnv Té€TapTtn €kdoan,
wWoTO00, N Maxon GpxLoE VO AVATITUGCEL TNV EQAPHOYH YL UTIOAOYLOTEG
pe Windows kot Macintosh, emikodovpevn tnv emiBupia va mpooeyyiost
€val EVPUTEPO KOLVO KAl TNV OUEAVOHEVN aoTABEL TG ayopdg TG Amiga
META TNV TITw)evon tng Commodore. EmumAéov, pia €kSoan Tou AOYLOIKOV
SlotiBetan kat otnv TATtpoppa Linux. Apxtkd, To Cinema 4D ntav Stobeopio
o€ Teooeplg TIapoAAayEG. M Baoikr) epappoyn Cinema 4D «Prime», pia
¢kdoaon «Broadcast» pe pOoOeTEG AEITOVPYIEG KIVOUEVWV YPOPIKWY, UL
€kdoaon «Visualize», TTou TIPOCOETEL AELITOUPYIEG YL OPXITEKTOVIKO OXESIAX-
OMO Kal pa €kdoan «Studio», TTou TePLAAPAVEL OAEC TIG EVOTNTEG,.

To 2007 To Cinema 4D yivetal n TpwTn EMAYYEAUXTIKT EQAPUOYN TPLO-
SLACTATWY YPAPIKWYV TIoL KukAo@opnae wg Universal Binary yia toug ve-
oug uttoAoyloteg Mac tng Apple (akopn kot Tpv amtd tnv ékdoon Apple
Universal Binary).
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TApepa glval éva amd Ta o SladedopEva AOYLOUIKE 0Tn Blopnyavia
TOU BEQUATOG UE CUPHETOXN OE KIVNUOATOYPAPLIKEG TIAPAYWYEG, OTIWG Ol
Spider-Man 3, Monster House, War of the Worlds, Chronicles of Narnia,
Prehistoric Park, Van Helsing, The Polar Express, King Arthur, Iron Man 3
K.&. 0AAG Kol Bedpota OTwG Ta ypa@lkd tng meplodeiog The Wall tou
Roger Waters.

Blender (2002): Tov Md&wo tov 2002, o Ton Roosendaal {6puoe to pn
kepdoaokoTiko '16pupa Blender Foundation. O mpwTtog 0tdx0¢ Touv Blender
Foundation ntav va Bpel évav TpOTO Var CUVEXITEL VO AVATTTUOOEL KO VO
npowBel Tto Blender wg éva Aoylopkd avolxtol kwdika Tov Bacidetal
OTNV KOWOTNTA LUTTOCTNPLIKTWV Tov. Tov [ovAlo Tou 2002 opyavwBnke P
ekoTpateia xpnuatodotnong pe titho «Awpedv Blender» pe otdxo tnVv
ouykévTpwon 100.000 euvpw, £ToL WOTE TO TIPOYpappa Blender var kaBt-
epwOel WG AVOIKTO Kal SWPEAV AOYLOUIKO TPLOSIAOTATOV OXeSLO0pOoU. H
ekoTpateia EpTace Tov otoxo Twv 100.000 supw ot emtd efSopadeg Kat
tnv Kuptakr, 13 Oktwppiov 2002, To Blender kukAo@odpnoe 0Tov KOO0
uTtd TOoLG OBPouG TNG &delag GNU General Public License. H avamtuén tou
Blender, wg epyoieio Tplodidotatng Snulovpylag, ouvexioTnke amo eKei-
vn TNV NUEPA KABOSNYoUEVN IO UL OO EEELOIKEVUEVWV EBEAOVTWV
oTtd OAO TOV KOGHO.

2N SAPKELA TNG AVATITLENG TOU AVOLXTOU KWOLKO TOU AOYLOIIKOV, O Su-
VOTOTNTEG TOU EMEKTAONKAV Kol eTeKTEVOVTOL SIOPKWG. EExpeTIKOl KOA-
Attexveg otnv kowotnta Blender to alomolovv koBnpepva o TTOKIAX
project kot Bepatika Tedia. ‘Etoy, Eekivnoe To «Project Orange» to 2005, pe
OTIOTEAECHA TO TIPWTO OTOV KOGHO KO EVPEWG OVAYVWPLOUEVO OVOLKTO K-
vnuatoypo@lko epyo (Open Movie) «Elephants Dream». H touwvia Ot pévo
SnuoupynBnke €& OAOKANPOU pe XPAON EPYOAEIWV OVOLXTOU KWK, OAAK
TO TEAKKO QMMOTEAEOMA KOl OAX TOl OTOLXEIQ IOV XPNOWOTIOINONKAV OTO
OTOUVTIO dnpoatevBnkav pe avolxtr) adela, Creative Commons Attribute.

To koAokaipt Tou 2007 1OpuBnke Tto Blender Institute yia Tnv amorte-
AEOPOTIKOTEPN OPYAVWON TwV OTOXWV Tou Blender Foundation kot tov
OULVTOVIOMO Kall TN SLEUKOAUVON QVOLKTWYV £PYWV TIOV OXETIOVTAL YE TPLO-
SldoTateg Tavieg, Taxvidia ) omTiké e@E. ETimAgov opyavwvel KABe Xpo-
VO TO avolkTo ouvedplo Blender Conference, 6mou dnpovpyol kot epguvn-
TEG ATIO OAO TOV KOGUO OVAKOLVWVOUV KAVOTOUO project KoL TipoaeyyLoELg
pe to Blender. Ot AdyoL IOV TEKUNPLWVOULV TNV XPHON TOL W¢ TO KUPLO
AOYLOMIKO g€ auTo To PipAio avovovTal Ste€0dIKa GTO TEAOG TOV.

MéBodoL TplodidoTatou oxedlacpov

Ot peBodol TpLodAoTaTOV OXESLOOUOU, OTIWG HOPPOTIONBNKAY aTtd
TNV TIPOKTLIKN XPOVWV 0€ SLapopa SnUoupytka Ttedia, TepAapBdvouy ta
TIOPOKATW.
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AlpopPwWon TPWTOTUTIOV GYXHHATOG

H povtehomoinon pe ot TNV pEB0SO EEKIVA E EVAL YEWUETPLKO TIPW-
TOYovOo (KUPOC, o@aipa, KUAVSPOC K.ATL) KOL OTN OUVEXELX BEATILWVEL TO
OXNMO TOV £WG OTOV ETUTEVXOEL N ETUOVUNTH EPPAVION.

Auti n SLOPOPPWON YIVETOL OTASIOKE, EEKIVWVTOG OO VA TIAEYUO
XOUNANG avaALoNG, BEATILVOVTOG TO OXM IO KOL 0T CUVEXELX LTTOSLALPW -
VTOG TO TIAEY P YL VOt EE0POAVVOOUV OL GKANPEG AKPEG Kall VO TtpoaTteBouv
Aemttopépeteg. H Sadikaoia umodiaipeong emavoapfaveTal éwg OTou T
TIAEYMOL OTIOKTAOEL OPKETEG TIOAVYWVIKEG AETITOUEPELEG VIO VO LETAPEPEL
OWOTA TNV ETUSIWKOUEVN LOEQ.

2yvOeon teTpanAsupwv (Faces)

Y& auTH TNV HEBOSO TO POVTEAD KATAOKEVALETAL GUVOETIKA TOTIOOE-
TWVTOG TETPATIAEUPA KOUUATI-KOPPATL 08 08Nyouq 1 SnLOVPYWVTOG
TIEPLYPAPPOATO HE OKMUEG TIOU OTNV OUVEXELX YEUI(OUV TO KEVA METOED
TOUG.

Eivaw pa peBodog dnuovpyiog YeWHETPLOG TIOV XPNOLUOTIOLETOL YL
TNV amAotoinon kot EAA@PLVON TG YEWUETPLaG o TiepimAoka yAuTtTtd. H
Sadikaoia outr) ovopadetal PetomoAoyia. EEeldikeupéva TpoobeTa £xouv
SnpovpynBei yiax var StevkoAuvouv Tn Stadikaoia PetomoAoyiag, 0w To
retopo pro, Tov Blender.

Y& oUYKPLON e TNV Ttponyovpevn pEBodo Ba Aéyape OTL auth Slaopa-
AieL akpifela o€ OXESLOOTIKEG AETITOUEPELEG OTIWG TA LATLO O€ EVA TIPOOW-
TO, VW N SLOPOPPWON TIPWTOTUTIOV OXNMATOG VAL TILO KATGAANAN YLt
TOV TIPOCSLOPLOUO BACIKWY OYKWY TOU HOVTEAOU.

O cuvduoopog Twv Vo TIaPATIAVW HEBOSWV gival TIIBAVA N TILo KON
HOP®N TIOAVYWVLIKAG HOVTEAOTIOINONG, N OTIOl aKOAOUVBE(TAL KOL OTN E-
Bodoloyia outov Tou BLBAiov.

NURBS / MovteAomoinaon Spline

To NURBS eival o TeXVIKA HOVTEAOTIOINGNG TIOL XPNOLUOTIOLELTOL TTE-
PLOCOTEPO YL QUTOKIVNTA KA BLOUNXAVIKA HOVTEAQ. X€ avTiBeon pe TNV
TIOAUYWVIKN yewpeTpio, éva TAsypa NURBS Sev éxel mpoowma, dkpa
KOPUPEG. AvT 'autoV, Ta povteda NURBS amoteAovvTtal amo OpoAEG eTTL-
(PAVELEG, TIOV SnpoupyovvTal amo to «lofting» evdg MAEypaTog avapeoa
o€ VO N TIEPLOTOTEPEG KAPTIVAEG Bezier (emiong yvwoTteg wg splines).

Ot kapmOAeg NURBS Snuioupyovvtal pe éva epyodeio Ttou Asttoupyet
TIOAU TtapOpoLla pe To epyocieio mevag oto Adobe lllustrator. H kapmmOAn
oxedlaeTal o TPLOSLACTATO XWPO KAl ETEEEPYALETAL PETOKIVWVTOG L
oelpd& AaPwv Tov ovopalovtoal CV (KopuEg eEAEyxOv).

Mo va povtehomooet pa emipdavela NURBS, o KoAAITEXVNG ToTtoOETEL
KOUTTUAEG OE TIPOEEEXOVTA TIEPLYPXUUXTA KOl TO AOYLOMIKO YEpIlEL auTOpO-
TO TO SLACTNUA LETOED TOUG,.
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Wnewakn yAumtikig

H Wneokn YAUTITIKN Bswpeital pio EMAVOOTATIKY TEXVOAOYI HE TNV
évvola OTL fonBnoe va ameAeuBepwBoLV oL oXeSLAOTEG QO TOUG ETITTIO-
VOUG TIEPLOPLOPOVE TNG TOTIOAOYIOG , ETUTPETIOVTAG TOUG VO SNLoupyouV
SLaoONTIKA TPLOSLAOTATA LOVTEAQ, PE TPOTIO TIAPOUOLO HE OUTO TNG YAU-
TITIKAG TINAOV O€ PUOLKO XWPO.

TNV Yn@LoKr) YAUTTTIKY, O OXESI00TAG OLOOPPWVEL TO HOVTEAO OXESOV
aKpPWG OTIWG Evag YAUTITNG O EVX TIPAYMOTIKO KOUUATL TtNAOU StabTo-
vTaG avtioToxa Wn@oka epyocdeio. H Yn@uokn YAUTITIKY €XEL METOUPEPEL
TN MOVTEAOTIOINON XOPOKTHPWY KL TIAGCOUATWY O €va VEO €Ttimedo, Ka-
Blotwvtag ™ Sadikaaoia ToxUTEPN KoL ATOTEAEOHATIKOTEPN. MMapdAANAQ,
ETUTPETIEL TTOVG KOAAITEXVEG VO EPYOTTOVV E TIAEYHATA VYNANG avaAuong
TIOU TIEPLEXOLV EKATOHUMUPL TIOAUYywvA. Q0TdOO, 08 QUTH TNV TEPITTTWON
N XPron Tou &ival TIEPLOCOTEPO E0TIAOUEVN OTNV TPLOOLAOTATN EKTUTIWAN).
Mo va XpNnotototnBel To HOVTEAO O EQAPHOYEG animation armouteital pa
Sladikaoia petomoAoylag Tov, OTIWG TNV OPLOOE TILO TIAVW, WOTE VO EAK-
PPUVEL KAl VA Eival TILO €UXPNOTO.

2YvOeoN TIPWTOYEVWV GXNUATWV

Eivat pua peBodog mov Sev xpnolomoleital TO00 O EMAYYEAUATIKEG
TIPOKTIKEG OAAG pTTOPEL VO PavVEl TIOAD SLOOKESAOTIKN KOl ATIOTEAEOUATL-
KN O€ TIPWTECG ATIOTIELPEG OXESIAOUOU KOl 08 SpaaTnpLOTNTEG £€oikeiwang
TOU VEOU XPNOTN Me BaOLKEG AELTOUPYle TOU AOYLOUIKOU TPLOSIAOTATNG
oxedlaong. Mmopel va a&lomotnBei kot og SPACTNPLOTNTEG OTITIKOV PO~
MOTIOMOU O€ UIKPOTEPEG NALKIEG.

ErumAgov eivart eEQUPETIKA XPOLUN O€ TIEPUTTWOELS TPLOSLAOTATNG OUV-
Beong kot animation pe TPLOSIACTATA TUTIOYPOPIKA OTOLXELID KO KIVOULE-
VA YPOAPIKA, a§LOTIOLWVTAG TIG AVTIOTOLXEG SUVATOTNTEG TWV AOYLOULKWY
TpLodldoTatov oxedlaopov. EvdelkTikd, oto Blender, To Aoylopiko Tou
o&loTtolovpe g€ auTO TO PIPALO, HE ML OTIAR EVTOAN UTIOPOUVKE VO ELOA-
YOUUE TPLOSIACTATA TUTIOYPOAPIKAX OTOLXEIX KOl VO TOUG SWOOUME YEWUE-
TPl kot SuvatdTNTEC EMEEEPYQTLAG TPLOSLATTATOV AVTIKELUEVOL. To {5l
LOXVEL KOl Yot SLoSIACTATA YPAPIKA KOL EIKOVEG TIOKIAWVY TUTIWV, vector N
Bitmap. Zuvenwg, Ta TUTIOYPOPIKA OTOLXELX KOl Tal SLoSLAOTATA YPAPIKA
og ot TN HEBOSO TPLOSIACTATOU TXESLACHOU AVASEIKVUOVTOL WG XPN-
Ola oTolXElD TPLOSIAOTATWY OUVOETEWV TIOV UTtopEl va aglomtoinBouvv og
TIOAAEG EQOAPOYEG KIVOUHEVNG ELKOVOC,

Awadikaotikn povtedomoinon (Procedural Modeling)

Me Tov 0p0 SLOSIKATTIKN LOVTEAOTIOINON OTO TPLOOLAOTATO GXESLAOUO
O€ UTIOAOYLOTH QVAPEPOUOOTE O OTIONTIOTE SNULOVPYEITAL OAYOPLOUIKE,
avTi va Snpoupyeital XEpoKivnTa amtd KATIOLO OXEOLATTH.
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2Tn SLSIKOOTIKY HOVTEAOTIOINGN, OKNVEG 1} AVTIKEHEVA SNLOVPYOL-
vTalL BACEL KAVOVWV 1 TIOPAUETPWV TIoV kalBopidovtal 0To avTioToL o Ao-
YIOUKO TPLOSIAOTATOV OXESLOTHOV.

Me Bdon fractal Snuloupyolvtal OpyavIKEG KATAOKEVEG OTIWG SévTpaL
KOl QUAAWUOTO, ME ATIELPEG TIAPOAAYEG KOL TIOAUTTAOKOTNTA Kol Suva-
TOTNTA TPOTOTOINONG MEOW SLAOECIUWY PUBUICEWY YLOt GUYKEKPLUEVEG
OLOTNTEC, OTIWG VYPOC, TIUKVOTNTA, YwVia, K.OK.

2T SNUOPIAN TIOKETA povTeAoTtoinong meptpaAiovtog Vue, Bryce kat
Terragen, Umopouv va dnpovpynBouv oAdkAnpa totia puBuidovtoag Kalt
TPOTIOTIOWWVTOG OUYKEKPLUEVEG TIEPBOAAOVTIKEG TIPAUETPOVC, TIOU SLat-
TiBevTal wg eMIAOYEG OTIO TOL AOYLOMIKE, 1) ETUAEYOVTOG OTIO TIPOETILAOYEG
TOTIIOV OTIWG N €PNUOC, T OATIKY, TOX TIAPAKTIX K.ATL.
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Kepddouo 1
BOOWKEG Apxsq An ptoupyuxc I'Ipo|37\r| HaTopol
oto Xxedaouo Tprodiaotartou MepaAAovtog

1.1. Eloaywyn

ITIC TTAPOOTATIKEG TEXVEG, O OAEG TNG HOPYPEG SNLoVPYIG TPLOSIAOTO-
TOV TEPLPAAAOVTOG, OTIOV YyiveTal TIPoBoAN Tou €pyou g€ SV0 SLOTATELG
(OTIWG O KLVNUATOYPAYPOG, Ta BIVTED, TO TTIALXVIOIX K.0.K.) O TIPOBANUOTL-
OMOG TOU SNULOVPYOV O€ OXEDN ME TNV ETUKOLVWVIA TOL £€PYOUV TOU HE TOV
Beatn TEPLAAPAVEL TA TIXPAKATW KOPPLKA EPWTAUATOL

e Mwg Ba amodwoouPE KATL TIOU €XEL TPELG SLAOTACELG (VWPOog-Pa-
Boc-TAGTOC), €10l WoTe va eival EekdBapn n TplountdoTatn SIACTACT TOU
KOTA TNV TIPOBOAN TOU OE LA ETILPAVELX SVO ST TACEWVY;

* Mwg Ba XpNOLUOTIOINCOVUE T SLOOECIUA EKPPATTIKA PETA (PUITA,
KAUEPQ, VPEC, textures, materials) wWoTe va AMOSWOOUE e CAPAVELX TNV
VPN KAl TIG LBLOTNTEG TWV VAKWY Snpoupylag Tou €pyou Hag

« Mg oo TpdTOo B yivouv KatavonTeg oL LBLOTNTEG TOUG KAl N v
TOUG O¢ Lo TPoPoAn og 086vn SVo SLOOTATEWY;

ErummAgov, o€ éva GANO eTtitedo aloBNTIKNAC, EIVAL AMOPAUTNTO VO TIEITOU-
ME ToV BeaTn Yo TIG TIPOBETELG PG OTOV TOMEN TNG ALOONTIKAG KL TOU OTUA
KOl VOL SWOOUHE E TOPHVELX TO KOAMTEXVIKO pag oTiypa. EEdANov, og op-
KETEG TIEPUTTWOELG EPYWV HE QPNYNHATIKO XOPOAKTAPA (KIVNUXTOYPAPOC,
video games) TO €IKOOTIKO GTUA, N OKNVOYPOPIX KAl N LOPYN, YEVIKOTEPQ,
Tiai{ouvv ONUAVTIKO POAO OTNV aPrynon Kat tpoadlopiouv o peydio Bad-
MO TO APNYNUATIKO €60G IOV KIVOUVTAL ((PAVTAOTIKO-PEOALOTIKO- VO TNPL-
OL-TPOHOV K.0.K.).

Me &AAat Aoy, oTn Snpiovpyia Tou TPLodLaoTatou TePBEAAOVTOC,
elte pe mapadoolokeg stop motion TEXVIKEG €lTE PECW TIPOYPOUUATWV
3d oxedlaopoV o€ UTIOAOYLOTH €iTE PE CUVOLVOOUO TOVC, O TIPETEL vV
mieloovpe Tov Beatn, Tov, TEAKE, Ba To et o SVO SLACTATELG, OTL AUTO:

* ‘ExetL TpLodldotatn pop@n.
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¢ Tot UALKG SNULoupylag €X0UVV ML CUYKEKPLUEVN VPN KAl LOLOTNTEG.

* H atpoopaipa kat, YeVIKOTEPQ, O KOOHOG TIOU SNLOVPYOUUE AVTA-
TIOKPIVETOL O€ OUYKEKPLUEVO CUVALOOAUOTO KOl QVTIOTOLXEL OE €val Ou-
YKEKPLUEVO €160G.

ErumAéov, eivan amopaitnto, o eva SeUtepPO IO TpowBnpévo eTtimedo,
VO SWOOVE E TOPNVELX TO EIKAOTIKO OTiyUa TNG Snuovpylag. Mo mapd-
SELYUO OV OL VOUPOPEG TWV ETILAOYWV MO EIVOIL EETIPETIOVIOTIKES, (PWTOPE-
OALOTIKEC K.ATL

Elvay, emiong, amopaitnTto va @avel N «GUVOULAIO» HOG HE QUTEG TLIG
avaPopeC. AnAadn, TtoU kol TwE aLoTIOCaE T OTOLXElX TNG BaoLkAg
HOG €PEVVOG KOL TIWG TA SIOPOPPUCAE KOL TO LUETOOXNHUATIOXE.

Mo val avTamoKplOoOUUE OTA TIOPATIAVW EPWTAMATA O TIPETEL VOl
EXOUE Eva EeKABaPO oXESLO KAl VO aKOAOUONOOUE CUYKEKPLUEVD BN -
HOTO KOl apxeg ovvBeonc.

2Tn ouvéxela Bal KAVOUUE HLa ETILOKOTINGN OTIG TIAPOUETPOUG OUV-
Beong Tplodlaotatou MEPPAANOVTOG KABWG ETONG KOL UL EVOEIKTIKNA
xaptoypagnon twv otadiwv dnuovpylag. Eniong Ba yivel piax cvvtoun
aVaPOPA O€ OPLOHPEVES PACLKEG OPXEG OVVOEDNC TIOV £ivVal KOWVEG O OAEG
TIG HOPPEG KOAALTEXVIKNG SNoupylag Kol EKOPAonG.

1.2. NapapeTpol oVVOeong TPLodLdoTaTOU TIEPBAAAOVTOG

ZTOV KIVNUOXTOYPAPO TO OTITIKA EKPPACTIKA ETO IOV CLKPBEAAOULY OTNV &Nn-
MLOUPYIO VO TIAGVOU KATAVEUOVTOL GTOUG TIOPOKATW SNULOVPYLKOUG TOMEIS;
« Tn oknvoypapia.
¢ TNV KvnpaTtoypa@Lkn pwtoypagio.
» Tn Spdon kot TNV Kivnon.

O tpobMog Sievbuvong amd Tov oknvobétn kat a&lomoinong tTwv du-
VOTOTHTWV £KPPOONG O KAOEUIO ATIO TIG TIAPATIAVW KOAATEXVIKEG KO-
Tnyopleg pmopei va £xeL KOUPLKO POAO OTO APNYNHATIKO KIVNUAXTOYPAPL-
KO oVOoTNpa Kot va kaBodnynoeL Tnv avtiAnyn touv Bsatn.

‘Onwg onuetwvouv ot Bordwell kot Thompson (2005) «H ovvBeon tou
TIAQVOU TIEPLEXEL €Vl TIANBOG QLYWE XWPLKWY KAl XPOVIKWY TIapayo-
VTWV TIOV KXTEVBUVOUV TIG TIPOTSOKIEG HAG KAL SLAPOPPWVOLV ETCL TOV
TPOTIO IOV BAETIOVHE TNV EIKOVO.

210 TpLodlaoTaTo animation, TOGO 0TNV KAQOOLKH TOU HopP@r O0O0 Kal
oTNV Yn@lakn tou ekdoxr, ot Topelg Tov cupPaAAovy oTn dnuovpyia
TOV TPLoSIA0TATOV TEPIPAAAOVTOG EiVal KOLVOL e TOUG TIOPATIAVW.

Qot600, Adyw TG WBLatTePOTNTAG TOV animation, ot Topeig avtol St-
AUOPPWVOVTOL WG EENG:
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« Movtehoroinan kat avBeon TPLOSIACTOTWY OYKWVY OTO XWPO.
* Kapepa-dwTa.
« Kivnon k&uepag oto xwpo.

H Asitoupyia TwV TIOPamAvVW TOPEWY O TIPETIEL VAL YIVETOL GUVEPY Q-
TIKQ, £XOVTOC WG KOWO TIPORANUATIONO T CUVOULAL pE Tov Beatry 6oov
QPOPA OTOV «KOOHO» TOU TIEPIPBAAAOVTOG TIOL £XOUME SNLOVPYNOEL KAl
OTIG KOAATEXVIKEG TIPOBETELG MO,

Y& oUTO TO TMAQUOLO KIVELTOL KOL 1N TILO AVOAUTIKI avapOpa 0€ KaBeva
aTtO TOUG TIAPATIAVW TOMEIG OTN CUVEXELQL.

1.3. ZUvOeon TPLoSLAcTATWY OYKWV 0TO XWpPOo-MovteAdomoinaon

Y& aUTO TO 0TASL0 SNnpLoVPYIaG, O TIPOPRANUATIONOG EO0TIALETAL GTOV TPO-
1o TIouv oXeSLALOVHE KOl TOTIOBETOVME TA AVTIKEEVA TIOL TUVBETOLV
TOV OKNVLKO XWPO.
Ta SloB<otpa péoa yla Tn oVVBEDSN TOU OKNVIKOV XWPOU £ival:

« To oxApa.

* To péyeboc.

* To xpwua.

« H didtagn oto xwpo.

O TPOTIOG TIOV TOTIOBETOVE TA AVTIKEIUEVA OG OTO XWPO KATEVOUVVEL
TIG TIPOOSOKIEG KAl SLAPOPPWVOLVV TOV TPOTIO AVAYVWONG TNG ELKOVOLC,

‘ETol, n xprion Tng TPOOTITIKAG OTNV TOTIOBETNON TWV AVTIKEHEVWVY
OTOV XWPO UTopsl vae odnynoeL TNV patid Tou Beatry oto BEpa.

Mopopola, n TomoBeTnon Tov BEUATOG OTN XPUOT TOUN OTPEPEL TNV
TIPOCOXN OE aUTO.

Emtiong, n xprion tng avtiBsong otn ovvBeon Tou TMAGVOUL ATOOTI&
KOl KaTEVOUVEL TNV TIPOCOXN OTA CNUAVTIKA OTOLXElD TOU TtepLBAAAO-
VTOG MaG. Mo Topddetypa, n avtiBeon oTIG XPWHATIKEG OXETELG MTIOPEL
va 08NyNOEL TNV TIPOCOXH TOU BTN O EVA GUYKEKPIUEVO OTOLXELO TOV
XWPOU HOG 1 VO SNULOVPYNOEL TIPOOSOKIEG KOl UTTOOETELG.

‘Eva Beppo KOKKLVO peéoa o€ eva Yuxpo PTAE TiepBAAAOV odnyel TNV
Tpoooxn Tou Beatr kat Tou dnpovpyel Ttpoodokieg kat LVTTOBETELG OXE-
TIKA ME TN XPNON Tov. MNapOpoLa, EVa KIVOUUEVO OTOLXELO O€ éva akivnTo
TePPAAAOV pmtopel va odnynoeL TNV tpocoxn Tov Beatn i va dnpiovp-
YNOEL UTTOBETELG OXETIKA JE TNV XPON TOV.

BéBata, OTwg Ba SoUpE KAt 0TN CUVEXELR, OAX TA TIAPATIAVW Oa TIpE-
TIEL VO oUVUTIOAOYI{OVTAL O€ CUVOUOOUO UE TA OTOLXEI TOU PWTLOUOU
KoL TNG KApePag Tov kaBopidouv Tu kot Mwg Ba Sovpe amd Ta AvTIKEIpE-

Va TNG OKNVOYypa@iog pogG.
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1.4. Kapepa-Pwta (KIVNHATOYPAPLKT (pwTOoypapic)

H Kvnuatoypa@ikh puTtoypa@ia ivat 0 KIVNUATOYPAPLIKOG XWPOoG, SnAa-
Or TO MEPOC TOV OKNVIKOU TIEPIPAAAOVTOG KAt TNG SpAanG TTOU GUAAXUPA-
VEL N KAUEPA KOL TIOU OTNV KIVNUATOYPAPLIKH YAWOOoX oVvOopaleTal KASpo.
H B¢on tng kapepag oe oxéan pe to BEpa pag poadlopilel kot Slaxpop-
(PWVEL TNV TEALKN €IKOVA IOV Ba SoUpe oTNV TIPOPROAN TOL £PYOU POG O
086vn &vo SlaoTtdoswy.

MO CUYKEKPLUEVA N KAUEPD TIPOCSLOPILEL TA TIAPAKATW OTOLXELL:

1.4.1. To péye6og Twv MAGVWV
Avahoya e To peEyeBOG TOU BEUATOG PECO OTO KIVNUATOYPAPIKO KA~
6po Ta MAGVa XwPLloVTaL € KOVTVE, HECALQ, YEVIKA, TIOAD YEVIKAL.

TO YEVIKA - ovOLXT& TIAGVA KO Ol KIVAOELG TNG KAUEPOG HETA OTO
Xwpo Sivouv TANpo@opieg 0Tov BeaTr) OXETIKA E TOV XWPOXPOVIKO TiE-
pLRAANovV Ttov Ba e€eAixTel N Spdan. Tov EQodIALOLV pE OTOLXELD, WOTE VOl
TIXPAKOAOLONOEL TNV SpAON KAl VA «SLABATEL TNV OUVEXELX TNG TTAOKNG.

Ta peoaio TAGva Seixvouv TNV oxE0N TOU BEPATOG e TOV XWPO TIOV
KLVELTOL.

Ta kovTva TIAGva, cuvnBwg, Sivouv TIANPOPOPIEG Yo TNV YuxoAoyL-
K KXTAOTOON ) TNV TIPOCWTILKOTNTA ToL Npwa. Mmopsi, emtiong, va xpn-
OLUOTIOINOOVV YL VO TOVIGOUV KATL OCNUAVTIKO Yo TNV EEAEN TNG LoTopi-
oG ) va SWOOLV EUPOACN OE HO ONUAVTIKI AETITOUEPELX TOU XWPOU.

Mo mopadetypa otnv tawia The Mirror Stage 0to yevikd TAGVO TOL
SpodpoL SivovTal TTANPOPOPIEG TXETIKA E TOV XWPO KAL TNV AXLOONTIKH TNG
Towiog, wotdoo Sev EexwPIOVHE OKOUA TNV «TIPWTAYWVICTPLON.
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210 peoaio TMAGVO Tou SPOUOL OPIlOVHE TNV «TIPWTAYWVIOTPLO» OF
oX€0n He To TEPIPAAAOV TOL SPOROV OTIOV KLVELTAL.

lMpoaooxn

Ta TAGva Tt 0pi{OVPE TIAVTO OE OXECN UE KATIOLO ONUEID avaPOpPAG
(YeVikO TOvu, TNG ...). Na Tapadelypa, qutd TO TAGVO, O OXEON ME TOV
Spopo, opileTal wg «pecaio Tou SpOUoU», OUWG OE OXEDN HE TNV TIPW-
TaywvioTpLla oplleTal WG «YEVIKO TNG TIPWTAYWVIOTPLOG»

2TO KOVTIVO TIAGVO SLAKPIVOUE PO GNUOVTLIKE, OQNYNUATIKY, AETITO-
pEpELa. To oKOLWVL TTOU KPATAEL AKOPUA TNV «TIPWTAYWVIOTPLO-UXPLOVETO
OEMEVN E TO XELPLOTAPLO EAEYXOV TNG.
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1.4.2. H ywvia AqPng Twv mAavwv

Avahoya e Tn B€on TNG KAUEPOG KAL TN YwViot ANPNG T TIAAVA XWw-
pilovtal og TAGVA aTtd KATW, TIAGVA aTtd YNA& Kot TTAGvVa 6TO VYOG TOU
HOTLOV.

H SiagpopeTikn ywvia AnYng tou idlov Bepatog pumopei va dwoel St-
QPOPETIKO VONUA OTO TIEPLEXOUEVO KOL OTN AELTOUPYIO TOL TTAGVOU OTNV
KLVNHaToypa@kn agrynon. Etol, ot ywvieg AMYPELG amod KATw UTopEl va
Swoouvv L SUVOULKNA SIAOTOON KAl Vo HeyaAoTioljoouy To Bépa. Eivat
XOPOKTNPLOTIKO OTL TETOLEG YwVieg ANYELg xpnotpomo|Bnkav ota vadl-
OTIKA VTOKLPOVTEP KOL OTA TIOPTPETA TWV NYETWV ATIOAVTAPXIKWVY KaOE-
OTWTWV.

Mwvieg ANYPelg amo YnAd Sivouv apKETEG TIANPOYOPIEG YL TOV XWPO
NG SpACNC, WOTOCO «HUIKPAIVOLV» TO ATOO.

fwvieg ANYPELG 0TO VYOG TOU HATIOU AEITOUPYOUV OV TO PATL TOU
Beatn kot Tov Palouv oTn B€on TNG KAUEPOC,.

lMpoagoxn!

Y& OAa Ta opamdvw TipéTel va So0sl 1blaltepn TIPOCoXN 0TNV ATO-
(PUYN OTITIKWV GUYXVOEWV.

MNoapakdtw mapabétoupe dVo mapadeiypata Tomobétnong tov Bé-
MOTOG OTO XWPO e faaon tn B€on NG KAPEPAG.

27O TPWTO TAPASELYUD, N B€0N TNG KAUEPAG UTTOPEL VO LETATPEWEL
T KAOSLA €vOG SEVTPOU OE KEPATQ, TIOU OTNV TIPOKELIEVN TiEPITTTWON,
MAAAoV, gival AavBoaopevn eTiiAoyn.

210 SeVTEPO MAPASELYUQ, N BEON TNG KAUEPOG PETATPETIEL TO KEPAAL
Tou avBpwtov og “Tpitn PApka”, kaBwg o opifovtag Tng BdAacoag “KO-
Bel” TO KEPAAL ATIO TO UTIOAOLTIO CWHA.
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1.4.3. H Kivnon tng k&pepag Spaong

H kivnon tou mAGvou Ba PtopovoE va XOPAKTNPLOTEL ooV TO LOLAITEPO
EKPPOOTIKO OTOLXEIO TIOL SLAKPIVEL TOV KIVNUATOYPAPO OE OXECN ME TIG
OAAEG QVOTIOPAOTATIKEG TEXVEG OTIWG TO B€atpo kat N {wypo@ikr. Kot
OULVETTELQ, N TIPOCONKN TOL SNILOVPYEL VEOUC TIPOBANUOTIONOUE 0T SNpoupyic
TOU OKNVIKOU.

H kivnon tou mAdvou dnpiovpysital amd TNV Kivnon tng KAPEPAC.
Katd tn Stdipkela TnG kivnong, N B€on TwV aVTIKEUEVWY TIOL CUVBETOLV
TO TIAQVO HETOPAAAETAL PECO OTA OPL TOV TIAQLOIOU TNG EKOVOG TIOU
BAgTEL 0 BTG, KOL ATTOKOAVTITOVTOL | XTIOKPUTITOVTOL OTOLXELD TOU TIE-
pLBAAAOVTOG Xwpou. Ot TUTIOL KLVOUEVOU TIAAVOUL £ivaL:

» To mavopapik, 6TavV N KAUEPA KLVEITAL YUpw amo éva opllOVTIO
AEOVA TAPWVOVTOG TOV XWPO KABETA.

* To BEPTIKAA, OTOV N KAUEPO KWVEITAL yUpW MO €va KABETO a§ova
OOPWVOVTAG TOV XWPOo opllovTLa.

 To MAGVO yepavoUy, OTAV N KAPEPD AVUPWVETAL  XAUNAWVEL aTtd
KOlL TIPOG TO £8QQOC,.

« To {ouy, SnAadn OTav N KAUEPA PEYEVOUVEL I} OUKPOLVEL EVOL AVTL-
Kelpevo.

* To Tpd&PBeAvyk, OTaV N KApEPO CAAGLEL BEON LETAKIVOUUEVN OTO KA-
Spo oAdKANpN o€ omoladnmoTe KatevBuvan.

* Mawv Zum, 6Tav N KApepa Kveitat opllOVTLa, akoAoLBWVTOG KATIOLO
BEpa. Ze autA TNV MEPIMTWON PaiveTal oav To Bépa va PplokeTal mavTa
07O (810 onuEio 0TO KASPO KAl TO POVTO VA KLVELTAL TTPOG TNV avTiBeTNn
Katevbuvan.

* ZTEVTIKAW, OTAV N KAUEPD TIAPAKOAOUOEL TO B¢pa oTnV Kivnon Tou
0TO XWpPo og omoladnmote KatevBuvon. MoAAEG PopEg Asttoupyel oav
UTTOKELPEVIKO TIAGVO Tou Bépatog, SnAadn oav To PAEPUA KATIOLOL TIOV
Badilel, amokaAUTITOVTOG 0TO Bt T oV PAETEL KABWG Padidel.

* Tpak, 6Tav n k&pepa MANGLALeL (in) A amopakpVveTalL (out) amd Eva
QVTIKEIUEVO.

‘Onwg onpelwvel o 21akag (2011), ot Aertoupyieg TOL KIVOUUEVOL KA -
Spov Ba prtopovoav Vo GUVOYLOTOVV OTA TIOPAKATW:

* TpoPOSOTNON HE TIANPOPOPIEG OXETIKA E TO XWPO KAl TO XPOVO
™™g Spdonc.

* KaBodrynon tng mpoooxng o€ KATIOLO GUYKEKPLUEVO OTOLXELD TIOV
KLWVEITAL OTOV XWPO KAl TTAPAKOAOVOETAL ATIO TNV KAUEP.

» Anpovpyia BaBoug kat avadelgn tng TPLOSIACTATNG PUONG TWV
OV TIKELUEVWV.

TOUPWVA PE TA TIOPATIAVW 0T SNILOVPYI TWV OKNVIKWVY Ba TIPETTEL
Va £XOUME LTIOAOYIOEL TO WG Ba PaivovTal peca amd TO PAKO oL OYELG
TOU OUMPWVA E TO ELKOVOYPOPNUEVO TEVAPLO KAl Ta OxXESLA TNG TIPO-
TIOPAYWYNG, WOTE VA £lVaL AELTOUPYLKO YLa TOV OKOTIO YLt TOV OTtoio &n-
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HovpynOnke, SnAadr tnv TPoPoAn tou o pia 086vn dVo SlaoTATEWV.
AUTO, 0NV TPAEN, ETUTUYXAVETAL EXOVTOG VO LOVLITOP 1 UL QWTOYPO-
QLKA UNXAVH WOTE VO UTTOPOVKE VO SOVME TIOAVEG «KIVNUXTOYPAPLIKEG
OWELG» TOU OKNVIKOU HOG, KABWG TO SNULOVPYOUE.

1.5. O pwTIOHOG

Itnv mepintwon tou Stop Motion Animation OXETIK& PE TOV QWTIONO
TOV O£paTOG POG LTIAPXOUV TIOAAK KOV OTOLXEIX E TOV PWTIONO OTO
B€atpo, KLPlWG 0TO KOUKAOBEATPO, KOL OTOV KLVNUXTOYPAPO. XTNV TE-
pimtwon tov 3d oxeSLAOUOU PETW VTTOAOYLOTH, TIOPOTL T PWTA EIVOL OF
WnNeoKn popen oto TpOypappa oXeSIOUOV, OAX T OTOLXELX TOL PW-
TIOMOV, Ol OVOUOOLEG KAl TA €16 PWTLOMOV TIOPATIEUTIOVV OE TIPOCOMOL-
WOELG TIPAKTIKWY QWTIOPOU KL PUTWV IOV GLUVABWEG XPNOLLOTIOLOVUE
OTOV KLVNUOXTOYPAYO Kot 0To stop motion animation.

ITnV ouvexela Ba SoVpE OpLOpEVA BAOLKA OTOLXELD PWTLOPOV O OXE0N
ME TN XPNON TOug oTNV avAdelgn Touv BEPaTOG. Av BEAOUE VO TIETUXOUE
MLt PECALOTIKE KATAOTOON PWTLOMOU (NHEPD, VUXTO, PWE SWHATIOL K.ATL.)
TO PWG TOL NALOV PTTOPEL VA Elval apKETO yla T Snuloupyia plag Epaot-
TEXVIKNG Towiog. QoTdOO, O€ TIO EMAYYEAUATIKO £TtiTtedo, ouvnBwg, Xpn-
OLUOTIOLOVE TOVAG)XLOTOV Vo pwTa: eva key light, SnAadr éva Sidxuto
QW KAEWSL TTou Bat pwTioel GA0 TO OKNVIKO poG Kot Bar Asttoupyel oav To
(WG TOL NALOV 1 TOU PEYYAPLOV I TOU KEVTPLKOU PWTOG VOGS SWHATIOU
KO ETILLEPOUG PWTA SPOt, TTOL B PWTICOLVV KATIOLO AETITOUEPELX.

Mo va deifoupe TN SLdxxVOoN TOU PWTOG KAL YEVIKA YL TILO TIOA PW-
TIOMO eva pLOXOPTO UTTIPOCTA OTO TNV QWTELVH TINYR UTIOPEL Vo Qa-
Vel TTOAU xpriowo. Emtiong, n avakAaon tov ewTodg o€ pia AoTIPN ETULPX-
VELOL UTTOPEL VO SWOEL LOAOKO PWTLOMO. 2TA TIPOYPAUMUATA TPLOSLAOTA-
TOU OXESLAOUOV QTO UTOPEL Vo eTIITELXOEL TILO ATAK pe T Snuloupyia
material QWTEWVOU QVTIKEMEVOL N} HE TN PUOUION TNG PWTEWVOTNTAG,
TOV XPWHATOG KL TNG €KBEONG TOV PWTOG IOV Bal XPNOLOTIOL)COUIE.
Emtiong, éva GAAO TIAEOVEKTNA TOV PWTIOUOV OE TIPOYPAUUATA TPLOSIA-
OTOTOV OXESLOOUOU €ival OTL UTTOPOVKE VA PUBUICOUUE TNV amooTaon
TWV PWTWV eAeVOEPA XWPIG XWPLKOVG TIEPLOPLOOVG,.

H tomoBetnon pwTtevng TtNyNng miow omo To BEPA PaG XPNOLEVEL YL
Vo ToVioel To TEPLyPOpPE TOU Kol CUUBAAAEL 0T Snpovpyicr Suvapkwy
YPOUPLOTIKWY OTTOTEAEOUATWVY. AV XpnaoLoToinBel povo Tou, Xwpig var ouv-
SuaoBel pe kAol GAAN TNy PWTOG, dnpovpyel oxedov Sixpwpo amo-
TEAEOUQ OOV OKITOO pE €vToveg avTiBeoelg. Qotdoo, av xpnotpornotnbei os
OUVOUOOHO HE KATIOLX GAAN PWTEVA TNy, OTIWG YL TIAPASELypa eva key
light kot éva spot oo Ay kot urtpoatd, BonBael og Tio EekdBapn amo-
00N Tov BEPaTOG paG Kot 0TO “EEKOANUA” TOL aTIO TO POVTO.
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Kepdhowo 1 Baaikég Apxég Anpuovpyiag

1.6. Baowkég apxég ouvOeang

‘OAa T TTapamAVW OToLXElx TpoUTIoBETOVY OTL €xEL TIPpOoNYNOEl KATOLO
€ld0¢ oXESIATPOV, TIOV, HE TN OELPA TOV, UTIOKELTAL OF LA CUYKEKPLUEVN
AoyLKN). ATtaLTOUVTAL, AOLTIOV, CUYKEKPLUEVEG OPXEG oUVOEDNG.
Ot apxég ovvBeong, oe OAa Ta PECQ, TIEPLACUPAVOUVV TIG TIAPOKATW

TIOPAPETPOVG;

s EvotnTO.

+ Owkovopia.

* AvtiBeon.

« Appovia.

* EmavaAnyn.

Itn ouvexela Ba efeTdooupe TNV KABE pia amd oUTEG TIG TIOPOPLE-
TPOUG EEXWPLOTA.

1.6.1. EvotnTta

H évvola TG evoTnTag TEPIAAUPAVEL TOV GUVSUAOHUO Kot OXAANAOU-
TooTNPLEN OAWV TWV HECWV TIPOG TNV ETUTEVEN EVOG KOLVOU OTOXOU, TNV
avAadeLgn Tou BEpaToc,.

1.6.2. Owkovopia

H xpnon povo twv amopaitnTwy EKPPOTTIKWY HECWV, WOTE VA PUNV
OTIOTIPOCOAVATOAITOVE TOV BEATH UE AETITOUEPELEG TIOV, UTIOPEL VO £XOUV
SLOKOOUNTIKO XAPOKTAPQ, OAAKX V& UNV CLUBAAOLY OTNV AVASEIEN TWV
XPNOLUWV TIANPOYOPLWV.

1.6.3. AvtiBeon

H xprion Twv EKPPAOCTIKWY PHECWV HE TPOTIO TIOU VA SNLOVPYEL EVTOVEQ
QVTIOEDELG PTTOPEL VOt CUPAAEL OTOV TOVIOUO KATIOLOU CNAVTIKOU OTOLXEIOV
Kal vow kaBodnynaoeL TV Tpoacoxr Tou Beatr) og ouTd. Eivat xapaktnploTiko
OTL TO TLO SVVATO ONEI0 TOV AVOPWTIVOU TIPOCWTIOV EIVAL OTNV TOWN TIOU
oxnuatieTon amo TG KAOETEG YPOUUES TNG POTNG KL TWV HOTUWV.

1.6.4. Appoviax

H Xxprion appoviKwy oToXEIWY 0T XPWHATA, GTOUG OYKOUG KAl OTLG
YPOUUEG oLVNROWG 0dnyel Og IPUTIPETIOVIOTIKA amoTeAéopata. QoTd00,
EKTOG aTO TN SnUIoVPYIdt CUVALCONUATIKWY KATAOTACEWY, UTTOPEL va
OUMPBAAEL KL TN SNULOVPYIX L XPUOVIKAG BAONG TNV OTIOla 0T CUVE-
XELX UTTOPOVHE VA “SlakoPoupe” pe otolxeio avtiBeong.

1.6.5. EmavaAnyn
H emoavaAnyn ekQPOAOTIKWY OTOLXEIWV (VPEC-XPWUATA, OXAUATA K.O.K.)
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Tplodlaotatog Ixedloopog MeppaAiovtog - 3D Modeling yla Animation

€l0GyEL TOV O] OTOV KWALKA ETIKOWVWVIAG TIOU XPNOLLOTIOLOVHE OTOV
oxedloopd pog EmumAgov, n emavéAnyn Asttoupyet otnv katevBuvaon &n-
HLovpyiog HOTIBWV Ta OTIola 0TNV TIOPEIX PTTOPOVE VO AVATPEWOUE 1) VOl
Slatnproouple.

21N ouvvéxela Ba tapouvatdooupe TN Sladikacia kot To TepLBAAAOV

OTIOU CUVTEAE(TAL N SNULOVPYIA TOV TPLOSIACTATOU XWPOV, TOCO OTNV
Topadoolakn 600 kat TNV Ynelakn 3d computer ekdoxn Tov.
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Kepdaouo 2

H Awdikacio kot to MepdAiov Anpovpyiog
Tplodiaotatou Xwpou

2.1.Ewcaywyn

Y& oUTO TO KEPAAQLO Ba Ttapouatdooupe T dladikaaior Snuiovpyiog kat
TO TEPIPAANOV £pyaaiag TPLOSIATTATOV OXESIATUOV TOCO 0TV TIAPaSOo-
olakn 600 kat atnv 3d computer ekdoxn TnG.

H mtapovaoioon tng 3d computer ekdoxNg kat n epunveia tTng opoAoyi-
oG KOl TWV epyareiwv oxedlaopol og auth, Ba yivel pe Baon tn Stadka-
ola kat To TaPadoaLaKO TEPPAAAOV TPLOSIACTATOV TXESLOTUOV.

2.2. Ta otadlax Snpovpyiag Tpladiactatou epBaAAovtog

Ta otadla dSnuovpyiog TPLOSIAOTATOU TEPIBAAAOVTOC KATAVEUOVTAL OE
SV0 PEYBAAEG KATNYOPLEG, KOWVEG O OAEC TIG TIEPITITWOELG TPLOSLACTATOV
oXeSOLOOUOV Kol animation, TNV MPoTApaywyn Kol TNV TTXPpoywyn.

H Siadikaoio oxeSLaopoU Kat ol 81KOTNTEG IOV oVVEPYAX(OVTAL GTNV
TIPOTIAPAYWYN ElVAL KOWEG TOOO OTNV TAPASOCLOKH 000 Kot otnv 3d
computer pop@n oxedlaopov. Ekel mov Stapopototeital n Stadikaoia
oXeSLOPOY, OxL TOOO WG TPOG TN PLAOCOPI K Ta OTASIX OAAL WG
TPOG Ta SlaBEoipa epyoeia kat TNV TeXVoAoyia, gival 0To oTAdlo TNG
TIOPAYWYNG.

2.3. Ztadix Tpomapaywyng

2TNV KaTnyopia TNG TLPOTapaywyng VIAoooVTaL T OTASI:
* Baokng €psuvac.
o ZWYPOPLKNG ATIELKOVIONG,
* Anpovpylag YPOUUKWY OXESIWV.
* Anpovpyiag TIPOOXESIOKWY HOKETWY O KPR KATUOKOL
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Tplodlaotatog Ixedloopog MeppaAiovtog - 3D Modeling yla Animation

Ta SY0 TTpWTA Elval ATTOAVTWE ATAPAITNTA OTASIA GTOV CWOTO OXE-
Sloopo TpLodldotatou mepBaAAovTog. Ta SVo TeAsuTaia, TTAPOTL TIOAY
ONMOVTIKE, TIOAAEG POPEG, kupiwg oto 3d computer, TapaAeimovtat. Xe
K&Be TepimTwon, WoTdOOo, AVATIANPWVOVTOL ATIO TEXVIKEG OXESLOOHOU UE
QVOPOPEC O€ ELKOVEG, OTIWG To image references 1} To image background,
TIoV Bt SOVE TILO AVOAVTIKA OTAl ETTIOUEVO KEPAAALOL.

2.3.1. Baown épguva

H epsuva givat {WTIKA yLa TNV EYKUPOTNTA TWV PETASIOOPEVWV TIANPO-
(POPLWV KAl TNV 0ANBOPAVELX TOU KOGHOU TNG LOTOPILOG HOG.

H ¢peuva tepthapBdvel Tn cuAdoyr Sedopevwy peoa amo BBALOYpa@IKN
ETILOKOTINGN, OTIWG OTITIKEG AVOPOPEG, PWTOYPOAPIEG, LOTOPIKA OTOLXELD,
TOTIOYPOPLIKA OTOLXEIX K.O.K.

H ouAloyn Sedopevwy pumopel va yivel Kal HECO ATIO KATAYPOAP
TIPWTOYEVWY OTITIKWY TINYWV, OTIwG PBIVTED 1 pWTOYyPAPLON. ZTOV KLvn-
patoypdpo auth n Stadikaoion ovopdleTal «pemepdl». Eva xapaktnpt-
OTIKO TAPASELYpa a&loToinong TNG PWTOYPOPLKAG EPEVVOC ATIOTEAOVV
Ol PWTOYPAPIEG TTAPOKATW aTtd TNV Tawvia the Mirror Stage.

H Snuloupyia Tou «MTAe MUPyou» oTNPIXTNKE OE TIPAYHATIKO KTipLO
otnv Akadnpuia MAGTWVOC, TO OTIOI0 PWTOYPAPHONKE KAl ATIOTEAEDE TNV
Baotkr ava@op& oxeSLOGUOV.

MAALOTO €lval XapaKTNPELOTIKO OTL, AlYEG HEPEG LETA TNV QWTOYPA-
(NON TOV, TO KTIPLO YKPEUIOTNKE.

2.3.2. Zwypo@iKn ATEKOVION

MoAV xpnotueg otn Sadikaoior oxeSLOOHOV, gival (WYPAPIKES ATIELKO-
VIOELG TOU OKNVIKOU, WOTE VO EXOVHE ML TIPWTN LOEX YL TNV OYn Tou amd
SLAPOPEG OTITIKEG YWVIEG KAL (PWTIOMOVG. YuvNOwg, outd Ta {WypaPLIKa
ox€dLa Aeltoupyolv WG PACN aVaPOPAS YL TOUG GWTLOROVUE TOU OKNVIKOV
KOl TOU YEVIKOTEPOU OTUA TNG TOWiOG.

AuTO @aivetal TTOAY KaBapd oTIG PwToypaPieg amd tnv Tawia The
Mirror Stage, Tapamavw, OTIOV Ol {WYPAPLKEG ATIEIKOVIOEL AVTIKATO-
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Kepdhawo 2 H Aladikaoio kot To Meptddiov Anpovpyiag Tploddotatou Xwpou

TTpilovv TO €EMPETIOVIOTIKO OTUA TNG TALWVIOG KOL AELITOUPYOUV WG TILAO-
TOG YLO TOUG HETETIEITA PWTLOMOVG TNG.

2.3.3. Anpoupyia ypopuIKwyY oxXediwv

Mpoaodlopietal n SLEATAEN KAl 0 xWPog Tov Ba KATAAAPEL TO K&OE
OTOLXElO TOU OKNVIKOU. Mg Tl YPOUMLIKA OXeSIA TWV KATOPEWV Kol
TWV TPOoooOYEewWV SnuloupyovvTal ol factkol OYKoL TOU OKNVLIKOV OTNV
KOWVOVLKI KALLOKO KO Ol ULKPEG TIPOOXEOLAKEG UOKETEG OE ULKPN KAL-
HaKAL.

2.3.4. MNpooxedlakég HOKETEG OE HIKPN KApPOKOX

JuvnBwg, TPV TN SnUIoVPYIX TOU KAVOVIKOU OKNVIKOU, Snuloup-
youvTal TIPOXELPEC UOKETEG O UIKPOTEPN KAlMoka. Autd PonBael atov
EAEYXO SLAPOPWV KATOOKEVAOTIKWY AETITOPEPELWY, TIPWV apXioEL N TEAL-
KN KOTOOKELT) TOU OKNVLKOV, KaBWG TioNg Kal TG EUPAVIOAG TOV attod
SLAPOPEC OTITIKEG YWVIEG.
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Tplodlaotatog Ixedloopog MeppaAiovtog - 3D Modeling yla Animation

2.4. ZTAS 1 TTApAYy Wy

ITNnV KaTnyopia TN Tapaywyng YIVETOL N KATAOKELH TWV OKNVLIKWVY e
Baon tov {wypa@kd OXESLOOUO KA, YEVIKOTEPD, TOV OXESLAOUO TIOU
TIPONYNONKE 0T OTASLA TNG TIPOTIAPAYWYNG.

MO CUYKEKPLUEVO OE AUTA TNV KXTNYOPLO EVTATCOVTAL TO TIAPOKATW
oTadla:

* Twv Baoikwv TPLESLACTATWY OYKWV TIOL Bal CLVBECOUV TO OKNVLKO.

e TwV VPWV pE SLAPOPOLE TPOTIOUE KAL VAKX - TOU XPWHUATIONOV.

* Tng oVVBEONC TWV OYKWV.

* Twv EMPUEPOUG KIVNTWVY, UIKPOTEPWV OTOLXEIWV TOU OKNVIKOU (props).

 Twv POTIPWV Kivnong TwV OYKWV TOL OKNVLKOV.

3TN OuVEXELX B TIAPOVCLACOVE OXVTA T OTASIX peoa amd TtV BN-
Ha-BApa Tapovasiaon tng Snpovpyiog Tov Bactkol oKNVIKOL Tou S§po-
pou otnv Tawia The Mirror Stage. Ta potifa kivnong ota ouvOeTIk&
oTolxelo vOg oknVKoL animation givat plot SuVATOTNTA TIOV TIPOCPE-
pouv 0To animation ot texvoAoyieg 3d computer oxedlaopov kot Ba e&e-
TAOOUHE OUTH TNV SUVOTOTNTA TILO AVOAUTIKA OTX ETIOPEVA KEPAAAILAL.

2.4.1. Kataokeun TPLoSIA0TATWY OYKWV

Y€ QUTO TO OTASLO TIPWTAYWVLOTIKO POAO EXEL EVOL UAIKO OPKETA EAL-
PPV KAl PE TTIOAAEG TIAQOTIKEG SuvaTOTNTEG, TO roof mate.

MpOKELTAL YLa PUAAC LOVWTLKOV VAIKOU TIOU XPNOLUOTIOLETAL OTLG OL-
KOSOMEG KOl UTIOPOVE VO TO BPOVUE O€ HAVTPEC E OLKOSOULKA VAIKA.

Xapdadetat e0KoAa pe eva KOTtidL kat Sev TpifeTal Zuvnbwg, oTa oKkNVL-
k& animation, xpnotpoTmoLeital wg PAon, KABWG ETTAVW TOV PTTOPEL EVKOAA
ME UL KAPPITOO 1} VO KOAOUAKL OTtO GOUBAGKL Vo Kap@wBouv Stapopa
oTolxelar Tou oknvikov. Emiong, pmopel va xpnoluevel yix tn dnuovpyia
SLOPOPWV ETIHEPOUG OTOLXELWV TOU OKNVIKOU, OTIWG ULX TIETPOL.
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ApxiCoupe Aotmtodv pe Tn dSnuovpyia tng faong pe roof mate otepew-
MEVO TIApa TTIOAV 0TaBEPA OE EVaV TIAYKO.

2.4.2. Ypég - XpWHATIOHOG
Y& oUTO TO OTASLO YiveTaL N SNULOVPYIt OYKWV KL VPWV. ITNV Towia

The Mirror Stage xpnotuomoliOnke oAV n peBodog dnpovpyiag vewv e
ok&Aopa Tov roof mate.

[EVIKQ, 0TOV TPLOSLAOTATO OXeSLOONO OKNVIKWY animation, a&lomolov-
VTOL VL0 UPEG SLAPOPA XOPTLY, T OTIOIX TIWAOUVTOL 0T £(8N XAPTOTIWAEL-
OV 0€ PEYOAN TTOLKIALOL Mg L eTTiOKEWN OE VO XOPTOTIWAELO UTTOPOVE VO
Bpovpe To KATAAANAO XoPTi ylot TNV KABE LE). Mol TIAPASELY UL, TO «<KOTAE»
XOPTLA TIEPLITLALYHOTOG £lval TIOAD £UXPNOTA YL VPEG OTEYNG aTtd TOlyKO.

N\

Emiong ta xapTid TUTIOL OVTOULAE, UTOpPEL Vo xpnaotpotoinBolv cov
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POVTO OAAA Ka ylat TN dSnpovpyia Slopopwv Oykwv (fouvd) OTtav Toa-
AaKwBoUv.

O XPWHOTIONOG CUUBAAEL SPOTTIKA OTN SNELOVPYIC SUVOTWV ETILPAVELLIV.
Ynv tawia The Mirror Stage yLot Tov XpWHOTIOHO XPNOYOTIOWOnKowv:

 MAOOTIKA XPWHOTA YLX TO LT OTOLXELDL.

* AOSOUTIOYLEG YL TOL OTOLXEID TIOU ETTPETTE VAl YUOAL(OUV.

* METOALKO XPWHA YLO TO LETOAIKA OTOLXELQL

o ZETUO KOL UKPEG TEXVIKEG XPWHATIOMOU YL TIG OKOUPLECG,

Emtiong o xpwpatiopdg utootnpileTal PE TIPOETOACIN TNG ETLPAVEL-
oG (0TOKO, YOO K.0.K.) Yot TpaXUTNTA Kol €€0xeC. Me autd TOV TPOTIO,
Sivovtal mepLocoTEPEG SUVATOTNTEG SNILLOVPYLIKOU (PWTLOHOV.

Yto The Mirror Stage, oUTEG Ol TEXVIKEG TEAELOTIONONKAV HETA OTtoO
TIOAG TEOT KOl OE GUVEPYOQOLA UE TNV OTIEPATEP.

2.4.3. ZUvBeon OyKwv

JTNV CUVEXELQ TIPOXWPAE OTNV TOTIOBETNON TWV ETIUEPOVG TTOLXEIWV TOU
OKNVIKOV WOTe Va givat ataBepd, Ttévw otn Paon. H Bdon mpémet va sivon ata-
Bepn ko oxeTkA Baptd (EUAVO TEAGPO, 0TOBEPOC TTIAYKOG EPYATIOG K.0.K.) WOTE
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Vo SLloPoAiooVpE TNV amoAuTn otaBepdTnTa 0TN AN Tou animation.

2.4.4. Kataokeun props

Ta props amoTEAOUV TA KIVOUUEVD UKPA OTOLXELt TTOV OUVOETOLY TO
oKnNVIkO. 2to The Mirror Stage oxedldotnkav, Kupiwg, HE Xaptovia. To
BAWud TOUG £yve pE SLAPOPOUG CUVSUAOHUOUG, OTIWG AVOAPEPAE TILO
TaVW. MAALOTA, 0 TIOAAEG TIEPLTITWOELG, aELOTIOINONKAV ETOLUOL OYKOL
amd ETMOVOXPNOLUOTIOOLHA VAKA (POAX XOPTLWV VYELOG, OTILPTOKOLT
K.ATL.) KOL £YLVE OUVOEDN OUTWV TWV ETOLUWY OYKWV OFE VEEG LOPPEG.

‘Eva {ATNUO TIOU PUTTOPEL VO TIPOKVYEL ElValL N TAPNGCN TWV AVOAOYLWV.
Mo koA AOon 0TNV TAPNON TWV VOAOYLWV £ival 0 OXESLAOUOG O€ TIPO-
ooPn OAwV TwV OTOLXEIWV (Baclkwv OYKwV Kal props) padi kat n ava-
Tapaywyr Toug otnyv Sl peyevBuvon, pe Baon to peyebog ov BeAovpe
VOl £XEL TO OKNVLIKO MOG.

2.4.5. Mortifa kivnong
Me ouTd ToV 0p0 0pIloVHE KUKAOUG KIvNONG OTOLXELWV TOU OKNVIKOV,
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OTIWG O TPOXOE TOU VEPOUUAOV, VOl PUAKL TIOU KUAJEL K.0.K. TIOU Ttpoadi-
S0uV 0TO TPLOSLACTATO TEPIBAAAOV {WVTAVLAL.

Y10 tapadoolako stop motion animation TETolol kUKAoL Kivnong amai-
TOUV TIOAU XPOVO KAl KOTIO, 08 avTiBean e TO TPLoSLAoTaTo oXESLOOHUO KAl
animation oe computer. Oa e£eT&ooupE AOTOV auTh TN dSuvaTOHTNTA, TILO
OVOAUTIKY, OTO AVTIOTOLXO ETIOPEVO KEPBAALQL.

2.5. To mapadoaoiako studio Tplodidictarou oxedlaopov kat animation

Itnv mepypo@r evog mapadootlakoy studio Tplodldotatou oXeSIOOHOV,
TOL OTOLXELQ TTOU UTTEPLOXVOUV KL EiVaL KOWVA Yl KABE Tiapaywyn, pikpn
KOl PEYOAN, €ival o Xxwpog dnuiovpylog Kot oplopéveg WOlaitepeg Kata-
OKEVOOTLKEG TIPOSLAYPAPEG KATAOKEVNG OKNVLIKOV ylat animation.

2.5.1. O xwpog

210 TaPadOCLaKO OTOUVTLO TPLOSIACTATOU OXESIACUOU Kal animation
OAa T TTOPATIAVW, TIAPOTL £lval EEAPETIKA SNULOVPYLKE, ATIALTOUV TIOAY
XWPO Yyl TNV dnpovpyla, tTn ANYn Kot tTnv amobnkeuon twv TpLodla-
OTOATWY OKNVIKWV.

TNV TOPOAKATW EIKOVA TIALPVOUUE pia IOEX TOU QTIALTOVUEVOU XW-
pov yla Ta Tpia faoikd oknviké tou The Mirror Stage, xwpig va vrtoAoyi-
OOUE TA (PWTA KOL TOV TEXVLKO €EOTIALOO, OUTE TN AN Tou animation.

Tot VALKG IOV PTIOPOUHE VO SOUME OTOV XWPO €VOG TIAPaSOoLaKOU
OTOUVTLIO TPLOSIACTATOU OXESLACHOV Kol animation eptAapufavouv:
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* Epyoeio yAuTTTIKNG Ko {Wypo@LKnG, OTiwG KOTtidLa, yuoAdxopTa, Sii-
Popa NN KA LEYEDN TILVEAWV, XPWHATX (LOXT-YUOMOTEPA-ETOAAIKA), OTIPEL
stencils, p&okeg, KOAOUTTLO, AXTEE KATL.

« ASpavr VAKE, SLapopwv OyKwv Kat upwv (roof mate, LAECOA K.ATL),
VAKX LOVTEAGUOU (VA0 PTIAACQ, XOPTIA LAKETOG, VIOTOVPEG K.ATL), KO-
MG, xapTotawieg Slo@opwv peyebwv.

* MVOKEG e PWTOYPOPLKEG AVAPOPEG, TIPOTXESLE, lay outs K.ATL

* PWTQ, HOVLTOP, green screen, KNXOVES APNG KO UTTOAOYLOTEG JE AO-
YIOMIKG stop motion animation kau emeepyaciag EIKOVAG,.

2.5.2. Baokég Tt poSLaypapég KATAGKEVNG OKNVIKOU

210 MaPadoaIaKO aTOUVTIO TPLOSIAOTATOU OXESIOOMOU N KATOOKEUN
TOU OKNVIKOU TIPETIEL VA YIVETOL UE TETOLO TPOTIO, WOTE VA EIVAL AELTOVPYL-
KO Kol va SleukoAuvel T Stadikaaia Tng dnuovpyiog Tng Kivnong.

AnAadn gival amapaitnto va

* EEao@onilel TNV Avean KIVAOEWV TOU XELPLOTH TNG KOUKAQG, WOTE VX
pTopel e0koAa var 0AAGCEL TIG SLdpopeg BEaelg Tneg. ETal, yla mapadetypa,
TIPETIEL VO cuvuTtoAoyidovTat aTn @ACN TOU TPLOSLAOTATOV TXESIAGOY,
MEYBGAQ QVOLYHOTO TOU OKNVLKOU TIOU ETILTPETIOVV OTOV animator Vo eL0€A-
BelL 0TO TPLOSIAOTATO OKNVIKO KOTA TN Sladikacia dSnuovpyiag piog véag
Tolog, XWPIG ToV KIVOUVO VO HETOKIVATEL 1] VO XOAQTEL, KATL.

e YI&pXOUV TIPOSIAYPAPEG KATAOKEVNG KOL VALKA TIOU VO SLEUKOAV-
VOULV TN OTAPLEN Kal Kivnan TG KOUKAOG. Mo TapadeLypa, VAKA OTIwG TO
roof mate yla faaon, omou pnopei va «<kap@wBei» kot va otaBepormoinBet
N KOUKAX Koté TNV Stadikaoiar oAAayng Twv SLadoxIkwy OTACEWY TNG &l-
val eEAUPETIKA XPNOLUA OTOV TPLOOLACTATO OXESIOUO OKNVLIKOU. Ettiong
QVOLYHO TPUTIWV KOL «KPUPWV» OO TNV KAUEPD BATEWV OTNPLENG Eival
piot ouvABNG TPAKTLKN.

* ElvaiavBektiko otig Siapopegmapeppaosigemavw tou. Pavtalopaote
OTL 0tn Snpovpyia pog Stop Motion Animation towiog Alywv Aemttwv
MTIOPEL VO YIVOUV HEPIKEG XIAAOEG ETTOPEG HE TO OKNVIKO. KATd CuvETELX
T VAKKA KAXTOOKEVNG TOU KOL O TPOTIOC OUVOEDTG TOUG TIPETIEL VO £XOUV
HEAETNOEl TTOA) TTIPOCEKTIKA e BAON OUTA TNV TIOPAPETPO KOl e SESOUEVO
OTL OL OTIOLEG AVETIIOVUNTEG METAPOAEG AVTAVAKAOUV OTNV TIOLOTNTA TNG
TEAIKNAG EIKOVOC KAL 0TNV evoTnTa (Racor) tng Tauviog.

* Eivat 0taBep0, kaBw¢ TO TIAPARIKPO KOUVNUO UTTOPEL VO SLAKOWEL TN
Sladikacia Snuovpyiag kivnong otn Héon, TIPAYHUA TIOV PETaPPAlETaL O
OTIATAAN KOTIOU KL XPOVOU. ETUTTAEOV, OTIWG KAl 0TNV TIPONYOUVHEVN TIEPL-
TITWOT), AVTAVOKAQX 0TNV TIOLOTNTO KAl 0TO Racor tng touviog,

AvtiBeta, oto 3d computer eplBAANOV oxeSLACUOV, Ol GLVONKEC, TOL-
A&XLOTOV OO0V APOPA OTLG ATIALTIOELG XWPOU, £ival SLPOPETIKEG KAL Oi-
youpa Ayotepec. ‘Eva amAd ypo@eio Pe Eva TIPOCWTTIKO UTIOAOYLOTH KO
TO KATOAANAO AOYLOMIKO TPLOSIAOTATOU OXESLOOMOU ATOTEAEL pia Ttpoco-
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Holwon evOg 0TOVVTIO TPLOSIACTATOU animation TIOAAWY TETPOAYWVLIKWV.
Emtiong, ot ouvBnkeg oVvBeoNG OYKWY, PWTIOPOU, VAIKWV K.0.K. TIXPOE-
VOLV OTOOEPEG OTEG POPEC KAL OV KAEIOOUHE KOl aVOIEOVIE TOV UTTOAOYL-
OTNA MG,

Ita emOpeva KEPAAaLa, Bar Sovpe av To (Slo oxVEL kat Y T Suva-
TOTNTEG SNnpovpyiog pe Sedopevo OTL TO OTOLKED TNG TIOLOTNTAG KOL OL
TIPOSLAYPOPEG TOL OXESLOTHOU TIAPAPEVOUV KOWVEG Kal Sev opilovTal amod
TO €(60¢ 1] TOV LVAIKO (POPEX TXESLATHOU OAAG ATIO TNV SNLOVPYIK OUAdSa
KO TNV EKAOTOTE PeBOSO KL TIG ATOMULKEG OEELOTNTEG KL LKAVOTNTEG.

64



Kepdaouo 3
To 3d Computer Studio

3.1. Elbaywyn

Y& oUTO TO KEPAAaLo Ba avaAVooLE TO TIEPREAAOV Snpovpyiog kat To St-
oBLoLpa EKPPATTIKA EpYOAEia EVOG lkovikoV 3d computer 0TOUVTLO, OTIWG
OUTO TIPOCPEPETAL OF EEELOIKEVPEVO AOYLOMLKG UTIOAOYLOTWY, O aVTIOTIEN
ME TIG OUVONKEG KOl TO EKPPOOTIKA epyoreia evog Tapadoaiakou studio
OTIWG TIXPOUCLACTNKE TIOPOTIAVW.

To TIPOYP AU TIOV B XPNOLUOTIOLCOVE YU aUTH TNV av&Auon elvat
7o Blender amo tnv €ékdoon 2.8. Kal HETA.

H etlAoyn autn €yve pe KUPLo KpLTrpLo OTL To Blender eivat éva eAev-
Bepo, AVOLKTO KOl SWPEAV AOYLOMLKO HE KOLWVEG AELTOUPYIEG KO EQAULAAEG
SLVOTOTNTEG PE TA LTIOAOUTTO AVTIOTOLXO AOYLOULKA. ETUTTAEOV, TTap& TIG
EQAULAAEG pE T GAAQ avTioTOLXO TIPOYPAUMATA, TO Blender sivat TtoAv
IO EAQPPU TIPOYPOAUUA, KAOWG KaTtaAapupavel povo 360 MB amoBnkev-
TIKO Xwpo. To katedlovpe eVKoAa oto www.blender.org kot StatiBetat
yla OAa ta Asttoupylka cvothpota (Windows. Mac, Linux).

H ¢kdoon 2.8 ko PeTA, €XEL KOUPIKEG BEATIWOELG TOOO OTNV ETILPAVELX
gpyaciag 600 Kat oTIG eVTOAEG 3d oxedLaOpOV. ETUTTAEOV £XEL LI VEQ N-
xavn render Ttou cUVSVALEL TOXVTNTA PEVTAPIOUATOC UE EEAUPETIKN TIOLO-
TNTA EIKOVAG.

3.2. H ouvepyatikn kowotnta tou Blender

To Blender, wg AOYlOMIKO QVOLKTOU KWOLKA, EUTIAOUTICETOL CUVEXWG ME
eTUMPOobeTa oTolxela kat SuvatdTNTEG (@ddons) TTIOL EVOWUATWVOVTAL
OTNV KEVTPLKH OPXLTEKTOVIKA TOU, OTO A TEPACTIX KOWOTNTA TIPO-
YPOUUATIOTWY O OAO TOV KOGUO.

ErumAéov, par peydAn KowotnTa OXeSIOTWY, TIPOYPOUMATIOTWY KOL
SNuLoLVPYwWV £xeL opyovwBel yopw amod auTo TO AOYIOMIKO, O€ TIOKIAeG So-
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MEG OUVEPYODLOG KAl ETIKOWVWVIAG, SNUIOVPYWVTAG éva TTAOUGLO ot £pebi-
OMOTA KO CAANAETIOPOOTIKO TIEPPAAAOV Snpovpyiog kat padnong.

ErumAgov, eidape kat o TTAVW, EIVOL KOl XPKETA «EAQPPU» WG TIPO-
YPOMMQ, EVIOXVOVTOG, £T0L, TO KPLTAPLO TNG TIPOCSRaCIHOTNTOG Kot Slev-
KOAUVOVTOG TNV OLVEPYATia.

3.3. Ot SuvatotnTteg Tov Aoylopuikov Blender

To Blender eivat éva AOYLOUIKO UE UL OALOTIKI TIPOCEYYLON OTOV TPLOSLA-
otato oxedlaopd Kat animation.

NeptAapfavel SnAadr ekPPOOTIKA epyoAeia Kot eOIKOTNTEG SNUL-
oupylag Kol yla TIG TPELG KATNYOPLEG (TTpoTtapaywyn - TTapaywyr - He-
Tamapaywyr) Snuovpyiag TPLoSLAoTATOV OXESIACHOU Kal animation.

Y& aqUTO TO TAQOLO, TIPOCPEPEL SNILOVPYLIKA EpYOAEial TTOV eKTEIVO-
VTOL OTIO T TIPOTXESIA HEXPL TO TEALKO HOVTAL.

EVOEIKTIKA aVaPEPOVHE TIG TIAPOKATW SUVATOTNTEG KATAVEUNUEVES
OTa BACIKA TIOPAYWYLIKA OTASLOL

« Mportapaywyn: Ewovoypagpnuévo oevaplo (storyboard), mpo-oxé-
Sl pe okitoo.

* Mapaywyn-Modeling: 2OvBson TPLOSIACTATOU XWPOU, TPLOOIACTA-
TEG KATOOKEVEC, YAUTITIKY, Snuiovpyia vpwv (textures), tpooBnkn SLo-
TNTwV (mMaterials, physics). Mapaywyn-Animation: IXeSIOUO XOPOKTNA-
PWV UE OKEAETO KOl TIAAOTIKOTNTA, Sniovpyia animation pe avapopeg
o€ TTOPASOOLOKEG Kal VEEG PeBOSouG, OTwG 3d animation pe okeAeTo, 3d
animation pe mAaoteAiveg, 3d object animation, 2d drawing animation, 2d
kat 3d cut out animation, KlvoUpEVN TUTTOYPAPIA KOL KIVOUHEVA YPOPLKAL.

» Metamapaywyn: X0vBeon kat enegepyaoia eikovag (compositing),
OTITIKA €€ (vfx) kat povtal (editing).

Mo KAOE pa amo TIG TAPATIAVW SVVATOTNTEG AVOAOYEL KAl ULa EEXW-
pLotr 006vn e SLaopeTIKA popen (interface), cUYKEKPLUEVES LBLOTNTEG
KoL T avTloTola epyocieia emegepyaoiag, avaAoya pe To £idog Tng epya-
olog IOV EKTEAOUE.

Evvoeital, 0Tl n k&Bs 006vN €xel kat To SIkO TNG Povadiko interface.

MTOPOUE, AOLTIOV, VO SLAUOPPWVOUE TNV ETILPAVELD EpYaCiag Ue OL-
QPOPETIKEG 000VEG Kal interface, katd mepimTwon. EMumAgoy, €xoupe Tn
SuVOTOTNTA VO SNULOVPYNCOUVE TO SIKO HaG cLVOSVOOHO 0Bovwvy eite adL-
OTIOLWVTAG TIG TIPOETILAOYEG TOU Blender gite Snpovpywvtag KXTL EVTEAWG
VEO KOl TIPOCOPUOCEVO OTN SIKNA HOG TIPOCWTIKOTNTA KAl TPOTIO £PYOCL-
a¢. H 066vn mou avtiotokel otov tplodiaotato oxedloopo (3d modeling)
kot Animation eivaw n Viewport yliax tnv omoia 8 HARGOUKE AVOAUTIKA 0T
ETIOHEVA KEPOAQLQL.
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3.4. ApXITEKTOVIKN TNG EMPAvELRG Epyaciag Tou Blender

H Baotkn apxltekToviKn TNG 006vng tou Blender givatl Sopnuévn og TpeLg
optlovtieg (wveg.

H mévw kat n k&tw {wvn, oV KATOAAPBAEVOLV TO HIKPOTEPO XWPO,
elval otaBepég kat otig omoieg Sev umopel va yivel kapior tapgpfoaan,
OUTE OTOV XWPO TIOU KATOAABAVOUV OUTE OTO TIEPLEXOUEVO TOUG.

H peoaia {wvn, IOV KATOAXUPAVEL KOl TO HEYOAUTEPO HEPOC, Elval
0 XWPOG TNG KEVTPLKNG 000vVNG epyaoiwy Kol Utopel va Sloapop@wBet
avéAoya. AnAadn, umopsi va yivel oplldvTiog 1 KABETOG SlaxwpLlopog
NG (split), 60eg PopPEG KAt OTIWG ETILOVHOVE.

3.4.1. H mavw {wvn
H mavw (wvn gival xwplopevn o€ Tpiat TUAROTA:

R Fle Edit Render Window Help D@ ®© )] View Select Add

* To pevov pe Tig faoikég evtoAéc: File, Edit, Render, Window kat Help,
oto TpoTuto Twv Windows.

e M oglp& TIPOETILAOYEG GUVSVACHOU 0BOVWVY HE TNV avTioTOoLXN
OVOHOOIa TNG EPYACiag Yo TNV oToila £xouv dnuoupynOet.

* JUPPOAX ETILOKOTINONG OXETIKA JLE TO £PYO TIOV £XOVE aVoi&eL oo Blender.

3.4.2. H katw {wvn

§) Select Keyframes §)' Box Select () PanView | Verts:8 | Faces:6 | Tris:12Mem: 23.8 Mi|

H katw {wvn TEPIAAUPAVEL OTO APLOTEPS TUNMA TNG, TPELG ATIELKOVI-
OELG TIOVTLKLOU Ttov LTteVOUUI{OUV TOV TPOTIO TIEPLYNONG OTO TIPOYPOH-
MO UE TOL TIARKTPO TOU TIOVTIKLOU KO, 0TO Se&l TUAMA TNG, OTOLXElX TNG
TOUTOTNTOG TNG EPYACLAG TIOU EKTEAOUE.

3.4.3. H peoaia {(wvn

Itn peoaio (wvn pag divetat n duvatoTnTa TAPEUPAONG OTNV HOP-
©n (interface) Tou AoylopkoV &ite eMIAEyoVTOG 08 OUTO Lt 006VN, amo
TIG SLOOETIPEG TOV AOYLOMIKOV, £(TE KAVOVTAG SLOXWPLOUO TNG OE UTIOO-
BOVEQ pe OTIOLA OPXLTEKTOVIKN ETILOVUOUE.

H k&Be pia amod Tig SloBeoipeg 000veg XL SLOQOPETIKO interface pe
OUYKEKPLUEVEG LOLOTNTEG KAL TA aVTIOTOLXO EpYOAEia eTteEepyaaiag, ava-
Aoya pe To €i60¢ TNG Epyaciag TIou EKTEAOVE.

MropoUpeg, Aotmdv, va SIAPOPPUWVOUHE TNV ETILPAVELD £PYACIAG UE
SlapopeTikeG 000veg Kal interface katd TepimTwon Kot va dSnpovpyn-
OOUME TO SIKO pog ouvdLaoHO oBovwy, gite a&lOTIOLWVTAG TIG TIPOETIL-
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Aoyeg Tou Blender ite dSnpiovpywvTag KATL EVTEAWG VEO KAl TIPOTOPO-
OMEVO OTNV SIKNA HOG TIPOCWTILKOTNTA KOL TPOTIO EPYATLOG,.

2Tn ovvexela Ba Sovpe:

* MNwg apeppaivovpe oTNV APXLTEKTOVIKN TNG peoaiog {wvng.

* Nwg emiAgyoupe TNV 080VN IOV ETIIOVUOVE.

* Tnv katnyoplomoinon tTwv dtaBéaipwy oBovwv avahoya pe To &i-
S0C TWV EPYACLWV.

* Nwg ouvvdualovpe SLAPOPETIKEG 0BOVEG aVAAOYQ PE TNV Epyacia
TIou ekTeEAOVpE oTnV 066vn Viewport, ou avtiotolxel oto 3d modeling
Kol 0To animation, eatidlovtag oto 3d modeling, Tovu gival To avTikeipe-
VO ouTov Tou BipAiov.

3.4.3.1. Arxxwptoudg (split) Tov mapaBupov ¢ usoaiag {wvng

H Siadikaoia tou akoAovBoupe eival n €€NG:

* TortoBeToVpE TO TIOVTIKL O€ OTIOL YWV TNG KEVTPLKAG 000vVNG £TTL-
BupW eKEl IOV KAVEL Lt ULKPT) KOUTTOAN.

* 'Otav pavel To GUUBOAO TOU OTOVPOU KAVOUHE OPLOTEPO KALK KL OEP-
VOUE TO TIOVTiKL I} 0plldVTLa I KABETA KAVOoVTOG OTIMT 0TnV 086vn o8 KA-
Beteg N oplovTieG WVEG AVTIOTOLKOL ZTOUOTAME TNV KIVNON TOU TIOVTIKIOU
QVOAOYQ JE TO peyeB0G TTOL ETIIOVOVE VO XOLV 0L 000OVEG LG, Zuvexi(oupe
v bl Stadikaoian kat oTig VTT0BOVEG TTIOL £XOLV SNpLOVPYNOEL

¢ XTN OUVEXELX UTIOPOUME EITE VO QAPrOOVHE WG EXEL E(TE VO OAAG-
Eoupe TNV WBLOTNTA ToLg amd To €lkovidio Editor Type otn ywvia mévw
apLOTEPQ.

Mmopoupe emiong va cAAGEOLE TO peyeBOC TNG KABE 00dVNCg, OTIWG
o€ OAa Ta mapaBupa ato cvotnua Windows, wg €nG.

* TortoBeTOVE TO TIOVTIKL 0TO ONpeio IOV evwvovTal SVO 0OOVEC.

* ‘Otav dnpovpynBel piat SIMAR YPOUUN KAVOUUE KALK KOl OEPVOUE
TO TIOVTIKL TTPOG TNV KATEVOLVON IOV ETIOVPOVHE VO LEYOAWTOUE 1 VO
MIKPUVOUE TO TIap&Bupo TNG 086vNG.

3.4.3.2. Zountuén Tou apaBupovu TN pugoaiag {wvng

Av BéAoupe va kdvoupe oUPTITUEN SVo 0Bovwy ot pLa, akoAovBouvpe
v Sl Stadikaoia pe To SlaxwPLoRO TwV 00OVWVY PEXPL TO CNUELO TTOV
O£PVOUE TO TIOVTIKL.

Mo ouykeKpLUEVaL

* TomtoBeTOVUE TO TOVTIKL 0TN ywvia TNG 006vVNg EKEL IOV EVWVETAL
ME TNV 086vn pe TNV omoia EMOUUOVUE VA TNV CUUTITUEOUE.

« 'Otav @avel To CUUPOAO TOU OTAVPOU KAVOUME OPLOTEPO KALK KOL
O£PVOULE TO TIOVTIKL Slaywvia.

* Napatnpovpe OTL epPavideTal Eva axvo BEAOG TO OTIolo, OTAV JE-
TAKLWVOUHE TO TIOVTIKL (KPATWVTOG TO TATNHEVO) 0TI SVO 0BOVEG TTOV
BeAovpe va CUPTITUEOVE , £XEL SLAPOPETIKA YOoP& o€ KABE 006vVN, uTto-
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SnAwvovtag TNV katevBuvon Tng cVPMTLVENG. Xe OTola amo TG Vo
000veEG aTEAEVOEPWOW TO «KALK» TOU TIOVTIKLIOU ROV, OO QVTIKATAOTO-
Bel amtd TNV SimAavn TNC.

Mpoagoxn

« H ddkooio ovpmtuéng amawtel avamtuén laitepwy SeELOTATWY Kot
EUTIELPIO XELPLOPOV TOU TIOVTIKIOV. AUTO onpaivel 0Tt Sev TETUXaVEL TIAVTA
KO, QVTL VoL KAVOUE GUTITUEN, SNILLOVPYOUVTOL CUVEXWG VEEG ODOVEC,

Av, avti va gppaviaBel To oxvo BEAog TTou urtodnAwveL Tn cUUTTUEN, yivovTal
ouvexopeva splits, dev ameAeuBepWVOUNE TO APLOTEPO KALK OAAN TIOTTAE TO-
TOXpova Se€l KA OTO TIOVTIKL XTN OUVEXELDR, QTEAEUBEPWVOLHE KOl TO SVO
TIARKTPA TOV TIOVTIKLOV. ETal, n AdBog TtpoomdBeia avalpeital ouTOpaTar Kot
MTTOPOUE VO SOKIUATOUE EQVAL.

* Mpw &ekvnooupe TN Sadikaoior CUPTTVENG TIAPABVPWVY TIPETEL VO BUPO-
MOOTE TN OELPA JE TNV OTIOLO KAVOE TOUG SLOXWPLOUOVG 080VWV KoL VoL OKO-
Aoubrooupe akplBwg TNV avtiotpogn mopeia. Xe avtiBetn mepimtwon, Oa
OTOTUYXAVOUE CLVEXWG 0TN SLodIkaaia.

Av 80UpE OTL SEV TO KATAPEPVOVE e TITOTAL TNV CUPTITUEN SU0 TTOPaBV-
PWV, OTAQ avolyoupE Eva VEO cuvSLaOUO 0Bovwy OTNV PIAPa e To Boot-
KO HEVOU TIATWVTOG TOV OTAUPO KAl ETIAEYOVTOG TOV TUTIO GUVSUAGHOU TIOU
EMOVOULE.

3.5. Ot toAAég 006veG Tou Aoylopikov Blender

To Blender &100¢tetl TOAAEG 0B0VEC, IOV AVTIOTOLXOUV OE SLOPOPETIKEG
tmM pyooicc 3d modeling kat animation.

H 086vn mposmidoyng eivan n 3D_Viewport pe To £lkovidlo wg V-
BoAo avayvwplong e,
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EmiAéyoupe TNV 006VN IOV EMOUUOVIE KAVOVTAG KALK OTO £LKOVISLO,
QVaYVWPLOTIKO KABe 000vNg, 0TNn ywvia TAVwW aploTEPA KL avoiyEL O
Ttlivakag evtoAwv Editor Type.

Editor Type.
g Ly Global v v ¢

Genera Scripting Data
#2 3D Viewport *5" Dope Sheet @ Text Editor T= Outliner

[ Image Editor @ Timeline [*=] Python Console & Properties
§3 uv Editor 2/ Graph Editor 8 Info i File Browser
@) Shader Editor Drivers ¥t Preferences
|l Compositor <JZ Nonlinear Animation

Texture Node Editor

Di Video Sequencer

<+ Movie Clip Editor

H evepyomoinon tou Editor Type avoiysl Tov TARPN TIVAKA UE TIG
Slo0eotpeg 0006vEG, N KABE pio amd TIG OTIOLEG £XEL TO SIKO TNG AVAYyVWPL-
OTIKO EIKOVISLO, TTIOU EPPAVIZETAL OTN YwVia ETAVW OPLOTEPA.

Emtiong ot 006veg givat katnyoplomolnuéveg os TEOOEPEC PATLKEG K-
TNyopiec:

* General, ya TI¢ Baoikeég epyaoieg 3d oxedlaopov. Eival n katnyopia
TIoV B HOG aTAOXOANOEL TIEPLOCOTEPO O AUTO TO PLPAi0.

« Animation, yia Tig faoikeg epyaocieg 3d animation. Autr n Katnyo-
pla Ba pog amooxoAnoetl o peyoAUTEPN EKTAON Kol PABOG 0TO EMOUEVO
BLBAlo TTou TpOKeLTa Vo ekSOOEL.

« Scripting, yla epyaoieg poypappaTiopov. Asv Ba HoG aTtaoX0An-
ocl 1Slaitepa.

« Data, yla TIg puBuioelg TwV WBLOTATWY TWV OTOLXEIWV GVVOEOTNC KAl
TNV 0pYyAvVWON TWV ETILLEPOVG EPYACLWV. AUTH N KaTnyopia Ba pog ama-
OXOAel ouvexwg kKaB OAN TNV evaoxoAnon pog pe To Blender og omoladn-
TotTe gpyaaia.

To Blender pog Sivel Tn SuvatOTNTA VO EVOWUXTWOOUE OTO TIEPLPOA-
Aov gpyaciag Tou mavw amd pia 006veg, avdloya HE TNV EPYQTia TTOU
EKTEAOUE, SLOTNPWVTAG WOTOCO UL 0TABEPN OPXLTEKTOVIK interface.

3.6. Zuvduacpoi 0fovwv avaloya HE TO £i80G TWV EPyacLWV

Avahoya pe TO 160G TWV EPYACLWV TIOV ETIIBVHOVIE VO EKTEAECOUE OTO
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Blender k&voupe Stdpopoug cuvduaoolg 08ovwy, YL Vo SLEUKOAVVOL-
ME KOl VO OVENOOUVUE TNV QTIOTEAEOUATIKOTNTA HOG. TO AOYLOMIKO EXEL
SNULOVPYNOEL WG TIPOETILAOYN X OELP& GLVSLAGOVE 0BoVWV OL OTtoloL
TapaTiBevTal 0To VW HEPOG TOU TIAVEA.

2Tn ouvveExela Ba avaAVooVE TOV CUVOVOOUO Layout, o omtoiog armo-
TeAel TNV TPOETIAOY AVOLYHATOG TOU AOYLOMLKOV.

3.7. O cuvduaouodg Layout

O ouvduaopodg Layout amoteAel Tnv tpoemiAoyn Tng Evapéng tou Blender.

AmoteAsital and Tecoeplg utooBoveg, tnv 3D_Viewport Tou gival n
Baaowkn otnv katnyopia 3d modeling kat animation kat TpELG vTOGTNPEL-
KTLKEG.

ATtd auTéG oL SVo aopouv ota otaddla 3d dnpovpyiag Kot ouvOE-
oNG TWV TPLOSLAOTATWY OYKWV. H Tpitn XpNnotpevel 0to oTtddlo dnpiovp-
ylog «twv potifwy kivnong Twv OYKWVY TOU GKNVIKOU» TIOV, OTIWG EITTAUE
KOl OTO TIPONYOUHEVO KEPAAQLO, SEV Elval TOGO €UKOAN N VAOTIOINGT) TOV
o€ TIOPASOCLAKEG LOPPEG TPLOSIACTATOU OXESIAOHUOV.

Ot 080veg auTég apatiBevtal Tapakdtw, Holi He T elKoViSLa IOV
TIG ouVOSEVOLVV Kal TNV IOLOTNTA TOUC,

006vn 18Tt

: H Baowkr) 086vn pe Suvatotnteg kat epyoieia Tplodidotatou
;_2 BIDAVITSWolelqll | oxeSicopoU pe v omoio B aox0ANBoVHE AVOAUTIKG OE
auTo 1o BiPAio.

Emiokomnon, ypa@ikn amodoaon Kot EAeyX0G OAWV Twv oToL-
t= Outliner Xelwv Tov €xoupe gwodyel otn oknvr 3d Viewport ylo emte-
Eepyaoaia.

0B06vn SlapoPPWONG TWV BIOTATWY TWV TIPOG eTegepyaaia
8 Properties otolxelwv otnv oknvn 3d Viewport. MeptAapfavet Tig «edIKo-
TNTEG» TIoV ouvepyadovtal oto 3d modeling kat animation.

0B06vn kotaypa@ng KAEWSWY Kivnong (Animation) kat xelpt-
o Timeline OpoU Tou XpoviopoL e (Timing).

H tétaptn 0Bovn pe tnv ovopoaoia Timeline xpnolpevel 0to oTAdL0
Snuovpyiog «twv potifwy kivnong Twv OyKwV TOU OKNVLIKOU» TIOV,
OTIWG ELTTAPE KAL OTO TIPONYOUVHEVO KEPAAQLO, SEV glval TOGO €UKOAN N
vAoTtoiNoN Tov Og TIAPASOCLAKEG HOPPELG TPLOSLATTATOV OXESLOGUOV.

Ao TIg uTtOAOLTIEG 0OOVEG, KOUPLKEG ETIONG YL TIG EPYACIEG TPLOOIA-
OTATOU OXESLOOMOU OTO TIESIO XPWHATIOUOU Kol SNLoVpyLlag VWY Kot
VAIKWV gival ol €€A¢:
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006vn 1I816TnTCAl

Anpovpyia kat emeepyacio TOU aVamTUYHATOG Twv 3d avTL-
i3 uv Editor KEWWEVY.

AuvoTOTNTA EAEYXOV HE YPOAPIKEG TIAPOOTACELG TA OTOLXEl

@ §hader Edito TIOU ATTOTEAOVV TIG VPEG KAl TG ISLOTNTEG TwV 3d HOVTEAWV.

AuTEQ TIG 000VEG Ba TIG €EETACOVUE TILO AVOAUTIKA OTA KEQBAQLD 5
Kol 6 omov TapovoldlovTal oL avtiotolxeg epyacieg 3d oxedlaopol oe
o el8ka Bépata dnulovpylag.

TNV OUVEXELX QUTOU TOU KEPOAaiov, Ba SOUUE TILO AVOAUTIKA TLG
TE0OEPLG 000VEG TIOV amOTEAOVV TOoV cuvduaoud Layout kaBwg awopd
otov okAnpo muprva tou 3d modeling. EE&AAOL N onpavTKOTNTA TNG
ATOSEIKVUETAL KO ATIO TO YEYOVOG OTL ATIOTEAEL TTPOETILAOYH TNG 0806VNG
TIov gp@avidetal 0tav avolyel To Blender.

3.7.1. H 006vn 3d Viewport

H 066vn 3d Viewport amoteAel TNV KEVTPLKA OKNVH OXESLOGUOU KOl
TO TAPABUPO TNG KATOAAUBAVEL TO LEYOAVTEPO MEPOG TNG ETILPAVELOG
gpyaoiog Tou ouvduaopov Layout.

AmtoTeAsiTal Ao TIG TOPAKATW EVOTNTEG ETILAOYWV:

A. KoupTiid eAéyxou TG OKNVAG.

B. A pn BéAoug Tou avolyetl TapdBupo e LEOTNTEG TWV AVTIKELUE-
VWV NG oknvng. (hot key: N)

I. Koupmid puBpiong tou tpodmou Tov PAETIOVHE TO TIPOG ETEEEPY Q-
ola 3d povteAa.
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A. T&veA evToAwv oXeTIkA pe To 3d modeling otnv 086vn Layout.

E. Epyalcia eme&epyaoiog.

IT. KOBog Kapepa Pwg T eEAKXLOTA ATIALTOVUEVO OTOLXELD YL EVOP-
&n 3d modeling.

Z. Kavoog paong (Grid) kat Aoveg MNMPoOoTTIKAG.

Xtnv ouvexela Bar SOUUE TILO AVOAUTIKA TN AELTOLPYIX QUTWY TWV
oTolxelwv Tou TepAappavovtat otnv 08ovn 3d Viewport.

3.7.1.1. Kovumia gA€yxov tn¢ oknvrg (A, B)

Kpatwvtog TatnpéVo To aploTePO KALK TOU TIOVTLKIOU
(i Tou TtaveA eAéyxou Tou laptop i Tng 086N aYng) os
oUTO TO €IKOVISIO, Ol KIVAOEL( TOU TIOVTIKIOU TIEPLOTPE-
(ouv OAn Tn oknvA tNg 06o6vng 3d Viewport.

Moapopola Kat oTnV amod KATW OElpd ELKOVISIWY, Kpa-
TWVTAG TIATNHEVO TO OPLOTEPO KOLWUTIL TOU TIOVTIKLOU (A
TOV TIAVEA €AgyxOUL ToL laptop i Tng 086vNng agnc) o Eva
aTO QUTY, Ol KIVATELG TOU TIOVTIKIOU £XOLV TA TIAPOKATW
OTIOTEAEOUATOL

* 2TO PeYEVOLVTIKO (PaKO KAvOouv zoom out - zoom in
0Tn OKNVH KOG

* 2TO XEPAKL LETOKIVOUV OAN TN OKNVI TIAVW-KATW Kall
Se&ld-aploTtepa.

* 2TNV KWVNUOTOYPOPLKA Nxavh cAAGLEL N OTITIKNA TNG OKNVAG KAL TA
TIEPLEXOUEVA TNG PALVOVTAL HECT OE VA TIAQUOLO HECQ ATIO TOV (PAKO TNG
KAUEPOG, OKPLPWG OTIWG B EPPAVIOTOVV «KOSPAPLOPEVO» OTNV TEALKN
¢€odo (render).

* 1TO TAEYUQ, ME Eva KAK, Ep@avidoupe i e€apavidovpe Tov kKavafo
(grid) Tng oknvAc.

AUTEG OL €TILAOYEG €lval €EQUPETIKA XPNOLUEG OTAV XPNOLUOTIOLOVUE
laptop xwpig movtikt. Mo cuvnBOlopeva, 0 XEPLOUOG TNG OTTIKAG TNG
OKNVNAG ylvetal wg €ENG:

* Meprotpopn oknving

KpatwvTag matnuévo To HECAO POA TOU TIOVTIKLOU OL KIVHJELG TIOU K-
VOUE TIEPLOTPEPOLV AVTIOTOLXQ, OAN TNV OKNV TNG 08ovNnc,

* Metakivnon oknvig

KpatwvTtag Tatnpevo To Hecaio poA TOu TTOVTIKIOU Kat To SHIFT ot
KLV OELG TIOU KAVOUE HETOKLVOUV OAN TN OKNVI TIAVW-KATW Kot SeEL&-at-
pPLOTEPAL.

e Zoom

Kpatwvtog matnuévo to aplotepd kA kot to CTRL oL KIVAOELG TOL Tto-
VTIKLOU TIAVW-KATW AVTIOTOLXOVV € ZoOom out 1} zoom in AVTioTOLKA.
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* OMTIKN ywVvia (paKoU KAHEPAG
Juvtopoypagia undev (0) 0To TANKTPOAOYLO HOG

3.7.1.2. MaxpaBOupo pe 1616TNTEG TWV AVTIKEIUEVWVY TG TKNVHG
Itn Se€l& mMAsup& TNG 08ovNng 3d viewport UTTAPXEL Ko o Bé-
AOUG TIOV, AV TNV EVEPYOTIOLOOVIE HE APLOTEPO KALK, OVOLYEL €V
«KPUPO» TIAPABUVPO HE TIG LOLOTNTEG TWV OTOLXEIWV TNG OKNVAG,

AUTO TO TIOPABUVPO EVOWHATWVEL Pla KABETN pmapa OTov yivetal

ML KxTnyoplotoinon Twv SLoBEoIUWY ETIIAOYWVY OE:

e Item
 Tool
e View

¥ Transform

Location:

XYZ Euler

Scale:

> Properties

Y1o tedio «ltem» pmopovpe va eEAEYEOVE TIG SLAOTATELG, TN BEan Kol

¥ Transform

Affect Only

Origins
Locations

Parents

» Workspace

¥ View

Focal Length 50 mm

Clip Start 01lm
End 1000 m

Use Local Camera

Render Region
¥ View Lock
Lock to Object M|

Lock to 3D Cursor

Lock Camera to View

» 3D Cursor
> Collections

> Annotations

o

Tool Item

TNV TIEPLOTPOPI) TOU AVTIKELUEVOL TNG OKNVAG TIOU £XOUE ETILAEEEL.

E€aipeTiko evdlaepov €xeL Kot To TS0 «View» OTIOU UTTIOPOUUE VOl
XELPLOTOVHE TIOAY OTIOTEAEOUATIKA TO KASPAPLOMA TNG TPLOSLACTATNG
oLVOEOoNG pag, SuVATOTNTA TIoV Ba EETATOVE OTO EMOUEVO KEPAAQLO.

3.7.1.3. Kovumtia puBuiong omrtikng Twv avtikeysvwy ot oknvn (I)

Y€ QUTO TO TIAVEA EVTOAWY, KOITWVTOC OO apLloTEPA TIPOC To Se€LY,
T TPl TIPWTA ELKOVISIO APOPOVV OTNV EPPAVION TWV GUUBOAWVY EAgY-
XOU KOl TOU KAVABOU OTNV ETPAVELN £PYACIAG KL T TIEVTE TEAELTALN
oTNV EuPAvIon Twv 3d HOVTEAWV PAG OTN OKNVN.
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Xtn ouvexela Ba ta e§eTAoOVNE Eva-Eva.

View Object Types

Me tnv emtdoyn 1 6xtL Tov GUPPOAOL TOU
MOTLOU €TUAEYOLE TL B eppavideTal Kat Tt
OXl 0Tn oKNvA.

Show Overlays

Show Gizmo

E€apavion kat emaveu@Aavion Twv GLUBOAWY
gAeéyxou Tng B€ong, TG Sl&oTOoNG TNG TIEPLOTPO-
PG Twv 3d POVTEAWV WE TNV aTevEPYOTOin-
on Kol eMaEvepyomoinon tou elkovidiov Show

Gizmo, avtiotola.

Mapdpolo koupti pe to show Gizmo, pévo |

Scale 1.000

TIOV N EVTOAN Y& €€QPAVION OPOPA OTOUG AEOVEC (PR

08NyoUg TNG TIPOOTITIKNG, TO TTAEYUQ, TO £LKOVISLO

# Annotations

TNG KAUEPOG KAL TWV PUTWV. S @ sones

# Relationship Lines # Motion Paths

Ertiong, 0tawv emiAe€oupe TO BEAGKL SITTAC OTO €1- [k

kovidlo Show Overlays, eTiAgyouE, XElpoKivnTa, T
oTowela Ttpog e&apavion.

Tot ETIOPEVA KOUUTILA APOPOVV OTOV TPOTIO ERLPaviong Tou 3d HOVTEAOL.

F o900 v

X Ray

Mapovaoiaon Tou HOVTEAOU e piar EAaPpi St-
AUPAVELX. XPNOLUOTIOLEITAL CUVSVAOTIKA [IE TA ETIO-
MEVOL KOUPTIL, XwpPig va emnpeddel Tn Paokn OL-
OTNTA TOL KABEVOG amod auTd, TIov Ba SovpE TiLo
OVOAUTIKA OTN OUVEXELQL.
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Wireframe

MNapovoiaon OAwWV Twv oToLXElwV IOV
Bplokovtal 0Tn oknvn o€ anoAutn Stapad-
VELOL.

MoAU xproLun emtAoyn, ELOIKA Qv €XOVE
OTOLXElt 0TO E0WTEPLKO TOV 3d pOVTEAOU.

Solid

BAcmoupe T pOVTEAQ, Xwplg textures
KOL XPWHOTO, 0OV AEUKA HOpUAPLVOL Oy AA-
paTa.

Kapia ok dev gpgavidetal o oxeon
pe tn B¢on toug oto Xwpo. Eppavidovtal
MOVO Ol (PWTOOKLACELG TIOU QPOPOUVV OTO
SIKO TOUG CWHA.

Material Preview

BA£moupE T VALKA (TO XPWHQ, TLG yua-
AASEG KATL) TIOU £XOVUE SNULOVPYNTEL OTO
TPLOSIAOTATO HOVTEAO.

IXETIKA UE TIG OKLEG, KOO OKLA eV - _1‘,_
pavidetal.

Rendered

BAgmoupe 10 3d HOVTEAO aKPLPWG OTIWG
Ba eppavioTel 01O TEAKO render, e TIG OKL-
€G, T VALKA KO TIG VPEG TIOU TOU EXOUUE
aTOSWOEL.

3.7.1.4. Baotko taveA evtoAwv (4)

M Object Mode v View Select Add Object
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210 Baoikd maveA evtoAwv tou 3D_Viewport £xoupe evTOAEG TTOU
£XOULV VO KAVOUV HE TOV TUTIO gpyactwv (Mode), Tov TpOTo eppaviong
(View), tTnv emtdoyn (Select), tTnv €loaywyn aVTIKEWEVWY OTNV OKNVN
(Add), kot Tn Staxeipion Tou avtikelpévou mou emiAéyoupe (Object).
‘Ontwg Ba SOVUE KAl 0TN CLUVEXELD, TIOAAEG OO TIG EVTOAEG Tov Blender
ylvovtatl pe mavw amo évav TpOTouG. Mo Tapddelypa, TIOAAEG amtd TIG
emiAoyeg Touv Object utdpyouv Kot 0To TaPABUPO TWV LELOTATWYV TIOV
avoiyel Se€ld 0to KeEVTPLKO TtapdBupo 1 pe hotkey N, omtwg eidape o
TAVW. XTA EMOMEVA KEPAAQLX Ba £XOUHE TNV EUKALPLA Vo SOVME ava-
AUTIKG TIG EVTOAEG eKelveg IOV eival amapaitnteg otn pEBodo Kal TNV
emdoyn Twv gpyactwv 3d modeling autov tou BipAiov. Qotooo, Ba pei-
VOuE Alyo mapamdvw otnv evtoAn Add kat oto medio Tpoadloplopov
TOU TUTIOV TWV 3d £pyaciwy, He TiposTAoyn TV evtoAr Object.

Add

K&vovtog kAik oto Add avolyel éva tapdBupo oto omoio Bpiokovtal
OAEG OL ETILAOYEG ELOAYWYNG QVTIKEIUEVWY OTN OKNVH. EVOEIKTIKA pTto-
POUE VA TIPOOOECOVE:

* Mpwtoyevn oxNuoTa.

o YKEAETOVC.

* Keilpeva.

» K&uepa, pwta, nxo.

* Eikova, wg avapopd oxedlaopov.

ESw Ba mpémel va emionpdavouue 6Tt to Blender avtipetwilel OAa
T oToLXEla oV €xouv TpooTelel (Add) otnv oknvn (OXAMATA, ELKOVEG,
PWTA, KAUEPD) WG AVTIKEIPEVA TO OTIOIX UTIOKEVTOL OTLG (OLEG EVTOAEG
XELPLOMOV (METOKIVNON, TIEPLOTPOPR, aAAayn peyEBoug, animation).

Object Mode
210 TIAVEA pe Modes €xoupe évav KATAUEPLONO TUTIWY 3d emegepya-
olog pe Ta SIKA TOUG EEXWPLOTA EPYOAELD KOL ETILAOYEG TIOU AVTLOTOLXOUV

77



Tplodlaotatog Ixedloopog MeppaAiovtog - 3D Modeling yla Animation

og KouPk& otddla 3d Modeling kat Animation, 6Ttwg TN SlapopPPwWan
OYKWV, TN dnuiovpyict WV Kat To animation.

‘Otav avoi§ovpe tov Tivaka pe to modes PAETOVUE 7 TUTIOUG QY-
owv (Modes):

W Object Mode v
‘W Object Mode * Object Mode
"% Edit Mode * Edit Mode
* Sculpt Mode
50 _ * Vertex Paint
B¢ Vertex Paint « Weight Paint
I Weight Paint « Texture Paint

= Texture Paint

2 Sculpt Mode

Y& oTO TO PBLPALo Ba aoxoAnBovpe cuoTnpaTika pe To Object Mode,
To Edit Mode kot to Texture Paint Mode, 0TO TETAPTO, TIEUTITO KAL EKTO
KEPAAQLO, QVTIOTOLXO.

ErumA¢ov, ato €BSopo, 6ydoo, Evato Kal Sékato KePAAalo, Ba Sov-
ME MECO ATIO OUYKEKPLUEVEG MEAETEG TIEPITITWONG TPOTIOUG HETAPOPAG
TIOPASOOLOKWY TEXVIKWY KoL £EELOIKEVPEVWV BEpdTWY  dnpovpylag o
mieptBéAAov 3d Computer TplodtdoTatov oxeSLAGUOV.

MO OUYKEKPLUEVD, B TIAPOUCIACOUHE ULO TIEPITITWON EMAVATXEDL-
QOMOV TNG yyavtoagioag tov The Mirror Stage oto Blender, Sk O¢-
MOTO QWTIOMOV, TNV a&lomoinon TOKIAWY SUVATOTATWY TNG EVTOANG
Image as Planes kat tov cuvduaopd Bump kot Bevel 0To oKAYIUO OKUWV.

EEGANOL, OTIWG ONUEWOTOHE KOL OTNV EL0AYWYH, O€ oUTO TO PIPAIO «...5ev
napovaoiad{ouue €va manual tov Blender aAAd i mpdtaon aéiomoin-
ong Twv gpyaAsiwv mov SIABETEL Yia OUYKEKPIUEVEG EpYAOiEs SnuLOUP-
ylag 3d, Eyovtag w¢ avapopd uia mapadooiakn tawvia stop motion 3d
animation tou ovyypapésa, to The Mirror Stage».

—

3.7.1.5. EpyaAcia emeéepyaaiag (E)

Ta epyoAeia IOV AVTIOTOLXOUV OTN PUCN KOL OTIOLTNA-
o€lg TNG K&Be 086vNng Ppiokovtal avta 0TV ApLoTEPN
K&OETN TAELPA TOV TIAPABVPOL TNG KA SLAUOPPUVOVTOL
avaAoya pe tov TuTto (Mode) epyactwv.

Ytnv 08o6vn 3D_Viewport, ou amoteAel poemiAoyn
avolypotog tou Blender, oto Object Mode ta epyoieia
QPOPOVV OTOV XEIPLOMO TWV OVTIKELMEVWVY TNG OKNVNAG
OTOV TPLOSLACTATO XWPO.

N
PRESERY
ANV

«
€

i

.
()
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3.7.1.6. KuBog, kauspa, wg (XT)
Eivaw ta tpila avTikeipeva ou eppavidovTal wg TIPOETILAOYH KAL HE T
omola UTTOPOVHE VA apXICOVKE VO SNLOVPYOUHE HE TO TIOUV B UTTOVE

0TO AOYLOMLKO.

3.7.1.7. KavaBog Baong (Grid) ko Aéoveg mpoonttikng (Z)

O KavaBog Baong kot ot AoVeG TIPOOTITIKNG Eival EEXUPETIKA X PO
oTOLXEla OTOV TPLOSIAOTOTO OXeSLAOMO, KABWG pag divouv tnv duobnon
TNG TIPOOTITIKNG OTOV XwpPO. ETol Snuiovpyeital pio vontikn Baon oxedt-
OOV KOl ATOPEVYOVTAL TIOAVEG OUYXVOELG. KOAUTITOUV, WG TIPOETILAO-
yn, 0An TV 086vn oxeSLapoL.

3.7.2. H 006vn Outliner

= Scene Collection

v & Collection
+ % camera
> W cuve

Gvyo=Ec0v¢

& Sort Alphabetically

& Sync Selection

Mpotaon

Bploketal emavw Oe-
&l w¢ mposmdoyn. e e
auTn TapatiBevtal OAa Camera
TO OTOLXELD TIOU €XOLE Cbe
0Tn oKNVvr o€ pop®n Ai-
OTOC,.

Light

AimAa o kK&Be avTiKEipeVO TG AloTag uttap-
XEL TO OUMBOAO TOL PATLOV TIOV, AV TO GRHCOVUE
ME KALK, KAVOUUE OPATO TO QVTLKEIPEVO OTN OKN-
VI MO,

Ta avTikeipeva Tng Alotag Ppiokovtal og pia
oxeon lepapxiag.

AnAadn, av ATTEVEPYOTIOL|COVHE TO POATAKL TNG
oKNVNG, yivovtotw aopata atnv 086vn Viewport OAa
TQ AVTIKEIHEVA TNG AMloToG TG,

Mrmopovpe pe Se€l KAk va avoi&ouue 0oeq
oKnVvég emBupovpe Kat pe drag and drop va ov-
POUE TO AVTIKEIPEVA TNG AloTaG 0 OTIOL OKNVN
€TOVHOVHE, OAAALOVTAG £TOL TIG OXEOELG LEPOP-
xlag.

No Swooupe 1000 0T oKV O00 KoL OTO OVTIKEILEVD TTOL TNV amoapTi(ouv
KOTIOLO OVOMO TIOU VO OVTIOTOLXEL 0E auTo Tou ep@avietal atnv 08ovn

Viewport.

79



Tplodlaotatog Ixedloopog MeppaAiovtog - 3D Modeling yla Animation

3.7.3. H 006vn Properties

Ytnv 08ovn Properties teptAapfavovTtat OAEG oL SUVATOTNTEG £Tteep-
yooiog 3d modeling kat animation Twv aVTIKEWEVWY TIOV €lval 0TN OKN-
vn. Mapaotatikd, Ba ovoudlape ot TNV 006vVN WG TO YPaPEeio UE TIG
€LOIKOTNTEG TIOV EVTACOOVTAL O€ U Opada 3d Snuiovpylag. EVOEIKTIKE,
TIAPOOETOVE OPLOPEVEG ATIO TIG SLOAOECLUEG ETILAOYEC:

Tools: 28

Epyodeia eme€epyaoiag, kOWa pe ta €p-
yoAela oto Viewport oAA& TLO €UTIAOUTL-
OpEVa, avaAoya e TO ekdoTote mode.

Render + Output Properties:

AlopOpPWoN TwV PUBUIcEWVY TNG TEAL-
Kr']C ElK(')V(XQ SEéSOU (render) Output Properties E > Workspace

¥ Options

¥ Transform

. Affect Only
o

Material:

PUBUON Twv BOTATWY  ETILPAVELOG .

(XPWHO, YVOAGSQ, SLOPAVELX K.O K.

3.7.4. H 006vn Timeline

0B6vn mou oxetiCeTan EekdBapa e To animation.

Bpioketaw otnv mpoemiAoyr) tng ouvvBeong Layout, oe W cagn
TPOBEON VO TOVIOTEL N OTEVH OXEON TNG PUONG TOU AOYLOULIKOU HE TO
animation kot va avadeLlXTouv oL SuvatotnTteg Kivnong oto 3d modeling.
E€aAAov 1O oToLKeio TNG Kivnong Sagopomolel To Blender os oxeon pe
TO KAQOLIKA TIPOYPAUUOTO ETIEEEPYATIAG ELKOVAG,.

o oA rer

MNeptAapPavel, oTNV PMAPA TNG KOPLPNG, OTO KEVTPO, TA KAXOIKA
KOUMTIL TIPOPOANG Pivteo Kol apETWG SeELa SVO UIKPA TIVOKAKIO HE
aplOunTikeg evoeifeLc.

2TO TIPWTO ME TNV €vOelEn «1» opileTal To KapE 0TO omolo PBplokeTal
N UTAE YPOUUA TIOU COPWVEL KXBeTa TNV 006vn Timeline. Xto devtepo
TIVOKAKL £X0VHE SV aplOUNTIKEG evdeifelg, OTov oplloupe TNV Evapén
KoL TNV AREN tou animation.

Ot evdeifelg Tou xpovou tng Tawviag Pplokovial AUECWE TILO KATW,
0T Hopn Umapa, Kot ot aplBpot opilouv Kope.
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H ykpila pmépa 0To Topamévw OXNHA VAL N TP OTTEKOVIONG TWV
KAEWOWV Kivnong Tiou €xoupe oplioel aTo animation ko sivat omopaitnTn Adyw
NG SLPOPETIKAG PUONG EPYOCLWV TIOU OUVTEAE(TOL O K&XOe mode. Xe éva Tta-
POAANALOHO e TN Slodikaoiar oxeSIOOOU OTO PUOLKO XWPO, Bal UTTOPOVCOE
VO TIOPOUOLACOUE TO KAOE mode wg eval SIPOPETIKO TUA O TIOPAYWYNG.

3.8. H 006vn 3D_Viewport ota Bacwka 3D Modes

H oBovn 3D_Viewport Slapop@uvetal SIAPOPETIKY, AVAAOYX UE TO
mode TIov ETILAEYOUE VO EPYATTOUHE, KEOE popda.

AnAadn 0 TPOTOG ERPAVIONG TWV TIPOG emegepyaaiot 3D AVTIKELE-
VWV Kot T SlaBgatpa epyadeia eivar StapopeTikd oto Object, Edit kat
Texture Paint Mode.

M, Object Mode v

BE vew select Ad Hoeso SneakPeek  App Manager
User Perspective
(1) Cube

1AF N ® 8O-

"EEELE

W
-
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xture Paint v

v & v v | SneakPeek | AppManager
User Perspective.
(1) Cube

o ke @[N] HE

Z

ITIC TTAPATIAVW EIKOVEC BAETIOVUE TOV TPOTIO IOV TIAPOVCLALETAL N
00o6vn 3D_Viewport os k&Bs éva amd outd T modes. Mg pia mpwtn
MOTIX TIOPATNPOVUE OTL Ta pyaleia TNG 006vNng eival otnv Sl Béon,
OTQ APLOTEPG TNG, GAAa SlapopoTotnuéva yiax k&Bs mode. Emtiong kat o

TPOTIOG EUPAVIONG TOL KUPOL EXEL TIPOCAPHOTTEL OTNV £PYATia yla TNV
omolia poopileTal To k&Be node.

AvtiBeta, ol urtooTnpikTikeEG 000veg Outliner kot Timeline tapaye-
VOULV WG EXEL.

To id1o oxveL kat ylax TNV 006vn Properties.

Av mipoog€oupe KOATEPQ, OpWG, Ba apatnpriooupe 0Tt oto Edit Mode
éxel e€opavioTel To TeAeuTaio €lkovidlo TTou avTioToEl 0To «Bauo» tou
npog enegepyooia 3d avtikepévoy, kaBwg oto Edit Mode Sgv sivan ama-
PALTNTN OUTH N EVTOANR, POV O TUTIOG EPYACLWV OE QUTO APOPA TN SIOOP-
(PWOoN TOV OXNHATOC TWV TPLOSIAOTATWY OYKWV.

W, Object Mode v ~% EditMode v

¥ Texture Paint v

X

AuTo otnv 006vn Properties sival pio ouvnBOLOPEVN TIPAKTLKA KL Yi-
VETOL Yl AOyoug okovopiog. AnAadn umtdpxel o Bactkdg Tuprvag Tou
TUTIOV EPYQCLWY, TWV «ESIKOTATWV>, 3D Modeling kat Animation, otov
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otmoio pooTiBevTtal N aalpeital Eva 0TOLXELO 08 OPLOUEVEG EEELOIKEVE-
VEG EPYOTLEG.

Mo Topadetypa, av eTUAEEOVE EVAl PWCE OTN OKNVA KOG, OUTOMATO
avolyeL Eval ETUTTAEOV ELKOVISLO ETIAOYWV YLa TO WG, TO oToio e§apavi-
Cetau ot To Ee-eTAeEOLE

Qaotdoo, N o onuavTikn dlaoporoinan tng 086vng Properties Ppi-
OKETOL OTO TIPWTO KOUMTIL TOU THVOKO UE TOUG TUTIOUG EPYOCLWY, TO OTIOlO
apop& ota Slabcolua epyoleia emegepyaaoiog,

Av gmuAe€oupe To Tiedio Tools Ba SLmIOTWOOLE OTL T EPYOAELD KO
oL eTAOYEG IOV TtePLAaBAveL StapopotolovvTtal and Mode og mode kot
ovTloToL o pE Ta EpyoAeia IOV eLPaVI{OVTOL TNV OPLOTEPH KABETN TIAEL-
p& tng 08ovng 3D Viewport.

H 1o peydAn Stapoporoinon Ppioketon oto Texture Paint Mode, otov,
otav avoigoupe eva veo Texture ep@avi(eTal VoG TIVOKAG PE EVTOAEG KAl
SuVaATOTNTEG «BaPiNaTos» Tou 3d HOVTEAOU PE XPWHA KOL HE LOLOTNTEG.

M, Object Mode v

3 EditMode v #%° Texture Paint v

o/ Draw

¥ Texture Slots

Md

No Textures.

p
& » Workspace

7%
T & 71

Emtiong oto Edit Mode, mapdTtt dev utapxel kaBoOAou n opdda epya-
OlWV TIOU €XEL VO KAVEL PE TO «BAPIHO» TWV VPWV KAl TIG AVTIOTOLXEG
eTAoyEG emegepyaoiag Toug, ov urtdipyouv oto Object kot texture Paint
Mode, eppavidovtal €eldikevpEVEG PUBUIOELG Yot K&BE Eva amd Ta Sia-
Beaua epyodeia SLAPOPPWONG TOV OYKOU KAl TOU OXNUATOG TWV TIPOG
enegepyaoion TPLOSIAOTATWY HOVTEAWV.

Etol, yla TapaSelypa, av eTAEEoVpE TO epyaieio Extrude, amd tov
Tivaka epycdeiwv Tou PplokeTal 0TO aPLOTEPO HEPOG TNG 086vNng 3d
Viewport, otov Tivoka I8LOTATWVY gPPaviovTal Ol AVTIOTOLXEG EVTOAEG
Kol puBpioelg ouv aopovv os aTd To epyaisio. To iSlo LoxVEL ylor OAQ
TO EPYOAEir TOV TTVOKO EPYOAEiWV.
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‘OAat quTd Bar Tt SOUVE IO AVOAVTIKA OTA TP KEQAAXLX TIOU QKO-
AouBovyv, éva yla kaBe Mode.
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Kepdaauwo 4
Object Mode

4.1. Elcaywyn

Ye auTO TO KEPOAao Bar avoAvooupe To TEPPOAAOV kot TNV Stadikaoia
dnuovpyiog oto Object Mode.

4.2. O a&oveg XYZ petoakivnong oTov TpLodiaoctato Xwpeo

To Blender givat évo ipOypapa TPLOSIECTOTOL GXESLOOU, YEYOVOG TIOL ONai-
VEL OTLKIVOUPOOTE OF TPELG SIOOTATELG. H KGO SLAGTOON £XELEVO AV TITPOCWITTED-
TIKO VPN TIOV VTIOTOLXEL 0TOV AEOVA peTakivnong, Mo cuykekpuevat

* Y ywa petakivnon Mnpoota -MNMicw

* X ywa petakivnon Ag€ia — Aplotepd

* Z ywa petakivnon MNavw - Katw

2710 Blender o k&Bs &€ovag petakivnong €xeL Kot TO SIKO TOU QVTLTIPO-
OWTIEUTIKO XPWHAL

« Mpaowvo ywax Tov aéova Y « Kokkivo yiax tov aéova X

« MmtAe ywx tov aéova Z

Ou Vo &€oveg OV APOPOVV TN HETAKIVNDN OTIG SLAOTACELG «e8A-
PouG» X Kal Y eppavi{ovTal wg TIPOETILAOYH OTNV EMPAVELX Epyaaiog padi
e To grid, opilovtag £toL Tn Béon oxeSLaopOV.
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Ertiong ol &€oveg e€atopikevovTal o KABE QVTIKEIPIEVO TIOU ELOGYOULE
0Tn oKNvN Kal epgaviovTal SImAa Tou OTAV TO ETIAEYOULE, KOL POV EXOULE
eTUAEEEL TIPLV TO gpyoieio emAoyng Move 0To TIAVEA TwV EPYOAEiWY apLoTE-
pA& oTo TIaP&BLPO TNG 0BGVNC.

-t

A
g
0

\ £

\ /£
w

/AN
®

O

Av emiAe€oupe To epyaleio Rotate 1} Scale spgpavidovtal Ta avtioTol-
X elkoVIiSLa a&OVWV IOV, HOPPOAOYIKE, TIPOCOHOLALOVV OTNV EKACTOTE
Asttoupyla.

Mo SlawtepdtnTa ToL Blender gival 6ty 0Tav emAEEOLE KATIOWO amtd Tal
BeAdkio VO oo TOUG £EXTOMIKEVEVOUG AEOVEG, EpPavileTan OAN n Stadpo-
MR TIOU PTTOPEL VO KAVEL TO OVTIKEIUEVO OTOV TPLOSIAOTATO XWPO KIVOUUEVO
0g aUTO ToV GEoval.

‘Etol eppavideton n umAe ypopprn tou agova Z, n Tpaactvn tou agova Y Kal
N KOKKIvN Tou &&ova X yLa To VP0G To PAB0C Kot TO TIAATOG, AVTIOTOLKAL

4.3. Metakivnon otov TpLodiactato Xwpo atoug aoveg XYZ

O XEPLOHOG TWV AVTIKEIHEVWV OTOV TPLOSLACTATO XWPO YIVETAL PE TIAVW
amo Evav TPOTIOVG SLaBETIHOVG 0 KABE oXeSLAOT Vo eTIAEEEL avaAoy
HE TOV TPOTIO Epyaaiag Tou KaBevog.

Oa SoUE TPELG Ao CUTOUG
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KepaAawo 4 Object Mode

4.3.1. Metakivnon pe Ta epyaisia

Me Ta epyoela TTOV €ivall 0TO TIAVEA TWV EPYOAEIWV OPLOTEPA OTO TIOPA-
Bupo ™G 0BOVNG LTTAPXEL VA EIKOVIBLO TIOV AVTIOTOLXEL OTN pETOKIVNON, TNV
TIEPLOTPOPH) KO TO HEYEBOC TOL aVTIKELUEVOL. ‘OTOV TO ETILAEYOLE EPPVICE-
TOL UTOHATA TO AVTIOTOLXO CUOTNUA EOVWV ETTAVW OTO AVTIKEIUEVO.

Metokivnon Meplotpo@n MéeyeBog

Kévovtag kA oTov GEova Kot OXL 0TO QVTIKEPEVO EXW TN SUVATOTNTA VO
Tou CAAGEW TN B€0n TOL OTOV XWPO KAl TO peyeBOE Tov.

lMpotaon

H TtpoomTiki) TIOAAEG (POPEC PTIEPOEVEL KO Snpovpyel omrTikeg Yeudat-
0ONoeLG. Na peyoAITEPO EAEYXO KA OKPIBEL OTN UETAKIVNON OTOV XWPO, OV
BEAOLE VO LETOKIVACOVPE TO QVTIKEIUEVO TIAVW 0T OKNVK, TIPOTEVETAL VO
KAVOUE KALK O0TOUG GEOVEG TToL gppaviCovTan SITTAa Tou Kait OxL amevbeiog oe
ouTO.

‘Etol epgpavieTan n avtioton YPopr SIHSPOUNG KO LETOKIVOUE XUET
KO PE OTTOAUTO EAEYXO TO QVTIKEMEVO.

27O KEPOAQILO HE T €8IS Bgpata Ba SOVpE TIWG UTTOPOVE VO KAVOULLE
animation KivOUPEVOL O TIPOKOBOPLOEVN TPOXLAL.

4.3.2. Metakivnon pe cuvtopoypapia (hot key)

Ol guvtopoypa@ieg petakivnang kat cAAayng HeyEBoug oto Blender givat
OL TIOPOKATW:

» G: Metakivnon

« R: Meprotpopn

« S: Méye6og

Av ETUOUPOUE VOl EXOUHE OUYKEKPLUEVEG TUIEG KO EAEYXOMEVEG ETILAOYEG
METaKiVvNONG i OAAOYNG LEYEDOUG UTTOPOVE VO TO TIETUXOUE UE TIG CUVTOUO-
YPOUPIEG KOt TOV TTPOTSIOPIOUO TNG TIUAG OCAAQYTG OTO TIANKTPOAOYL0. AUTOG
0 OLVSLOOHOG TIANKTPOAOYIOU KO GUVTOMOYPOPIOG XPNOOTIOLETAL KUPLWG
YO VO OpLoEL HolpEG OTNV TIEPLOTPOWP).

MopakATw, TOPATIBEVTAL OPLOPEVA TIOPOSELYHOTOL:
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EmiOupnti aAAayn ZuvTtopoypapia
Ytpopn 180 polpwv atov &&ova X R-X-180

Ztpopn 90 polpwv atov Géova Y R-Y-90

Ttpopn 45 polpwv atov Géova Z R-Z-45

4.3.3. Metakivnon amnod Tov Tivaka ISLIoTHTWV

Me tn ouvtopoypagia N avoiyel o Ttivakag Twv W8LloTATWVY otnv Se-
&L& kKABeTn AsLP& TNG 080VNG Viewport. Xe autr) TNV 000VN LTTAPXOULV
TPELG THIVOKEG TIOL AVTLOTOLXOUV OTN UETAKIVNON, TIEPLOTPOPH KOL TO M-
YEO0C TOU OV TIKELLEVOL TIOU £XOUUE ETILAEYUEVO. MTTOPOUHE VO CAAGEOL-
ME TIG TYEG OE QUTOVG TOUG THVAKEG OAAXCOVTOG avTioTolXa TN B€on Kol
TO PEYEDOG TOU AVTIKELUEVO.

¥ Transform

Item

Location:
X -38.574 mm
Y 51.889 mm
z -248.76 mm

Rotation:

XYZ Euler

8
=
=
2
>
o
R4
[=}
X
[=}
o
z
=
=
&
(a]
m

Scale:

1730 mm
1730 mm
1730 mm

4.4. Onttikn ywvia mepBaAAlovrtog epyaciag

Mo VO KATOVON COUE KOAUTEPX TN CNUOCI TOU EAEYXOU TNG OTITIKAG YWVIOG
TIov BAgrtoupe To TIEPIBAAAOV gpyaciag Ba avatpeEoupe 0To TIAPASOOLOKO
TEPIBEAAOV EPYOTIOG TPLOSIAOTATOU AVTLKELLEVO.

Mo TP ASELYPQ, OTNV KATAOKELT €VOG YAUTITOU, OAAXLOVE CUVEXWG
Beoelg yla var PAETTOVHE TO YAUTITO QIO SLAPOPEG OTITIKEG YWVIEC.

Ertiong moAAEg popeg ouvdualoupe Tn SIKNA HOG Kivnon We TN HETA-
kivnon tovu idtov Tou yAuttToL. TEAOC, av TO YAUTITO Hog TtpoopileTal yla
Snpovpyia animation, XpNOLLOTIOLOVHE EVO LOVITOP, TO OTIOLO KOLTAUE OL-
VEXWG, KABWE SNULOVPYOULE, YIo VO £XOUHE SIHBETIUN TV OTITIKY ywvic
TNG TEAIKNG €KBEONC TNG EKOVAG TOV YAUTITOU GTNnV 000vn.
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KepaAawo 4 Object Mode

Tig idleg evépyeteg kGvoupe kat oto 3d Computer ieptBdAAov epyoaoi-
oG, HE TN SlaPopd OTL SEV PETAKIVOUUOOTE EUEIG YUPW ATIO TOV «TIAYKO
ePyaoiog» OAAA HETOKIVOUUE OAO TO TIEPIRAAAOV £pyaciag pe amoOAUTN
akpifeta kat €Aeyxo. EmimAéoy, pmopovpe va Tov Sloxwploovpe o TUN-
MOTO KOt VOt SOUE TNV OTITIKH TOL O€ aTOAUTA SUV0 SLAOTATELS YLX PEYA-
AUOTEPN akpifeta kot EAeyx0. Oa SOVUE AOLTTOV, AUTEG TIG SUVATOTNTEG TILO
OVOAUTIKA OTN OUVEXELQL.

4.4.1. Epyaoia og 800 Staotdoelg

H epyaoia og dvo Siaotdoelg pe kavafo otnv 08ovn gpyaoiog gival
EEAUPETIKA XPNOLUN OTOV TPLOSLACTATO OXESIAOUO, KABWG UTTOPOVE VO
oplooupe pe HEYGAN akpifela TN BEON TOU AVTIKELUEVOL HOG OTOV TPLO-
SLAOTATO XWPO, EVW TO SNULOVPYOVLE.

210 Blender smutuyx&vetal HE TIG TIAPAKATW CUVTOUOYPAPIES:

1 ‘OTTiKA omd PMPOoTA CTRL 1 | OmttikA amo miow

3 | 'OmTikn anod € CTRL 3 | OTtTIKN aTo aploTEPA
7 | 'OmTkn amod mavw CTRL 7 | OmtTIKN amto KATW

0 OmTikr amd ToV POKO TNG KAPEPOG

4.4.2. Epyaoia og 800 0006veg
H gpyaoia o SVo vtooBb6VEG TG 006vNng Viewport givar ovvnOL-
opévn mpakTikn oto 3d Computer Modeling.

User Perspective Front Orthographic
(1) Collection | Cube 3 (1) Collection | Cube
10 Centimeters
5

Aplotepn 0006vn: 3d MNpoomtikr) Ag&ua 006vn: 2d OTTIKN ATO PMPOoTA
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Mo mopddelypo, ovvnBidetal otn pa 08o6vn va PAEmouvpe to Sto og
OTITIKI) TIPOOTITIKAG KL 0TNV GAAN VO EVOAAXCOOUOOTE O LA OTIO TIG
OTITIKEG VO SIAOTACEWY N TNV OTITIKA TOU POKOU TNG KAUEPAG, UE TIG
OUVTOMOYPAPIEG TTOU OPIOAE TILO TIAVW.

Camera Perspective
(1) Collection | Cube

Aplotepn 0006vn: 3d Mpoomtikr Ag&lé 006vn: OTITIKY KAUEPOG

Yto Blender €xoupe tn SuvatdTNT, OO TN UL PEPLY, OUTOVOUOU
XELPLOPOV TOVU QVTLKELUEVOL O KABE 006vN Kal, artd TNV AAAN, TP AAAN-
ANG €MLOKOTINONG, KAt 0TI SV0 000VEC, TNG Epyaciog TTov yiveTal o€ k&Be
0Bovn.

Emtiong, o Staxwplopdg tng 086vng os utooBoveg, os opllOVTIA N KA-
Betn Sudtagn, yivetay, xelpokivnta, TTOAY eUkoAa e Atyn e€doknan, OTwg
eldape 0to TPiTo KEPAAXLO OTNV EVOTNTA «3.4.3.2. ZUunTuén Tou mapd&Bu-
POV TNG ueaaioG uvne».

4.4.3. Epyaoia og Tpelg 000veg

O Staxwplopodg TG KeVTPLkAG 08ovng Viewport og Tpelg utooBoveg,
glval pa ouvnBLopPEVN TIPOKTIKN OTAV N EPYATIO LG OTIALTEL TNV OTITIKNA
ywvia NG KAPEPAG, ETUTAEOV TOU guVSVACHOV 2d Kat 3d OTITIKAG Tou
OV TIKELUEVOU.

Y& QUTA TNV TEPITITWOT, EXOVE TIEPLOTOTEPEC OTITIKEG OAAX ULKPALVEL
0 XWpPog epyaciag.

ITNV TIOPOKATW EKOVA PBAETIOUME XOPOAKTNPLOTIKA TN Slapdppw-
on TOL XWPOUL EPYQCiag HE TPELG UTIOOBOVEG e SLAPOPETIKN OTITIKA N
kaBepia. Puolkd, n mpoTAoN AUTH SeV Elval KAVOVOG, OAAG TIPOCWTILK
ETILAOYN TOV OUYYPOQER, OTIWG SLAPOPPWONKE HETO aTtd TNV TIPOKTLIKNA
EVOOXOANCH TOU HE TO AVTIKEIMEVO.
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KepaAawo 4 Object Mode

3d Omtkn 2d Omtikn

Front Orthographic

(1) Collection | Cube
10 Centimeters

Camera Perspective
(1) Collection | Cube

OTTIKN KAPEPOAG

4.4.4. Epyaoia os Téoogpeg 000vEGg

H epyaoia os Téooepeg 00OVEG ATIOTEAEL LGt UTOUATOTIOLNEVT EVTO-
A N ool TIAPATIEUTIEL OTNV TIPOETILAOYN TNG OTITIKAG TNG 0006VNG 08 GAAX
Aoyopka 3d modeling, 6twg to 3d Max.

H ouvtopoypa@ia ylo vor LTTIOUUE KAl VOl BYOUUE oto auTH TNV €TLAO-
yn eivat To CTRL-AIt-Q.
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Y€ QUTA TNV ETILAOYH £XOUME ML 08OVN, TNV OTIOLal UTIOPOVE VO ETTE-
EEPYQOTOVHE KAL VO LETATPEWOUE TNV OTITIKI TNG OE OTIOLA OO TLG ETIL-
AOYEC aVOTITUEHE TILO TIAVW, KOL TPELG 000VEG KAEWOWEVEG O TPELG 2d
OTITIKEG. Agv TNV XpNOLHoTIoloVpE 0To Blender, kaBwg, amd tn pia pepa
MIKPOIVEL TNV ETILPAVELX EPYATLOG SPAUATIKA KO, OO TNV GAAN PEPLE,
EXOUME TIOAAEG SUVATOTNTEG VA SNILOVPYNCTOVHE TOUG SIKOUG MO GUV-
Suaopoug 0Bovwy, SlaTtnpwvTag Thv 080Vn pyaciog og Eva fOAKOTEPO
peyebocg.

4.5. To kadpaplopa

Me ot Tov 6po TIPOoTSLOPIlOVE TNV OTITIKNA TOU OVTIKELLEVOL HOG HETOL
aTO TOV PAKO TNG KAUEPOG. AnAadr) TNV TOTIOBETNON TOU QVTIKELPUEVOU
Hov 0TO KASPO V0 SlaoTAoEWV TG 006VNG TIPOBOANG TOV 1 TNG EKTV-
TIWONG TOVu WG elkova. Mapakdtw, Ba Sovpe TPELG TIPOTATELG KAdPAPL-
OMévog oto Blender.

4.5.1. Kadpaplopa og S5U0 utooBoveg

Xwpilovpe TNV 006VN og SV0 VTT00BOVEC. Tn UL TNV TIPOCAPUOLOVIE
OTNV OTITIKN YWV TNG KAUEPAG HE TNV CUVTOHoypa@ia «0» (UNdev).

TNV &AAN TNV a@rvoupe eAeVBEPN KAt TNV TIPOCAPUOLOVIE, AVOAOYQ,
o€ OTTIKN SVO 1 TPLWV SIOTACEWV.

Kouvéipe tTnv k&pepa og auTr) TNV 000vVn o€ OToloV A&ova EMIBUOV-
He Kat, TNV (Sl otiypn, PAETOVUE 0TO TTAQICLO IOV OPILEL TNV OTITIKNA TNG
KAMEPAG TO QVTIKEIHEVO VOl HETAKLVEITAL AVTIOTOLXQ.

Front Orthographic

(1) Collection | Camera

10 Centimeters.

Emiong, wg mpakTikn, TipoTeiveTal N kKivnon TNG KAPEPOG Va yiveTal o
omTIKA 2d SlaoT&oEWV.
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Kepdhato 4 Object Mode

4.5.2. Lock Camera to View

To Blender pog Sivel tn Suvatotnta va mpoadlopicoupe To kKadpo ot
pia povo 08o6vn pe tnv emidoyn Lock Camera to View n omoia eivat St-
aB€olpun otov Tivaka ISLOTATWY, TToL avolyel Se§Ld oTnV KEVTIPLKA 006vN
(ouvtopoypawia N), oto tedio View.

Use Local Camera
B

Render Region

¥ View Lock

Lock to Object M. 2
Lock to 3D Cursor
Lock Camera to View &

‘Otav k&voupe Tik otnv emiAoyr) Lock Camera to View, 1o mAaiolo
TIov opilel TO KASPO YIVETAL KOKKLVO KO OTAV XPNOLUOTIOLOVHE TO KOU-
MTILX ) TIG OUVTOMOYPOYIEG PETAKIVNONG TNG 080VNG gpyaciag, To KA-
VOUUE HECQ OO TO PAKO TNG KAUEPOS. ETOL, oTnV ovoia, LETAKIVOUUE
TNV KAPEPA Kol CAAALOVE TO KOSPAPLOPA XPNOLUOTIOLWVTOG TIG EVTOAEG
METAKIVNONG KOl ZOOM TOU OVTIKELUEVOU HAG, OTIWG PAIVETAL OTO KOKKLVO
K&SPO TNG KAUEPAG. H emmidoyn autnig Tng peBodovu kadpapiopatog eival
TIOAU XPNOLUN Qv EMIBVUOVME apecOTNTA TN StadLkaoia.

4.5.3. ZuvOeTikn péBodog kadpapiopatog

Xwpilovpe TNV 006vNn oe VO VTTOOBOVEC KA, OTIWG KAL OTNV TIPWTN
TePIMTWON, TN KL TNV TTPOCAPHUOLOVHE OTNV OTITIKH YWV TNG KAUEPOG
KoL TNV GAAN TNV aPrVOUlE EAeVOEPN.

Xtnv 0Bovn pe tnV Kapepa evepyomoww to Lock Camera to View.
AloxelpllOPOOTE TO KASPAPLOUE, KUPILWGE, aTto auTh TNV 08ovn Kot pub-
piCoupe AsTtTopEPELEG KASPAPIOPATOC, EAEyXOVTAG TN BE0N TNG KAUEPOG
amod TNV €AeVBEPN 0006VN.

‘Otav Bpovpe To k&SPO, amevepyorolovpe To Lock Camera to View,
HATIWG, KOT& AAB0C, XOAAOOUUE TO KASPAPLOUO [E KATIOW Kivnon zoom
OTO HOVITOP ME TN HECAIO POSEAQ TOU TIOVTIKLOU, ATTO QUTEG TIOU KAVOU-
pe ouxva oto 3d modeling.

Xprjoyn onusiwon

Yriapxet Stapopd otn AELToupyila TOU «POA» OTO HECAIO KOUWTIL TOV
TIOVTLKLOVU, 0TOUG SVO TUTIOUG KAPEPAG:

 ‘Otav gival evepyomoinpévo 1o Lock Camera to View, petakivouue
TNV KAUEPO KAl AAGLOVPE TO KASPAPLOMQ.
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« Otav eivat amevepyomotnuévo to Lock Camera to View oAA&lovpe
TO HEYEBOG TOL POVITOP XWPLG Vo IAAACOVIE TO KASPAPLOUAL.

4.6. Elcaywyn oVTIKELHEVOU OTN OKNVA

H sloaywyn avTIKELUEVOL OTN OKNVA YIVETAL TIOAY oA E TNV EVTOAN
add n pe Tn ouvtopoypagia Shift A.

Add" Object

v Mesh P
D Curve > Cube
& surface - @€
& Metaball » QU
a Text Ico Sphere
£ Grease Pencil Cylinder

ircle

V Sphere

Cone

K Armature >
© Torus

27 Lattice
Grid

J= Empty b
IN Image W oty Al O

O Light

;/T/f Light Probe
%’. Camera
W) Speaker
333 Force Field

{& Collection Instance

Me tov 0po «avTiKEipevo» To Blender opilel k&Be eva atolxeio Tov
UTTAPXEL OTN OKNVI, KAt OXL HOVO Ta Ttpog eneepyacia oxuata. AnAadn
OKOPO KO N KAPEPO KOL TA PUTA TIPOCGSLOPICOVTAL WG AVTLKEEVA.

AUTO onpaivel OTL TA EPYOAEI KOL Ol OUVTOPOYPOPIEG HETOKIVN-
ong toug otnv 08ovn (G, R) toxvouv To S0 ylar OAa Tt oToLXEia TNG
OKNVAG.

Mpoteivetal, TO0O N HETOKIVNON OCO0 KOL Ol CUVOECELG TWV QVTIKEL-
MEVWV va ylvovTal 0€ GUVOUOOHOUE TIAVW IO UL 0Bovwy, PE Xpron
NG SLVATOTNTOG TIPOETILOKOTINGNG TOUE 0 SVO SIAOTATELG KOL OE OTITIKN
KAWEPOLG.

ErmumAgov, mpoteivetal n eloaywyn Kot eMeEepyaoion TWV OVTIKELUE-
VWV va yivetal tavto poll pe Tn PAon TOUG KA TNV TIPOETILOKOTINGN TNG
OKLAC TOUC.

2TO TIOPOKATW OXAMA QAVETAL pla oUVOED OXNUATWY TIOU TIOPO-
TEUTIEL O YAUTTTO. H K&BE ot amd TG TPELG UTTIO0BOVEG EXEL SLOPOPETIKN
OTITIKN YWVIia KL TPOTIO EUPAVIONG OTN OKNVA.

Me auto tov TpodTOo Stac@aAiletal n akpifela otov oxedlaopd TOU
TPLOSLAOTATOU AV TIKELUEVOL HOG,.
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Perspective (3d) kot Solid View Camera kot Rendered View

User Perspective User Perspective o Camera Perspective
(1) Collection | Camera i ollectio

Front Orthographic

Front Ortho (2d) kou Wireframe View

TeAOG, elvatl TTAVTA TIOAU XPOLUO, N OVOUACIO TWV AVTIKELUEVWY TNG
oVVOEDNC VA QVTATIOKPIVETAL 0 XUTO IOV AVTITTIPOCWTIEVOLVV. H ovopa-
ola aAA&CeL oTtnv 006vn Outliner.

Scene Collection
=1 Collection

%’; Camera

5? Light
¥V BAsH
V Keoanl
¥ ovpA
¥V p

¥ zava

Itnv bl 080vn, emiong, OpOSOTIOLOVUE TNV EUPAVION TWV AVTIKEL-
MEVWV 0TNV OKNVA KAl ETUAEYOUHE Ttola B EpPPavifovTal KOt IOl OXL.

Av BENOULE EVOL AVTIKEIMEVO VO NV ERPAVLIOTEL KOl 0TNV TEAKH £€0-
50 NG lkovag (Render), TPETEL VO ATIEVEPYOTIOL|COVHE TO CUMUPBOAO TNG
PWTOYPOPLKNG UNXAVAG TIOV avTloTolXel 0To Render, apov To lodyoupe
otnv 0B6vn outliner. H dtadikaoia eivat n eENG:
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ﬁ Collection

oD

1. KAk oto kouprtti ppdviong cupBOAwWV. =« Camera
v Cylinder

Light

V BazH

2. YTOV THVOKO TIOU QVOiyEL, KAVOUUE v @y

KA 0TO GUpBOAO TToL avTioTolel oTny MRS
: v 85 yoeE@a&
€vtoAn Render.

Restriction Toggles:

¥ SO Disable in Renders.
Globally disable in renders.

3. Artevepyottoinon Ttou cupoAou )
TIOU QVTLOTOLXEL OTNV €VTOAR Render. +V BasH

4.7. O poéAog tov Cursor

O cursor givatl To gpyaAeio Tou potalel Altyo pe otodxo.

ITNV €l0QYWYN QVTIKELLEVWY, N ELPAVION TOUG OTN OKNvh yivetal
oto onpeio mov Bpioketatl o Cursor. Na va tomtoBeticovpe tov Cursor
OTN OKNVH, KAVOUHE KALK OTO ELKOVIOLO TOU OTO EPYOAELX KL OTN OLVE-
XELX OTIOV KAVOUUE APLOTEPO KALK OTN OKNVNA TOTOBETEITAL QUTOMATA O
Cursor.

User Perspective
(1) Collection | Cylinder

Cursor

Set the cursor location, drag to transform.

Shortcut: Shift Spacebar, Spacebar

4.8. Eloaywyn VAIKwv

Me tnv évvola material evwooUpE, TG00 TO XPWHQ, 60O KaL TIG IOLOTNTEG
TWV 3d AVTIKELPEVWVY TNG OKNVAC.

Ta material Bpiokovtal otnv opdda epyaciwv Material Properties
otnv 00d6vn Properties Se&td kal k&tw amd tnv 0Bovn Viewport.

Itnv opdda gpyaciwv Material Properties, a@ov €xoupe eTAEEEL TO
QVTIKEIMEVO TTOU €TILOVPOVE, €iTe amd TN oknvn €ite amd Tnv 08ovn
Outliner, k&voupe KAk 0TO New WAOTE VO aVOLEEL EVOG THVOKAG e XPKETA
media eTAOYWV.
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KepaAawo 4 Object Mode

AN Surface Project  Orientation: View v 1y Global v W, Cylinder & Material.005

2 *»
(W ObjectMode v View Select Add Object @+ X G- B0

@ Material.005

(48) Collection | Cylinder
10 Centimeters

=
=
|
Front Orthographic 3
2
= -

0 v Material.005

« Y Preview
)

B 1O

7
e

cpTQOO

>

» Surface
* Volume

» Settings

» Viewport play

» Custom Properties

v W Cylinder v W Cylinder @ Material.007

@ Material.007

> Surface
» Volume
» Settings
» Verge3D Settings
» Viewport Display

» Custom Properties

2Tn ouvexela Ba SOUE TIG TIO PACIKEG ATIO OUTEC YL OAX T AVTIKEL-
HEVa TNG TPLOSLAoTATNG oVVBEDaNC TIov TNV ovopdoape Cyber Tree Bird.

Znusgiwon
Mo va PAETTOVPE OE TIPAYHATIKO Xpovo Ta Materiall tou faloupe ota

OQVTIKEPEVO TIPETIEL VO BPLOKOUAOTE O KATAOTOON.

Material Preview 11 Rendered View

4.8.1. Xpwpa Color
MpoeToldlovpe TIG TPELG 006veC. Tn HeyGAn aploTepd TNV ToTobE-
TOUE og Kataotaon Material Preview, Tnv 080vn Ue TNV OTITIKA TNG KAWUE-
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pag o€ katdotoon Rendered View kat oquth pe TNV omtTiki SV0 SLCTATEWY
o€ kataotaon Solid.

EriAéyw Tov kwvo Tou ovopdiloupe «OYRA» kot Tou Sivoupe va xpw-
Mo TEPAaLVO.

#2v <> Orientation: i, Defaut v Drag: T v I Global v ¢ W) OYPA © Material.001
¥

Select Add Object @ v X @ 00000 Sneak Peek Al i

User Perspective
(48) Collection | OYPA

@ Material.001

By

>

B (-
: N

7
v

&+ Material.001

+ » Preview

¥ Surface

=i Use Nodes

N OE

Surface  Principled BSDF o

m

S

,.
)\'

&

Base Color

2

Subsurface

Subsurface Radius

subsurface Color ([N -

Metallic o

Specular o

4.8.2. lvaAada Specular kot avtavakAaorn Roughness
EruAéyoupe tn Bdon kot TN Sivoupe yvohada pe To Specular kot i
SuvaToTNTA AVTAVAKAQONG e TO Roughness.

Orientation: + v v 14 Global v v i v e v W, BAIH & Material.002
lect Add Object X v G € Sneak Peek App Managt - -
= &Y [7] Material.002
User Perspective
(48) Collection | BAZH

o > Preview

¥ Surface

i Use Nodes
Surface Principled BSDF

GGX

Christensen-Burley v

Base Color
0.000
1.000
0.200
0.100

Y7o Specular n yvoAdda yivetal TiLo €vTovn OTav oVEAVOUHE TNV TN
evw 0to Roughness n duvatdtnta avtavakAaong yivetal peyoAvTePn
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Kepdhato 4 Object Mode

OTaV HEWVW TNV TN. MNapatnpoVpE OTL KATL PAVETOL VO OVTAVOKAX
otnVv 08ovn Tov Ppioketal oTnV kKatdotaon Material Preview, wotdoo Ti-

TIOTA TO SPACTIKO.

Zépw Ot H avtavakAaon yiveTol TIo £€VTOVN G GKOUPX XPWHA-
T, YU aUTO ToV AOy0o Sivoupe Kat éva Ykpio Xpwpa otn Baon.

MNMoapatnpovpe OTLoTNV 080Vn Tov PplokeTal oTNV Katdotaon Material
Preview avTavokA&Tal éva TiepPAAAoV, evw otnv oBdvn mou BpilokeTal

Rendered View &gv BAsmtoupe kapior Slapopa.

2 <-;—> Orientation: &, Defaut v Drag:  Tweak v 1 Global v Pv @ iv o] Bv W BAMH & Material.002

View Select Add Object @ v X @ T 000D v | SneakPeek App Managt iy
L]

User Perspective
(48) Collection | BAZH

Viewport Shading.

’.;.‘

Display render preview

w
&

* | Material.002

Method to display/shade objects in the 3D View: Rendered

| eserial.002 OB x 9

> Preview
¥ Surface

= Use Nodes

Mo vae @avel N avtavakAoaon Kot
o€ ot TNV 080VN XpetaleTal pia
€€Tpa pUBLON. TNV OpAd A EpyaL-
olwv Render Properties cvepyo-
TIOLOVE LIE TIK TNV EVTOAN Screen
Space Reflections.

Surface Principled BSDF o

GGX v
Christensen-Burley v
Base Color o
Subsurface 0.000 °

Subsurface Radius 1.000 o
0.200
0.100

Subsurface Color
Metallic
Specular
Specular Tint

Roughness

o=V & scene
Render Engine  Eevee
Sampling

Amhiant Occlysion

Render Properties

» Depth of Field

&6 > Subsurface Scattering

» M Screen Space Reflections

Mapatnpovpe 6TLotnv 086vn Ttov Ppioketat oTnv katdotaon Rendered
View avtavokAdtol n ouvBeon mou Bpioketal Tavw otn PAon, evw oTnv
08b6vn mov PBploketal otnv katdotaon Material Preview, avtavokAdtol

OUTO TIOU BAETIOHE KOL TIPLV.
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O @ v | SneakPeek App Manag iy Render Engine  Eevee

Viewport Shading. ng

Method to display/shade objects in the 3D View: Rendered bient Occlusion

Display render preview
J om

O » Depth of Field

» Subsurface Scattering

» W Screen Space Reflections
> Motion Blur

> Volumetrics

» Performance

>

AuTO Tou pog evilapepel gival n elkova Tng 08ovng Rendered View
kaBwg elval ot ou Ba e€arxBel WG TEAKO TIPOIOV TNG Epyaciog oG
(Render). Autd mov PAémoupe otnv katdotaon Material Preview eivat pua
EVOEIKTIKNA EKOVO TTIOU KAVEL KATTOVON T LLE TIPOETUAEYHEVEG PUBITELG KOl TIPO-
ETIOKOTINGON TNV IOIOTNTA TOU KABE VAIKOV.

4.8.3. MétaAlo

ETILAEYOUE TOV KWVO - PAUPOG KOL TOU SIVOUE IOLOTNTA HETAAAOL pE
0,5 Roughness kat eAéyxloto Specular (5nAadn peoaia duvatdotTnTa avTa-
VAKAQONC) KOL XPWHO KOKKLVO.

= @+ Material.004 e PR

« » Preview
(@]

¥ Surface

- Use Nodes
Surface Principled BSDF

GGX
Christensen-Burley
Base Color
Subsurface

Subsurface Radius

Subsurface Color
Metallic
Specular

Specular Tint

Roughness

4.8.4. Ypacpo
EmtiAgyoupe Tov KUBO — CWHA KOt TOU SIVOUUE IOLOTNTA VYATUATOC UE
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KepaAawo 4 Object Mode

1 Roughness kat eAdx1oto Specular (SnAadr HAT) KL XPWHO UTIAE Hw.

¥ Surface

=l Use Nodes

Surface Principled BSDF o

GGX v
Christensen-Burley v
Base Color ([N -
Subsurface 0.000 o

Subsurface Radius 1.000 o
0.200
0.100

Subsurface Color _ [}
Metallic 0.000 o
Specular 0.308
Specular Tint 0.000
Roughness 1.000
Anisotropic 0.000
Anisotropic Rotation 0.000
Sheen 1.000

Sheen Tint 0.439

4.8.5. Alapaveia yuaAtov
EmiAeyoupe, TEAOG, TN opaipa — KEQAAL Kal TNG SIVOUHE XPWHO UTTAE
OKOVPO, AVTAVAKAGN YUOALOU 1 Kat petwvoupe to Alpha otn péon.

Base Color
Subsurface

Subsurface Radius

Subsurface Color
Metallic

Specular

Specular Tint
Roughness
Anisotropic
Anisotropic Rotation
Sheen

Sheen Tint
Clearcoat

Clearcoat Roughnes
IOR

Transmission

Transmission Roug...

Emission

Alpha

MopoTt eaivetal n yvoAada, dev paivetal n dtaavela. Na va yivel
ouTO XpeldeTan pa e€Tpa puBLan. Kavw scroll down kot oto medio evto-
Awv Settings otov mivaka Blend Mode oAA&loupe tnv TpoemiAoyn amd
Opaque og Alpha Blend.
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¥ Settings

Backface Culling
Blend Mode Alpha Blend

Shadow Mode None

Show Backface
Screen Space Refraction
Refraction Depth Om

Subsurface Translucency

Pass Index (0]

4.9. TeAwikn €€080¢ swkovag (Render)

Yiyoupa oL SuvaTOTNTEG TIEPAPATIOUWY EIVOL TIOAAEG. ITO €KTO KEPAAQLO
B SOVPE TIWE UTTOPOVE VO AVENTOVE TLG EKPPACTIKEG SUVATOTNTEG TNG
SNMOLPYIOG VAIKWV HE TILO CUOTNUATIKO KOL EAEYXOMEVO TPOTIO. Z€ QUTO
TO OTASLO, OPWE, YL VO OAOKANPWOOULHE TN SLaSIKATia IOV avaTTTOEAUE
O TIAVW, elval amoapaitnTo va e€dyoups TN SnULovpyia Hog o€ Hopen
glkovog. Na kavoupe SnAadr Render.

Mo va kGvouue To TeEAKO Render KIVOUUOOTE OTIG TIAPOKATW OPASES EpYQl-
olwvV TG 08ovng Properties:

* Render Properties

« Output Properties n

Oa dovpe 0T ouVEXELX TG SLBEOLEG PUBUITELG OF KAOE o OO QUTEG,

4.9.1. Render Properties

Ta amoAUTwG amapaitnta edia Tov Ba XpelaoTel iowg va aAAGEOLVE
TNV mpoemiAoyn Tov Blender sival ta mapokdTw:

1. Render Engine. X auTtd to ESi0 aprivoupe Tnv TiposTiAoyr) Eevee,
oV gival pla kawvotopia tou Blender 2.8+, kaBwg e§aopalilel e§apeTikn
TIOLOTNTA €060V EIKOVOC, SIATNPWVTOC KL TIC TILO SUOKOAEC IOLOTNTEG, O
EA&XLOTO XPOVO eTe€epyaaiog.

2. Film. Xe aut6 10 edio puBpidoupe tn Sapdvela 1y oL Tou TEPPAA-
AOVTOG TOU HOVTEAOL HaG. XTN Tiepimtwaon tou Cyber Tree Bird Oa k&vou-
ME TiK oTo Transparent, £T0L WOTE VO UTIOPOVE VO EVOECOUE TNV EIKOVA
HOG OE KATIOLO GAAO TIEPIBAAAOV yLa LEANOVTIKN eTteEepyaaia.
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Kepdhato 4 Object Mode

Render Engine_ Eevee

> Sampling

Ambient Occlusion
Bloom

» Depth of Field

» Subsurface Scattering

¥ Screen Space Reflections

Motion Blur

\> Volumetrics

¢ % Performance

-\ Hair

> \\ Shadows

>".]‘hd1rect Lighting

¥ Film

Filter Size 1.50 px

Transparent ¥ =

3. Color Management. X autod 1o tedio, TTov BpiokeTal TiLo KATW Ao
1o medio Film, puBuifoupe XPWHATIKEG TTIOLOTNTEG TOU OVTIKELUEVOL. XTN
niepintwon tou Cyber Tree Bird §gv Ba TN XPNOLOTIOOOUE.

4.9.2. Output Properties

S — = o 2710 mtedio Dimensions aprjvoupe TNV ava-
. Resohtonx (11 10203 Auon g eiovog otnv Full High Definition
Y 1080 px ,
160% T(poeTAoyr) tou Blender.
Aspect X 1.000 ¢ ’ : {
i e AoV O)\O,K)\r] pwgoups QUTEGTIC pueptoa,c,
Rerder Region 0TO PeVOL evToAwv Tou Blender, oto medio

Render emiAéyoupe Render Image.

Frame Start
End
Step

2 Ffle Edit FRender| Window Help Layout

Frame Rate = -
2y e E? Render Image F12 brag:
v

» Time Remapping @ Render Animation

e : =
Stereoscopy M, Object Mod: ©

¥ Output \

—

Render Audio...

ftmp\ \ View Render

View Animation

OVerwrite ¥ Placeholders

File Extensjons # Cache Result =
g i ] Lock Interface
File Format  [{] PNG

Color = BW RGB  RGBA

210 medio Output, opioupe v B¢on omodn-
KELONG KO TO OVOMX TNG EIKOVOG,

Y10 File Format opiloupe Tov TUTIO TNG EIKO-
VOG,

Emteidn Behoupe var kpotriooupe Tn Slopa-
VELQ TOU (POVTOL OPIOLE VAV TUTTO EIKOVOIG
Tiff  Png, Ttou €xel ot TNV 1I8LOTNTOL
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Tplodlaotatog Ixedloopog MeppaAiovtog - 3D Modeling yla Animation

H elkova mapoualddeTal o€ Eva VEo Ttivaka. Av HOG LKAVOTIOLEL TO aTto-
TEAEOUQ, ETUAEYOUHE OTO EVOU: Image - Save as Image kot Tn cwlOVE.

H Stagpdivela TG €lkOVOG 0TO POVTO KAl OTA ETILLEPOVG OTOLXEIX TNG
pou Sivel TNV SuvaTOTNTA EVOWUATWONG TNG O€ TIOIKIAEG GLUVBETELG.
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Kegpddono 5
Edit Mode

5.1. Eloaywyn

Y€ oUTO TOV TUTIO EPYOCLWV oG Sivetal n SuvatotnTa va SnLovpyHooulE
To SIKA POG OVTIKEPEVD, SIUOPPWVOVTOG TO OXAM Twv SLoBEoiuwyv
TIPWTOYEVWYV OXNUATWV. XTN CLVEXELX Bar SOUE TN PLAOCOPIT OXESLOCUOU
KOl OPLOUEVAL OTTO TO SLABECIUA EPYOAELD SLIOUOPPWONG TOU TPLOSIATTATOV

OXNMOTOG O€ VEEC LOPPEG,.

5.2. To mAéypa

K&Be tplodidiotato oxnua Ba pemeL va To avTaOUAOTE WG TO TIEPLTV-
AlYHO €VOG KOUTLOV, KOUPLOU OO HETQL.

MOALOTQ, YL VO EXOUIE UL TILO TILOTH EIKOVA TNG PUONG TOV TPLoSLA-
OTOTOV QVTIKELPEVOV, B TIPOCBETAPE OTL TO VAIKO TOU TEPLTUALYHATOG
elvat amd oVppa. ‘O00 TEPLOTOTEPA TUAHUATA EXEL TO TIAEYUA (LEYOAVTE-
pN YEWUETPLO) TOOO TILO TIUKVO Elval KOl TIPOOPEPEL TIEPLOTOTEPES SUVAL-
TOTNTEG SLAPOPPWONG TOV OXNHUATOG TOV.

Mo VO TO TIOVE TILO TIPACTATIKA, AAAEG SUVATOTNTEG EXOVUE UE EVA
KOTOOUPMQ I KO ONTA KOl GAAEG HE EVa TIAEY U TIEPIPPAENG KTIUATOG.
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ATO oTO TO S€SOPEVO TIPOKUTITOUV OPLOUEVD XPNOLUO OTOLXELR, T
omoia mpoadlopilouvv TN PLAOCOPI OTOV TPLOSLACTATO OXESLOOUO.
YTnV ouvéxela Ba SoUpE OpLopEVA IO OUTA.

5.2.1. H dwapdppwon Tou oXNHAToG

To oXAMA TOL TIAEYUATOG OAAACEL LETAKIVWVTOG TPl Baolka oTolxEla
eNEYXOL:

» Kopupeg « Akpeg « MAgupeg

Kot oto 3d modeling ta onpeia eAéyxou kat Slapdppuwaong tov oxn-
HaTog gival autd Ta tpia. Xto Blender Bpiokovtoan emdvw aplotepd, Si-
mAa oto Edit Mode kat ovopalovtat:

Vertex Edge Face

\ ol
£% EditMode ~ %) ()

H Sadikaoia xelplopol toug otn SIpdPPWaon Tou OXNHUATOG ival
OXETIKA amAn Kot Ba TN SOVE VOAUTIKA OTN CUVEXELQ.

5.2.2. O XelpLONOG TWV onUEiwv eAéyxou

Mo va xelplotoVpe Ta onpeio eAéyyou Vertex, Edge kot Face xpnatpo-
TIOLOVHE TA Sla EPYOAEL KL GUVTOUOYPAPLEG TIOV XPNOLULOTIOLOVE YLOt
TOV XELPLOMO TWV AVTIKELUEVWV KOL TTIOU €I8OUE AVOAUTIKA OTO TIPONYOV-
MEVO KEPAAQLO.
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Kepdhawo 5 Edit Mode

ETOL OpXLKQ, ETILAEYOUUE TO €PYOAEID EUPAVIONG TOU CUOTAMATOC
TWV TPLWV a&OVWV:

Move

Rotation

Scale

‘OTtav eMIAEYOUHE VA ONPELD, L OKW ) ULO TIAELPQ, EpPaviCeTal TO
oVOTNUO TWV TPLWV aEOVWVY SiTAa TOv.

METOKIVWVTOG TO OTOLKEIO OF KATIOO Omd TOUG TPELG AEOVEG, TIOU -
@avifovtal 0Tav KAVOUPE TNV eTLAoyH, SLOPOPPWVOLHE TO oxAua. Mo ov-
YKEKPLIEVQ, ETUAEYOVTOG TOV AEOVA UTTIOPOUE VO TO HETAKLVI|OOUE, VO TO
TIEPLOTPEWOUE ) VO TOU OAAGEOLE pEYEDOC, OTIWG KOL OTA AVTIKEIEVAL.

Emtiong Umopoupe, ylor HEYOAVTEPN QUECOTNTA KOl CUTOUOTIONO OTNV
EPYQTia HOG, VO XPNOLOTIOOOVE TIG CLUVTOMOYPaPieg G, R, S, avtioTtoa.

Znueiwaon

MoPOKATW TIPOOETOVLE, UEV, OPLOPEVA EVOEIKTIKA TIOPASEYUOTA, WOTO-
00 glval amaPAiTNTO VA PLEPWOOVE AlyO XPOVO, WOTE Vo £E0IKELWOOVE
pe tn Stadkaoia.

Napadsiypata

A. Metakivnon onpeiov otoug agoveg X, Y, Z.

B. Metakivnon akpwv otoug agoveg X, Y, Z.
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I. Neplotpon akung Tov aéova Y atoug aéoveg X, Z.

Znusiwon

Agv pmopel va yivel TEPLOTPOPN UIOG OKUNAG OTOV A&OVa OTOV OTIolo
KLVELTOL N OUYKEKPLUEVN OKUA TOL TIAPASElyATOG KIvVEiTal oTOoV d&oval
Y. Ze auT TNV TEPIMTWON N TIEPLOTPOPN TNG £lvarl SuvaTr) 0Toug AEOVEG
X ko Z.

A. AAN\ayn peyeBoug akpng tou a&ova Y otov agova .

Znueiwan

Elvaw Suvath n oAAayn peyeboug piog akpng povo otov a&ova atov
oTolo KIvelTaL To pHeEyeBOG TNG CUYKEKPLUEVNG OKIAG TOU TIOPOSELYATOq
TIov Kweital otov aéova Y gival Suvato va aAAGEeL povo og auTd TOV
a&ovo.

E. Metakivnon mmAsupwv atoug aéoveg X, Y, Z.
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Kepdhawo 5 Edit Mode

IT. Neprotpon mMAsupwv otoug agoveg X, Y, Z.

Znusiwon

Agv givar Suvatr) n oAAayn peyEBoug piog TTAsupag otov d&ova oTov
omoio Kweital MNa mopddetypa 10 pEYEOOG TNG CUYKEKPLEVNG TIAELPAG
Tou mapadelypatog Tov Kiveitat atov d&ova Z dev givat Suvato va oA-
AGEsL o UTO TOV G€oval.

H. Metakivnon mAgupdg otov aova Z ko peyéOuvan tng otov
asova Y.

18waitepn mpoooxn
ISaitepn poooxr XPELAeTaL OTAV SLAPOPPUWVOUHE TO TIAEYHQ, VX
MNV «OTIACEL TO GUPUA. AnAadH V& NV UTIAPXOUV:
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* ETUKOAVWYELG OKUWV KOL TIAEVUPWV.

* Meydeg avICOPEPELEG OTA TETPATTAEVPA TIOU GUVIOTOUV TO TIAEYO.

* TPUTIEG N TIPOEKTATELG XWPIG CUVEXELD TIAEYUATOG TIOU SLOCTIOUV TN
PON TWV TETPATIAEVPWY TOU TIAEYUATOG.

5.3. H dnpovpyia yewpetpiog

310 Blender dnuloupyoUpe ETITIALOV YEWUETPIA PUE TOUG TIOPAKATW
TPOTIOVC;

« Subdivision.

e Loop Cut.

* Inset Faces.

« Bevel.
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Kepdhawo 5 Edit Mode

2Tn ouveEXEla Ba eEETACOVE TILO AVOAUTIKA QUTEG TIG ETILAOYEG SNnL-
oupylog yewpeTpiag.

5.3.1. Subdivision

EmiAéyoupe TO avTikeipeEVO 0TO OTIol0 BEAOVE VO TIPOCOECOVE YEW-
peTpla kat k&voupe Se&l KALK.

Ytov Ttivaka Ttov gp@avietat emiAéyoups Subdivide.

Subdivide

Extrude Vertices

Bevel Vertices

New Edge/Face from Vertices
Connect Vertex Path

Connect Vertex Pairs

2ToV TIivaKa TIOU AVOLYEL OTO KAXTW MEPOG TNG 000VNG ETUAEYOLE TNV
TIUKVOTNTA TNG YEWUETPLOG.

1 T O S 1 D 55 O G
FRABEEEDEHEED
ALY 23 O 5 A0 OF T 655 B9 1 58
10 1 [ R R 0 6 ¥ & @9 6B
J ! Lo

0.000
Create N-Gons W

Inner Vert
0.000
0.000
0

Znueiwon
H avwtepn TR 10 (Séka) ou Sivetal oto medio Number of Cuts,

OTOV TIVOKO TIOU QVOLYEL KATW OPLOTEPQ, EIVOL LKAVOTIOINTLKA YLt OXE-
OlOOUO OXNMATWY ME aVEKTH AsTtTopEPELa. Mot uTtEpPOALKN yeWHETPIO
amd TN Ko HEPLE Sivel SuVATOTNTEG EEAUPETIKNG AETITOUEPELOG OAAG KO-
VEL TO HOVTEAO SVUOXPNOTO KAl Papv.
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5.3.2. Loop Cut

To epyaieio Loop Cut To eTIAEyOLE €iTE ATIO TOV THIVOKA PE T EPYQL-
Aela Se€Ldr eite MAnkTpoAOywvTOaG TN ouvTtopoypa®ia CTRL R.

H ouvnBng pakTikn €ival n €mAOYN HE TN CLUVTOHOYPOPIXL.

Me autd TO gpyoaleio SNULOVPYOUVUE ATTOAUTA EAEYXOMEVD KOl OTO-
XEVOHEVO OKHEG TIOU SLATPEXOUV OAO TO AVTIKEIMEVO (AOUTIEG).

H dladikaaia gival n €€nc:

« MAnkTPOAOyoUuE TNV cuvtopoypa@io CTRL R.

* METAKIVOUUE TO TIOVTIKL EMAVW OTNV ETILPAVELX KOl EppavidovTal
ME XPWHO TIPOTEWVOUEVEG AOUTIEG CUPPWVA HE TNV Kivnon TOU TIOVTIKIOU
OTLG SLAPOPEG TIAEVPEC.

« ‘Otav amoacicovpe o ol katevBuvan Ba dnuovpynBei n Aov-
TIX KAVOUE aPLoTEPO KAK. TO XpWHA TNG AoUTIOG OAAGLEL.

Y& oUTO TO OTASLO EXOVUE TNV EVKALPIX KOUVWVTOG TO TIOVTIKL, XW-
plg va k&voupe KAK, va amo@aaioovpe TNV akplPn Béon tng Aovmag.
MEeTaKLVOUE, AOLTIOV, TO TOVTIKL Kat padi e auth TNV Kivnon, o€pvoupe
TN AoUTa oTNV KateuBuvaon Tou SimAov BEAoug TTov p@avideTal.
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Kepdhawo 5 Edit Mode

« ‘Otav amo@acioovpe TNV akpLPr) B€on TNG KAVOUUE aPLOTEPO KALK
Kot TNV KAEbwvoupe. Omwg kat oto Subdivide, 0To K&TW PEPOG TNG 0006-
vng eppavidetal évag mivakag, 0tou opioupe Tov aplOpd TwV TUNUA-
TwV 1oV BéAoupe va SnptovpynBouv padl e TNV AOUTIA TIOU ELOXYOUE
K&Be popa.

A AAA

A In Number of Cuts.

0.000181

Clamp M

Correct UVs &

5.3.3. Inset Face

Me auTr TNV €TLAOYN £XOUUE TNV SUVATOTNTA VA TIPOCOECOUVE EAEY-
XOMEVN UTIO-YEWHETPIO, EVOETOVTOG pECQ O€ eva Face éva vEo HKPOTEPO,
ME aTOAUTN CUUMETPIAL

H Aertoupyia Tng givat amAn:

* EmiAéyoupe to Face mou emBUpPOUE Kot TIANKTPOAOYOUE.

* METAKLVOUE TO TIOVTIKL KOl BAETTOVHE OTL SNULOVPYELTAL EVA UIKPO-
TEPO Face ouUVOEOUEVO CUUHETPLKA UE TO HEYOAVTEPO.

* METAKIVWVTOG TIG OKUEG TOV, EAEYXOUE amtOAVTa TNV B€on Ttov Ba
KOTOAQUBAVEL pega 0To peyaAUTepo Face.
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‘ONwg PMOPOVHE VO TIAPATNPACOULE, TO VEO TETPATIAEUPO EVWVETAL
OPUOVIKA HE TO HEYBGAO TETPATIAEUPO HIE OKIEC OL OTIOLEC, E TNV OELPA TOUG,
OUVIOTOUV Lot OPASA amtd TETPATIAELPA. Anpovpyeital, SnAadr auToOpaTe,
EVOL VEO OUOTNUA TIAEYHOTOG O€ OTIOAUTN LOOPPOTILO KOl APUOVIKL [IE TN YEW-
METpla TOL onpeiov TTov dSwaoope TNV EVTOAN evBeang Inset Face.

5.3.4. Bevel

To epyalcio Bevel to emiAéyoupe gite amod Tov VoK e T EpYOAEia
Oe€la eite MANKTPOAOywvTOG TNV cuvtopoypogio CTRL B.

Me auti TNV €AoYy €XOUME TNV SLVATOTNTA VA SNLOVPYHOOUVUE
ETUTAEOV YEWMETPLO TIEPLUETPIKA OTLG AKEG TOU OXAUATOG MO, Alaivo-
VTG TO.

270 mm
4

Loop Slide ¥

5.4. Mpoéktaon yewpetpiag - Extrude

Eivaw kopPikotato epyaieio oto 3d modeling, kaBwg pag Sivel tnv dvu-
VOTOTNTA VA TIPOEKTEIVOVE TO ONPELD, TNV OKWM 1 TO EMITESO IOV £TTL-
AEYOUE, SNULOVPYWVTAC, AVTIOTOLXA, Wit VEX ypapun, Eva VEo eTtitedo
I €Va VEO OXNHQL.

Tnv evtoAn Extrude tnv evepyomolovpe, €ite AmO TO AVTIOTOLXO ELKO-
vidlo otov Tivaka pe Ta pyaAeia £iTe TTANKTPOAOYWVTAG TN GUVTOUO-
ypopio E.

H ouvnBng mpoaktikn gival n emAoyn tg duvatdtntag Extrude pe
TN ouvtopoypaia, E, kaBwg pe autd TOV TPOTO KEPSILOVUE TTOAVTIHO
XPOvo oxeSLoopoU

JuvnBwg n evtoAn Extrude xpnolpomoleital yla TNV TPOEKTAON HLOG
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OKMNAG, N oTtoia 0dnyet oTnV dnuovupyia evog TITESOL 1 TNV TIPOEKTOON
€VOG eTES OV, IOV 0dNYEl 0TNV dNpLoLPYia EVOG TETPATIAEVPOVL.

5.4.1. Tomou Extrude

AV KAVOUE apLoTEPO KALK KL KPOATAOOUE TO KOUMTIL ylax Alya SguTe-
POAETITA TIATNEVO, AVOLYEL EVOG ULKPOG TIIVAKOG LE TIG SLBETLUEG ETILAO-
v€G Extrude, ti¢ omoieg Ba e€eTAT0OLE AVOAUTIKA OTN GUVEXELQ.

O mivakag autog, oto Blender, epmAoutieTal ouvexwe omoTe eival
KOAO VO LEVOUE EVIEPOL YL TIG vEEG SuvatoTtnTeg Extrude.

Extrude Region

A
n‘ Extrude Along Normals

o

.’ Extrude Individual

+

&Lj Extrude to Cursor

5.4.1.1. Extrude Region
Elval n tpoemiAoyn tov Blender otnv mo Baoikn Asttoupyia Tou
IR Extrude. OTWG TEPLypEPOE TIO TIEVW, N TIPOEKTAON YIVETOL GTOV
AEOVA TIOV EELG ETILAEYOUE.

Qot600 av Sev emiAegouvpe dova Kol KAVOUUE KAKK OTO €pyoAeio
Extrude Region T0 AOYLOMIKO ETUALYEL UTOUATO TNV KATEVOUVON TIPOEKTA-
ong pe Baon TNV B€on Tou OTOLKEIOL IOV ETUAEYOUE. AV ETIAEEOVE TIAVW
omo €va OTOLXED TIPOG TIPOEKTAN, TO AOYLOUIKO Opidel WG katevBuvaon
TIPOEKTAONG TOV HECO OPO TWV ETILUEPOUG KATEVOBVVOEWV.
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5.4.1.2. Extrude Along Normals
Mapa TIOAV XPNOLUN SuVATOTNTO, KOBWG ETUTPETIEL TNV AVOAOYLIKA
m TIPOEKTOON ULOG ETILAOYAE TIOAAQTIAWY TETPATIAEVPWY, SLATNPWVTAC,
WOTOO0, OAQ TA! ETIPEPOUG TETPATIAEUPA WG UL EVWHEVN TIEPLOXN.

5.4.1.3. Extrude Individuals
To Extrude Individual €TTPETEL VO TIPOEKTEIVOUUE ML ETTLAOYN
TIOAAQTIAWYV TETPATIAEUPWY WG EEXWPLOTA OTOLXELD KL OXL WG TIE-

poxn.
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To KABE TETPATIAEVUPO TIPOEKTEIVETAL CUUPWVA UE TIG SIKEG TOU OTOUL-
KEG TIOPAPETPOUG KAL OXL UE TOV HECO OPO TOUG,.

210 TapaTtdvw oxNpa paivetal kabapd n StapopoTtoinon tov Extrude
Individuals omé to Extrude Along Normals.

5.4.1.4. Extrude to Cursor
Me €va amAO KALK, OTIOUSHTIOTE OTOV XWPO, OPICOVHE TNV KATEL-
7,

L Buvon Kol To peEyeB0g TN TIPOEKTAONG,.

5.4.2. InpavTikég TTOPATNPNOELG 0T XPHon Tou Extrude

H mAnktpoAdynon tng cuvtopoypogia E, kupiwg otnv mpoemidoyn
Extrude Region, cuvduddletal pe tov avtiotolxo a&ova. AnAadr TAn-
ktpoAoyouue EY, EX E Z.

Emtiong, av éxoupe Stadoxika Extrude yio va Snuovpyricoupe eva oTtov-
SVAWTO OXNMA, HETAE) TOUG TIAPEUPAAOVHE EVTOAEG TIOU £XOUV VO KAVOLV
ME TN METOKIVNON, TNV TIEPLOTPOPN N TO MEYEDOG.

TEAOG, yla PEYOAUTEPO €AeyXO, TIPOTEVETAL VA EPYAlOUOTTE, OTIWG
eldape kal oTn oVVOEON AVTIKEUEVWY OTO TIPONYOUUEVO KEPAAQLO, OF
omTIKA 006vNng dvo SlaoTtdoswy.

Xtn ovvéxsla Ba Sovpe dvo mapadsiypata xpriong touv Extrude ok-
MAG Kal TTAEVUPAG, TIOV €ival Kl OL Ttlo cuvnBLoUEVOL TUTIOL.

5.4.3. Anpovpyia okaAag pe Extrude akpung

Y& auTO TO TaPAdSElypa B Sovpe TNV TIAPAAANAN Asttoupyia Svo
0Bovwv oTn dnulovpyia evOG OXAUATOG TIOU TIAPATIEUTIEL OE OKOAX K&~
vovtog Extrude og pia akpn.

AkoAouBovpe ta €€NG PrpaTa:

» K&voupe oTALIT TNV 006vn Kot ETUAEYOUUE Lt OKUN.

* MeTaTpémoupe TNV OTITIKNA TNG piag 006vng og dSuo SlaoTdoelg £€Tal
WOoTE Vo PAETTOVUE HOVO TN ML KOPUPH TNG OKUAG.
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* MAnkTpOoAoyoUue E KOl HETOKIVOUME TO TIOVTIKL MOV TIPOG T £€W.
BAETIOUHE VO TIPOEKTEIVETAL UL YOOI,

QoTt600, KOITWVTOG TN SUMAAV) 080VN TIPOOTITIKAG, PAETTOVHE OTL &i-
VOl N OKUN TOU TETPATIAEUPOU TIOL SNLOVPYHRBNKE e TNV TIPOEKTACN
NG OKKUNAG.

U N @

MEeTapEPOVE TO TIOVTIKL 0TNV Se&LX UTIOOBOVN KA TIANKTPOAoyoLE E Z.
AnAodr) Sivoue EVTOA TIPOEKTAOTG TOUG OTOV GEOVA Z, O OTIO0G AVTLOTOL-
Xel 0TNV SL&0TACN TOL VYPOUG KA ATIEKOVICETOL UE UTIAE XPWHOL

* XTNn ouveXEla TIANKTPOAOyoLE, Stadoxika, E Z kat E'Y otnv 08ovn
OTTIKNG SVO SLOTACEWY KOl LETAKIVOUUE TN YPOUUA OTNV avtiotolxn
kaTeVBLVON oXeSIAOVTOG TO OXNHA TNG OKAAG OOV IO YPOUMN.

2tnv 006vn TPOOTTIKAG PAETIOVE, OO OTIOLX OTITIKH Ywvia emiBu-
MOUE, TN OKOAQ va SnuLovpyeiTaL.
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5.4.4. Anpovpyia Bpaxiova prtaokétag pe Extrude mAgupag

Y& auTO TO TAPAdSELyIa B SoUpe TNV TIAPAAANAN Asttoupyia Svo
oBovwv otn dnpovpyia evog OXARATOC TIOU TIOPATIEUTIEL O Bpoyiova
pTaokETag kdvovtag Extrude os téoogpa eTUAEYUEVA TETPATIAELPAL.

Koplo xapaktnplotikd tng Sladikaoiog Slapop@wong Tov oxXNUa-
TOG €ivat 0 ouvduvaopog TNG evtoAng Extrude (E), evoAAAE pe TIG EVTOAEG
Scale (S), Rotation (R) kat Location (G). H xprjon tTwv &Yo uvnooBovwv
elval TopdpoLa e TNV TIPONYOVUEVN TIEPITITWON.

Mo tnv vAomoinon owTov Tou TaPASELYUATOG AKOAOLVBOUE Ta TIA-
POKATW BrApaTA:

* 2TNV apLoTEPN UTTOOBOVN ETILAEYOUUE TA TECOEPA TETPATIAEUPXA TIOV
Ba mtpoekteivoupe pe Extrude.

Metagépoupe To TovTikl oTnV Se€L& LTTOOOOVN KA TIANKTPOAOYOUUE
E Z. AnAadn, Sivoupe eVTOAN TIPOEKTAONG TOLG aTov Géova Z.
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* XTNV OUVEXELX KAVOUUE SU0 cAAayEG 0To pEyeBog kat Tn B€on Twv
ETUAEYHEVWV TETPATIAEUPWV: TTANKTPOAOYOUHE S KOL HIKPAIVOUE TLG ETTL-
AEYUEVEC TIAEVPEC,.

MAnKTPoAoyoUpE R KAl TIEPLOTPEPOUUE TN POPA TOUG.

lMpoooxn

Tig oAAayég Scale kau Rotation Tig k&voupe otn Se€lx 006N, omTL-
KNG SV0 SLAOTATEWY, XPNOLOTIOLWVTOG TNV aploTePr 080V, wg 08ovn
EAEyXOU.

AUTO pag Sivel TN SuVATOTNTA VA £XOUME KOAUTEPN ETIOTITEIX TOL OXE-
S0 TIKOU oG TEPLBAAAOVTOG, To PavTalOMOOTE WG Eva TPATECL oxXeSIa-
OMOU OE PUOLKO XWPO, OTIOV Eival AMOPAITNTO VO HETAKIVOUHOOTE YO VO
BAETIOVHE TO AVTIKELILEVO HOG OTIO OAEG TLG TIAEUPEG TOV.

H Slapopd oto oxedlaaTikd TepPAANOV TOU UTIOAOYLOTA €ival OTL pIto-
poupe va yupiloupe guel TO TPATE(L EVKOAX KAl e ATTOAUTN aKpiPELa.
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* Juvexilovpe pe To (810 TPOTIO PEXPL VO TIEPLOTPEPOUE TOV Bpayio-
VO OTIWG ETILBVHOVE.

« Evlidpeoa aAA&lovpe TO zoom KOl YEVIKOTEPA TNV OTITIKN TWV
0Bovwv SlaTtnpwVTaG WOTOCOo TN PACIKA LCOPPOTILCL

Aplotepn 0006vn - OTTITIKN TTPOOTITIKN
Ag&La 006vn - Otk 8V0 SraoTAoEWVY

Me ouTd TOV TPOTIO SNLOVPYOUE Eval HOoTiBO oxeSLOTHOU Kalt, KAT&
KATIOLO TPOTIO, UTOMATOTIOOVHE TN Stadikaoia oxedlaopov, e€olkovo-
HWVTAG XPOVO Kal XWwpig autd va amofel og B&pOg TN TOLOTNTOC,

AUTO BePata Sev onpaivel OTL SV UTTOPOVPE VO «CTIATOUHE» OUTO TO
MOT{BO OXeSLOOUOU 0 SVO TIAPBEAANAEG 0BOVEC, TIOU TIEPLYPAPOUVE £SW),
OV Ol TIEPLOTACELG KOL N TIOPEIX OXESIATUOV TO ATIALTHOEL

« 'Otov TAOOUHE OTO ONUEID TOU TAUTIAG, KAVOUUE €VOl TIOAU HLKPO
Extrude (E) kot otnv ouvéxeta Scale (S).
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* JuveyiCoupe pe Extrude (E) wote va Swoovpe Oyko oTo TAuTAS. O
oykog paivetal kaBapd otnv Se€L& utooBovN

« EmuAéyoupe Inset Face (I) kot evOETOUpE OTO TETPATIAELPO TIOL
EXOUVE ETILAEYUEVO, EVA VEO UE CUMMUETPLKI UTIOYEWUETPLAL

Me Location (G) to @pepvoupe 0TO OnpElo Tov BeAovpe va yivel n
Baon vrtodoxng Tou KOABLOV .

Me Extrude (E) Snuiovpyouvpe tn Bdon, divovtdg tng Oyko.
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* TEAELWVOUUE TNV KATOOKELN SlvovTag uTtOoTOoN KTIpiov oTov KUPOo
pE TN dnuovpyia piog moptog pe Extrude (E) og pia mAgupd Tov.

5.5.H iapoppwon tng yewHeTpiog pe TNV emtAoyn “Proportional
Editing”

H emoyn Proportional Editing civay, emiong pia KopPikr emioyn n
OTIOIX LETAPOPPWVEL TO EPYOAELD TNG ETOKIVNONG O€ EPYOAELD YAUTTTIKAG,

Ot duvatdTnTEG IOV SivovTal e T TNV €mLAoyn emtavdvovTal
ME TNV EQAPHOYN TNG OE OXNUOATA UE OXETIKA TTUKVH YEWUETPIX TIAEY-
HOTOG.

Mo pla Ta€n peyeboug, To mapakatw eminedo oto omoio Ba dovue
EVa TIOPASELYUA TWV SLVATOTATWY TNG €TLAoynG Proportional Editing,
€xeL kKatatunOel pe TNV evtoAn: Subdivide — Number of Cuts: 10.

-
-
e

U
o
‘."0."

0
O S7
Y .0.0‘0

9
$
¢

XK
%

%
-




Tplodlaotatog Ixedloopog MeppaAiovtog - 3D Modeling yla Animation

H emAoyn Proportional Editing fpioketal otn fooikr pmdpa emiro-
ywv tng 08ovng 3d Viewport.

L N
v N~

Proportional Editing Objects.
Proportional editing object mode.

Shortcut: O

KaBwg ekteAoVpe TNV eVTOAn Location (petakivnon pe tn ouvTopo-
ypaopia G) Tapatnpovpe OTL SNULOVPYELTAL EVOG KUKAOG TIEPLUETPLKA TOU
onpeiov Tov petakivoLpe. Eival n aktiva emippong tng kivnong tov on-
Helov TIOV EKTEAOVE.

To peyeBog tng aktivag emippong (Proportional Size) avaypdpetat
OPLOTEPA ETIAVW OTNV UTIAPA ETUAOYWV.

:19v «»  Odentation
v
D: 0.5803 m (0.5803 m) global (Smooth) Proportional size: 1.10

User Perspéctive
(1) Cube

Me poA NG pecaiag podSEAaG Tou TIOVTIKIOU OAAACOVHE TNV OKTIVX ETTLP-
PONG KA PAETIOVHE TO ATOTEAECHA OE TIPAYUATIKO XPOVO, KaBwG Slopop-
(PUVOUE TN YEWUETPLX pe 000 amoAovg (smooth) dykoug eTBUHOVE.
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5.6. ZUpUETPLKOG OXESLAGUOG (Mirror)

Xto Blender pog Sivetat n SuvatdTNTA CUUHUETPIKOV TPLOSIACTATOV OXE-
SloopoL pe TNV emiAoyn Mirror, Tnv omoia Bpiokouvpe otnv opada £p-
yoowwv Modifiers ou amelkovi{eTal e TO AVTIMTPOCWTIEVTIKO GO TOV

KotooBLSLov.

Me aplotepd KAk otnv evtoAr) Add Modifier avoiyel o Tapakdtw miva-
KOG, TIoV TtepLAapBavel kot TNV midoyn Mirror.

37/ Data Transfer

[8] Mesh Cache

8] Mesh Sequence Cache
Normal Edit
Weighted Normal
UV Project
UV Warp
Vertex Weight Edit
Vertex Weight Mix
Vertex Weight Proximity

00 Array

] Bevel

] Boolean
Bg Build

] Decimate
|T] Edge Split
(© Mask

S Screw

) Skin

D Solidify

Q] Subdivision Surface
[A Triangulate

&7 Weld
E) wireframe

Deform Simulate

A Armature 7 Cloth

(D Cast Y Collision

) Curve (¢ Dynamic Paint

Z Displace 80 Explode

& Hook & Fluid

[B] Laplacian Deform 22X Ocean

E Lattice s Particle Instance

= article System
oft Body

7~ Smooth

7~ Smooth Corrective
7~ Smooth Laplacian
[8] Surface Deform

7 Warp

ALS

5.6.1. H Asettoupyia touv Mirror
‘Otav emAeoupe TNV eVTOAN Mirror Snuloupyeital To aVTIKABPEPTL-
OMO TOU OXAUATOG LG,
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Qg &&ovag avtikaBpe@Tiopatog opiletal avtopata amnod To Blender
o Cursor.

-

MopdAAnAQ, otnv opdda epyaciwv modifiers dSnpovpyeital kot evag
Tiivakag eEAéyxou tou Mirror.

Y& oUTO TOV THVOKOL £XOVHE IOt OELPA ETIAOYEG TTOU Bt SoUpE, GUVOTTTL-
KO, TIOPOKATW:

Mo OUYKEKPLUEVQ, OL ETILAOYEG, QVTLOTOLXOUV OTA UTIOKEPSAaLa 5.6.1.1.,
5.6.1.2., 5.6.1.3. kau eivaw oL €EAC:

« EmiAoyn tou &éova kabpe@pTiopatog

* Ermidoyn gpedviong

* EmiAoyég evwong

H xpnowotntd toug otov TplodldoTato OXeSoUd pe TNV HEBodo
Mirror Stao@oAilel Tnv €otiaon atn Snpovpyikn aglomoinon TG TG He-
B0d0ou pe TNV amo@uyr) 000 YIVETAL TEEPLOCOTEPWY TEXVIKWY TQOAUXTWV
TIoL Bt «aSIKNCOLV» TN SNULOVPYIKOTNTA POG,.

ErumAéov  TexVIK& AGON, OTWG «TPUTIEG» OTO TIAEYMUA ) ETUKOAUTITOE-
vn yewpeTpio Ba Snpovpynoouy pofAnpata otn oxedlaoTikh Slodikaoia
Kol otnv aglomoinon Tou POVTEAOU HOG O SIAPOPECG EPAPUOYES KOL AEL-
TOUPYLEG OTN CUVEXELD.

Mo tapadetypa pmopet va SnputovpynBovv TpofARpaTa oTNnV:

* TplodL&oTaTn EKTUTIWON TOU HOVTEAOL MO,

* Anuovpyia Tou AVOTTTUYUOTOG TOU KA, KXTO CUVETTELY, OTO BAYLUO TOV.

* Anpovpyio CUOTANATOG OOTWV (armature) kot oTnNV oVVSEDT) TOL
(rigging, weight paint) pe TOug OYKOUG KOl TQ TETPATIAELUPA TIOU GUVL-
OTOUV TO MOVTEAO oG Katd ouvémela Ba TpOKUWOLV ONUAVTIKA TIPO-
BANpoTa kot 0T Snuovpyia kivnong (animation).
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5.6.1.1. EmiAoyn Tovu aéova kaBpepTiouatog

TNV TIOPOKATW EIKOVA, TO AVTIKABpEPTIopa yivetal oto a&ova X.
MTIOPOUUE, OPWG, VO ETUAEEOVIE KOl TOUG AAAOVG AEOVEG, EITE AUTOVOUQ
elte o€ ouvdvaopoUC.

B v BEEY av x

Copy

Bisect: Flip:

W, Mirror Object:

Options:
o+ W Vertex Groups Clipping
¥ Merge
Merge Limit 0.001m
Textures:
Flip U FlipV
Flip UDIM

U Offset.
V Offset.

ITn ouvexEla TIaPATIOEVTAL ELKOVIKA TIAPOSElY AT SLOPOPWV TUV-
Suaopwy XpRong Twv agdvwy otnv anddoon TG PAPKAG HOG.

Aéovag Z

0.0000
0.0000

UlOffset
V Offset
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Aéovec X, Y, Z

5.6.1.2. EmuAoyn supaviong

Me tnv emiAoyn Tou koupuriov On Cage SLOPOPPWVOUHE TNV EUPA-
vion tTwv onpeiwv eAgéyxou (Vertexes, Edges, Faces) kat oto €idwAo OTIWG
KOl 0TO TIPAYHOTIKO QVTIKEIUEVO.

2
Mirror Object:
n

Options:
¥ Vertex Groups Clipping
¥ Merge
Merge Limit 0.001 m

Textures:
Flip U
Flip UDIM

U Offset
V Offset

5.6.1.3. EmiAoyég Evwoang

Yto medio evtoAdwv Options gival xpr oo VO TIPOCEEOVE TIG TIOPOAL-
KXTW ETILAOYEG:

« Evomoinon twv onpeiwv évwong HE TIK OTO KOUMTIL ETLAOYNG
Clipping.

* feVPWON TOL SLOOTANATOG PETAEV TOL TIPAYUATIKOU OV TIKELUEVOU
Kol Tov £.6wAou tov, otov ivaka Merge Limit.

Me outd TOV TPOTO SLCPOAIOUHE TNV OTIOPUYH OXESLOOTIKWY
OQOAUATWY TIOL UTIOPEL VO SUOXEPAVOLV TNV £pYATia LG O TIEPAUTE-
PW EPAPUOYEC, OTIWG TPLOSIACTATEG EKTUTIWOEG, animation K.0.K.
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iz

Mirror Object:

L

Options:

¥ Vertex Groups & Clipping
¥ Merge

Merge Limit 0.001 m)

Textures:

5.7. Napadetypa dnpiovpyiag yewpetpiog os kataotaon Mirror

To MmAe Zmity, éva amd ta oknvika& TnG Towviag The Mirror Stage, amoteAet
Eva KOO TtapadeLypa Xprong tng ouppeTpiog otn oxediaon. OAn n kato-
OKELH) «SUTAWVEL» GTOV KUAVOPIKO EEWOTN, AVASEIKVUOVTAG TOV, E TN OLV-
SPOPN TNG KWVNUOTOYPAPIKNG PUWTOYPOPIOG, WG TO TILO SUVOUIKO GXAO
TNG KOTOOKEUNG,.

AQNYNUOTIKY, oUTO TO OKNVIKO €ixe WSlaitepn onpaocia, kabwg Atav
TO £PYQCTNPLO TOV KOUKAOTIA{X TN, OTIou (OVTE KAl N «TIPWTAYWVIoTPLON.

ErumA€ov, auth n KATOoKELN amoTeAel eEAUPETIKA ELKOVA AVOPOPAG
yla TIPaKTIKA €€aoknon otn SuvaTOTNTA CUMMUETPLKOV OXESIAOUOU WE
TNV Aoy Mirror o€ cUVSVOOUO UE T SNILOVPYLIKA EPYOAEiat SIaHOP-
Pwong yewpeTpiog Tov pag Sivel to Blender.

2Tn ouvéxela Ba avadnULOVPYNOOVKE TOV KUAWVOPLIKO €€waotn os 3d
computer, K&vovTag, TNV SLa OTLYUN, KL PO ETILOKOTINON OPKETWVY oo T
EPYOAELX SLAPOPPWONG YEWUETPLAG, TIOL AVATITUEAE OE QUTO TO KEPOAQLO.
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5.7.1. Baowkég puBuLosLg

PuBuidoupe TNV omtikA TNG 086VNnG o€ SV0 SLAOTATELG.

Ytov mivaka emAdoywv Add r pe shift A elodyoupe TNV ElKOVA avaQo-
PAC KAl évav KUALVSPO.

Me scale 0Tn AoUTIO TWV OKUWV KOPUPNG SIAHOPPUWVOUE TO PACLKO
OXNMQ, KE BAON TNV EKOVA AVAPOPAC,.

Mpoogxoupe va SLATNPOVUE TNV LOOPPOTHA TNG YEWUETPIOG OUOAN
OVOAOYLKA UE TO TIPWTOYEVEG OXNA KL XWPIG EVTOVEG SLAPOPOTIOINTELG
TWV KEVWV KO TWV SLOCTNHATWY QVAPETH TOUG,.

Mo v TO TIETUXOVE QUTO, OTIOV UTIAPXEL SUCAPHOVIQ, ETILAEYOUUE TO
ONMEela KA TIG AKEG TIOU OTIOTEAOUV TO TIAEYHA KOL Tl LETOKIVOUE ETOL
WOTE VO EXOVHE EVOL APHPOVIKO OTTIOTEAECUO TN PON TOU TIAEYUATOG.
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Kepdhawo 5 Edit Mode

ZBr)voupe To oo oxnua atov agova X kat Sivoupe tnv evtoAr Mirror
amod tov Tivaka Twv Modifiers tou avoiyel otnv avtiotolxn opdda p-
yoowwv Modifier Properties tng 086vng Properties.

Mirror Object:

[ ]
¥ Clipping
Options:

¥ Vertex Groups & Clipping

¥ Merge
Merge Limit
Textures:

Fli

Evepyotmolovpe Tnv evToAn clipping kot SLao@oAi{oupE Vo NV UTIaP-
XEL KEVO LETA&V TOU TIPAYUATIKOU OVTIKELUEVOL KAL TOU ELOWAOU TOV.

'Onwg elmape Kat o Tavw, auto StacPaiilel TNV amoguyn Kpiot-
MWV OQOAPATWY KOL POG TIPOCTATEVEL OO KOTIO KOL XPOVO OE HEANO-
VTIKEG EQAPUOYEG TOU HOVTEAOU HOG.

ErmumAéov KAvel Kat IO €UKOAN TN Stadikaoia oxedlaoUov, KaBwg
Sev anvel va SnpoupynBouv TpuTteg otov AEova CUPHETPLOG KaL Ep-
yolOPOOTE TIAVTO OE CUUTIAYEG TIEPLBAAAOV.
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TéAog, ofrvoupE TO THOW HEPOG TOL KUAIVEPOU, YL VO NV JOG PTTEP-
SevEL 0TN SLAPOPPWON TNG ETILPAVELOG TNG TIPOTOYNG.

9

Vertices

Edges

Faces

Only Edges & Faces
Only Faces
Dissolve Vertices

Dissolve Edges

Dissolve Faces

5.7.2. Anpovpyia Twv TtapaOupwv

Me 1o epyalcio Loop Cut Slide (CTRL R) SLoop@WVOUE TIG OKUEG
TIEPLUETPLIKA TOL TIAPABVPOU KOL ETILAEYOUHE T TETPATIAEUPA TIOV CUVL-
OTOUV TO ECWTEPLKO TOU.

To ETUAEYUEVA TETPATIAEVPA EIVAL TILX LOPKOPLOPEVA PE KITPVO XPpW-
MOl KOL OTTOTEAOUV VAl ETILUEPOVG T TOU TIapaBUpou TO oTolo pTto-
POUE €iTE VO TIETAEOVHE e TNV VTOAN X, €lTE VO CUPOUE PE TNV EVTOAN
Location (G), €ite va TIPOEKTEIVOUE TIPOG T HECT 1] TIPOG TA £EW E TNV
evtoAn Extrude (E).

AETEA S
v Extrude Region and Move

Ké&voupe Extrude (E) tpog ta péoa, SnULOUPYWVTOG TNV €00XN TOU
TapaBupovu.
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Kepdhawo 5 Edit Mode

. \\ %

vExtrude Reglon and Move

TEAOG, OPNVOUNE T TETPATIAELPA TIOV CUVIOTOUV TO ECWTEPLIKO TOV.

Mnyaivoupe oe Solid View yla va eAéy§oupe Tn pEXPL TWPA Epyaaia
MOG KOl VO TIPOYPOUUATIOOUUE T EMOUEVA BAMATA pag, SnAadh TIG Ttpo-
EKTAOELG TOV TIOPTEPLOV TOV TIAPABUPOU KAl TWV AVAYAVPWY OTOLXEIWV

NG EMPAVELNG TOV TOLXOV.

|

5.7.3. Anpovpyia TOV TAPTEPLOV TWV TAPaBUpwv

Me Tov {810 TpoTIO IOV SNOVPYHCOPE TO TXNHA TOV TIapaBUpov, &n-
Aadn pe 1o epyoieio Loop Cut Slide (CTRL R), Siopoppuvoupe kot To oxn-
MOl TOL TIAPTEPLOV TOL TIAPABUPOU. LT CUVEXELD, TO ETIAEYOUE KOl KAVOUE
Extrude (E) tpog ta €€w.Av emiBupoUpe va SWoouE eTITAEOV SUVATOTNTEC
SLPOPPWONG TNG KVENG YEWUETPLOG» TIOL SNULOVPYOVE e TO Extrude pro-
POUE VO KAVOULE SITAG 1 TPMAG extrude SnpovpywvTog, £T0L, eyoAUTEPN
KOL TTLO AETITOMEPK] YEWHETPILO TOV TIAEYHATOG TOU TIOPTEPLOV.
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Znusgiwon

Ye O0An Vv Sadikaoia Extrude Bpilokoupe TAvTa TNV TILO KATGAANAN
OTITIKI YWVLA YL VO TNV EKTEAEGOVE CWOTA.

Epyalopaate, Aowrov, otnv 066vn OTITIKAG OE TIPOOTITIKN £(TE O€ OUV-
SLVOOUO pe TNV 080vVN OTTIKNG SVO SlaoTATEWY, KavovTag split Tnv 080-
vn 3d Viewport, eite, autdvopa, o€ pia 006vn OTITIKAG O€ TIPOOTITIKN.

5.7.4. Anpovpyia TwWV avAyAUPWY KATW Ao To tapddupo

Ta avayAupa kdtw amd to mapdbupo €xouv Tpia emineda e£oxng.
Oa Ta SNuULoVPYNTOLUE OTASIAKE, EEKIVWVTAG aTtd To emtimtedo BAong ka
ovvexilovtog ota HkpOTEpa EVOeTa emimeda. AnplOVPYOUUE TO TIPW-
TO eTinEedO, pe TOV 810 TPOTO, OTIWG KAL OTIG TIPONYOUVMEVESG EVEPYELEG
Extrude mou eidaype o AVW:

* Loop Cut Slide (CTRL R)

* Extrude
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YnevOouion

Aev Eexvape va eAéyxoupe oe Solid View toug Oykoug Tou Snpiovp-
YNOOHE CUYKPLTIKA HETAED TOUG KAl ATtO SLAPOPEG OTITIKEG YWVIEC.

2tn ouvéxela aglomolovpe TNV mhoyn Inset Faces (I) yio va dnut-
OUPYNOOULUE, OTASIOKA, TNV UTIOYEWMETPIO TwV EVOETWVY SEVTEPOL KAl
TOL TpiTOU OYKOU.

AlopOPPWVOLE, Pe akpifela, TN Bon TOUG, O OXEON JE TNV EIKOVA
ava@opdg, kat Sivoupe evtoAr Extrude.

Inset Faces

Me auTtd ToV TPOTIO SLHCPOAI(OVIE TN CUMMETPLA KAL TNV LOOPPO-
TINMEVN YEWUETPIA TWV OXNUATWVY. H «por» TwV aKUWY TIOU CUVIOTOUV
TO TETPATIAELPA TOV TIAEYHATOG VOl ATOAVTA OOAT, SLATNPWVTAG TNV
TUOTOTNTA OXESLATHOU e BATN TNV EIKOVA AVOPOPAG.
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Ytn ovvéxela Ba SoUpE PAN-PAMA TIG ATIATOVHEVEG EVEPYELEG YL
TN SNULOVPYIX TOU TIPWTOV ETITIESOV OTO AVAYAVPO KATW OTIO TO T~
p&Bupo.

Qg yevikd kavova Ba opilape TNV avaykaldTNTo Vo BETOVPE TO ON-
pelo TOU TIPOC eMEEEPYATIO AVTIKEIPMEVOU HAG OTNV TILO BOAIKN OTITIKN
ywvia ylo TV EKAOTOTE EVTOAN.

JUVOTITIKG, B OKOAOUONOOUE TLG EVTOAEG:

* Location.

* Scale.

« Extrude.

A. Location (G) kou Scale (S)

H oelpd ektéAeang mpoTteiveTal va ivat akplwg n mopamavw.
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Kepdhawo 5 Edit Mode

2TN OUVEXELX TIPOXWPAME e Tn Snuovpyio Tou Tpitou emimedov
TIPOEKTOONG, HE EMAVAANYN TWV EVEPYELWV:
* Inset Faces.

* Location-Scale.
 Extrude.
« Emokomnnon epyaoiog og Solid View.

‘4

5.7.5. Anpovpyia MEPHETPLKWVY TIPOEEOX WV

Mo TN dnpovpyiat TNG PTOPVTOVPAG TNV KOPUPN TOU KTLpiou Kot
TIEPIUETPIKA TWV TapaBupwv alomotioape TNV evtoAn Ctrl R yx tn
Snulovpyia Tov oXAUATOG.

H Sa@opd pe TG TIPONYOUUEVEG EPYOQOIEG, TIOU TIEPLYPAWAUE TILO
Tavw, €lval o TUToG TNG evTtoAng Extrude ov xpnotpomotioape.
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Mo ouykekpLEva X pnaotpoTotoape Tov TuTo Extrude Along Normals
YLt VOl TIETUXOUE TNV TIEPLUETPLKN TIPOEKTACN TOU OXNMATOG HOG OFE TIOA-
ATIAEC KOTELOUVVOELC.

Moapdpola, yla Tn SNULoVPYLa TNG LTTOPVTOVPOG TIEPLUETPLIKA TOU TIO-
paBupov aglomonoaps, eunAéov, to epyarsio Knife (K) to omoio xpnot-
MEVEL yLa TN SNULOVPYI OKUWV EKTOG TOU CUOTNHATOG AKUWY (AoUTIOK)
OAoL Tov oXAMATOG. Mg auTd epyaieio Snpovpynoape TG SVo oplldovTL-
€G OKMEG TNG KTTOPVTOVPOG.

AW — “r i3

A - -‘:"TE"“‘”Q-V« _._——‘-'/
N ,.:“"‘ L) [y - =
‘

1 :I . -— - S
‘ ! Lh g S ’..‘:‘ & Axis:
7 Q ; \ B x
‘." 1 -m_,./[ f &
D, = { z
=y : M

Mirror

Mo va Stao@aiicovpe TNV akpifela otn xpron tou gpyaieiou Knife
KOl TNV TIOXPOAANAOTNTA OTIG YPOUMEG TIOU CUVIOTOUV TO VEO OXNAUQ,
MECOL TNV NON UTIAPXOLVOA YEWUETPLA, TTATAWE TO KouuTti Shift oto TAn-
KTPOAOYLO PG, KOBWC OEPVOUE TO EPYOAAELD KOTING OTO ONUELD TTOV €TTL-
Bupovpe.
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Kepdhawo 5 Edit Mode

Mot TNV TIPOEKTOON TNG UTOPVTOVPAS OELOTIOICOE TNV EVTOAN Extrude Along
Normals y1ot Toug i51oug Adyoug OTiwg Kot YLot T HITOpVToUpa TNG KOPUPNG.

5!!'888"33 333:‘,’ °%1 !
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lllll‘
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5.7.6. Anpovpyia egoxng otn paon

Itnv gooxn TG Baong a&loToNOapE TIG EVTOAEG:

* Loop Cut Slide (Ctrl R) yia Tn Snuiovpyia Tov oxXARATOC.

* Inset Faces (I) kot Location-Scale (G-S) yia tnv dnplovpyia €vOe-
TNG UTIOYEWUETPLOG,

* Extrude (E) yia ™ Snpovpyia TnG €00XNAG.

ITIG TPELG ETTOPEVEG EIKOVEG PAETTOVHE VT TN SLadSIKATa AVOAUTIKA
Kol 000 YIVETOL THLO TIAPACTATIKAL.

Loop Cut Slide (Ctrl R)
Me auTr TNV €VTOAr SNULOUPYOUVHE TO OXNUA TOU OnuEiov ekeivou
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oV Ba eme€epyaoTOVPE 0TN CUVEXELX SIVOVTAG TOL OYKO Kot SLAPOPEG
E00XEC KOl EE0XEG, CUUPWVA UE TNV ELKOVA AVOPOPAG.

Inset Faces (I) kou Location-Scale (G-S)

Me auTtég TIg SV0 EVTOAEG TIPOXWPANE 0TN SnUlovpyia TNG EvOeTNG Ye-
WUETPLOG OTO ECWTEPLKO TOU YEVIKOU HaG oXNpatog. H peBodog mou ako-
AouvBoUpE ival «amd TO YEVIKO OTO HEPLIKO», WOTE VO SLATPOAILOVUE TNV
EVOTNTA KA LOOPPOTIiX 0TN oVVOEDH HOG.

-
P

Extrude (E)

Me autr) TNV €VToAr Snpovpyovpe TNV €00Xh. Mo va TIETUXOUUE TIL-
OTOTNTA OE OXEON HE TNV ELKOVA VAPOPAG KAVOUUE HEYOAO OV OTO ON-
HElo TTou BEAOUE VO SNULOVPYNTOUE TIOAD AETITEC TITUXWOELG KOL OKPLPEIC
ouVOEeTIKEG LooppoTtieg. Emiong Sev Eexvape va yupiloupe TO aVTIKEIEVO
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HOG O TETOL BEDN, WOTE VA yIVETAL ATOAUTA KATAVONTH 1N OTIOL TIOPERL.-
Baon kot oXeSLAOTIKN POG ETILAOYN.

5.7.7. TeAwn amotipnon

A@POU TEAELWOOVUE PE OAX T OTOLXELD TTOU SIVOLV OYKO OTNV ETILPA-
VEL, OO KAVOUE X CUVTOWN ETILOKOTINGN TWV EVEPYELWV HOG.

» EpyaoTtrkape og KATAOTOON CUPHUETPLIKNG oxediaong - Mirror.

» Xpnolpomotoape Ta Paoikd epyoAeia Snulovpyiog yewpeTplog He
v €€n¢ ospd: Loop Cut Slides, Inset Faces, Extrude Region.

« ErumA¢ov, xpnolwpomowjoape 1o gpyoleio Knife yia dnuovpyia
OUTOVOHWYV OKHWV Kal eva TiTTA¢ov TUTto Extrude: tov Extrude Along
Normals yio TteplpeTpLkr) €€wBNoN og TTOAAATIAEG KATEVOVVOELG.

* 2TO TEAOG Sev Egxdaape var SOVME TN Snutovpyia oG amd SLaPopEg
OTITIKEG YWVIEG KOl OYELG OE OXEDN HE TNV ELKOVA AVOPOPAG.
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Me Ao Ta tapamdvw epyoteiaor kat peBodoug oxeSLGOU SLOCPOAL-
OOE piot TAOUPOALOTIKA TIPOCEYYLON OTOV TPLOSOLAOTATO OXESIOOWO, TIPO-
OOPHOCMEVN OTN CLYKEKPLUEVN TIEPITITWON. AUTO £€GANOL Eival Kall TO eVOe-
Selypévo og k&Be TiepimTwon péco oxedlaopov. AnAadn va tpocappoleTal
N XPNon Twv SIOOLoUWY EKPPAOTIKWY HECWV Me BAon TIG IOLUTEPOTNTEG
KOll T(POKANCELG TNG KABE TepimTwong Eexwplota.

2TN OUYKEKPLUEVN TIEPITTTWON, N XPNON TwV SLBECIUWY EPYOAEiWV KoL O
TPOTIOG CLUVSLOCUOV TOUG OTNPIXTNKE OTNV QVTIOTOLKN TIOPEIX OXESLOOU
TOU (BLOV VTIKELIEVOL TE (PUOLKO XWPO Yo TNV Tawiae The Mirror Stage. o rrar-
PASEYUN, OTO OXESLOOUO OE PUOLKO XWPO, TOTO Ol UTTOPVTOVPEG TIEPILETPIKA
TWV TIAPaBUPWY OO0 KA TO AVEYAVPA KATW oo TO TIAPABLPO Snpovpyn-
Bnkov WG EEXWPLOTA TUAUOTA TOL OTIOIX TOTIOBETABNKOV, OTN CGUVEXELD, ETTAVW
OTOV BaCIKO KUAVOPIKO OYKO TOL KEVTPLKOU KTIPIOU.

Mopopola Kot 0TO TPLOSLACTATO POVTEAO, TIPWTA SNULOLVPYHONKE O Ke-
VTPIKOG KUALVOPLKOG TPLOSIAOTATOG OYKOG KOl OTN CUVEXELX T QVAyAupa
TUAMOTA TOV.

MopOTL OXESIAOTNKAV ATTEVOEING ETAVW OTOV KEVTPIKO OYKO, N EVTOAN
Extrude Tou eTUAEXTNKE YLO VAl TOUG SWOEL TNV avayAu@n OWn, TauTOXpova
TOUG £6WOE KL L0 UTOVORIt WG EEXWPLOTA QVTIKEIMEVOL e TN SIKA TOUG
YEWUETPIO KL XAPTN VM TUYHOTOG. AvtioTolXa, Nn emtAoyry Mirror ylx Tov
OUMUETPLKO TPLOSIACTATO YNPLOKO OXESLACHO VAL KOV, WG OKETITIKO KAl
oxeSLOOTIKA TIPOOEON pe TN PUOLKN SLaSIKATIO TXESIOOPOV TOU CLYKEKPL-
MEVOU OVTIKELHEVOU. ATIAG, OTNV TEPITTTWON TOL WNELakoL TPLoSIEaTATOU
OXESLOOPOU UTIHPXE MEYOAUTEPOG EAEYXOG KoL aKpifelar otn Slapdpewaon
TNG OXESIAOTIKNAG CUMMETPIOG. BEBaua, o€ ox€on We TN XPON TNG CUUMETPL-
oG, Ba NTav KaAO Vor KAVOUPE Lo amapaitntn Slevkpivnaon.

NopdTL N Xprion tou Mirror sivatl apkeTd ouxvr 0ToV TPLOSIACTATO
oxeSLaopNO oToV UTtoAoYLoTH Sev ammoTeAel tavdkela. AnAadn dev  eivat
amoAVTWG amapaitntn HEB0SOG og OAEG TIG TIEPITITWOELG.

Y& ouTr TNV KatevBuvon, N mAoyn Kot o&LoToinon TNG 0TNV CUYKEKPL-
MEVN TIEPITTTWON OXESLOOHUOU EYIVE PE YVWHOVA TO OUYKEKPLUEVO OVTIKELE-
VO KOL TNV avopop& TN HEBOSOU aXeSIOTHOU TOU GE PUOLKO XWPO.
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Kegpddono 6
Texture Paint Mode

6.1. Elcaywyn

Ye ouTO TO KEQAAQLO Ba avamTVEoupe TV Tpitn evotnta (Mode) epya-
OlWV TPLodLAoTaTOV OXeSLAoPOV oTo computer, To Texture Paint Mode.
AuTo to Mode £0TIAlEL OTOV XPWUATIOPO, OTN SNILOVPYIX LYWV TNG ETTL-
(PAVELAG KAL, YEVIKOTEPQ, OTOV TIPOTOLOPLOPO TOU «UALKOU KOTAOKELNG»
EVOC TPLOSIACTATOU OV TIKELUEVOL TIOU SNULOVPYOURE GTOV UTIOAOYLOTH.

To ke@AAQLO XWPILETOL OE TPELG EVOTNTEG OL OTIOLEG AVTLOTOLXOUV OF
TPELG SLAKPLTOVG TOUELG EpyaOLwy, oL oTtoloL ival oL €§1G:

* Anpovpyia avamtuypoatog (UV Editor).

o «Baypo» emipavelag (Texture Paint).

* MPAPIKEG AVATIOPACTATELG ETIAOYWV XPWHATIOHOU KOL VALKWV ETTL-
pavelag (Shader Editor).

6.2. Anpovpyia avartuoypatog - UV Editor

6.2.1. Elcaywyn

TO QVATITUY A EVOG OVTIKELLEVOL Eival TO TILO GNUAVTIKO BANX yla TN
METETIELTA ETIEEEPYQTIT TOV e VPEG (textures) kot VALK (materials).

To pavtaldpaoTe OTIWG TO «EETVALYHO» EVOG TIAKETOU TO omoio {w-
YPOPI(OVUE PE SLAPOPEG TEXVIKEG KAL VALKA KOL TO £PAPUOCOVUE, TIGAL,
OTO TIOKETO.

To avAmTuUypa €ival pa SIOSLACTATN EKOVA TNV OTIOLO PTIOPOUKE VO
OWOOUWE OTOV TUTIO ELKOVOG TIOU €TIIOVHOVHE. MTIopoUpE emiong va TV
eTeEEPYOOTOVE TIEPAUTEPW OF TIPOYPAUUNTO ETIEEEPYOTIOG EKOVAG OTIWG
To Krita, To Photoshop k.o.k.

21N ouvexela, Ba Sovpe Tov TPOTIO SNULOVPYLOG AVATITUYHATOG TPLOSIA-
OTOTOV QVTIKEUEVOL OTo Blender.
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6.2.2. IXNHATIKN TAPACTHCN

‘OTOV KAVOUHE VO QVATITUYHO EVOG KOUTLOU ETILAEYOUE TIOLEG TIAEL-
PEC Tou Ba KoTtovV Kal Ttoleg Bor SIMAWBOoVV.

Ytov Tpodldotato oxedSloopd OAEG oL akuEG (edges) evog avtioTolou
3d kouTIoU Bewpovvtal oo TO TIPOYPOUMUA WG OTOLXEIX THKUOVONG TIou
Ba EESMAWOOLVV TIG TIAEVPEG TIOL GUVIOTOUV TOV OYKO TOU TPLOSLACTATOV
QVTIKELLEVOL. H eTiidoyn Twv edges Ttou Ba koTtoUv 0dnyel Ko GTov TPOTIO
EETUALYHOTOC TWV UTIOAOLTTWY OKJLWV.

6.2.3. MposTolpacia TnG 006vng epyaciog

Xwpidoupe TNV 006VN og SVO KABeTEG UTTOOBOVEG. (KALK KOl CUPTLUO).
Itnv aplotepr 00o6vn emiAéyoupe UV Editor. Eivat n katdAAnAn 086vn yox va
ep@avioovpe og SLIoSLAOTATN LOPYPT) TO AVATITUYHA TOU QVTIKEPIEVOL HOG.

7 Blender
R Fle Edit Render Window Help

UV Editing

i i's BT

UV Editing
D) iv @

ect Image UV [ EditMode v =)@l Vie

User Perspective
(1) Cube
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6.2.4. EmAoyn kat koypo (mark seam) twv mAsupwv

¥ EditMode v = iew Select Al

User Perspective
(1) Cube

Yto Edit Mode (ouvtopoypagio: Tab) emiAéyoupe to €ikovidlo Tov

ETUTPETEL TNV eMegepyaoia Twv akuwv (edges).

EmtiAéyoupe TIg akpeg TTou BEAoupe kKat TTAnkTpoAoyoupe CTRL E. Xtov

Tiivaka Ttov gpavidetal, emiAéyovpe Mark Seam.

Edge Face UV
Extrude Edges
Bevel Edges
Bridge Edge Loops

Subdivide
Subdivide Edge-Ring
Un-Subdivide

Rotate Edge CW
Rotate Edge CCW

Edge Slide
Edge Split

Edge Crease

Edge Bevel Weight

Mark Seam

Clear Seam
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ZnNUavTIKO
Mo KAADTEPO EAEYXO TWV TIAEUPWV TIOU BEAOUHE VO KOWOUE EVEPYO-
TIOLOVHE TO KOUWTIL oLUYXPOVIopoU atnv 08ovn UV Editing.

Mée auTOV TOV TPOTIO PAETIOVHE TNV AVTIOTOLX IO TWV ETUAOYWV, TIAEL-
PAC, OKUAG Kol onueEiov 0To 3d AVTIKEIUEVO KOL OTO QVATITUYUA TOV.

6.2.5. ZeTOAlypa avantoypatog (Unwrap)
EmiAgéyoupe TIG akpeg TTov Bat KOWOoLE pe TNV eVvTOAR mark seam.

Mark Seam
(Topn) «—

4
Mikpavon
(AiTmAwpa)

EmiAéyoupe OA0 TO avTikeipevo (ouvTtopoypagio: A) Kot TIANKTPOAO-
youpe U. Itov mivaka Tou eppavietal emiAéyoupue Unwrap.

Unwrap

Live Unwrap

Smart UV Project

Lightmap Pack

ApoV tatrioouvpe Unwrap, BAerovpe otnv 086vn UV Editor va epgpa-
videTal TO AVATITUYHA TOU 3d AVTLKELUEVOU.
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Znuavtiko

Av bev pag kavottolel éva mark seam, ETILAEYOUPE TNV OKUNA TIOU Sev
Mo tkavoTtotel kat TAnktpoAoyoupe CTRL E. Xtov mivaka tou eppavide-
Tay, emiAéyoupe Clear Seam.

Edge Slide
Edge Split

Edge Crease
Edge Bevel Weight

Mark Seam

Clear Seam

Mark Sharp

Clear Sharp

Mark Sharp from Vertices

Mo va katavornooupe auth TN Stadikaoio agidel va TEPAUATIOTOVUE
pe To Mark kat Clear Seam, kavovtog Stadoxikd Unrwap kot BAETTOVTOG
T avTioTola avamTuypata atnv 08ovn Uv Editing.

6.2.6. Anpoupyia LSLOTATWY ylX THV EIKOVA TOU AVATITUYHATOG

AQOU SNULOVUPYNOOUVHE TO AVATITUYUO TIPETIEL VO TOU SWOOUE UTIO-
otaon. AnAadn évoua, didotaon Kol XpwHa BAong, EMGvw oTnv omoix
o amOBECOVE TA VEQ OTOLXELD TOL ETILPAVELAG, OKPLPWG OTIWG B EKave
évag (wypAaPog TIPOETOLUALOVTAG TOV KOAUPA TOV.

H Sadikaoia tou akoAovBoupe gival n e€NG:

Ytnv 066vn Uv Editing emiAéyoupe Image - New
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| &v View Select [lmage’ UV  [JF]v ANANTYIMAKYBOY D D X <

New AltN

Replace...

Reload

Edit Externally
(5 save

Save As...

Save a Copy...

Invert

Resize

Pack

Eppavidetal évag ivakag otov omolio:

A. Aivoupe OVvopa 0TNV EIKOVA TOU QVOTITUYUATOG MOG.

B. AAM&Covpe Tig Staotdoelg o 2048 X 2048, woTE VO KIVOUUOOTE
Atyo Ttavw amo ta opla tou Full HD.

. AAGOUPE TO XPWHA TOU “KOMUPA” KAVOVTAG KAIK 0TO HOIPO TIAQ -
Olo ME TNV €vdelgn umpootd tov, Color.

ANAMNTYITMA KYBOY
2048 px
2048 px

@ Alpha
Blank
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KepaAawo 6 Texture Paint Mode

Av B€Aoupe va £XOUVUE SLOPAVELD ETUAEYOUUE TO UTIAE TIAQIOLO PE TNV
EvoelEn A KOl OEPVOVE TNV PTAE pPTapa otnVv TN 0.

6.2.7. AevO£TnON TOU AVATITUYHATOG OTOV K&vafo

To QVATITUYHO EIVaL pLa ELKOVO TOTIOBETNEVN O VA TETPAYWVO K&-
vafo pe TIG LBLOTNTEG IOV TNG £XOVHE SWOEL (OVOUA-OLOOTATEIG-X P
KOUB&) 0T TN SNLOVPYHOOLE.

Tn B¢on kot To pEYEBOC TNG EIKOVOG TOU QVOTITUYUATOG OTOV TETPA-
YWVO KavoaBo to XELPLOPAOTE E TIG OLEG EVTOAEG KOl CUVTOHOYPOPIEG,
OTW¢ o€ K&Be oxnua oto Blender. Mo cuyKeKPLUEVQ, E TA ELKOVISLO XEL-
PLOHOY, OTO TIAVEA OPLOTEPQ, N TIG CUVTOPOYPAPieG G, R, S, pmopovpe va
OAAGEOLVE TN BEON TOU AVATITUYHATOC, VO TO TIEPLOTPEWOUE 1 VA TOU
oAA&&oupe peyeBog, avtioTolya.

Av €xoupE €TILAEEEL TNV EVTOAN) TOU OLYXPOVIOHOU, QUTEG TLG EVTOAEG
MTIOPOUME VO TIG SWOOUHE KOL YLt LEMOVWHEVA PEPN TOU QVOTITUYHOTOG
SNULOVPYWVTOG, TEAIKE, TN HOPYN) TIOV UELG ETUOVHOVPE Kall oG BOAEVEL.

Mnv &exvaue
Aot amd TO €IKOVISIO GUYXPOVIOUOU Pplokovtal oL €TAOYEG ZnMEio
(Vertex) — Akpn (Edge) — MAgupd (Face) TTOu QVTIOTOLXOUV OTO OVATTTUY QL

6.2.8. AmoOnkeuon Tov avantTuypatog wg 2d ewkova (UV Layout)
EriAéyoupe tn Stadpopn emidoywv: UV — Export Uv Layout kot cwloupe
TNV €lKOVAL.

L &+ Vew Selec UV, [J]v ANAMTYIMAKYBO.. {

Transform

Mirror
Snap
Snap to Pixels

Constrain to Image Bounds

Live Unwrap
Unwrap

Pin

Unpin

Mark Seam

Clear Seam

Seams From Islands

Pack Islands

Average Islands Scale

Minimize Stretch
Stitch
Weld/Align

Show/Hide Faces

Export UV Layout
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O pop@oTUTIOG TNG £lkOVOG gival Png, Satnpwvtag tn Sapdvela
KOl QPVOVTOG SLOKPLTEG TIG OKEG,.

H popen mou éxel 6tav avoifouvpe 10 apxeio oto Krita 1 oto
Photoshop cival n mapakatw:

lMpoooxn
Mpv kK&vw TNV TIAPOTIEVW SLSIKOGLO, ETIALYW TIPWTO OAO TO VATTTUY MO
(Xuvtopoypapia: A).

6.2.9. Mepapatiopoi oTn Snuiovpyia avanTOyHaTog

3TN OULVEXELX TIPOTEIVETAL VO ONULOUPYNOOUHE SLOPOPETIKA aVOL-
TITUYMOTA TOU KUPOU pe aloTioinon TwV EVTOAWV:

» Mark seam.

« Clear seam.

« Synchronize.

H emtiAoyr Twv TAEUPWV TIOV ETILOVMOVE OTN CUVEXELX JE THKUOAVON
KOL QUTWV OTLG OTtoleG BEAOVE VO EXOVE TOMN, EapTaTal amd TO KAOE
MOVTEAO KL TOV TPOTIO TIOL BEAOUHE VA TO «PAYOVUE.

AnAadn, 0TV O ULt HEYAAN ETILPAVEL £XOVHE OTOLXEl TTOV €TTLOL-
MOUME VO £XOUV GUVEXELD KOL VO UNV POIVETOL N «paPr» TNG EVwang
0TV «SUTAWCOVE» TO AVATITUYHO OTO TPLOSIAOTATO OXAMA, OTIWG VA
KelleVo N Eva TIPOOWTIO, XUTA T APHVOUE OE TIAEUPEC OKEPALEC, XWPIG
VA SLATOPACOOVUE TN CUVEXELX TOUG.

Mo TTapASELYPO, OTN VEKPLKH LATKA TOU AYQpEUVOVQ, TIOL eKTIBETAL
oto EBviko Apxatohoylkd Mouoeio, n Topn yla To aVATITUYHA TNG U&-
OKOG £YLVE OTO THOW MEPOG TOL KEPOALOU Kat OXL aTov d&ova TG PUTNG.
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KepaAawo 6 Texture Paint Mode

6.2.10. EvaAAakTikoi TPOTIOL SnHIoVpYiag AVATTTUYHATOG

Oa TTAPOVCLATOVUE AKOPO SVO TPOTIOUG SNULOVPYIG AVATITUYUATOG
Kol éva €161KO BEpa Slaxeliplong Tou avam TUYUATOG.

* Smart UV.

¢ Xtadlokn dnuovpyio UV.

¢ Ta&wopnon UV TOAAWVY QVTIKELEVWY OTO {510 AVATITUYUOL.

6.2.10.1. Smart UV

MPOKELTAL YL VA QUTOUATO KAl YPHyopO TPOTIO Snuloupyilog ava-
TITUYMOTOG. Elvatl TIOAU xpnoun emiAoyn, EOIKA O TIEPITITWOELG TIOU SEV
UTTAPXEL OPKETOG XPOVOC. TO HELOVEKTNHUA TOU Elval OTL TO AVATITUYHA
Byaivel Tuxaia kot Ba pag apeL Atyo xpodvo, av BEAOUE VO KATAVOrGOL-
pEe TNV avtiotolxia Tou pe to 3d povtéro..

QoT1600, VTO TIOL B CWOOVUE WC TEAIKN EIKOVQ, £ival KXTAAANAO
yla Gaming Kot YEVIKG yla OAa Ta B€pata o Ta oTrola eivat amapaitnTto
va Snutovpyouvpe UV.

AnAadn, o€ KABE TIEPITITWON, UTIAPXEL PLOL ELKOVOL TIOU OVTLOTOLXEL OTO
MOVTEAO HOG.

H oAvoida twv evtoAwv mov pag odnyouv atnv emidoyry Smart Uv
glval n mopaKATw:

U- Smart Uv Project

66.00
0.00
0.00
Correct Aspect &

Stretch to UV Bounds #

oK

2tov mivaka ou Ba supaviotel mataus OK kat Sev eivat anapaitnTo
va TElp&EOUUE KATL

6.2.710.2. Ztadtakn dSnuovpyia

Mpv Swooupe TIG SLACTATELG, XPWHA KL OVOUX OTNV TEALKNA £LKOVA
TOU QVATITUYUATOG KOG, SNULOVPYOUHE OTASLOKA TNV OPXLTEKTOVLKA TOV.
Xwplig va xpnowotmotnoovpe kaBoAouv mark seam, k&voupe otadlokn
SnuLoVPYIa TOU AVATITUYHOTOC, ETUAEYOVTOC TOV CUVSUACHO TIOV £TTLOV-
MOUpE. AnAadN KTI(OUHE OLyd - OLYA TO QVATITUY Q.

H Sadikaoia tou akoAovBoupe gival n eENG:

« 2tnv 066vn Viewport oto Edit Mode smiAéyoupe TNV AgLPA 1, e
Shift, T TAELPEC IOV ETIIOVHOVE VO EIValL EVWEVEG,.

¢ Motape U 0o TANKTPOAOYLO HOG KOL OTOV THiVaKO TIOU el@avileTal
emAeyoupe Unwrap.
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* [l VOl TOXTOTIOL)OOVHE TA ETIHEPOVE AVATITUYUOTA TIOU SNLOVpP-
YNOOE OTASIOKA HE OUTO TOV TPOTIO, ETUAEYOUHE OTO PEVOU EVTOAWV
Ttou Uv Editing: UV - Average Pack Islands.

« Alvoupe ‘Ovopa - AlaoTAoE —XpWHO KOUPBA 0TNV ELKOVA HOV.

6.3. Bayo emupaveiag 3d avtikeipévou - Texture Paint

6.3.1. Elcaywyn

To «BaYUO» TOU AVTIKELPNEVOU HAG ATTOTEAEL Evav Ao TOUG KOUPL-
KOUG TPOTIOUG YL va Snptovpynoovpe texture. AnAadn va epmdoutioov-
ME TO VAKO (material) TOU TPLOSIAOTATOU QAVTIKELUEVOU HOG UE ELKOVIKA
OTOLXELD, ETUTAEOV TWV IOLOTATWV (KABPEPTIONA, SLUPAVELY, PWTEWVOTN-
TQ, METOAAKOTNTO K.ATL).

To TPLOSIAOTATO AVTIKEIUEVO UTIOPEL VO £XEL TTAVW OTtO eva texture,
TO K&Be €va amo Ta oTola TPETEL VO aTtoBnKeVETAL OTO avATITUYpa (Uv
Map) Tou avTIKELLEVOY, O EEXWPLOTO apxelo. 2To urmokepaAaio 6.4. Ba
SoUpE WG UTTOPOULE VO CUVSUATOULE OAa T texture g Eva.

2tn ovvéxela Ba Sovpe SV0 TPOTIOUG PAPIPATOC, Evav ATTAO KAl Evav
Ttlo ovvBeTO (stencil) Tou avaMTUYHATOG EVOC ATAOVY OXNUATOG (KUBOoV).

6.3.2. MposToyaoia

A. Xto Edit Mode Swopoppwvoupe Tnv o PoAkn Béon oTo ava-
TITUYHA HOG, WOTE VA ElVOL O€ OTOAUTO OUVTOVIOUO HE TO OXNMO O,
OTWG €TBVHOVE VO TO BAYOUE.

B. 210 Object Mode kd&voupe avtiypapn to point pwg (shift d) otig
4 ywvieg TEPLUETPIKA TOU AVTIKELLEVOL. MOt VO €XOVHE KAAUTEPO EAEYXO
epyalOpa0TE 0TNV OTTIKA ywvia and YnAd (hot key 7).
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KepaAawo 6 Texture Paint Mode

Top Orthographic

Znueiwon

AUTO TO OTASLO ElVaL TIPOALPETIKO KOL ATIOTEAEL TIPOCWTILKA TIPOTIUN-
O TOV CLYYPAPEX.

. ETUOTPEPOVUE OTNV OTTIKA ywvia and PUmpootd (ocuvtopeuon 1)
Kol eTiiAéyoupe To Texture Paint mode.

W, Object Mode v View Select Add
M, Object Mode raphic

'
Edit Mode on | Cube

2* Sculpt Mode aters
°% Vertex Paint

Veight Paint

#* Texture Paint

A. Mnyaivoupe oto medio epyaciwv Tools kat oto Texture Slots Ta-
TAuE + Kal emAgéyoupe Base Color.

0,/' Draw

¥ Texture Slots

. Mode Material
™,

No Textures "-.__\
Base Colgs}

Specular

Roughness

E. 210 TLVaKAKL TIOU EUPOVIZETOL ETUAEYOUE:
* Ovopoa.

» Aldotoon (2048X2048).
* Xpwpa Tou Kopfd (Yo outd 1O TTOPASELYUA ETUAEYW HOVPO).
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2048 px

2048 px

Alpha ¥

6.3.3. Bayo Bacikov xpwpatog (Base Color)

TNV evOTNTA EVTOAWV Brush emiAgéyoupe:

* To péyeBog tou mvéhou (hot key F).

* Tnv Svvapn Tou xpwpatog (strength).

* To xpwpa TTOV ETOBVHOVHE KOL TN PWTEVOTNTA TOV.

N m e e

’

2 Q0 x
Radius. 50 px 4

v Bru
TexD

Strength 1.000
nd  Mix

Znueiwon

* Mo qUTOPATN ETILAOYT XPWHATOG UTIAPXEL N TUVTOUOYPOPLX S aPOV
EXOUME METAKLVNOEL TO TIOVTIKL OTO XPWHX TIOV ETILOVHOVUE O€ OTIOLOSN -
TIOTE ONUEIO OTNV ETLPAVELX EpYaTiag.

* Me S¢e€l KA, KaBw¢ PBplokopaate otnv 086vn Viewpoint kot fAQOUE,
eppavieTat o {8log Tivakag ETIAOYAG XPWHATOG,.

6.3.3.1. AmtA6 Bayuo

Apxiloupe va Bawoupe yupiovtag TapdAANA TO OXNHA HOG TNV
B¢on mov emBVHOVE.

MNopatnpoUpe WG O,TL PAPOVUE, TOVTOXPOVA, EUPAVIETAL KL OTO
avdmntuypa oto Uv Editor. ‘Exel evSla@épov va TIapatnprioeL Kaveig Tov
TPOTIO TIOV EUPAVILETAL N CUVEXELX TNG YPOUUNAG OTNV THKUAVON KOL 0T
KoYipota Tou OXAHATOG,.

2TnNv ouvexeLr, OWIOVPE TNV EIKOVA TOU avamTuypatog (Uv Map).
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KepaAawo 6 Texture Paint Mode

lMpoagoxn
Av EexaooupE VO OWOOLPE TNV £lkOVA Tou UV, pe To Tou Ba kAgioou-
ME TO TIPOYpappa, Ba XaBel OAN n epyacia IOV £XOUHE KAVEL.

6.3.3.2. AlaOsoua mivéAa (Brushes)

Image
New
= Open...
Open Cached Render

Replace...

Reload
Edit Externally

(s Save

Save As... Shift S

Save a Copy...

Ta SloBgaipa TvEAQ ep@avifovTal OToV THVOKO HE TA €P-
YOAElQ 0TNV apLoTeEP KABETN TIASUPA TOV TIAPABVPOL TNG
0Bovng Viewport kat eivat ta €€AG.

A. Text Draw: AmtoteAel TnVv TtpoetiAoyr| Tou Blender kat
A&LTOVPYEL WG TTPOCOOIWON KAVOVIKOU TILVEAOU.

B. Soften: AToAUVEL KOl «LOAOKWVEL TO XPWHOL.
I. Smear: «puouT{OVPWVEL TO XPWHAL.

A. Clone: ETiAéyel Eva XpwHaTIKO TESIO KAl TO QVTLYPAPEL
o€ GAAO ONUELD TNG ETILPAVELOG.

E. Fill: Tepidel outOpomor OAN TNV ETUPAVELX [E ETIAEYEVO XPWHOL.
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6.3.3.3.Bayuo ue Stencil
Mo va «Bapoupe» pe tn peBodo Stencil akoAouBolpe T TTAPAKATW
BApoarTo

A. Kd&voupe scroll down améd to medio emiAoyng xpwpatog (color
picker), oto medio texture. Xto Mapping cAA&G{OUME TNV TIPOETILAOYN
tiled o stencil.

New
Mapping [[Tiled

Angle View Plane

Offset X
Yy 3D

Tiled

Random
size x iStencil
/. gle o°
0mm
omm

B. 210 Ttedio epyaoiwv texture properties (To €lkovidld Tou polddeL pe
KOKKLVN Kapo onpaia) otnv emdoyn Brush k&voupe kAtk ato New.

New

Add a new texture.

I. 211 emAoyég o avoiyovtal, oto Tedio image - settings emiAE-
YOUME Open Kol avoilyoude amod Ta apxeior Hog pLo ELKOVAL IOV €TTLOL-
HOUpE v TNV «BaYoupe», SnAadn va TNV TOTIOBETHOOVUE EAEYXOUEV,
OTO QVTLKEIPEVO HOG.
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¥ Image

¥ Settings

NS

A. Otav B&Aoupe to ToVTikL 0TV 006Vn gpyaaciag, xwpig va K&-
VOUE KATIOLO KALK ELPAVICETOL OXVA N ELKOVO TIOU EXOUME ETILAEEEL.

MeTtaklvoUue To Stencil pe Se&i KAK kal TO TOTTOBETOVPE 0TO onpeio
TIOV ETILOVPOVUE OTO AVTIKEIPEVO paG. OTav KAVOURE apLoTEPO KALK OF
KaTolo onpeio Tou Stencil, aUTO ATIOTUTIWVETAL OTO AVTIKELPEVO.

MNoap&AANAa EpPavifeTal KAl 0TO AVATITUYHA N €lkova Stencil Tou
OV TLKELPEVOU.

MTIOpOUPE VO £XOUHE ATIOAUTO EAEYXO TNG ATIOTUTIWONG TNG ELKO-
VOG OTO QVTIKELMEVO POG HE TIG TIAPAKATW EVTOAEG SLOAHOPPWONG TOV
Stencil.

» A&l kAik: MeTakivnon tov stencil.
« SHIFT - A&&i kAwik: AANAayr pey€Bouc.
* CTRL - A&éi kAwk: MeploTporn.
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E. Mnyaivoupe AL otn S€opn evtoAwv tools katl edw pmopw va
ETLAEEOVE TNV amOXpwaon Kat TN SVvapn Tov TiveAou-stencil.

2 @0 x

Radius 50 px 4
Strength 1.000 (%4

Blend Mix

Av n eikéva tou Stencil eppavidetal mapapopewuevn, katepai-
voupe pe roll oto Texture kot kK&avoupe KAk 0To Image Aspect.

2votaon

Mot KOAN TIPAKTIKA €@appoyng Tou Stencil, eival va Bagouvue oe
ortho mode kat 0L o€ perpective mode, aLOTIOLWVTACG TIG AVTIOTOLXEG
svtoAéc oto NUM PAD.

1: MmtpooTtiviy 6wn CTRL 1: Niocw 6Yn

3: A& mAavn oyn CTRL 3: Aplotepn TAavh oyn

7: MNavw 6Yn CTRL 7: Katw oyn

Mtat GAAN emiiAoyn gival va yupvape To avTikeipevo pe To Stencil
otaBepo. Emiong pmopovpe var KAVOUUE GUVSVAOHO OAWV TWV TIAPA-
TIAVW. XTN OLVEXELR, B SOVE TTEVTE TIOPASELY AT SLAPOPETIKWY TE-
XVIKWV xpnong tou Stencil og kaBe mAgup& TOL KUPOoV.

6.3.3.4. Mapadsiypata Bayipatog Stencil

A. AMG&Coupe TNV €lkova tou Stencil kat TNV e@appolovpe otnv
TIAELP& TOV KVPBOV amod YnA& (Xuvtopoypagia: 7).

‘Etol, Snpovpyolpe eva Tioto avtiypago tou Stencil, katl, oav otduma.

B. Ztnv mAcupa amd Se&ia (Zuvtopoypagio: 3) Kol KAVOUUE zoom
oto stencil (shift - &€&l kKAk) Statnpwvtag To HEYEOOC TOU AVTIKELUE-
vou oTaBepo. Me auTd TOV TPOTIO BAPOVUE TOV KUPBO a&LOTIOLWVTAG
eVOLAPEPOVTEG AETITOUEPELEG TNG VPG ToL Stencil.

I. Ztnv mAsupd amd aplotepd (Xuvtopoypagio: CTRL 3), emiAéyou-
pe Stencil elkdvag dAAov Toixovu.
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. Texture
Y Brush
o BHv Texture
Type  [o] Image or Movie

¥ Preview

MopAAANAa KGVOLPE zoom OTO aVTIKElpEVO (roll TtovTikiov), Stnpw-
vTOG TO peyeBog Tou Stencil otaBepo. ‘Etol Snpovpyoupe va emavohapo-
vOEVO poTifo pe TV ven Tou Stencil.
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A. Ytnv mAgup& oo Tiow (Zuvtopoypagia: CTRL 1) eplotpéPou-
ME TNV €lkOVA TOL Stencil Tou Toixov, aAA&lovTag, TapaAANAQ, Kot TO
HEyeBOG Tov (shift Se&l kALK).

Etol, aglomoloVpe ta «vepd» tou (Slou Stencil StapopeTikd ylax
K&Be MAgLp&. MTopoUE, emiong va aAA&lovpe Ta «vep&» Tou Stencil
otnV bl MAevp& SnpLovpywvTag ToLkiAa poTifa.

E. Ztnv mAcupd amnod katw (Zuvtopoypagio: CTRL 7) B&poupe pe
ETKAALYN 0TPpwoewV Tov (dtov Stencil, aAAalovtag To peyeog kat T
SLaPAVELA TOV, SNULOVPYWVTOC, £TOL, TIOLKIAEG VPEC.

Y WJIOVE TNV EKOVA TOL VAT TUYHATOG O OAKOAOLVOWVTOG TN POT EVTO-
Awv: Image - Save as.

Xpnjowo
Av gmiBupovpe va cwooupe to Blender Slatnpwvtag evowpoTwpEVa
KO T textures Ttou €Xoupe SNULOVPYHOEL AKOAOUBOUHE T POr EVTOAWV:
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File - External Data — Automatically Pack Into Blend.
ETol, SleuKOAUVOULUE peEV TN HETAPOPA Tou apxeiov Blender amo
UTTOAOYLOTH 0€ UTIOAOYLOTH, aw§dvovTtag &€ To neyeBog Tov.

6.3.4. Baypo 3d avtikeipevou xwpig xpwpa - Mposdnkn Idtottwv

To «BA&YIpo» €VOG OVTIKELLEVOL XWPIG XPWHA lval Evag XELpokivn-
TOG KO ATIOAUTO EAEYXOUEVOG TPOTIOC TIPOCTONKNG WOLOTATWV (TPaXVTN-
TQ, YUOAASQ, HETOALKOTNTA K.0.K.). Ol 18LOTNTECG TIEIBOLVV OTL N ETPAVELX
EXEL TPLOOLACTATO OYKO KOl gV elval aTAX Eval TIEPIPANHA 0OV «TIAQCTL-
KO TPATECOPAVTNAO» HE LA EIKOVA TIOU VTUVEL éva TpamédLl. EmumAgoy, n
ouVSLOOTIKNA XPRON Toug dnuloupyel TTIOAD «SuvaTd» textures pe EKQPA-
oTIKA Svvapn.

21tn ovvexela Ba Sovpe avoAUTIKA SUO TPOTIOUG «Bainatog dLoTh-
TWV»:

» «Bayipo» tpaxvTnTag EMIPAaveELaG- Bump
» «Bayipo» yvaradag -Roughness

6.3.5. BaAy o TpaxuTNTOG EMUPAVELNG

‘Onwg Kat 0To PAYLHO HE XPWHA, £TOL KAL OTO BAYLHO TPAXVUTNTOG
eTpavelag Ba dovpe dvo TeXVIKEG PaipaTod:

 To amAo6 Baypo.

« To Baypo pe Stencil.

6.3.5.1. AmtAo Baynuo

AkoAoLOW T TIOPAKATW PAMATO:

A. Apo¥ k&voupe TNV KATAAANAN TIPOETOLHAOIR, OTIWG Kol 0To BA-
Yo xpwpotog (UV Map, Texture Paint mode) minyaivoupe oto medio
gpyactwv Tools kat oto Texture Slots tatape + Bump.

.j Draw

¥ Texture Slots

Mode Material

Base Color
Specular
Roughness
Metallic
Normal
Bump

Displacement
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Material Bump

2048 px

2048 px

Alpha ¥

Blank

B. Xtov Ttivaka TTou ep@aviCETOL ETUAEYOVLE:

* ‘Ovopo.

e AldoTtaon (2048X2048).

Xpwpa kopupa (n mpoemidoyn givatl oto ykpilo -50%. Tnv ag@rvouue
eKel).

Alpha &

Blank

I. 2NV evoTnTa evioAwv Brush emiAéyoupe, OTWG o€ OAEG TIG TIEPL-
MTWOoELG Pagipatog, To peyebog Tou TvéAoL (Zuvtopoypagia F) kat Tn
SuvVaN Tov XPWHOTOC (strength).

[Swaitepn onpaoia €xel oto Texture Paint Bump n @wTEWVOTNTO, KO-
Bwg, 6Twg Ba Sovpe otn ouvexelr, kaBopilel To VYOG kat To P&Bog TG
TPOAXVTNTOG TNG ETILPAVELOG,.

A. TortoBeTOVPE TNV PWTEWVOTNTA OTO HEYLOTO KAl OTAV BAPOUE
TIAPOATNPOVHE OTL N YPOUUN EPPAVILETAL OAV VO TIPOEEEXEL.
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AvTtioTolxa, 6Tav TOTIOBETNOOVUE TN PWTEWVOTNTA OTO HOVPO Pail-
VETOL OOV VA «OKAPEL TNV ETUPAVELX PAPNG. ZTO AVATITUYHO paivovTal
OOV HOXVPEG KOl AOTIPEG YPOXUUEG.

¥ Color Picker

Color Gradient

¥ Color Palette

MoAv mpoaooxn!
‘Otav «Bdaupoupe» Pplokopacte tavta oto Rendered View.

AnAadn €TUAEYOVTOG TO QVTIOTOLXO KOUMTIL ETILAOYNG TNG ELPAVLIONG
TOV TPLOSIAOTATOU QVTIKELUEVOU HOG 0TNV 006VN oxeSLo0UOU £TOL WOTE
va Slatnpet TG LOOPPOTIEG PWTIOMOV KAl OKLWV, KABWC €miong Kat TLG
OLOTNTEG TWV VAIKWY TNG ETILPAVELAG TOV.

AUTO gival amapaitnTo YLt Vo ELPAVIOTEL N TPAXVTNTA OTNV ETUPA-
VELX TOU OVTLKELPLEVOU HOG KOL VO NV ERPavICeETaL TO «BAWLIO TPpoYVTN-
TOAG», OTIWG OTO AVATITUYHO, WG HOPEG KOL AOTIPEG YPOMLMEG.
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6.3.5.2. Bayo ue Stencil
Ye ot TNV pEBodo ouyxpovidoupe To Bayipo xpwpatog pe stencil
HE TO BaYPpo TNG avtioTolXng TPAXVTNTAG, TIGAL HE stencil.

MopOTL TNV TPAXVTNTA PG ETILPAVELOG UTTOPEL VO TNV OpiCOVHE KOl
QUTOPOTA, OUTA N XELPOKIvNTN HEBO0SOG gival TTOA) XPHOLUN YL VO X0V
ME aTOAVTN CUUTITWON TNG TPAXVTNTAG HE TA XPWHATA TNG ELKOVAG TNG
ETIPAVELQG.

AnAadn ol TpoegoXEG KAl Ta OKAWIHATO, TIOU «BAPOVV» TNV TPOXV-
TNTA TNG ETUPAVELOG TOU 3d QVTIKELMEVOU, VO CUUTITITOUV, ATIOAUTA, JE
TA PWTELVA KOl OKOTEWVA ONUEIX TNG ELKOVOG TIOU XPNOLUOTIOLOVHE WG
Stencil.

lowg wg peBodo va PNV TNV XPNOLUOTIOINCOVUE GUXVE, KaBWG TO
Blender pag divel tn Suvatdtnta autopaTomnonuévng dnpovpyiog Tpa-
xutntag oto Shader Editor, Tov Ba SoVpe 0TNV APETWG ETTOUEVN EVOTNTA
gpyactwv Texture Paint.

Qotéoo, agidel va tn yvwpilovpe wg peBodo kal va TNV agloToLn-
OOUE KAT& TiEpiTTWON.

Oa dovpe Ta oTASIL VAOTIOINONG QUTNG TNG HEBOSOV, KAVOVTOG ML
MIKPNA eTovEANWN Ko ota oTddia fadipatog Stencil pe xpwpa

Ta BApata ov Ba TpETEL av aKOAOVOOOUE, AoLTtOV, Eival Ta €ENG:

A. Itnv svotnta epyaciwv Tools kat oto medio evtoAwv Texture
Slots atdpe + ko opiloupe véo Base Color texture oto omoio Sivoupe
1OL0TNTEG (OVOUQ, HEYEDOC, XPWHA), OTIWG EISAUE TILO TIAVW.
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B. K&voupe scroll down kot oto medio evtoAwv Texture Mapping oA-
Addoupe TNV WLoTnTa ToL TiveAou poag amo Tiled oe Stencil.

¥ Texture

New
Mapping [[Tiled

Angle View Plane

offsetx Tied
D

Random

Stencil

I. Mnyaivoupe otnv evotnTta epyaciwv Texture Properties oto medio
evTtoAwv Brush emiAéyoupe New.

To New, OmMwg @aiveTal Kot 0TO PAVUPO  €TEEAYNONG TIOL AVolyeL
OTAV TIEPVAME TO TIOVTIKL OIS EMAVW TOV, OVOPEPETAL OE I VEX VPN

(Texture) movL pog Sivetal N duvaTOTNTA VA TIPOCOECOVUE TNV ETILPA-
VELX TOU OVTIKELLEVOL MO,

New

Add a new texture.

A. Avolyel ¢vog Tivakag pe ToAAG media evtodwv. Kavoupe scroll
down kat oto tedio Image smiAéyoupe Settings kot Open. MeTapopaoTte
0T £YYPOUPA TOU UTIOAOYLOTH OG KOL SLOAEYOUE TNV EIKOVA IOV BEAOL-
ME va Asltoupynoet wg Stencil.
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¥ Image

¥ Settings

N

E. MNnyaivoupe o€ view 500 SLooTATEWV Kal, apov puBpicoupe TG 1OLOTN-
TEC TOV TILVEAOL OTNV eVOTNTA £pyactwv Tools, opiloupe To peyebog kat Tn
B¢on tou stencil oe oxéon pe TO avTikelpevo Kat BApoupe, OTwg eidope o
TIAVW.

XT. 210 mtedio evtoAwv Texture Slots matape +, emiAeyoupe Bump ko
Slvoupe 18LOTNTEG 0TO AVATITUYHA (OVOUQ, PEYEDOG, XPWHA).

* Y ‘__{ Draw

CB v Texture Slots

¥ Texture Slots Mode Material

Base Color
Specular
Roughness

Metallic

Normal
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Mpoooxn:

Y& auth TN Sadikooia, dev dAA&LOVUE TNV LOOPPOTILa pEYEBOLG Kal
B¢ong Tou Stencil Kol TOL AVTIKEIUEVOU.

Z. Eppavifoupe To QVATITUYHA TIOV QVTLOTOLXEL 0TO Bump ké&vovtog
KAk 0To avtioTolo Tedio oto Texture Slot A amtd TOV THiVAKA PE TIG ELKO-
veg otnv 006vn Uv Editor.

Gradient

PuBpilouvpe TN EWTEWOTNTA XPWHOATOG OTO AVWTEPO GNUELO.
H. Bapoupe emdvw oto Stencil kat £T0L qUTOPOTO TO OTOLXEI TIPOE-
€0XNG TNG EKOVOG PAIVETAL VO OTIOKTOUV OYKO.

H tpaxVtnta paivetaol KOATEPA AV YUPIOOLE TO AVTIKEEVO HOG
OTNV KATAAANAN OTITIKA ywVia O OXEON PE TO PWG.
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Tuvexioupe pe TO S10 TPOTIO Lo OAEG TIG TIAEVPEG.

BB eo ©

Aev &exvaue:
JwWJOVHE TNV EIKOVA TOU OVATITUYOXTOG AKOAOLBWVTAG TNV pON €VTOo-
Awv: Image — Save as.

6.3.6. Baypo yvaradag (Roughness)

Me 1o Baypo tng veng Roughnes divoupe o€ emiAeypeva onpeia pe
TO TIWVEAO paG yvoAdada. H emipdvela ota onpeia Tou Sivoupe tnv &Lo-
Tnta Roughness yivetal oav va €xeL VOTIOEL PE VEPOD 1), YL VO IARTOVUE
HE OPOUG YPOPLOTIKAG, OOV VO £XEL TTAQCTIKOTIOINOEL.

Mg aUTO TOV TPOTIO EVIOXVETAL N XAANAETIIS PO TOU AVTIKELLEVOL
HE TO TEPLPAANOV TTOV €ival TOTIOBETNHEVO, KABWG AVTAVAKAS Ta OTOL-
xela Tov.
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Ta BApaTa IOV OKOAOUBOUPE YL TOV XELPOKIVNTO TtPoadSLloplopd
Touv Roughness gival ta €€nc.

A. Yto medio evtoAdwv Texture Slots maTAue + KAl ETUAEYOULME
Roughness kat Sivoupe 1d10tNTEG (OVOUQ, pEYEOOC, XPWHA), OTO QVA-
TITUYHOL 2TNV 1BLOTNTA TG QWTEWVOTNTAG N TtpoeTiAoyn sivat oto 50%
(Ykpilo), kaBwg n petakivnon oto 100% kat 0to 0% TNG PWTEVOTNTOG
Slvouv BETIKEG N apVNTIKEG TILEG avTioToL X, OTIWG KAl 0To Bump.

B. Xtn ouvexela kavoupe Scroll Down oto medio Texture, eLOTPEPOL-
pe oto Tiled kot motdpe TNV €lkdOVA TOou Texture Brush.
MEeTaKWVOUHE TN PWTEWOTNTA 0TO 0% (LoPO) Ko BAPOupE pe roughness.

*‘ ‘/ Draw

B v Texture Slots

¥ Texture Slots Mode Material

Base Color
Specular

Roughness

Metallic

Normal Boughness

Bump

‘Omov Ba@oupe N v cAA&CeL Kot YIVETAL VYpR HE TNV avTioTOLXN
yvoAada. H évtaon tng yvohadog opiletal amnod tnv evtaon tng Stofad-
MLONG KOl TOU TILVEAOU, WOTOCO, OpileTal HE HEYOAUTEPN OKPIfEla oTNV
086vn Shader Editor, 6Ttwg Ba Sovpe TNV EMOPEVN EVOTNTA.

Znueiwon:
Tnv emiAoyr) Roughness, 0TwG Kot OAEG TIG AAAEG
o ETUAOYEG VAIKWV, TN Bplokoupe kat otnv opada epya-
£ Use Nodes owv Material Properties, oto Tedio evtoAwv Surface.

PN Fkel, UTTOPOUME VA TNV TIPOCGOLOPIOOVHE, UTOUATA
ylot OAO TO QVTLKEIMEVO PE EVal OTIAO KALK.

Base Color o

Subsuface d  Q0T1o00 pe TV pEBodo Tou TIaPOLVCIALOUE «PAPOVIE»
e emleypéva onpeiat Roughness, éxovtog peyohiTePO
N | cAeyxo Kot oKpifelar 0TOV XEWPWOMO TNG LVPNG TOL
8 OVTIKELUEVOL.

Specular

Specular Tint

Roughness

Roughness 0.792
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6.4. MpaPLKEG AVATIAPATTATELG ETIAOYWV XPWHATIOHOU Kt UAL-
Kwv gmupavelag - Shader Editor

6.4.1. Elcaywyn

H 086vn Shader Editor amoteAel éva cLOTNUA EAEYXOV TO OTIOIO VAL
TIOPLOTA, HE YPOPLKA OTOLXELD, TIG CAANAETUOPATELG TWV OTOLXEIWY IOV
OULVLOTOLV €va material. AQop& oTNnV eTPAVELX TOV 3d QVTLKELLEVOU TIOU
oxedlaletal oTov UTtoAoyLoTH Kot TIEPLAApBAVEL Eva SIKTVO EVTOAWV O€
ML YPOPLKH aVaTopAoTaon TIov potddel pe SixTu. Eivat TToAY onpavTikn
0806vn kaBwg pag divel, pe peydAn akpifela, Tn SuvatOTNTA EAEYXOL TWV
EVTOAWV 01N dnuovpyia VWV Kot VAKWV. Emtiong, pog divel tn duva-
TOTNTA VO ETTEUPOVHE KAl VO OAAAEOVHE N VO EUTIAOUTIOOVE TLG OTIOLEG
ETULAOYEG LVPNG UTTOPEL VO EXOUHE KAVEL OKOUO KOL OV SEV £XOVLE XPNOL-
poTIo oL amod T apxn tnv 08o6vn Shade Editor. Mapoakdtw:

« Oa S0UUE, CUVOTITIKE, TIG SLVATOTNTEG KAL EVOAAQKTLKEG TIOU HOG
Sivovtau amod to Shader Editor.

* Oa €0TIAOOVHE KOl Ba SOUUE TILO AVOAUTIKA OpLOpEVEG SuvaToTN-
TEG, OV BewpPoVE To (WTIKEG 0T peBodoAoyia TTov tapouotaleTal os
oTO TO PBLBAL0.

6.4.2. Mpostopacio 006vng

‘Exoupe Snovpynostndn évaBase Color texture X pwpatog. Anpoupyovpe
OKOM €va TO oTtoio ovopdloupe Mix, xpnolomowwvtog tnv pebodo Stencil.
Mopatnpovpe OTL OTaV KAVOUUE KAK oTo Tiedio evtoAdwv Texture Slots ota
Base Color Textures, mopdtt BAémoupe Tar SO avamTuypata atnv 00ovn Uv
Editor, povo to TpwTo epapUOlETAlL EMAVW OTO AVTIKEUEVO MG,

Ot SloB€atpeg emiAoyEg Kat oL duvatdTnTeg TNG 006vng Shader Editor
MTTOPOUV VA AVOOUV QUTO TO TIPOBANPO AUECD KOl EVKOAQ.
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6.4.3. H 006vn Shader Editor
Ztnv ouvduaopud oBovwv Uv Editor, mou nén Bplokdpoote, cAA&{ov-
ME TNV aplotepr) 0B6vn amo Uv Editing oe Shader Editor.

MopaTNPOVHE OTL EPPOVICETAL UL YPOAPLKN TIAPACTOON TIOU TIEPIAC|L-
BAVEL TPELG THIVAKEG TIOL Eival CUVSESEUEVOL KOl EVOG TIOU Eival «EAEVBEPOC».

H Swatoén elvon oelplakn kot EEKVAEL e TN QOPA TNG SUTIKOTPOTING
YPOPAG, OTtO apLOTEPA TIPOG TA SEELA, OO TOUG TIOPTOKOAL THVOKEG e TNV
ovopooio Twv textures Tou £xoupe Snuovpynoest. H ogiplakn autr dtdtoén
KOTOANyeL oTov Tiivaka, Se€Ld, pe tnv ovopaoio Material Outpout.
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Ot toptokaAi Tiivakeg agpopovv ota Textures Base Color tou dnpt-

OUPYNOOE.

O mpaowvog gival evOLauecog THiVOKOG Kot TIEPLAQBAVEL OAEG TIG Sla-
Béalpeg 18LOTNTEG TOL Material Tou 3d avtikelévou. Eival akplpwg idtog
e Tov Principled BSD oto medio evtoAwv Surface, otnv opdda epyaciwv
material, otnv 006vn Properties.

v Principled BSDF

v Materbl Outpot

By
Subsurface

Metalic

Speculdr

Speculdr Tint

Roughness

AnBOtropic

Anisotropic Rotation

Sheen

Sheen Tint

Cearcoat

Cearcoat Roughness
I0R

Transmission

ansmission Roughness

H Paowkn Sta@opd Tou gival Ta HIKPA KOUUTILY, TIou HoLd{ouv He
bullets, umpooTtd amd kK&Be emAOYN, OTNV APLOTEPT) KABETN TTAELPX TOV.

AuTO Sivel TN SuUVOTOTNTA EUTIAOUTIOMOU TWV ETILAOYWV HE ETILTIAE-
oV OTOLXEl, OTIWG Yo TIAPASELY O OL TTOPTOKOAL TIivakeg pe Ta Textures
eumAovTtidouv tnv emthoyn Color. X&pn o€ autr) TNV tpooBnkn oto Shader
Editor prmopoupe var cAAGEOLE pE PeyoAUTEPN SUVATOTNTA EAEYXOU KO
ME TILo oVVBETOVG CLVOLACHOVG TIG PUBUIoELG oTa TteSia TWV ISLOTATWVY
TOU LAIKOU TNG ETLPAVELOG TOV 3d OVTIKELLEVOU.

Oa SOVE TILO AVOAUTIKA TOV TPOTIO KL TN PLAOCO®Ia TNG OLUVOETO-
Aoylog Kot TNV avToToL o TNG HE TLG EVTOAEG TTou RON £XOUHE SWOEL OTO
Texture Paint Mode yiwa tn dnuovpyio Material a@oU TPWTA KAVOLUE
MLt CUVTOWN ETILOKOTINGN, WG ML UK TtapevBeon, otnv 08ovn Shader
Editor.
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6.4.3.1. Baotkn umepa EvtoAwv
Itn Baolkn umapa evtoAwy, Eekivwvtag amno Se€ld PO apLloTeP,
TIOPATNPOVHE T TIAPOAKATW:

-/
>

@)v W Object v View Select Add Node & Use Nodes Slot 1 v &v Material

A. Ag&L& utapyel eva TtaveA pe To oupBoAo Tou Material kot ovopaoia
(Sl pe ot ov dwoaoape oTo avtioTolko Tedio atnv 08ovn Properties.

Elvat n TapmeAa, Katd KATOLo TPOTo, Tou Material Tou avamoplota-
TOL E YPOPLKEG avamapaotdoelg oto Shader Editor.

K&Be Material €xeL Tn SIKN TOL YPOPIKN AVATIOPACTOCN TILVAKWVY LOL-
OTATWV.

B. Akptpwg SITAQ, UTIAPXEL EVO TILVOKAKL PE TNV ovopooia Tou Slot
TIOU €XOUME NON CUVOESEUEVO KOl EVA TIKAPLOPEVO KOUTAKL, UTIPOOTA
artd tnv emdoyn Use Nodes. AuTO onpaivel OTL ETIITPETIOVUE QUTH TN
SuVaTOTNTA XELPLOPOU TWV EVTOAWV MoG pe To SikTuo evtoAwv Shader
Editor.

I. Ztn ouvéxela umtdpxouV Téooepa Tediar EVTOAWV :

* View.

« Select.

« Add.

* Node.

ATo autd Ba pog pavel xpriotpo to Tedio Add kat Ba To Sovpe o
OVOAUTIKA OTN OUVEXELQL.

A. TEAOG, TEPUA OPLOTEPQ, UTIAPXEL EVA TIAVEA EVTOAWV HE TNV TIPO-
emihoyn Object. Auto onuaivel OTL eme&epya(OUAOTE PE TOV TPOTIO TNG
YPOAPLKNG TTapdoTaong Tov pag divetal amd to Shader Editor éva avti-
KELUEVO TIOU EXOUE ETILAEEEL.

Av avoifoupe To TIAvEA BAETTOVHE OTL UTTAPXOLV Kol SVO OKOPX ETTL-
AOYEG, pLat aTtO TIG OTIOlEG £XEL TNV ovopaaia World.

Y& ouTn TNV €iAoyn pag Sivetat n SuvaTdHTNTA YPAPIKAG AVATIOPK-
OTOONG KOL ETEEEPYAOLAG, EKTOC ATIO TA AVTIKEIUEVD, KOL TOU XWPOU GTOV
otmolo gival TomoBeTNpEVA.

Me tnv emidoyn auth 6o aoXOANOOUVUE EKTEVEOTEPO OTO TEAOC TOU
Ke@oAaiov.
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6.4.4. H cuvdeopoloyia Tou S1KTUOU YpaPLKNG AVATIAPAGTAONG

O MPWTOG TIOPTOKOAL THiVAKAG Elval CUVOESEUEVOC E piat VPO e
1o medio Base Color tou mivaka BSDF. Autd onpaivel 6Tl avTti ylx éva
MOVO XPWHO €XOUME ETUAEEEL LAl EIKOVA TIOU SNULOVPYNOOUE PE TN UE-

Bobo Stencil.

Color @ g

Apha @
v ANAPTYGMA LV.. ) [C &) X
Linear v

Flat

Repeat

¥ Principled BSOF

GGX
Christensen-Burley
Base Color
Subsurface
Subsurface Radius
Subsurface Color
Metallic
Specular
Specular Tint
Rotghness
Anisotropic

Av Kavoupe oploTePO KAKK oTnv Kitpvn TeAeior otov SeUTEPO THiVOKL
Ko oVpW TNV KITPWVN ypapun ovvdeong otov mivaka BSDF oto mtedio Color,
EUPaVICETAL N EIKOVA TTOV SNOVPYHOOUE OTO SEVTEPO AVATITUYHOL.

To epwTNUA Elval TTWG PTTIOPOVUE VA GUVOSVACOVE Kal Tt SVO avaL-

TITUYHOTO TAUTOXPOVA OTO {510 aVTIKEIHEVO.

6.4.5. Mix RGB - ZUv8gon 8§00 avanTuypdTwy oTo iSlo avTikeipevo
Yto Add emiAeyoupe Tn oglpd evtoAwv Add - Color - Mix RGB.
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Add Node & Use Nodes Slot 1
L Search...

Input

Output
Shader
Texture

Color Bright Contrast
Vector Gamma
Converter Hue/Saturation
Script Invert

LisLy Light Falloff

Layout MiXRGB

KepaAawo 6 Texture Paint Mode

TomoBeToVpE TOV AVTIOTOLXO Ttivaka TIou gp@avideTal otnv 08ovn
HETOEY TwV V0 TTIOPTOKOAL TILVAKWYV KOL TOU HOKPOOTEVOL Ttivaka BSDF

Kol evwvoupe to kouvptti Color, 8§l Tov, pe 10
otep& otov Tiivaka Principled BSDF.

v ANAPTYGMA UV.png

kouputi Base Color apt-

¥ Material Output

¥ Principled BSDF

Metallic
Specular

Specular Tint

Normal

Clearc

Tangent

Evwvoupe ta koupmia Color Twv SU0 TTOPTOKOAL TIVAKWY HE TO KO-

pmia Color 1 kau 2, avtiotola.

Color
Alpha @
v AnapTYGMA .. ) (B @ X

Linear

Mix
Clamp

Flat

® [ Fac

® Colorl

@ Color2

:/
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Eppavidovtat kat ot U0 €LKOVEG OTO AVTIKEIEVO HOC.

¥ Principled B50F

v ANAPTYGMA UVpng

Amé TNV emAoyn Mix pe to pmAe xpwpa mévw amo ta Color 1 kau 2,
otov Tiivaka Mix RGB, pmopoupe puBuicovpe ol amno Tig SVo elkoveq
Ba paivetal TeplocodTEPO.

AV KAVOUUE OPLOTEPO KALK OTN UTIAE VPO KOL TNV UETAKIVAOOUE
APLOTEPQ, UTIEPLOXVEL N EIKOVA TIOV €iva ouvdedepevn pe to Color 1 kau
oV TN METOKIVAOOLUE SEELA N EKOVA TTIOV ivan ouvdedepevn e to Color 2.

6.4.5.1. H mpooOnkn sme&epyaaiog xpwuatog

Yto Add emiAéyoupe Tn oslpd evtoAwv Add- Color kot ekel, kTG amd
TNV evToAn MixRGB Touv Xpnaotpomotioape yio tnv ouvBeon dvo textures
0€ V0, UTIAPXOUV OPLOMEVEG TIOAU XPHOLUEG ETILAOYEG TtIoU Sivouv Tnv
duvatotnTa enegepyaoiog TNG YWTEWVOTNTOC, TNG AVTIBEoNG, TOU KOpE-
OMOU K.ATL. TOU XPWHOTOG TNG EIKOVAG.

E€apetikd xpnotun eivat n emdoyry RGB Curves n omola, pog Sivel
TNV SuVATOTNTA VA ETIEEEPYAOTOVUE TO XPWHA Mo ElKOVOG RGB. emep-
BaivovTtog oTa EMUEPOVG CUVOETIKA TN,

Add" Node & Use Nodes Slot 1
L search...

Input

Output

Shader

Texture

Color Bright Contrast

Vector Gamma

Converter Hue/Saturation
Script Invert
Group

Light Falloff

L2yout MixRGB

O mivakag pe TNV emdoyn RGB tomoBeteital petagy tou mivaka Tou
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K&Be xpwpatog 1 tou Tivaka pigng (Mix RGB) kot tou kouutiov Base
Color otov mivaka Principled BSDF.

6.4.5.2. H mpooOnkn umapag xpwudatwv (Color Ramp)

Mapopota eTiAoyn ivat N SLAPOPPWon XPWHATIKAG Stafabpiong kot
OMOANG HETABaONG ATIO XpWHA O XpwWHa He TNV etithoyr) Color Ramp.

O mivakag Color Ramp PBpioketal otnv Stadpopn evtoAwv Add-
Converter-Color Ramp.

Add Node & Use Nodes Slot 1

L search.

Input
sz v ColorRamp
Texture

Color

Vector

Converter > Blackbody

Script > Clamp

Group > ColorRamp

Layout > Combine HSV

Combine XYZ
Map Range
Math

RGB to BW

Separate HSV

Q¢ eppavion, TEPLAAPPAVEL KOWVA OTOLXEIX PE AVTIOTOLXOUG Tiiva-
KEG og Tpoypdppata SodldoTatng emeepyaoiag koOvag, OTMwE TO
Photoshop, to Krita k.0.k., T oTtola givat avayvwpiolpa og éva upL PA-
oM OXESLAOTWVY SLOSIACTATNG KAl TPLOSLACTATNG EIKOVAG. ToTtoBeTeliTa,
emiong, HeTa&V Tov Trivaka Tou K&BE XpWHATOG ) Tou Ttivaka Mix RGB ko
Tou koupTov Base Color otov mivaka Principled BSDF.
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v ColorRamp

v Principled BSDF

Color @,

Metallic
Specular
Specular Tint
Roughness
Anisotropic
Anisotropic Rota

Sheen

Me to oUPPBOAO +, EMAVW QMO TNV XPWHATIKA PAUTIA, ELOXYOUUE
KAELOL& XPWHOTOG METOEY Twv omoiwv BgAoupe va urtdpgel Stafodpt-
OMEVN HeTAPaON. ATIO TNV XPWHATIKA UAPA OTO KATW UEPOC TOV TIIVAKA,
ETUAEYOUE TA XpWHOTA TIOV Ba eival og kK&Be KAeLSL. AuTopaTa Snpovp-
yeital StofdBuion peta€d Twv KAEWOWWY, N €KTAoN TNG omolag opileTat
aTo TNV AOCTOON TIov Ba TOTTOOETHCOUUE TA KAELOIX PeTAED TOUG.

Color

Alpha

EKTOG amtd auth TN XPNOOTNTA £XEL KOl BAAEG SUVOTOTNTEC.

6.4.6. MpocOnkn Bump
Mmiopovpe va mpooBegoupe TpoxVTNTA Bump 0TO avTIKEIPHEVO pOg
pe SV0 TPOTOUG: pe Texture TIOL SNLOVPYOVHE XELPOTIOINTA | AUTOUATAL.

6.4.6.1. Mpoa6nkn Texture Bump e «xeipomointo» texture
Yto Add gmiAéyoupe Tn oelpd evtoAdwv Add- Texture- Image Texture.

Add  Node # Use Nodes

Input
Output

Shader

Texture
Color Image Texture
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TomtoBeToVpe TOV avTioTolo Tivaka Tov ep@avidetal otnv 00dvn
KATW aTtO TOug GAAOUVG SV TTOPTOKOAL

Y10 medio evtoAwv pe TNV €vdelgn sRGB aAA&lovpe TNV TpoETAO-
yn o€ Non Color, kabwg to avamtuypa Bump Sgv a@opd o€ XpWHATIKA
aVamapPAoTaon, 0AAG o€ BAYLHO TPOXVTNTAG TIOU N €VTOON TNG KAl TO
B&Bog ) To VYOG TNG LETAPPALETAL OFE TIHEG LETOEY AOTIPOV KL HOPOV.

v brick 2,jpg

Non-Color
G

Al Linear ACES
v brick 2jpg OC& .
e Linear
Flat

Filmic Log

Repeat
Single Image

SRGB
Color Space

Vector

Me GAAX AOYLO, E TN XPRON TNG KAMOKOG TWV TIHWY HETOED AOTIPOV
Kol popou dnuovpyeital, avtiotola, n wevdaioBnon touv VYoug Kat
TOU BA&BOLC TWV OXESLOOTIKWY OTOLXEIWVY (ONUELR, YPOAWWESG, ETILPAVELEG)
TIOU CUVLIOTOUV TNV V@I TOU TPLOSIAOTATOU AVTIKELUEVOU MO,

2Tn ouvEXELR, OTO TIESIO ELOAYWYNG ELKOVOG TIOU BPIloKETAL OTOV TTiVa-
KO, TIATAE TO £LKOVISLO TOU POKEAOV TIOL AVTIOTOLXEL 0TNV EVTOAR Open
Image Kal €TAEYOUUE TO avATITUYHA Bump, TTou Snploupynoae pe thv
peBodo Stencil kaw £xovpe owaoel wg Modeling Bump.

Mo Vo OAOKANPWOOULKE TN SLaSIKAGIN, ELOQYOUHE KL TOV THVOKQ
Bump peta&d autov Tou mivaka kat Touv BSDF pe tnv aAvoida evToAwv:
Add-Vector-Bump.

Add Node & Use Nodes Slot 1
L Search...

Input
Output
Shader
Texture
Color
Vector

Converter > Displacement

2T OUVEXELO ELOAYOUE KOL TOV Ttivaka Bump.

Yuvdeoupe To Color Tou TTopToKaAL Tiivaka pe To Height tou mivaka
Bump kot to Normal Tou mivaka Bump pe To Normal tou Principled BSDF.

MopatnpoVpe OTL SN eRPAVIZETAL N TPOXVTNTA OTNV TAELPA TOU
QVTIKELUEVOL TIOL gixape Pael pe Tn peBodo Stencil .

Twpa, urmopovpe va puBuicouvpe amo ta media Strength kot Distance
TNV €VTOaOoN TNG TPOXVTNTAG.
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¥ Principled BSOF

6.4.6.2. [poa6nkn Bump avtouata o omotodymote Texture

Y& QUTA TNV TIEPITITWON, ELOAYOLE TOV TIivaka Bump kat evwvoupe
To Color omolovdnmnote Texture kot pe to Color Tou Principled BSDF kau
pe to Height Tov Bump.

‘Etol, e@appolouvpe TPoXUTNTA € OAO TO AVTIKEIMEVO e PAON KATIOLO
Texture, QUTOMOTA, XWPIG VO EXOVUE KAVEL KATIOLX TIPOEPYATia TTov Ba
€0TIAEL O€ pia ETILPAVELD 1) Lo AETITOUEPELD TOU AV TIKELLEVOV, OTIWG OTO
TLPONYOUUEVO TIaPASElypa. Kat o€ auth TNV TepimTwaon, emiong:

* YVUvdeoupue kat to Normal Touv Bump pe to Normal touv BSDF.

« Mmopoupe va puBuicovpe amo ta media Strength kot Distance tnv
EVTOON KAL TNV €KTAON TNG TPOXVTNTAG.

6.4.7. NpooOnkn Texture Roughness
‘Otav oTo slots dnpovpynoovpe éva Roughness Texture Slot, o tiva-
Kog dnuovpyeitat autopata oto Shader Editor. Xto medio evtoAwv pe
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v €vdelEn sRGB éxel 16N oAA&EeL n mpoemidoyn o Non Color, kaBwg
TO avAamTuypa Roughness, 6Ttwg Kat To avamtuypa Bump, dsv agpopd ot
XPWHATIKA QVOTapAOTAon, 0AAG 0 BAPLIHO YyUoAASaG, TIOU N €VTaon
NG HETOPPALETAL OE TIHEG HETAEL AOTIPOL Kol povpov. Evwvw to Color
Tou mivaka Roughness pe to Roughness tou Principled BSDF.

v Principled BSDF

¥ Material Output

157 All
]~ BAKE 3
@ Surface
Linear
® \olume
Displacement

Metallic

Specular

Vector Specular Tint

Roughness

v Material Roughness Anisotropic

Color Anisotropic Rotation

Alpha Sheen

taterial Roughn.. () (B i % SheenTint

Clearcoat

Clearcoat Roughness
IOR

Transmission

Transmission Roughness

Emission

Alpha

Normal

® © 060060000 0600 00 00

Vector

6.4.7.1. [Mpoa6nkn Roughness avtouata

Mmopoupeg, OTIWG KAt oTNV TEPIMTWon Touv Bump, va epappdooupe
YUOAASQ 08 OAO TO QVTLKEIPMEVO HOG, OUVOALKE, XWPIG Vo £XOVUE KAVEL
Kamola Tpogpyacia tov Ba eoTIAeL O Pia ETULPAVELD 1 pict AETITOPEPELX
TOU QVTIKELUEVOU. AV XPELACETAL VO ELOAYOUHE KATIOLO VEO TIIVOKD, OTTAX
otov mivaka Principled BSDF petakivoUpe tnv PmAe ypappun oto medio
Roughness 8e€la 1 aplotepd otnv TR amd undev €wg 1000, avtiotoxa.

TNV TN PNdev €xoupe TTANRPN yuoAada, evw otnv Tiun 1000 evte-
AWC HOT ETULPAVELX OE OAO TO AVTIKE(UEVO.

v Principled BSDF v Material Output
All

GGX Surface
Christensen-Burley Volume

Displacement
Color @ Base Color
Alpha @ Subsurface

Subsurface Radius

a7V BAKE o0&
Linear Subsurface Color _

Metallic

Flat
Specular
Repeat
a Specular Ti

Single Image

Roughness
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Specular Specular

Specular Tint Specular Tint

Roughness Roughness

6.4.8. Bake - Evowpdatwon 8lotitwv

To Bake eivar oAU xpriown duvatotnta mov pag Sivetal yla va
aTAOTIOLOVUE TO SIKTUO EVTOAWV TWwV textures Tou €xoupe Snulovpyn-
o€l og OGAOVC TOUG TUTIOUG (XPWHA, bump, roughness kKAL), KPXTWVTAG
TIAVTO LOVO eva texture yla k&Be Tepimtwon. AnAadn va texture yla to
XPWHO, Eva yla To bump, éva yla To roughness K.0.K.

To Lo ONPAVTIKO givat OTL OAO UTO yiveTal Xwpig va vrtofabuicou-
HE TNV TIOLOTNTA TNG TEALKAG EKOVOC,.

Y& eva TOPOAANALOUO pe Tn Stadikaoia emegepyaoiog OTATIKNG ELKO-
vag, Ba Aéyape OTL avTloTolxel otnv evtoAn «flatten image» evowpdtw-
ong emmédwv «layers» Tng €LKOVAG.

Apéowg TapakdTw Ba dovpe Twg k&voupue Bake oto Base Color kau
oto Bump.

6.4.8.1. Bake ato Base Color

Y7o Base Color, ota Mopadelyota TOPaTAvW, £XOUHE SNULOVPYAOEL
€va SIKTLO EVTOAWV TIOL TIEPLAUPBAVEL

« AVo Texture Maps.

« Eva Mix sRGB mou ta evottolet og eva Texture.

3TN OUVEXELX EXOUHE OUVOEDEL UTO TO EVOTIOINUEVO Texture pe o
€TLAOYN PUBUIONG TWV XPWHATWY RGB Curves. O@a urmopovcav va £XouV
yivel kat Tio TepimAokol cuVSVOTUOL.

Mo moapadetypa, Ba pmopovoe va aglomolnBsl n duvatdtnta pi&ng
1iov Sivel n 08ovn Shader Edirtor mapamavw amd pia @opa.

‘Otav 0 CUVSVACUOC TWV TIAPATIAVW 0SNYEL OE Ll EIKOVA TIOU OG
tkavoTtolel aglomolovpe Tn duvatotnta Bake ylax va Tov ammAOTIOI GOV E.
AnAadn, aloTolovpE TN SLVATOTNTA EVOWHUATWONG OAWG TWV ETILAOYWV
HOG o€ éva Kot Hovadikod Texture.

H dadikaaia ivatl n €€nc:

A. Elodyw €va veo kevo Tiivaka Texture.

B. X& autoO TO vEo Texture avolyoupe pla elkOVa Kat Tng divoupe 1dLo-
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TNTEG. OTIWG EXOVHE KAVEL HEXPL TWPO O OAEG TIG TIEPITITWOELG SNULOVP-
ylag véou avamTUypaTOoG,.

¥ Texture Slots

Base Color

2058 px
2058 px

Apha ¥
Blank

Vector

I. EAéyxoupe av €XOUUE ETILAEEEL

 To owoTto avtikeipevo atnv 086vn Outliner.

* To Texture OV SNLOVPYHOALE.

MeTtogepopaote atnv 086vn Properties otnv opada epyaciwv Render
Properties kot ekel KAVOUUE TIG EENG EVEPYELEG:

* K&voupe Scrol Down oto medio evtoAwv Bake kat otov mivaka Bake
Type emiAéyoupe Difuse, Tnv evtoAn yia 1o Bake xpwpoatog.

* 210 Tedio evtoAwv Influence kpatdype emiAeypévo puoévo to Color.

* K&voupe kAk oto kKoupuTti Bake.

Mée TOV GUYKEKPLUEVO OUVOUAOHO ETIAOYWV KAvoupe Bake, SnAadn
EVOWUATWVOUE OE VO AVATITUYUQ, HOVO TIANPOQPOPIEG XPWHATOG.

Render Engine  Cycles

Feature Set Supported
Bake

‘Otav n dtadikaoion oOAoKANPwOEl, Evwvoupe Tov veo Tiivaka Texture
pe to Principled BSDF kat mopatnpoupe OTL £XEL EVOWUXTWOEL TOV OUV-
BeTo ouvduaopod Textures g€ Eva KO LOVO QVATITUY M.
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v Principled BSDF

v ANAPTYGMA UV.png

v RGB Curves

Standard

BREE ®O v o X

X0.39130

6.4.8.2. Bake Bump

H Swadikaoia gival mapopolax pe Texture Bake kat meptAapufavel ta

TIPOKATW OTASLA:

* XTnV opdda epyaciwv Render Properties inyaivoupe oto Cycles Render

OTIoL UTIAPXEL N SuvatoTnTa Bake.

« XtnVv 066vn Shader Editor avoiyoupe (Add-Texture- Image Texture)
gva véo Tivaka Texture kat oto medio New dnuiovpyoupe (OGvopa, Ot-
QOTACELG, XPWHO KOUBA) TO QVATITUYHO ETMAVW OTO OTtolo BéAoupe va
EVOWHOTWOOUV OAeG OL €TLAOYEG TPOXVUTNTOG. To ovopdlouvpe BAKED

NORMAL.

m ¥ Texture Slots v BAKE NORMAL

Normal

Color

Alpha
Bake Normal
2048 px BAKENORMAL ) [C g X
2048 px

Alpha

Blank

olor Space Non-Color

Vector

* 210 Ttedlo eVTOAWV ToL Ttivaka pe TN evdelén sRGB aAA&lovpe TNV
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nipoetiidoyr) e Non Color, kaBwg, OTwg eldape Kal TO TAVW, TO AVA-
TTUYHa Bump Sev apopd o€ XpWHATIKA avamapdoTaon, 0AA& o Bayt-
MO TPOXVTNTOG TIOV N €VTAON TNG Kat To BAB0oG 1) To VYOG TNG HETAPPA-
CeTal o€ TIHEG HETOEY AOTIPOV KOl HOPOV.

* XNV opdda epyactwv Render Properties, TIéAL, oto Tedio evtoAwv
Bakes oto Bake Types emiAéyoupe Normal, Tou givat n evtoAn ou avtl-
oTolxel oTNV TPOYXVTNTA.

* K&voupe kAk oto Bake kat TtepLpévoupe.

Render Engine Cycles

Feature Set Supported

[ ) Bake
Bake Type  Normal

Deviq

rmal

‘Otav n Stadikacio oAokAnpwOei, atnv 006vn UV Editor Aémoupe T
HOP®N TOU VEOU QVOTITUYMOTOC. Eival yoAGllo e AEUKEG KO OKOTELWVEG
OTIOXPWOELG TIOU OV TLOTOLXOUV O€ TIPOEEOXEC KAl ECOXEG TNG TPOAXVTNTOG
NG EMPAVELAG TOV 3d QVTIKELPEVOU.

IxedlaoTikd, N Sixpwpict 0TV avamapdoTaon TG VPG KoL To €VTo-
VO KOVTPAOT AEUKWVY KOl OKOUPWV oTolxelwv pag Sivel, moapdtt Stodia-
oTaTN €KOVE, TNV YeudaioBnon Twv TPV SLoTACEWY Kal Hog TieiBel
yLla TO avayAupo TG VPNG.
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Ytnv 00ovn Shader Editor ouvdéoupe povo Tov véo Tiivoka Texture
Tiov Snuovpynoapse, pe Tnv ovopacio BAKED NORMAL, oto Normal tou
BSDF. MoapatnpoUpe OTL £XOVHE EVOWUXTWOEL OAEG TIG OVVOETEG PLUBUI-
o€lg Bump og éva povo avamtuypa.

earcoat Roughi
IOR
® Transmission
Transmission Rot
Emission
v BAKE NORMAL
® Alpha
Normal

Clearcoat Normal

[o7]v BAKENORMAL | 2 o8 X Tangent

Linear

Flat

Repeat

Single Image

Color Space Non-Color

Vector

Ermavepyxopoote otov pnxoaviopd Render Eevee kot oguvexi(oupe TIg
epyoaoieg pog oto 3d modeling.

6.4.9. NMpocOnkn gwkovag pe Swapadvela oe éva Plane

MoAAEg popeEg Ta textures pe dapavela (Alpha) sivat TToAU xprotpa
OTOV TPLOSLACTATO OXESLAOHO, EIOIKA O€ eTtimeda 1) oxedov emineda oxn-
paTa.

Mo mapadetypa, otn SnuUlovpyia VoG PUAAOL UTTOPOVE OE EVA TE-
TPATIAEVPO £TTIESO VO TIPOCAPUOTOUHE UL ELKOVA QUAAOL peE Slap&-
Vela o€ apxelo Tumov png n tiff kat va meioovpe yia tnv tpLodidotatn
puon Tov.

MNoapodpota, va BeAovpe va TtpooappOlOUUE O Hia ETILPAVELD pia OTA-
MTIQ, TNV OTtolal £XOVHE OE eva apXElo TTov Slatnpel TN SlaPaveld TnG o€
apxeto png.

2tn ouvexelr, Ba Sovpe Tov TPOTO PUBULONG dlaxtripnong tng da-
@avelog oto Shader Editor akoAovBwvTog Ta TAPAKATW PrARATA YL TN
SLoPAVELX EVOG PUAAOVL.

A. Metdpe Tov kOPo pe X 1 Delete kat pe Shift A elodyoupe éva plane.

B. Avolyoupue tnv emupdvela epyacioag Uv Editing kat oto Edit Mode
NG 0Bovng Viewport matape U kot Unwrap.
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Unwrap

Live Unwrap

Smart UV Project
Lightmap Pack

Follow Active Quads

Cube Projection
Cylinder Projection
Sphere Projection

Project From View

Project from View (Bounds)

Agv EexVApE VO TTATAOOLVE TO lkovidlo Synch otnv 006vn Uv Editor
aplotepd SimAa amo ta sikovidia emidoyng Vertex, Edge, Face.

I. Mnyaivoupe oto Texture Paint Mode kat ota Tools tpooBetoupe
¢va veo Base Color, Paint Slot.

="
.j Draw

¥ Texture Slots

Mode Material

No Textures
Base Color

A. Y10 tapaBupo mov eivat n 066vn Uv Editor, Tn petatpémovue o
Shader Editor.

@) Shader Editor
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2to mAaiolo mov avtioTtolel oto véo Base Color ou €xoupe dnpt-
OUPYNOEL ELOAYOUUE TNV EIKOVA TOU PUAAOU ME KALK OTO €LKOVISIO TOU
(PAKEAOV TIOV QVTIOTOLXEL 0TV evToAn Open.

Color @
Alpha @

]y ovArO OO0 =

Color Space

Vector

v Principled BSDF

GGX

Christensen-Burley

Base Color

Subsurface 0.000
Subsurface Radius >
Subsurface Color _
Metallic 0.000
Specular 0.500
Specular Tint 0.000
Roughness 0.400
Anisotropic 0.000

E. Zuvdeoupe To koupmi Alpha tou Texture pe to kouvumi Alpha oto

Principal BSDF.

["v ovmo | /

Color @

Alpha @

]y ovamo X

Linear

Base Color

adius

Metallic

Specular

Specular Tint
Roughness
Anisotropic
Anisotropic Rotation
Sheen

Sheen Tint
Clearcoat

Clearcoat Roughness

Roughness

Alpha

0.000
0.500
0.000
0.400
0.000
0.000
0.000
0.500
0.000
0.030
1.450
0.000
0.000

MopatnpoUpe OTL TO XPWHA TOU (POVTOU TNG EIKOVOG HAG OEV €XEL
yivel Sidpavo (Transparent), cAA& TIAPAEVEL LOVPO. O X PELAOTEL VO K&~
voupue dvo akopa puBuiosilg otnv OBovn Properties.

E1. Mnyaivoupe otnv opada gpyaciwv Render Properties kat oto
Film k&voupe Tik oto medio Transparent.

E.2 MNnyaivoupe otnv opada epyaciwv Material kat oto Blend Mode
ota Settings aAAaloupe TNV poetidoyr) ano Opaque os Alpha Blend.
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Alp! hed

Alpha Blend
Refraction Depth

To (UANO HOG Elval ETOLHO YL TIEPALTEPW ETEEEPYATIO OOOV OPOP&
TNV TPOXVTNTA, TO HEYEDOG K.0.K. KOL VO YIVEL LEPOG TOU PUAAWUATOG
€VOG SEVTPOUL 1 va TIETAEEL OTOV AVENO, TIElBOVTAG poag OTL elvat TPLOSLA-
OTOTO XWPLG poévTO.

Mo tpoyVTNTO, TIPOoCBETOVHE €vav Ttivaka Bump (Add-Vector-Bump)
KoL EVWVOUE TO KouuTtti Tou Height pe to Color tou Texture kot to Normal
pe To Normal tovu Principled BSDF.
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Ytov mivaka Bump €xoupe SV0 BAOLKEG TIEG IOV €TNPEALOVV TNV
TPOXVLTNTA TNG VPNG: To Strength kot To Distance. ‘Oco av&dvoupe TNV
gvtaon Tou mediov Strength, Slapop@wvoupe TNV Evtaon NG TPOXVTN-
TOG, EVW 000 SlapopPwvoupe TNV T Distance petafdiovpe o BdBog
KOL TNV 0&UTNTA TWV YPORWY TIOL TNV TIEPLYPAPOLV. Tar SV auTd Ttedial
glvat cAANAOCUUTIANPOVEVE, KOBWG YL VO AELTOUPYNOEL TO €va gival
TIPOTIALTOVHEVO VO EIVOL EVEPYOTIOLNHEVO KOL TO GAAO.

6.4.10. Awaxtipnon Tng okig os Swaavn Baon

'OtV EVTAOOOUUE EVA AVTIKEIMEVO HE SLOPAVELX POVTOL OF KATIOLX
GAAN €1KOVQA, TO TILO ONUAVTIKO OTOLXED Yl TNV aAnBo@avela TG oUV-
Beong eival ot okie. Kupiwg ol okieg edapoug eiBouv OTL TO AVTIKEIPUEVO
glval TIPAYUOTIKA HEPOG TOU XWPOU.

Yto Blender metuxaivoupe autod to amotéAeopa oto Shader Editor,
OKOAOLOWVTAG TA TTAPAKATW PAMATA:

A. Elodyoupe eva Plane wg Baon.

B. EmiAéyoupe tn Bdon Plane kat Staxwpilouvpe tnv 086vn og dVo
UTI00BOOVECG, PETATPETIOVTOG TN pia og 08ovn Shader Editor.

I. Apxiloupe va slodyoupe Ttivakeg amd 1o Add woTe va KAVOUE TN
Baon Swagpavn, divovtdg tng TNV WOLOTNTA Vo Slatnpel HOVO TIG OKLEG
TWV AVTIKELHEVWV TIOV glval TIAVW Tov wg €ENG:

A6 1o medio evtoAwv Converter EL0QYOUHE TOUG THIVOKEG LE TNV UTIAE
onpavon: Shadow to RGB, RGB to BW kau Color Ramp kot Toug evwvoupe
ME QUTA TN OELPA.
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Add Node W
Converter >
v ColorRamp

v Shader to RGB Alpha @

Color

Color  ® v RGB to BW
Alpha @

Shader

H popen Statagng Twv Tvakwv eivat armdAVTa OELPLOKN Kot oSnyel T
XPWHOTIKA ETILAOYH TOU AEUKOU TOU TIPWTOU TIPACIVOU THVOKX 0T PA-
prta xpwatwv (Color Ramp). Agv Telp&{OVE, AKOMA, TNV LOCOPOTI OTN
PAUTIa KOl oUVEXICOVHE VO XTILOVUE TNV OPXLTEKTOVIKI TOU SIKTUOU TIOU
Ba pog odnynaoeL oTo MIBUVPNTO ATIOTEAEGQ.

Am6 1o tedio evtoAwv Shader sl.odyoupe TOUG THVOKEG PE TNV TIP&-
owvn onpoavon: Difuse BSDF (2)-Transparent BSDF-Mix Shader.

Toug ToToBEeTOVUE OTIWG OTNV TIAPOAKATW EIKOVA, OAAGLOVTAG HOVO
TO XPWHO TOV €VOG o Toug duo Tivakeg Difuse BSDF.

¥ ColorRamp

v Material Output

v Diffuse BSDF v Shader to RGB.
¥ RGB to BW
BSDF @ Color @
Apha @

01000 ® Color

v Transparent BSDF

BSDF &

(7 Diffuse BSOF
® Color

|

® Rou
|

Tédog, mpoaoBétoupe Tov Tmivaka Material Output kat otnv 086vn
Viewport petagpepopacTte o€ kataotaon Rendered View.

H B&on eivat Stapavn, Opwg Sev @aivetal n okié Tou KuBou.

METOKIVOULE KOL QVTIOTPEPOVIE TA KAELOLA XPWHATOG OTOV TIIVAKO
Color Ramp.
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v ColorRamp

RGB v Linear

AnAadn, oAAACOVPE TNV OPLOTEPH ME TN SEELX AKPN TNG PAUTIOG OO
Hodpn o€ AoTipn avTioToL O
H Bdon €ywve poopn.

Apxiloupe va PETAKIVOUUE TO MOUPO KAELSL TIPOG Ta apLOTEPA KAl
TPATNPOLVHE OTL N Bdon kaBapilel, APrVOVTAG 0paTr HOVO TN OKLA.

v ColorRamp

Color

Alpha

RGB v Linear v

‘Otav kaBapiogl eVTEAWG PTTOPOUHE VO CAAGEOUHE KOL TO XPWHA TNG
oKlag oo tov mivoka Difuse BSDF.

Aivoupe evtoAn Render kot gv EgxVApe VO CWOOVUE TNV EIKOVA HOG.
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hed Render

Edit Externally

(R save
Save As...
Save a Copy..

Invert

6.4.11. World Shader Editor

MNapamnavw eidape éva ouvduaopd emhoywv oto Shader Editor yix
aVTIKE{peVa oTa oTtola €xeL yivel Unrwap kai tou €xouv UV yla ke texture
NG EMPAVELAG TOVG pE Bdan pa peBodoAoyia Snuovpyiog 3d, faotopévn
O€ TIPOAKTIKEG TNG TIAPaS0oLakng Stadikaaoiog Snuovpyiag TpLodldoTaTou
XWPOU KAL AVTIKELLEVWV. QOTOCO0, EKTOC aTtd TA aVTIKEILEVD, SiveTal n du-
VOTOTNTA VA ETIEEEPYATTOVHE HE TIAPOUOLO TPOTIO, CUVSLALOVTAG YPAPL-
KEG QVATIOPAOTATELG e TIHVOKEG LOLOTATWY, KAl TO TIEPLBAAAOV, TOV KOGUO
(World) otov omoio ouvteAeital n Stadikacio oxeSLoopOV.

Mo va petafolpe oTig avTioTolxeg eVTOAEG eAéyxouv World otnv 066-
vn Shader Editor ocAA&lovpe TNV TIPOETILAOYH OTOV TIIVOKO EVTOAWY ETIA-
VW apLOTEPA.

@~ @ World v View Select Add Node & Use Nodd

M, Object
© World

v Background v World Output

Background .\ All

@® Color ® Surface
® Strength 1.000 ® Volume

H pmépa Twv EVTOAWVY TIOPOUEVEL AUETAPBANTN KL OL ETILAOYEG TIOU
pag Sivovtat otov Tivaka add gival TTOPOUOLEG PE QUTEG TIOV EEETATAUE
MEXPL TWPA HE MIKPEG OAAOYEC. Mo TTapAdElypa, OV UTIAPXEL O CUYKE-
VTPWTLIKOG Tivakog lothtwv Principled BSDF.
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FEVIKQ, Ol EVTOAEG KL Ol SuVATOTNTEG TOU XELPLOpoV tov World otnv
000ovn Shader Editor koAUTITOVTOL EMTOPKWG ATIO TNV AVTIOTOLXN OPAST
epyaciwv World Properties otnv 066vn World.

Mo mopddetypa n oaAAayn xpwpatog yivetat oto medio Color.

» Custor|

2Uotaon

Mot KOAVTEPO EAEYXO XELPLOMOU TOU QVTIKELUEVOU HOG OTO XWPO KOl
YL TIO OMOTEAEOUATIKEG HEAAOVTIKEG XPNOELG TOV, OTIWG Vel T VidL,
OEV XPNOLUOTIOLOVHE TOOO TIOAU QUTEG TIG WOLOTNTEG oTo medio World
OAA& PPOVTICOVHE VO TIG TIETUXOLUE PE oxrpata oto Object.

6.4.11.1. H emuAoyn Environment Texture

Av émtpemie Vo EeXWPIOOVPE KATIOLX OO TIG ETILAOYEG, €lval n eTAO-
yn Environment Texture 1ov givat StaB<oiun otov Tivaka TILAOYWV TIov
avoiyel pe To add — Texture — Environment Texture.

Add  Node Use Nodes ®v World
L Search...
Input

Output
Shader

Texture Multiple Images

Color Image Sequence

recor Brick Texture
Converter

Checker Texture
Script
Environment Texture

Group

Y€ QTN TNV ETILAOYH UTTOPOVLE VO TIPOCOETOVE JULO ELKOVA KOL QUTH
va KOAUWEL OA0 TO TtepIPAAAOV epyaciag pog o Tapovaiaon 360 potpwv.
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v Environment Texture

]+ New

Linear

Equirectangular

Vector

v World Output

v Background All
v brick Ljpg

Background ®—@ Surface

Color ®—¢q  color Volume

[a]v brick 1jpg < ® Strength 1.000

KepaAawo 6 Texture Paint Mode

H Stapoppwon tng elkovag oto Background puBpuidetat amd dvo Po-
nOnTtikovg mivakeg, Tov Texture Coordinate kat Tov Mapping Tov Bpioko-
vtat oto Add-Input kat Vector avtiototya. Ot tivakeg autol TomoBeTov-
VIOl PTPOOTA amd TOV TOPTOKOAL Ttivaka Texture Environment og pua
Slataén 6TWG TToPOVCIACETAL TNV TIOPATIAVW EIKOVAL.

v brick 1.jpg
v Mapping

Vector
v Texture Coordinate ]V brick 1jpg
Type: Point v
Generated \ Linear
Vector
Normal

uv

Location:
X
Object % Color Space
Camera z Vector
Window Rotation:
Reflection

Objec 'm 2

From Instancer




Tplodlaotatog Ixedloopog MeppaAiovtog - 3D Modeling yla Animation

v Mapping

Vector
Type: Point

v Texture Coordinate
Generated
Normal
uv
Object
Camera
Window

Reflection

Object /|

From Inst:

AMalovTog Tig TipeG ota edia Location, Rotation, Scale, Stapoppw-
VETOL QVAAOYQ N EUPAVLION TNG EIKOVAG OTO TEPLBAAAOV £pyaaiog.

6.4.11.2. H emtAoyn Environment Texture w¢ avtavakAaon

Ekelvo ov Ba pag pavel eEaPETIKA XPAOLUO Kal, olyoupa, Ba xpn-
OLLOTIOL)COVHE OPKETEG POPEG, Elvarl N SuvaToTNTA VA EPPAVI(OVHE P
ELKOVA WG VAIKO aVTAVAKAQONG 0TNV TIAPOoVCiaon VoG LOVTEAOV, XwpPIg
K&Tola €lkOva oto background.

OO®® v  sneakPeek

‘Onwg, dnAadn yivetal autopata oTnV Katdotaon Material Preview,
oto Viewport Shading, pe TIPOETUAEYUEVEG EIKOVEG, YLO VO TIPOETILOKOTIN -
on EVTOAWV avTavAaKkAaong, onwg to Roughness.
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KepaAawo 6 Texture Paint Mode

AvtiBeta, otnv katdotoon Rendered View, oto Viewport Shading, €i-
VAl amopaiTNTO Vo KAVOUPE €TUTTAoV pubpicelg oto Shader Editor, wote
VAl €TIAEEOVE TNV EIKOVA AVTAVAKAQONG TIOV €TIIBVMOVUE. NpoaBETouE,
Aourtdv, toug Tiivakeg Mix RGB kau Light Path emidoyeg tou Add: Color kau
Input, avtiotola. Evwvoupe tov Ttivaka Image Texture pe tnv €lKOVA TNG
avtavakAaong pe Tnv emthoyr Color 1 tou mivaka Mix RGB. Xto Color 2 gite
0pI{OVHE TO XPWHX TOU (POVTOV, EITE CUVOEOVE KATIOLA ELKOVAL WG (POVTO.

OO0 v sneakPeek App Manager

Xtov mivaka Light Path emiAéyoupe to medio in Camera Ray kau T
ouvdéoupe pe to medio Fac tou mivaka Mix RGB.

v LightPath
Is Camera Ray

Is Shadow Ray

°
0
)
s Gloss o
IsSingularRay ~ ® v World Output
v Background
IsReflectionRay @ Al
Is TransmissionRay @ O o
Raylength ® L (am) (€27 ® Volume
.
o
.
.
.

S % e | Swength 1000
¥ Clamp
® Fac

® Colorl

e Color2
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Tplodlaotatog Ixedloopog MeppaAiovtog - 3D Modeling yla Animation

Me tn puBpon Tou Roughness puBpidoupe To €LPOC TNG AVTAVAKAXCNC.

Subsurface Color
Metallic

Specular

Specular Tint
Roughness
Anisotropic
Anisotropic Rotation

Sheen

Subsurface Color
Metallic

Specular
Specular Tint
Roughness

Anisotropic

Anisotropic Rotation

Sheen

ESw Ba mpémel va SLeuKPpVICOUPE UL TTIOA) ONUAVTIKN AsTtTopépela. H
puBuon Tou Roughness kot N cwoTr amOdoaor| Tou CUVSVALETAL TIAVTA
ME TNV pUBULON Specular TTov avTIoTOLXEL TN YVOAGSA TNG ETILPAVELXG TOV
QVTIKELUEVOU. 2€ KAOE TepimTwon, Yl va evepyottolnBel n Asrtoupyia tng
QVTAVAKAQONG, TIOL QVTIOTOLXEL 0TNV EVTOAR Roughness, sivat amapaitn-
TO VOl EVAL EVEPYOTIOLNEVN, E0TW KOl OTIG TIOAD XOUNAEG TUUEG, N AELTOUP-
yla Tng yvohadag Tou avTioTolxel oTnv eVToAn Specular.

AUTOG 0 ouVSLVACONOG givarl EEGANOV AOYIKOG WG AELTOUPYIT O OAX T
VA& TNG pUoNG. AnAadn, Timota SV avTavaKAGTOL O €Va VALKO Ttou
SEV EXEL TNV TTAPOULIKPT SUVATOTNTA YVOAASOG, £(TE WG PUOLKH IOLOTNTA
elte petd amod mopEuPaon evog EEWTEPLIKOV TIAPAYOVTO, OTIWG TO VEPO,
EMAVW TOV.
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Kepdaouo 7

MeAétn Mepirttwong:

Etavaoxedlaopog tng Nyavroaioag tov The
Mirror Stage oto Blender

7.1. Eloaywyn

Y& auUTO TO KEPAAALO Bar SoVpe PApa-PAMA, KOl PE TIOAAEG OVOAUTIKEG
ELKOVEG-OTIYMLOTUTIO, TNV €Qappoyn Tng pueBodoAoyiag mov avoAvdn-
KE OTO TIPONYOVMEVA KEPOAaLax aTo emtavaoxedloopd oe 3d Computer
Animation evog TpLoSLACTATOU AVTIKELUEVOL OTIO TO OKNVIKO TNG TAVIaG
The Mirror Stage.

Mo ouyKeKPLUEVQA, TIAPOVCLALETAL O ETaVaaXeSLaOOG o€ 3d Computer
NG Ylyovtoo@ioag oTn oknvr Tng TAPATOOG.

H Swadikaoia tplodidotatov oxeSlaopov ov Ba TapouoLlaoTel o€
oVTO TO KEPAAQLO TIEPIAOUBAVEL Ta €ENG oTASI:

* «Xtlowo» Tou TpLodidoTatov oxAuatog oto Edit Mode xpnouo-
mowwvtag TN duvatdTnTa Tou Blender oxedlaopov pe Image Reference
wq Empty Object.

e Bayo pe tnv texvikn Stencil oto Texture Paint Mode og akpifn
QVATIOPACTOON TNG TIAPASOCLAKNG EKSOXNG TOU GKNVIKOV.

¢ MpboBeon Bump ko pign (Bake) vpwv og va avATITUYHA, AVA KO-
Tnyopla. pe tig Suvatotnteg Touv 3d Computer Modeling.

e PUBUION KOl €AEYXOG TWV LOOPPOTILWY TWV VYWV TOU UALKOU
(Material) oto Shader Editor.

7.2. Tekpnpiwon emAoyng

H emAoyn autou tou mapadsiypatog aglomoinong oxeSlaopov - ema-
VOoXESLOOUOU 3d HOVTEAOV, TTAPASOCLOKNG TEXVIKNG, O TiEPLPAAAov 3d
computer Modeling, €ywve pe B&on TO TOPAKATW OKETITIKO:
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Tplodlaotatog Ixedloopog MeppaAiovtog - 3D Modeling yla Animation

TO OKNVIKO ava@OPAG, EVOWHATWVEL TIEPLOCOTEPA OO €val BEpal
Tpog avamtuén. Mo ovykekpipéva Ba aglomonBel yix tnv avamtuén
Twv BepdTwy:

* AVTikeipEVO WG TINYH QWTOC.
* Bivteo wg ven (Video Texturing).
« Alapavela kat okleg (Cast Shadows).

ErumAgov, eival gkeivo TO avTIKEIPEVO TIOV, OTIO TN UL HEPLY, ATIOTE-
Ae0E TO «TIPOPANUO», TNV APOPUN, YL VO apxioel n Spdaon oTnv Tawia
Ko, ord TNV GAAN pEPLE, €dwaoe TN «AVon» Kot NTAV KOUPLKO oToLKElo
OTNV KOPLPWON TNG SPAUATIKNG EVTAONG TNG TTAOKNG TOU OEVaPLov.

7.3. AlGpOPPWOT) ETMUPAVELAG EPYATLOG

Ké&voupe split Tng emipavelag epyaoiog o SVo KABeTeG UTTOOBOVEG £TOL
WOTE VO UTIOPOVUE VO PAETIOVE TO HOVTEAO pE SVO OTITIKEG YWVIEC, TIOV
Ba opilovpe kata epimTwon otn dadikaoio oxedLAooV.

7.4. Anpovpyia Touv povtéAov

7.4.1. Onttiko reference
Mot TNV TILOTA AVTLYPO@n TOU TIPWTOTUTIOU OKNVIKOU OO TNV Tawia,
0 OXEOLOOUOG KIVAONKE ETAVW OE PO WTOYPAPIia avapopag Tou.

W, Object Mode v View Select FAddY Object N @y 0 @O E v | SneakPeek

Front Orthographic V Vesh
(1) Scene Collection | Plan 2 Curve

- ...
10 Centimeters

>

Jal Reference
&l B

£ Grease Pencil ackground

= Aot F4 Images as Planes
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Kepdhato 7 Emavaoyedlaapodg g Nyavtoagioag tou The Mirror Stage oto Blender

Mo TNV €loaywyn auTng TG €lkdvag oto Viewport akoAouBnonke n
por) evtoAwv Add-Image-Reference.

Znueiwon

H eloaywyn tng €lkOVag ava@opdg eylve oe 086vn V0 SLooTACEWY
(Ortho), éxovtog wg dedopévo OTL og SVO SLAOTATELG EXOVUE HEYOAITEPN
akpifela kot EAeyX0 TwV SLABETIHWY EPYOAEIWV Kal OTL, AVAAOYQ LE TNV
OTITIKNA TN 0006vVNC, OAAALEL KAl O TPOTIOG TOTIOOETNONCG TNG EIKOVAC VK-
(POpPAG OTOV XWPO.

7.4.2. Elcaywyr) TOVU TPOG EMEEEPYATIX GXHUATOG

To oxNua TTov Bal XPNOLUOTIOLGOVE YLa VO EEKIVI)OOUHE TOV ETIAVO-
oxedloopo tou 3d povtédou gival eva emtimedo (Plane).

To ewodyovpe otn oknvn pe tnv pon eviodwv Add-Mesh-Plane n
mAnktpoAoywvtag Shift — A, avti yia Add, wote va avoiel o ivakag
omov emAéyoupe oAl Mesh-Plane.

Add Object

V Mesh [] plane
2 Curve Cube
& surface QO Circle
& Metaball @® uvV Sphere
a Text & Ico Sphere

7.4.3. Mpocapuoyn Tov TPog eneéePyasio GXHUATOG OTNV ELKO-
va avapopag

TNV OUVEXELQ HETOPEPOUVPE TO TIOVTIKL HAG OTNV GAAN umooBdvn,
oV SelXVEL TN OKNVIA TIPOOTITIKY, KAl TIEPLOTPEPOVE TO Plane, £€ToL woTe
VO CUMTIEDEL PE OKPIPELa KaL VOl €XEL TNV (SLa TOTTOBETNON OTOV XWPO WE
TNV EIKOVA AVAPOPAC,.

To teploTpEPoupe Aowrtov atov d&ova X katd 90 poipeg Y, TANKTPO-
AoywvTag TNV por evtodwv: R - X - 90.

MopatnpovVpe 6TL To Plane €xel eploTpael ka givat ndn TomoBeTn-
MEVO UTIPOOTA IO TNV ELKOVA AVOPOPAG.
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Tplodlaotatog Ixedloopog MeppaAiovtog - 3D Modeling yla Animation

2Tn ouvexEla, peTaepopaote oto Edit Mode kau emiAsyoupe:

* 2TO EPYONELD, EKEVO TIOU ETUTPETIEL TN XPrON TOU CUOTAHKOTOG TWV TPLWV
a&OVWV OTOV XELPLOHO TOU AVTIKELUEVOL OTOV TPLOSIAOTOTO XWPO KAl TNV €EQ-
TOMIKEVHEVN TIAPOVTIa TOV oTta 3d aVTIKElpEVa TIOL lval aTn oknvn.

* 2TO TIAVEA, M€ TIG ETUAOYEG SLUOPPWONG TOU AVTLKELUEVOU, TO ONMELD
eheyxou «Vertex». MeTd, k&voupe KAK o€ KGBs KopuPn Tou Plane kat Tiq
OE£PVOUVE OTIG TECOEPLG KOPUPEG TNG ELKOVOG OVOPOPUG.

7.4.4. Anpovpyia yewpetpiog — ATTOAUTN TPOCAPHOYH GXHATOG

Loop Cu
1
0.000
M Inverse Square v
0.161

Clamp &

Correct UVs &

Anpoupyovpe SU0 AOUTIEG TIOU KOPBOUV TTOUPWTA TO Plane kot HETOKIVOUE
Ta Vertex WoTe Vo EQATTTOVTOL E TA OVTITTOLXO ONMELD OTN PHETN TWV TIAELPWV.
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Kepdhato 7 Emavaoyedlaapodg g Nyavtoagioag tou The Mirror Stage oto Blender

X0PQ

QEATPO

‘l i 10\/

YuveyiCoupe tn Snuoupyion AKpwv — AOUTIAG OTN HEC TWV TEROXIWVY,
TIoL €X0LV NON SNoVPYNOEl, Kol LETOKIVOUPE Tal Vertex, WOTE VO EQATITO-
VIOl Twv opiwv Tou Plane. Etot, «vTUVOUE, TO OXAUX TNG APloOG, CUVOAIKA.

AOP(

’\F‘
U

24 MAI
Il Illhl\/l

7.4.5. Anpoupyia TOU ECWTEPIKOU TTAXLGIOU TNG apicog
AnpLoVPYOUHE TECTEPLG ETUTTAEOV AKUEG OTO TUHOTA SITTAC OTIG YPOL-
MEC TOU E0WTEPIKOV TIAXLGIOV TNG aPioag,
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Tplodlaotatog Ixedloopog MeppaAiovtog - 3D Modeling yla Animation

Mpooappolovpe ta Vertex €101 WOTE N oKW TNV otmoia opiouv va
EQATITETAL KE TN YPOUUN TOU ECWTEPIKOV TIAQUGLOV.

7.4.6. Extrude

ETtiA&youpe OAEC TIG TIAEUPEC TOV TIAQLGIOU TNG APLOaG KAL TIANKTPOAO-
youpe E evepyomolwvtoag tnv evtoAr Extrube.

AnpoVpyEiTaL EVaL VEO OXNUO TO OTIOLO TIPOEKTEIVETAL TIPOG TNV KATEL-
Buvon tng kivnong, dnpovpywvTag TPosEOXEG 1) ECOXEC.

2710 €MBLUNTO TIAXOG, HE APLOTEPO KAIK KAELOWVOUE TNV ETILAOYN.

Znusiwon

H emdoyr) Twv TAgLpwyY, €MAVW OTLG omoleg Ba EQAPUOTOVNE TNV
€VTOAN Extrude, yivetou eite pio-pia pe shift eite mAnktpoAoywvtog C. Ztnv
nepintwon emAoyng pe C dnuovpyeital eva TIVEAO TIOU, KATA KATIOLO
TPOTIO, «PAPEL» TA TIPOG ETILAOYN CNUEIX e APLOTEPO KALK.

Yapxel N SuvatdTNTA OPLOUOU TOU TIAXXOUG TOU «TIVEAOL POPnC» HE
TN peoaion poSEAa TOV TIOVTIKLOV. Q0TO00, XPeldleTal OLaiTEPN TIPOCOXN
oTn XPNon NG HEoaiag poSEANG TOU TIOVTIKIOU, YlATi v TNV TIATHO0L-
HE, evw elpaoTe otn Stadikaoio eAOYNC, AelToupyel WG «ofnoTrpo» TIov
oPnvet Tig emdoyeq. H €€08o¢ amd tnv emidoyn C yiveton pe Sl kALK.

7.5. Baypo

H elkova TnG ylyavtoopioag 0TV TAPATOX EiXE CUYKEKPLUEVEG QVTAVO-
KAGOELG KOL PWTLOUOVG.

TEXVIK, OTOV (PUOLKO XWPO, YLot Vo eTiiTeuxBel outd Sev apkovoav ot Adi-
MTTEG UTTPOOTA Ao TNV aPpion, CAA& ATav amopaitnTn N {Wypo@LK TIOPEW-
Bowon, To «Bapo». Xtn ouvexela Ba SOVE TIWE ETITUYXAVOUE TO AVTIOTOLXO
«Bapo» oto Blender.
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Kepdhato 7 Emavaoyedlaapodg g Nyavtoagioag tou The Mirror Stage oto Blender

7.5.1. Avantuypa
2to Edit Mode AnktpoAoyoupe U kot oTov Ttivaka Ttou avoiyet Unwrap

Unwrap

Live Unwrap

Smart UV Project

MopatnpoUpe OTL 0TO AVATITUYHO BAETTOVUE HOVO TN pia ETLPAVELQ,
yloti dev €xoupe kAvel kamola pospyacsia pe Mark Seam. ‘Etol, untdp-
XEL ETUKGAVYN KL TWV ETILPAVELWY OTO OVATITUYHQ, TIPAYHO TIOL €ival
sVTEAWC AdBoc.

ErtiAéyoupe, Aoumtdv Tn oelpd Twv okpwv (Aouta) Ttou Stoxwpilel Tnv
MTIPOOTA OTO TNV THOW ETILPAVELY, KAL OTN OUVEXELX TIANKTPOAOYOUUE
CTRL E kou otov mivoka Ttov epgaviletar Mark Seam.

Edge  Face UV
Extrude Edges
Bevel Edges

Bridge Edge Loops

Subdivide
Subdivide Edge-Ring

Un-Subdivide

Rotate Edg

Rotate Edge
Mark Seam
Edge Slide

Kavovtog el Unwrap, Topatnpoupe OTL TO QVATITUYUO TIEPLACPA-
VEL, TIAEOV, KOl TIG VO OYELG TOU OXNHATOG, XWPIG KOUia eTtkEGALYN.

AnAadn €xel yivel To «EeSIMAWMO» Kat TwV SV0 ETIUPAVELWV EMTAVW OTLG
oToleq pmopovpe va «Bawoupe» o ven N omoia Ba amotunwBel otV
oV TIOTOLYN ETPAVELX TOU AVATITUYUATOG TIOU £XOUUE SNULOVPYNOTEL.
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Tplodlaotatog Ixedloopog MeppaAiovtog - 3D Modeling yla Animation

XPNOLLOTIOWWVTAG TIG OUVTOMEVTELS G, R, S, TOKTOTIOLOUUE TO ava-
TITUYHO OTIWG oG Elval IO BOAIKO o€ avTloTolXiot He TO TPLoSLAOTATO

OXNua.

Emotpepovtag oto «View Ortho», S00 SlaoTdoswv, PAETTOVE TO OXN)-
MOl TIOU SNULOVPYACOUE ETIAVW OTNV EIKOVA VAPOPAC.

Znusiwon
H emidoyn pog «AovTaG» okpwv yiveTal wg §NG:
« Emidoyn pog akpng - Alt kot KAtk otn SumAawvr) Tne.
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Kepdhato 7 Emavaoyedlaapodg g Nyavtoagioag tou The Mirror Stage oto Blender

7.5.2. Texture Paint Mode - Altxpoéppwon «kapfa Bawne»

Metagepopaote oto Texture Paint Mode, wote va B&Poupe To avTl-
Kelpevo pag. Oa xpnotpomnoljcovpe t pEBodo Stencil xpnolomowwvtog
wg Stencil Tnv Sla elkdvVa TTIOL XpPnolpoTIoincaUE Kat WG Reference.

Entiong Ba ekteAéoovpe TIC epyaoieg Pagipatog otnv Sl omTIKN
ywvia Tng 086vng oTnV omoia EKTEAECAUE KAl TIG EPYQTLEG SIApOPPW-
ong OyKov.

Me auTO TOV TPOTIO SLACPOAI(OVHE TNV TILOTH QTIOTUTIWON KOL TOU
XPWHOTOG TNG EIKOVOG aVaPOPAG 0TO 3d HOVTEAO TIOU SNLOVUPYHOOLE.
Ztnv opada gpyactwv Tools kat oto Tedio evtoAwv Texture Slots kavaype
KALK 0TO OUMBOAO + KO, OTOV TIVOKO EVTOAWV TIOU QVOIyEL ETIAEYOL-
pe Base Color. Xtov mivaka mou avolyel, divoupe dvopa, SIoTATELG KOl

Xpwha Kapp agng.

Y ,/ Draw

¥ Texture Slots

Mode Material

No Textures
Base Color

7.5.3. AAAayn tov mvéAou ot Stencil

K&voupe Scroll Down oto medio evtoAwv Texture.
Avotiyoupe Tov Tivaka eriidoywv oto Mapping Kot cAAGLOUE TNV TIPOETILAOYA
Tiled o€ Stencil.
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Tplodlaotatog Ixedloopog MeppaAiovtog - 3D Modeling yla Animation

Add a new texture.

ZTNV ouvexelr, OAAX{OUUE OPASA EPYOCLLIV YLt VOU SWOOUKE TNV EIKOVAL TOU
Stencil. MetoepOUaaTe AOUTOV atnv opdda pyaciwv Texture Properties, e TO
OUMPOAO TNG KaPO onpaiag, kot oto Tedio evtoAwv Brush emiAéyoupe New.

Ttamedia evToAwv TIov avolyouv Kavoupe scroll
down oto edio Image ko oo Settings kévoupe

KAIK OTO €IKOVIOIO €VOG (POKEAOU PE OVOpOTia
i Open Open kot kévoupe avadrTnon OTOUG PAKEAOUG
TOU UTIOAOYLOTH YIO TNV EIKOVO TIOU ETHOUHOVE
VO XPNOLUOTIOI o0V E WG Stencil.

¥ Image

¥ Settings

ETiAEyOUE TNV EIKOVA AVAPOPAG OO TO ONUEID TIOU TNV EXOVUE OTTO-
BnkevoEL

C:\Users\User\Desktop\1 SIAKAS DATA\2..I0\AMOZMAZMATA TAINIAZ\REFERENCE\ O

0 CUT OUTS.bmp AFSA TARATSA.bmp FOS2.bmp FOS3.bmp FOS4.bmp

&l

GOS1.bmp METALO 2.bmp METALO REFER.bmp STENCL FOS.bmp the mirror st..till0012.bmp
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Kepdhato 7 Emavaoyedlaapodg g Nyavtoagioag tou The Mirror Stage oto Blender

‘Otov PETOPEPOVE TO TIOVTIKL aTNV 006vn Viewport gppavidetan oxvi
oTnv oknvr). QoTd00 TIOPATNPOUVUE OTL UTIAPXEL At OTPEPAWON TNG EKOVAG
KOL OUVETOL TILO LOKPOOTEVN OO TNV CUOEVTIKN.

Mo va SlopBwaooupe auTo TO TIPORANUY, LETAPEPOPATTE TIOAL OTNY O~
da epyaciwv Tools ko ato Tedio evtoAwv Textures KAVOUPE KALK OTO KOURTTL
Image Aspect. H gikova Tou Stencil emavépeTal Kot E(HOOTE ETOWUOL VOl TNV
OTOTUTIWOOVE OTO 3d PHOVTEAO.

gy 1
Mapping  Stencil v

Image Aspect

7.5.4. Baywo pe Stencil

Mot VoL ATOTUTTWOOUE TNV EKOVA TOL Stencil EMavw OTO AVTIKEUEVO OKO-
AoLBOOVE TO TIOPOKATW PrporTo:

« TortoBeTOUE TNV €lkOVA TOU Stencil £ToL WOTE Val UTIAPXEL TIANPNG OV-
MTTTWON HE TNV EIKOVOL OVOPOPAG
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Tplodlaotatog Ixedloopog MeppaAiovtog - 3D Modeling yla Animation

* PuBpidoupe tnv €vtaon Kot TiéXog TOL TIVEAOU.
* Ta. onpeio oTa OOl KAVOURLE APLOTEPO KALK OTTOTUTILWVOVTAL TNV ELKO-
VO JLOG, METOPEPOVTAC TO ONElo Tou Stencil TTov eTAEyOUE e TO KAOE KALK.

Aev &xvaue

‘OTaV TEAEWOOUE TNV EPYOCIA HOG, GWCOUE TIAVTA TNV EKOVA TOU VO
TITUYHOTOG TIOU SNIUOVPYNOOE, XVOLYOVTOG TOV THVOKOL ETILAOYWV:

Image — Save as.

[]v POSTER $ UVMap

= Open...
Open Cached Render
Replace...
Reload
Edit Externally

(5 save

Save As...

Save a Copy...

ATIOPEVYOUE £TOL SUOAPETTEG EKTIANEELS VO avolyou e To apxelo Blender,
TIOU £XOUHE CWOEL KAVOVIKA WG OPXEID OAAK SEV EXOUHE OWOEL TIG ETIEPOUG
EIKOVEG, KOl VO SLATTLOTWVOUHE OTL OTO QVATTTUYLO, YLO TO OTIOLO £XOULE OPLE-
PWOELTIOAV XPOVO KO KOTIO VO SNULOVUPYOOUVE, AVTIOTOLXEL Evar keVO Texture.
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Kepdhato 7 Emavaoyedlaapodg g Nyavtoagioag tou The Mirror Stage oto Blender

7.5.5. Bawn o€ emAgypéva onpeio

Mo VoL KAVOUUE TNV TIAPOTIAVW SLOSIKOOI O ETIAEYUEVAL ONEia TOV
QVTIKELUEVOL Bat TIPETTEL VO akoAOUONooUE i Stadikaaion eVOAAynG oo
Texture Paint og Edit Mode.

ApxKd, petopepopaote oto Edit Mode kot eAEyoUpE TIG TIASUPEG TIG
oToleg eTBVPOVE VO BAWOUE, XWPIG VO ENPEXTTOVV OL UTIOAOLTIEC.

MeTapepopaaTe, IO, oo Texture Paint Mode kot K&voue KAK OTO ELKO-
vidlo Ttov amelkovilel Svo emimeda kau BplokeTal eMdvw apLoTEPS oTNV 080-
VN, METOEV ToV Ttivaka evtoAwv Modes kat Tng evtoAng View.

OL TIAEUPEG TTOU EXOVE ETIAEEEL VAL POPKOAPLOUEVEG TILO EVTOVA OTO TIG
UTTOAOLTTEG KO OUTO ONUAiVEL OTL HOVO OUTEG €iva ETIAEYUEVES TIPOG Pan,
XWPIG va emnpea{OVTaL OL UTTOAOLTIEG,
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ATtd Tn oTypn TIov Bal KAVOULLE Lo POPG aTH TN SLadIKaaior EVOAAQYNG
amo Texture Paint og Edit Mode, propoupe, 0tn ouVEXELD, Vol CANACOULE TIG
ETUAOYECG TWV onpeiwv Bapng ameubeiag oto Texture Paint Mode w¢ €€A¢

 Me Alt kot kKA o€ 6Ttolo Face emBUPOULE, TO KABLOTOUE EVEPYO YLO VXX
SexOel fapo.

* Me Shift kot KA TIPOCBETOVE 1) APAUPOVE ETILPAVELEG BAPNG.

7.5.6. Anpovpyia Bump
Ztnv opada epyaciwv Tools kat oo Tiedio evtoAwv Texture Slots kavoupe
KALK 0TO OUMPBOAO + Kall, GTOV THVOKO EVTOAWV TIOU aVOiyEL ETTILAEYyOUE Bump.

e Slots

Mode Material

¥ Texture Slots

Base Color

Specular
Roughness
Metallic
Normal

Bump

YTov Ttivaka Tiou avolyel, Sivoupe dvopa Kat SIOTACELG. To XPWHX TOU
KaUP& Bapng To aprivoupe ykpido.

Material Bump
2048 px
2048 px

Alpha ¥

Blank

PuBpidoupe TO €id0g Tou Bump, SnAadH av N TIVEALEG OG HETAPEPOVTAL
wg €€oXN 1 €00XN TPOXVUTNTOG OTNV ETIPAVELX TOU QVTIKELEVOU HOC, E TNV
€TILAOYT AEUKOV 1 HOUPOU XPWHATOG TIVEAOU, QVTITTOLXO.

Av gxoupe Slatnpnoel Tnv wopporttia Stencil - AVTIKEIUEVOU UETABANTN
oo TNV WP IOV KAVaUE TN Bopr) otov kapBd Base Color, T0Te n TpoxUTnT™
NG EMPAVELNG B gival ATOAUTO EVOPUOVIOUEVN HE TA XPWHOTA TNG.
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7.5.7. EmumAéov duvatotnteg oto 3d Computer

210 3d Computer Modeling €xoupe TNV €UKOAIX TNG ETUAOYNG TIOKIAWY
TEXVIKWV BoipaTog Ka, Kupiwg, TNV EUXEPELX EPYATLOG JIE OUTEG TG TEXVIKEG
og emineda, yeyovog TIou HoG Sivel Tn SuvatdTNTA SOKLWY KOL TIPOCOPUOYNG
TWV OTIOLWV ETIAOYWV.

7.5.7.1. MoAAamA£g oTPWOELS KAUPBA XPWUATOS

AMalovpe TNV elkova oto Stencil akoAovBwvtag v bl Stadikaoia
TIOL OKOAOUONOAE KOL YL TNV TIPWTN EKOVA 0TNV OpASa epyaciwy Texture
Properties. Avoiyoupe veéo Base Color Slot wote va fayoupe og veo emimedo
KOWL VOL NV ETINPEATOVE OTLEXOVE KAVEL LEXPL TWPAL. 2TLG PUBITELG XpWHO-
TOG Tov KapBd eTiiAgéyoupe va Bagoupe og Alpha, SnAadn o Stapoavr) KapuBa.

EruAéyoupe To avamtuypa Tou emBupovpE, Base Color kat Bump, ko
Baoupe. MTopoVpE Vo KAVOUPE SIAPOPOUG CLVSVACUOUG CAAGCOVTOG TO
peyeBog kat Tnv Beon Tou Stencil Kait Tou AVTIKELEVOL OE aUTN TN SLadIKaoio.
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7.5.7.2. Baywo ue Alpha

Y10 Blender pag Sivetow 1§ SuvatdTnTa Vo SnptoupyoUe SIPAVELEG OTO
3d avTIKElpEVO XPNOLUOTIOWWVTOG T TIVEAX BOPNG.

Mo Vo TO TIETUXOVHE OUTO Ttnyaivoupe oTo Ttedio evtoAwv Brush kow otov
Ttiivaka Blend oAAGloupe tnv Ttpoemiihoyr) Mix og Erase Alpha.

: Subtract
Radius Lighten =

Strength Screen Hue
Blend | Mix Color Dodge Saturation
ivid Light A Color
near Light

Pin Light z Erase Alpha

Difference ard Light Add Alpha

Linear Bum Exclusion

‘Otav BAPOouvpE e auTA TNV €MAOYA TIVEAOL OTNV OUGial OVOUE Kal
Snuovpyovpe Slapavela.

Znusiwon
Mo va yivel opatr) n SLPAVELX O TIPOYUATIKO XPOVO KAVOUE TIG TIAPO-
KATW EVEPYELEG

« 211G emhoyeg Viewport Shading, otnv 08ovn emavw Se€Ld, emiAeyoupe
TO €1KOVISLO IOV avTIoTOLXEL 0TV €VvToAr Rendered Display Render Preview.

* XtV opdda epyaciwv Material Properties, kévoupe, scroll down oto Tte-
Sio evtoAwv Settings ko cAAGlovpe TNV TtpoetiiAoyr) Opaque OTov THVOKO
evtohwv Blend Mode og Alpha Blend. Ztov apéowg K&Tw Tivako eVTOAWV
Shadow Mode oA &loupe Tnv TposTiidoyn os None.
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7.6. Avotypa tng 006vng Shader Editor

MeTtatpémnoupe Tnv 006vn Uv Editing og Shader Editor .

#2 3D Viewport

M Image Editor

Animation

jeo Sequencer

Xe autn TNV 086N €xoupe TN SuVATOHTNTA VO SOVPE Kall VO SIOOPPW-
OOUE TN YPOPIKA TIOPACTOON OAWY TWV EVTIOAWV UPNG.

2TOUG THVOKEG TIOU AVOTIOPLOTOVV TLG EVTOAEG XPWHATOG Kot Bump €xou-
ME TN SLVOTOTNTA VO KAVOULE SIAPOPEG PUBWITELG. XToV Ttivaka Bump prto-
POVUE Vol OAAGEOLE TNV €VTaan, TO VYOG KoL TO peyeBog TG TPaXVTNTOG
amo ta media Strength ko Distance, avtiotoo.
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Clearcoat Rough
IOR

Transmission

Emission

L}
[}
L}
® Transmission Rol &
[ ]
o

v Bump Alpha
Normal Normal
Clearcoat Norma
v POSTER BUMP Invert
Tangent
Strength  0.167

Distance  1.000
Height

[a’]v POSTER BUMP =

Normal

Linear

Flat

Repeat

Single Image

Color Space Non-Color

Vector

Clearcoat Rough
IOR
Transmission
Transmission Ro
Emission
Alpha
Normal Normal
v POSTER BUMP Invert Clearcoat Norma

Tangent
Color @ ®  Strength 1.000

Alpha @ ® Distance 1.000

® Height

[o]v POSTER BUMP O D X =9
Normal

Linear

Flat

Repeat

Single Image

Color Space Non-Color

Vector

Emtiong pmopovpe va TtapeUBEAOUUE PETAEY TOU TIOPTOKOAL TTHIVOKAL TOU
Texture pe To Slot TToL €€l SNULOVPYNTEL KAt TOL Ttivaka LOLOTATWV Principled
BSDF S1&@popeg XpWHATIKEG PUBWITELG, WG EENG:

Add  Node & Use Nodes Slot 1
L Search...

Input

Output

Shader

Texture

Color Bright Contrast

Vector > Gamma

Converter > Hue/Saturation
Script

Invert
Light Falloff
MixRGB

RGB Curves

Group
Layout

+ Avolyoupe Tov Ttivoka emihoywv add.
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* 210 Tiedio evtoAwv emiAéyoupe To €idog puBong omo TG SloBEaieqg
eTuAOYEC, EEoupeTikd evdlapeépov Kat SuvatotnTeg £xeL n emthoyr RGB Curves.

7.6.1. H pi&n Texture

QOoTO00 OTO XPWHA PAVETOL HOVO Eva oo Ta SUO Slots Tou €xoupe dn-
MLOLPYNOEL 0UTO TIOU £X0UE oLVSESEPEVO e To Tiedio Color atov Tivoka .

ITNV ouvexElx Bar SOUUE TIWG UTTOPOVKE VO KAVOUUE iEN Twv Svo Slots
KL SLAPOPEG OAAEG PUBITELG XPWHUATOG,.

* Avolyoupe Tov Ttivoka eriidoywv add kou oto Tiedio evtoAwv Color et
Aéyw 10 Mix RGB.

* MapepBaroupe otV Tov Trivoka PeTagD Twv Tivakwv Texture ko BSDF
Principled kat evwvoupe to k&Be Texture pe eva amo to SUo kouprd Color 1
ka Color 2 tou Ttivaka MixRGB.

v POSTER

¥ Principled BSDF

v COLOR NEW

Roughness

210 PmAE TAQOLO e TNV ovopaoia Fac puBpidoupe v Loopporttia kat To
TIOOOOTO EPPAVIONG TOV KAOE Texture 0NV ETPAVELX TOU OVTIKELUEVOU.

Znueiwon

Mo va yivel opatn n Stadvela tou Texture Paint Slot oto omoio tnv €xov-
pE oplogl WG KOWPA KAVOUPE TIG TIOPOKATW EVEPYELEG:

* 2NV opada epyaciwv Material Properties kévoupe scroll down oto Te-
Slo evtoAwv Settings ko cAA&ovpE TNV Tpoemiidoyry Opagque OToV THVOKO
evtoAwv Blend Mode o€ Alpha Blend.

* 2TO OEOWG KATW Ttivoka evToAwv Shadow Mode ocAA&{oupE TNV Ttpo-
erhoyn og None.

 Xtnv 0Bovn Shader Editor otov Tivaka MixRGB avtika@lotovpe tnv
Tipoemiidoyn Mix og Lighten.

7.6.2. Bake
H emihoyr) Bake Sivel Tn Suvatotnta amAomoinong OAQ Twv CUVSVOOUWY
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o€ éva Ko povo Texture. Mvetay, €101, €EAUPETIKA XPAOLUN OTN HETAPOPA Kall
Slaxeiplon tou 3d poVTEAOU O€ TIOWKIAEG EPOPHOYEG OTN ouvexeLa. Exoupe Tn
SuvatdTNTa Va K&voupe Bake og SLapopeg Epyaaieg TTOU aPoPOVV OTNV EU-
@A&vion Tou 3d HoVTEAOV, OTIWG OTO XPWHE, 0TO Bump, atnv yuvodda, oto
PWG K.OK.

XTn ouvéxela Ba Sove TIG TTEPIMTWOELG Bake oto Xpwpa ko ato Bump.
Kowod xapaktnploTikd OAwv Twv emhoywv Bake sivar 0Tt Tipémel var yivetaw
evoAhayn amd tov unxaviopod Render Cycles otov Eevee, kaBwg Sev givat
akopa daBgaun n Suvatotnta Bake otov Eevee Render Engine.

v &5 Scene

Render Engine = Eevee
Eevee

Workbench

¥ Sampling

Render Cycles

Viewport

7.6.2.1. Difuse Bake
Ytnv 086vn Outliner eriAgéyoupe To 3d avTikeipevo aTo oToio epyalOUOOTE.

e
-

E‘ Scene Collection

A\ = Collection
» Q.Q Camera
» @ Light

> V Plane

Ytnv 086vn Shader Editor avoiyoupe éva véo mivaka Texture akoAovBw-
VTOG TG evToAeg: Add-Texture-Image Texture

Add Node & Use Nodes
L search...

Input
Output
Shader

Texture Multiple Images

Color Image Sequence
Vector
= Brick Texture
Converter
: Checker Texture
Script
Environment Texture
Group

vy vvyvvy vy v v

Gradient Texture
Layout =

IES Texture

Image Texture

Magic Texture

Musgrave Texture
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Y& oUTO TOV TIVOKO! ETUAEYOUHE TO EWKOVISIO TIou avTioTtolxel oto New
Image ko ToV THivaKa IOV EUPAVICETAL SNILLOUPYOUE EVO VEO OVATTTUYHQL.

v Image Texture

Wlv [+

Linear
Flat
Repeat

\latelg

Alxtnpovpe Tov THivoKa ouTd €TIAEYHEVO O OAN TN Sladikaaior Kot atn
OUVEXELX KAVOUE TLG €ENG EVEPYELEG:

* XtV opada epyociwv Render Properties, oto medio emAoywv Render
Engine, emuAgyoupe Cycles kau kavoupe scrolldown oto Tedio emAoywv Bake.

« To avoiyoupe kot kévoupe kAk oto Tiedio bake Type. Xtov Ttivoka TTou
avolyel erAéyoupe Diffuse.

Bake

Bake from Multires

Bake Type | Diffuse
uv

Roughness

Emit
Environment

Diffuse

« Xto medio Influence, Tov PpiokeTon akpBWC oo KATW, SLTNPOVE ETTL-
Aeypévo povo to Color.

ey v T S e il
[ oo
I —

Y& oUTO TO ONMEIO EXOUHE TEAEWIOEL [E TG OTTOITOVHEVEG PUBIITELG KO
KA&voupe KAk oTn Pooikr) evtoAr Bake, Tiou Bpiloketal otnv Kopu@r outov
Tov mediov evtoAwv. Otav n Sadikaoion oAokAnpwoel, atnv 086vn Uv Editor
MTTOPOVHE VA SOVPE KOl VOL GLOOUUE TO VEO Texture Tiou TiepAapPdivel OAo
Tov ouvduaouo Textures Tiov xoupe Snuovpynoet oto Shader editor.

To evwvoupe pe to Color oto Tivoka Principled BSDF kot To SLomoTwvouE.
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Mropoupe va yupiooupe Twpa TIoAL oto Render Engine: Eevee.

7.6.2.2. Bump Bake
H Sodkaaia givat oakpBug iSta pe TNV TIapomovw, pe SU0 OUWG SIPOPES;

A. X710 véo Texture IOV SNLOVPYOUE OTOV SNIULOVPYIOOVE TO VEO QVA-
TITUYHO, TIXPATNPOVUE OTL OTOV THiVOKa Tou Texture avolyel eva véo Tiedio
emAoywv pe ovopaaia Color Space. Xe auTo To TeSI0 OAAALOVE TNV TIPOETIL-
Aoyn RGB og Non-Color.

B. ‘Otav kavoupe KAk oto Tiedio Bake Type otov Ttivoka Ttou avoiyel, Tt
Aéyoupe Normal kou oxt Diffuse.

‘Otav TEAELWooUE TN SLASIKACIO TIPATNPOVE OTL, OTAV EVWCOUE OUTO
10 ¢éva Texture ato kouptti Normal otov Ttivaka Principled BSDF, €xel evowpa-
TWOEL TIG PUBMITELG TwV SV0 CAAWVY TIVAKWYV, Texture kat Bump.
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Sheen Tint
Clearcoat
Clearcoat Roug|
IOR
Transmission
Transmission Rt

Emission

v BOMI BAKE

Alpha

Color ® Normal
Apha @ Clearcoat Norm:

Tangent
[o’]v BOMM BAKE 2 ObE X

Linear v
Flat

Repeat

Single Image

Color Space Non-Color

Vector

To aVATTTUYHO TTIOV QVTIOTOLXEL 0TO Bump Bake €xel eva xpwpa yoAddlo,
ME PWTELVEG KOl OKOTELWVEG SlaaBpioel.

Evwvovtog BeBaiwg ameubeiog TV elkdva TOU VT TUYHOTOG Bump  pe
1o kouprti Normal Tou mivaka Principled BSDF Ba topotnpriooupe OTL n tpa-
XOTNTA Elval «PEAPLOUEVN» OE Ot CUYKEKPLUEVN TR, TIOL SiveTal oMo TNV
EIKOVO TOL OVOTTTUYHLOTOG,

QoTO00, AV TO ATIOTEAEOHA SEV OG IKAVOTIOLEL ATIOAUTO, UTIOPOUVE, KOl
edw, va Tapepéioupe Tov Tiivoka Bump Kot va eTEUBOVUE OTNV T TNG
EVToong Ko Tou aBoug TG TPOXVUTNTOG TNG EKOVOG,

Y& kOOe TEPITITWON, OPWG, EXOVUE SNIUOUPYNTEL U EIKOVA TIOL SEV TIEPL-
ABAVEL X PWHOTIKEG TTANPOPOPLES, OAAX TIANPOYOPIEG TPOKUTNTOG, TNV OTtolx
MTTOPOUE VA XPNOUYUOTIOI )OOV E 0TI PETOPOPA TOL TPLOOIAOTATOU OV TIKELUE-
VOU OV G8 OAAEG HOPPEG AOYLOIUKWV KOL EQOPUOYWV. ETmALoV €xw Slao@oni-
OEL TN UETOPOPA TWV OXESLTTIKWY ETILAOYWV OV HE OTTOAUTN OKpPiPELa.
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Mo, mapddetypa, av BEAOLPE Vo avePACOVHE TO TPLOSIAOTATO AVTL-
KEIUEVO HOG OE ML TTAQTPOP U TIAPOLCLOCNG TPLOSIACTATWY HOVTEAWVY,
omwg to Sketchfab, Ba pag @avel TOAL xpriotno va exoupe Stabeatua To
avTioTOLXO AVATITUYHATA Yot KEOE pict amod TIG ISLOTNTEG TOU AVTIKELE-
VOU oG, OTIWG N TPAXVTNTA. ME qUTO TOV TPOTIO, HE EVA OTIAO KALK, «VTU-
VOULUE» TO HOVTEAO HOG HE TO AVTIOTOLXO QVATITUYHE, 6Tav pog {nNTnOet
aTtO TNV TAATPOPUA O TIPOTSIOPLOUOG TNG VPNG YL TO XPWHA, TNV TPO-
XUTNTA, TNV QVTAVAKAQON K.0.K. ETtimAéov, amAomotovpe Tnv Stadikaoia,
KOBWG EXOUHE HOVO EVOL QVATITUYHA YLt KAOE Lot OTtO TIG TIAPATIAVW
OLOTNTEG TNG VPNG.
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Kepdaouo 8
EWbiIka Oépata PwTIoOHOU

8.1. Elcaywyn

O PWTIONOG, 08 GUVSVOOUO HE TOUG TPLOSIACTATOUG OYKOUG KOL TO KO-
Spaplopa, elval KOUPLKOCG TIapAyovTag TIPOTSLOPLOUOU TOU TPLOSIAOTO-
TOL XWPOU KAl AVATIAPACTACNG TOU 0Tn dlodlaatatn 086vn TpofoAnG.

ITI¢ Tovieg Tov tapadoatakoL stop motion 3d animation £xouv ava-
TITUXOel TIOAAEG TEXVIKEG PWTIOHOU KAl €XOUV S0BEl TIOAAEG KATAOKEL-
QOTIKEG AVOELG OTO PWTIONO O TOIKIAEG oLVONRKeg ANYNG kivnong Ka-
PE-KOPE.

Moapopola, kat otnv tawia The Mirror Stage, mpogkuav TPOoARpa-
Ta Kot 56ONKav AVCELG PWTIOUOV HE YWWHOVA TNV arodoon Tov osvapi-
OV KOl TNV OKNVOBETIKN HATLA.

Oa SOVHE TNV TILO OTIAN) TEXVIKA AVASELENG EVOC QVTLKELEVOU UE TP
T KOl SVO €EELSIKEVPEVEG TIEPITITWOELG SNULOVPYLAG ELSIKWY QWTLOTL-
KWV £QE, OTIOV O PWTLIOPROG AELTOVPYNOE e PAON TNV LOTOPIa Kot EdwaE
pa dlaitepn vOTO 0TNV ATHOCPALPA TNG TAVIOC,

8.2. To avtikeipevo wg Tnyn pwtog otnv tovia The Mirror Stage

Xtnv tawia The Mirror Stage, og U0 OKNVEG, TA AVTLKEIPHEVO TOU OKNVL-
KOU AELTOVPYNOOV WG PWTLOTIKA TINy.

OL OKNVEG QUTEG ATAV N OKNVH TOU SPOUOV, OTIOU Ol AQUTIEG OTOV
SpoOpO glxoV EVOWHATWHEVO PWG, KOL Ol OKNVEG OTNV TAPATOQ, UE T
PWTA TNG YlyavToapioog.

2TNV TPWTN TEPITTWON, 0TN OKNVKA TOu S§POHOV, 0 POAOG TOU PWTOG
TIov TtHyade oo TIG AQUTIEG TOU SPOHOU NTAV Tlyoupa epPavig. QoTtdoo
Sev ATav TOOO ONUAVTIKOG 0TN SLAPOPPWON TNG OKNVAG. MpooebeTe pia
MIKPN TILVEALX OTOV KOPBA TWV XPWHATWY TOU OKNVIKOU. AKOUN KAl VO
pNVv vrtRpxav Ssv Ba ATaV TOCO EPPAVAG N ATIOVCIA TOUG, KABWG Ol Ke-
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VTPLKEG OKLEG TWV KTIPiwV Kot Tou SpOPOU NTAV KUPLaPXES, e SUVATEG
aVTIOETELG, IOV TOVI(OV TNV EEMPETIOVIOTIKI ATHOTPALPA TNG TAVIOC.

AvTiBseTO, OTIq OKNVEG OTNV TAPATOR, O POAOG TWV TIPOLOAEWV TIOU
ETIEPTAV OTN YlyavToa@ioa gixe opyavikd poAo otn oknvobeaia.

Ot Adumeg Tpepomaloy SIPKWG O EVa KATA T GAAQ akivnTo Tie-
pLpAAAov, TovidovTag OTL KATL CNUAVTIKO cupfaivel oTn yyavtooagioa.
JUVOETIK, NTaV TO OTOLKElO ekelvo TNG avTiBeong Tov odnyovoe 1600
TO MATL TOU BT 000 KOl TNV KOUKAX-TIPWTAYWVIOTPLO OTO ONPELO TNG
TIO MEYAANG SPAUATIKAG EVTAONG, TN YLYQVTOA@PIoa 0TNV TAPATOQ.

To TPEUOTIOLYUO TIOU EKAVE NTAV TOCO ONMOVTIKO, WOTE emnpeade
SPOOTIKA TOV GWTLONSO OANG TNG OKNVAG.

TexViKa, yla va eTutevxOel auTO TO QTOTEAECHQ, SEV apKOVCQV Ol
Adumeg Tov eixav mpooappocBel otoug pofoAeic UPooTA amo TN yi-
yavtoagioa. Empeme, Aowmov, va Bpebel €vag TpdTOg LAOTIOINONG TOV
KOXBWG ATV pLa 0P OKNVOBETIKA TIpOOEON Kal ETIPETE IKAVOTIOINOEL

H Aon mou Bpednke Atav padl pe TIG AQUTIEG TWV TIPOROAEWVY vV
OUYXPOVLIOTEL PLA HEYGAN PWTLOTIKN TINyn TOU XelpokivnTa dvafe Kkat

224



Kepdhawo 8 Eidikd Oépata Pwiopon

€0BnVve KapE-KaAPE CUPPWVA PE TO avaBoaBnva Tou TTPOoBoAEX TNG YLya-
vTooPioag. AuTo €ixe pla LeydAn SuokoAia otn Statripnon tng otabepo-
TNTAG TOV PWTLIOHOV, ELSIKA OTAV ETIPETIE VA EMAVEPOOVUE GTNV KAVOVL-
K KOTAOTOON HETA Ao éva évTovo avafooBnopa.

8.3. To avtikeipevo wg TNy pwTtog ato 3d computer

210 3d computer UTIAPXEL HEYOAUTEPN AOPAAELX OTOV XELPLOMO TETOLWV
KOTAOTACE WY, KAOwWC Ta T pubpilovtal pe peydAn akpifeta, xwpig
VOl QTAULTELTOL O KOTIOG KAl O XpOVOG o€ SUOKOAEG ouvOnKeg stop motion.

ErumAgov, untdpxouv SUVOTOTNTEG XELPLOMOU TWV QVTIKEIMEVWV WG
QWTLOTIKA TiNyH. Mt Tétola SuvatdTNTo Ba EETACOVHE OTN OUVEXELQ.
Eivaw n evtoAn Emission wg Material pe tnv omola, o€ CUVOVOCUO HE TIG
duvatotnteg dSuvaulkwy pubpiccewv Ttou Blender, petdTpemouvpe Eva
QVTLKEIPIEVO OE PWTLOTIKN TINYN.

8.4. O1 puOpioceig Emission

Anpovpyovpe pia amAn ouvBeon Tou TePIAQUBAVEL Eva KUBO, KOl TEO-
ogpa emimeda, To éva yla Baon, SYo ylx Tolxoug Kat éva To omoio Ba
xpnowomoinBsl wg eWTIOTIKA TiNyRA. M’ auTtd To Adyo SlaypdPoupe To
(PWG TIOV EXEL OPLOTEL WG TIPOETILAEYHEVN PWTLOTIKA TNy, Kot Sivoupe
OLOTNTEG PWTEWVAG TINYNG O €Val OO TA TECOEPA ETITIES AL
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EmiAéyoupe To To pIKPO emimedo kat Tou epappolovpe To Material
Emission otnv 086vn Shader Editor pe Tig evtoAég: Add-Shader-Emission.

Add Node
L search...

Input

Shader

Texture -
Color >
Vector
Converter
Script

Group

Layout

¥ Use Nodes Slot 1 v @+ Material.0C

Diffuse BSDF

Emission

Holdout

Mix Shader

Principled BSDF
Principled Volume
Refraction BSDF
Specular

Subsurface Scattering
Translucent BSDF
Transparent BSDF
Volume Absorption

Volume Scatter

Ytov mivaka Emission divoupe éva xpwpa Beppod kot SUvapn ewtog
1.000. MopaTnPoUVpEe OTL EXEL MEV, YIVEL EVTOVO KITPWVO TO XPWHA TOU
eTUTES OV, OPWG S AELTOVPYEL WG PWTLOTIKN TINYN.

AnAadn Sev emnpedilel SPATTIKA, PE ETOVUNTEG PWTOOKLIATELG, OVUTE
TO TPLOSLACTATO AVTIKEIUEVO OVUTE TOV XWPO TIOU TO TIEPLBAAEL

(

v Emission

Emission

0J Strength  1.000

® Color

| v Material Output

®—@ Surface
® \olume

Displacement
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8.5. O puBpioeig Render Properties

Mo va To TTETUXOVHE UTO XPELXLOVTAL AlyEG AKOPO PUBUITEL OTNV OUA-
da epyactiag Render Properties. Kavoupe «tik» oto Tedio Bloom kat a-
POTNPOVUE OTL apXilEL VO UTIAPXEL LD ULKP OAANAETIIS pOON TOU ETLTTE -
S0VU-QWTOG pe To TEPLBAAAOV.

&5 Scene
viewport 10

Viewport Denoisil

Ambient Occlusion

» & Bloom

pept] & Bloom

» Subsurface Scattering
Screen Space Reflections
Motion Blur

» Volumetrics

» Hair

» Shadows

» Indirect Lighting

Ké&voupe scroll down kot evepyomoloUpe, €miong pe Tk, To Tedio

Screen Space Reflection.
MopatnpoUpe OTL TO eTIMESO-PWC KABOPePTI(eTAL OTO £50(POG, OAAK
OTIEXEL TIOAVY OTO VA AELTOUPYNOEL WG GWTLOTIKO.

¥ & Bloom
Threshold
Knee

Radius

Refraction
Half Res Trace ¥

Trace Precision 0.226

Max Roughness 0.476

Thickness 0.001 m
Edge Fading 0.107
Clamp 14.500

Thickness 0.001 m

AoV k&vape TG TIG SVO PLBPITELG, ETTLOTPEPOVE TIAAL TNV 000-
vn Shader Editor kat aveB&lovpe TNV €vtaon Tov PWTOC. KabBwg tnv ave-
Baloupe MOPATNPOUVKE OE TIPAYHUATIKO XPOVO TO €TTESO VA ATIOKTAEL
TNV EKOVA PWTELVAG TINYNG.
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v Material Output

v Emission All

Emission ®--@ Surface

@® Color - ® Volume

® Strength 15.700 Displacement

Exet dnpoupynBel Evag PTEVOG SIOKOG yUpW TOU KAl OVTOVOKAXTAI,
EAQPPA, OTA YELTOVIKAX TOU OVTIKEIUEVQL.

‘Opwg Kat TéAL dev pwTidel T oknvr). Attouteiton o emmAéov pUBHLON
YO VO UTTOPETEL VOl AELTOUPYNOEL WG TINYN QWTOC,

8.6. O1 puBpioceig Light Probe

Jtnv 00ovn Viewport mAnktpoAoyouue Shift A kal otov Tivaka Tou
avoliyel, emiAéyoupe: Light Probe — Irradiance Volume

V Mesh

2 Curve

& surface

@& Metaball

a Text

£ Grease Pencil
K Armature
27 Lattice

> Empty

N Image

@ Light >
%% Light Probe ¥ [rubemap

@ camera

‘Eva oxrpa kOBou pmaivel otnv oknvi. Mo va Sovpe tnv emidpaon mov
EXEL AUTO TO OXNHA OTIG LOLOTNTEG TOV ETUTESOV WG PUIG TIPETIEL VO KAVOULLE
KOl TNV TeAevuTaia puBuon otnv opdda epyaoiwv Render Properties: oto
niedio Indirect Lighting emiAéyoupe Bake Indirect Lighting.
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User Perspective

(1) Collection | Plane.001 » ¥ Bloom

» Depth of Fie|
» Subsurface

- » ® Screen §

¥ Indirect Lighting

[ Bake Indi

Diffuse Bou
Cubemap
Diffuse Occluf
Irradiance Smod
Clamp Giq
Filter Qug

¥ Display

Twpa UTTOPOVIE VO SOVUE TIPAYHUATIKA TO €TESO VA AEITOVPYEL WG
PWTLOTLKO.

AUTO onpaivel OTL OXL HOVO AQUTIEL, OAAX ETILOPA KO PE TO TIEPLPAA-
Aov, SLOOPPWVOVTOG VEEC LOOPPOTIEG PWTLOUOV.

AnAodn gival povePOG 0 CUOXETIOUOC TNG EVTAONG KOl TWV CAAWV IOLOTNH-
TWV TOU QVTIKEUEVOU HOG, TIOU AELTOVPYEL WG PUITEWVN TINYN, KE T OVTIKELpE-
VOl TIOV PWTICEL KOl TOV XWPO OTOV OTIOIO £ival TOTIOBETNEVAL.
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lMpoagoxn

Y& KB aAAayn TIOL KAVOUUE OTLG LOLOTNTEG GWTLOPOU TIPETIEL VO KO-
voupue Bake Indirect Lighting yia vat SoUue TIG 0AAQYEG 1) VO KAVOUE TLK
0TO KOUTL pe TNV evToAn Auto Bake.

v &5 Scene

» ¥ Bloom

» Depth of Field

» Subsurface Scattering

» o Screen Space Reflections
> Motion Blur

> Volumetrics

» Hair

» Shadows

¥ Indirect Lighting

E} Bake Indirect Lighting
o[ Bake mdrect Lightng |
Delete Lignting cacne
0 Ref. Cubemaps, 6..28.5 MiB in memory.
Auto Bake W
Diffuse Bour
Cubemap !
Diffuse Occlusion
Irradiance Smooth..
Clamp Glossy
Filter Quality

Twpo UTTOPOVUE VO TIELPAPATIOTOVME PE TN UETAKIVNON TOU OXNUO-
Tog Irradiance Volume kat va ovpe TNV €Midpaon Tov €XEL OTOV PWTL-
OMO TNG OKNVAG VO OV TIKEIUEVO TIOU AELITOUPYEL WG PWG.

” / 3
;’- rradianceVolun
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8.7. Epappoyn tou Emission otnv tawia The Mirror Stage

Xtn ouvexelr, Ba e€eTAOOLVNE TNV EQAPHOYH TNG SLVATOTNTAG TIOV AV~
TTUXONKE IO TIAVW, OTA PWTIOTIKA UTIPOCTA OO TN ylyavtoopioo
otnv tawia The Mirror Stage.

8.7.1. H dnuovpyia TG «OKAPNG>» TOU (PWTLOTIKOV
Mnyaivoupe otnv emiAoyr) cuvduacpov 08ovng epyaciog UV Editing.
Ytnv 006vn Viewport oto Edit Mode Slapop@WVoupE TO XA TOU KU-
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Bou petakvwvtag (cuvtopoypagia G) Tig V0 0pLlOVTIEG YPAUMUEG OTOV
a&ova Z kal Tic Svo kabstec otov déova X.

EmAéyoupe T pEYOAN TIAEUPA TOU OXNMATOG KOl TIANKTPOAOYOUUE |.
METOKIVOUE TO TIOVTIKL KL BAETTIOVHE OTL SNUOVPYELTOL UL UTTO-YEWHETPIAL

EriAéyoupe TNV éktaon mov Ba KAToAapBAaveL Kat TTATAPE apLOTEPD
KALK yla vor TNV «KAeWbwoovpe» atn Béon auth. MNetdue T0 €0WTEPIKO
OXNHO KOL KPOTAW TIG TIEPLUETPLKEG TIAEVPEG WG Kopvila. ETiAéyoupe TNV
TIEPLUETPLKN) QKA TOU QVOlyHaTOG Kol TTANKTPOAOyoUpE E kot k&voupue
Extrube mpog ta peoa. Aivoupe €tot, faboc.
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Me ouTOV TOV TPOTIO SNILOVPYNOOUE TO OXNAHA TNG «OKAPNG» TOU
(PWTLOTLIKOV. XTN CUVEXELX SNULOVPYOUVHE TO QVATITUY A TOU KOAOUOW-
vTog TN pon evtoAwv: U- Unwrap. Xto Texture Paint Mode dnuiovpyouvpe
éva véo Texture Paint Slot pe Tomo Base Color. Tou Sivoupe Siaotaoelg
2048 X 2048, dvopa Kal Xpwpa KoUPa popo.

8.7.2. H dnpovpyia Tng pwTEIVAG TTNYNG

Yto Object Mode &nuovpyolpe éva vEOo KUPBO TIANKTPOAOYWVTOG
Shift A. Oa amoteAéosl To «AvTikeipevo-Pwe». Tov ToTOBETOVUE OTO
E0WTEPLKO TNG «OKAPNG» PpovTi(ovTag va Tipoeexel Alyo, OTIwG Kol TO
PWC TOV OKNVLKOV. Na eukoAia tnyaivoupe oto Wireframe View.

8.7.3. ZUvOeon mpoPoAéwv kat apicag

MeTapepOPOOTE O OTITIKI) 086VNG SUO SLACTACEWY OO UTIPOOTA KOL
opiw TN Bon Tou TtpoPoAéa urtpoatd oTn yyavtoapioo. EmAgyoupe pe Shift
To SVO AVTIKEUEVO TIOU CLVIOTOVV TOV TIPOPOAED ko TIANKTPOoAoyw Shift D.
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METOKIVOULE TO TIOVTIKL PHOG KOL TIOPATNPOVUE OTL «CEPVEL» PE TNV
Kivnon tou Tta avtiypa@a Twv SU0 QVTIKELUEVWY TIOU eiXOpE ETUAEEEL
TomtoBeTOUE TO TIOVTIKL 0TNV B€0n oV EMBVPOVHE VO TOTIOOETATOVE
TO QVTYPaAPO TOU TIPOROAEN KOL KAVOUHE OXPLOTEPO KALK.

8.7.4. Material mpofoAéa

Avoliyouvpe pa 086vn Shader Editor dimAa otnv 086vn Viewport kau
ETILAEYOUUE TOV KUPO — wC. Tou Sivoupe TNV 18LOTNTA Emission avoiyo-
VTOG TOV Tiivako evtoAwv Add — Shader — Emission.

2Tn okA&@n Sivoupe Eva XpwHo GKOUPO, oXeSOV Lovpo.

8.7.4.1. H puBuuion Emission

Mo TN PUBKLION Tov Emission TapaTiBevTal, CUVOTITIKY, Ta €ENG BT

+ 2TnNV opada epyaaciog Render Properties Kavoupe «Tik» oto TiedIo
Bloom.

+ K&voupe scroll down kat k&voupe «Tik» oto Tedio Screen Space
Reflection.

« XNV 066vn Viewport mAnktpoAoyoupe Shift A kay, otov Tivaka Ttov
avoliyel, emiAeyoupe: Light Probe — Irradiance Volume.

* XTNV opdda epyaciwv Render Properties: ato medio Indirect Lighting
emAeyw Bake Indirect Lighting.

 K&voupe emiong Tk 0to Kouti pe TNV evtoAn Auto Bake yia va BAé-
TIOUE TIG OAAQYEG QUTOUOTOL.

m‘ v Material Outpul

Emission @ All

Strength 12.300 Volume
- Displacement

Material.002

AnAadn, BAETTOVPE TO ATOTEAEOHUA TWV ETUAOYWV HOG HE TO TEEPACHU
EVOG MIKPOU XPOVIKOU SICTANATOG, TIOV OAUTETalL Yl TNV emneepyaoia
NG K&BE OAAaYNG.

Twpa UTTOPOVE VA TIELPAUATIOTOVHE HE TIG pUBUIoEL, TOCOO OTOV Tii-
vaka Emission, 600 kat ota media evtoAwv Render Properties.
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MmopoUpe emiong va KAVoupe SLAQOopa TEOT HE TG OAAQYEG OTOV
PWTIONO PE TN peTakivnon Tou oxnpatog Irradiance Volume.

XOhO
AOPQ
OEATPO
31 HAOY

8.8. Mdaoka (pwTtog

Ztnv touwvia The Mirror Stage, 0Tov @WTIONO TOL SPOUOY, XPNOLUOTIOINONKE
€Val TPUK TNG OVTAVAKAONG TWV TIAT{OUPLWY, TO OTIOI0 UTTOPEL VO (avel
e€aupeTika xpnowo oto 3d Computer Modeling kai Ttou ival, GXETIKY, EUKO-
A0 WG eKTEAEDN, ME TIG SLVOTOTNTEG TWV AOYLOUIKWY 3d oxeSLoop0V. ‘Opwg
oG SOUE, TTPWTO, TIWG ETUTEVXONKE AUTO TO EPE OTOV PUOLKO XWPO.
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Mo TNV emitevén TOu AMOTEAEOUATOCG TNG AVTAVAKAQONG TWV TA-
T{ouplwV Xpnotpomolndnke eva §Tpa Pwg To omoio dev TomoBeTHONKE
Tiow amo 1o TavTloVPL, OAAG ETTAVW ATIO TO OKNVIKO KL UTIPOCTA TOU
ToToBeTAONKE Lot PAoKa. H pdioka ATav €val HETOAALKO EAQOUO ME TIO-
POAAANAEC KOTIEC, OTIWC Ol KOTIEC TOL Ttat{oupPLoV.

To @w¢g ToToBETNONKE £TOL, WOTE O PWTLOROG TOV OTOV SPOUO VAl
dnuovpynost TNV Yeudaiobnaon OTL avTavakAd To TTat{ovpL aKPLRWG
aTto TMAVW. 2€ AUTA T TAT{oVPLA £iXE TOTIOOETNOEL EVal ATAG PWTAKL YL
va 500l n MAnpowopia otov BeaTr OTL THIOW TOUG UTIAPXEL WG, XWPLG
WOTOCO VA £XEL TNV LOXV VO PWTIOEL TOV SPOJO.

8.8.1. Anpovpyia TnG paokag PwTog ato Blender

Mia amtAn kot cUVToun Sladikaaia eival N TAPAKATW.

* 210 Object Mode eloayoupe eva Planes (Add-Mesh-Planes 1} An-
ktpoAoyoupe Shift A- Mesh-Planes).

« 210 Edit Mode &nploupyolpe emimAéov yewpeTpia (eite pe Se&l KAk
Kol emiAoyn Subdivision gite MAnktpoAoywvtag Ctrl R kot Snuiovpyw-
VTOG XELPOKIVNTA «AOUTIEG» DKWV OTA ONUELX TTOU ETILOUHOUVE).

* 2BAvw ta TapdAAnAa faces SNULOVPYWVTOG TO £PE TOU EAACHATOG
TIOV TIOPATIEUTIEL O€ YPiALEG TTavT{OUPLOV.

To oxnua Tov Snpovpyeital TPOCOUOLAlEL OTO EAATHA TIOU XPNOL-
MOTIONONKE YLA TO AVTIOTOLXO EPE OTOV PWTLONO TNG Tawviag The Mirror
Stage.

8.8.2. Toto0£TNoNn TWV PWTWV HE TIG HAOKEG GTOV XWPO

TotoBeTOVHE EVQ, CUVOAIKS, N TIEPLOCOTEPQ, VA TPUTIA, PWTA TIIOW
aTtd TNV HAOKOX AVEAOYQ [E TO TIWG ETILOVHOVHE VA TIEPVAEL TO PWG OVA-
MECQ OTIO TIG «YPIALES».
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8.8.3. PUOon Twv pwTwv

ETlLIAEyOUE TO QWG IOV ETILOVUOVUE KA, XUTOPXTO, QVOLYEL UL O~
da gpyaciwv otnv 086vn Properties Tou avTloTolxEl OTIG epyaaie pe
TOV QWTLOMO. X& auTH TNV 080vn puBuidovpe:

e TOV TUTIO,

* TNV évtoaon,

* TO XPWHA TOU PWTOG TIOU EXOVE ETUAEEEL

2tn ouvexela Ba Sovpe Toug SLABECIHOVE TUTIOVG PWTWY CUUPWVA
ME TNV TEPIMTWON TIoV €EETAOVE:

* Point.

* Sun.

* Spot.

* Area.

8.8.3.1. Point

Amatteitat éva spot Tiiow oo KAOE AVTIKEIMEVO KO TIAPEXEL EEXTOL-
KEVUEVEC LOLOTNTEG (XPWHQ, EvTaan), XwpIg To eva @wg va emtnpedlel TO
OAANO SPOCTIKA.
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8.8.3.2. Sun

To eva amd Ta SVO PWTA APKEL YL va SNLLOVPYNTEL OKLEG O€ OAX T
QVTIKELEVA TNG OKNVAG. MTIopoUpE Vo OAAAEOUHE TN POPA TWV AKTIVWV
TOU PWTOG TOU HALOV, TO XPWHA KAL TNV €vTaot Tov. Asitoupyel wg Key
Light kat Sivel xpwpatiopo mou emnpedlel OAN Tt oknvn.

Rotation X = -43.8
Y -6.7
Z

8.8.3.3 Spot

Pwg pe SLVOTOTNTA OTOXEVOHUEVNG €KOEONG KO PE EEXTOWIKEVEVN
emppon. Mmopovpe va puBpicoupe TV aktiva €kBeong Kot Tov TPoOTo
amntodoong TnG okldg amnod ta edia evtoAwv Spot Shape kat Shadows.

¥ ¥ Custom Distance

Distance 37m

¥ Spot Shape

Size <€ IRZINIESND

Blend 1.000

Clip Start = 0.001 m
Bias 0.001

¥ & Contact Shadows

Distance 0.4m
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Distance

¥ Spot Sha

Size

Blend
¥ & Shadow

Clip Start

Ytnv emidoyr| Spot Shape puBuiloupe TNV aKTiVa aVOilypaTog KOt KAEL-
olHaTOg TNG SE0UNG TOV PWTOG KAL TNG AVTIOTOLXNG ETILPPONG OTO TIEPLROA-
Aov. AvtioTola, atnv emthoyr) Shadow puBuidoupe to peyebog kat Tn popd
TNG OKLAG TOL QVTIKELUEVOU TO OTIOI0 PWTI(OVE.

8.8.3.4. Area

AtGXUTO PWE GUVOALKOV ETINPEACHUOV TNG OKNVIG, PE EAEYXOUEVN OKTL-
va amo Tov Tivaka Size, 0AAX pe OTOXELUON KAl AUECO ETINPEATUO OKLAG
OTO KOVTIVA TOU QVTIKEIEVAL

H @wtiotikn emippor| Slaxéetal o€ OAn TNV TEPLOXN PWTIOMOU UE
KALUOKOUEVN €VTOON.

W, Point.001
\v Point.001

» Preview
¥ Light
- g

Poin |Sun Spot Area

¥ ¥ Shadow

Clipst.. | 16

Bias = 3.60
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8.9. KAao1kdg GUVSUAGHOG (PLITWV YL AVASELEN EVOG OVTIKEHEVOL

M KAQoLkn Slaxeiplon Twv QWTWV ylat TNV avadelgn Tou oXAHATOC
€VOG QVTIKELPEVOL €lval O TIOAPAKATW.

* Eva @wg KAeWSL oo tn Se€l& 1 apLoTEPN, MTIPOOTIVH TIAELPAL.
KatdAAnAo yU' out tnVv Tiepimtwaon eivat To wg TUTIoL point.

 Eva pwg amod 1o mAdL, amno tnv avtiBetn mAsupa tou Key Light, yia
va Swoel OYKO KOl VO LGOPPOTIHTEL TO PG KAELSL. KatdAAnAo yU' autn
TNV TepimTWon givay, €miong To Qwg TUTOL point, pe TN Sla@opd OTL N
€VTOON TOVL €ival HKpOTEPN o autr) Tou Key Light.

* ‘Eva pw¢ amo miow yla va Tovioel To Tepiypappd tou. KatdAAnio
ylo ouTH TNV TEPImTWon givat To W TUTIOV Spot ylati £xeL EAeyxOpuevn
OKTiva Kl uTtopel va Staypadel KATAAANAQ TO TIEPLYPOAUUO TOU QVTLKEL-
HEVOU.
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H EvtoAn Image as Planes

9.1. Elcaywyn

Y& oUTO TO KEPAAQLO B TIAPOVCLAOTEL UL TIOAV GNUAVTLIKA ETILAOYT) TOU
Blender ps ovopooia Image as Planes. Me autr) tnVv emidoyn, pog Sive-
TaL N SuVATOTNTA VA ELOAYOUHE pia ELKOVA 0TNV oKV wg oxnua Planes.

AuTO onpaivel OTL N EIKOVA TIOU Bat ELOXYOUE, ATtd TN UL PEPLE, SlaTn-
pel OAa Ta OLlaiTEPA OTOLKEID TTOV TN CUVIOTOVV, SNAAdN av £xeL SlapAveLla
N datnpel Kay, amo TNV GAAN HEPLA ExEL SLXMOPPWOEl WG TPLodIAoTATO
OVTIKEPEVO. AUTO UTTOPOUME VO TO SOUME TILO TIAPACTATIKA OTNV 000vn
Shader Editor, 6mov, pe To Tov Ba ELOAYOUHE UL EIKOVO, SIUOPPUIVETAL
QUTOUOTA N YPOPLIKT TIAPAOTAON TIOU AVTIOTOLXEL OE QUTH, WG VTIKEIUEVO,
Kat n omoia meptAapBavel To Texture Color Slot Ttou avtioToEl oTOV TUTIO
apxelov TNG. AnAadn av £xoupe a elkova Png pe Sapavela (Alpha), outn
Slatnpeitan kot avamaplotatal ypagkd oto Shader Editor.

ErumtAgov, o€ ouTr) TNV EVTOAN, UTIOPOUVE VO ELOAYOUHE OXL LOVO OTATL-
K OAAQ KOl KIVOUEVN EKOVA. ANAOSH, KTIOPOUVHE VO ELOXYOUE OmeVOEiag
éva Bivteo kot To Blender Ba to avayvwplogl, oTOPATO, WG LA OEPA KOPE
ouveXOUEVNG Kivnong ta ottoial TipodAAovVTaL e TOV PUOUO TIPOROANG ToL
Bivteo mou ewodyape. Ko og outr) TNV mepimtwon, oto Shader Editor Snput-
oupyeital o avTioTotkog Tivakag Texture pe TIG PUBUITELG TIOU AVTIOTOLKOVV
07O €160¢ ToL APXELOV TIOL ELCAYAYAE KOL TO OTIOIO OE QUTH TNV TIEPITTTWON
elvaw éva Bivteo.

AuTéC TIC SVO TEPIMTWOELS a&loTtoinong Twv SLVATOTATWY TNG
€VTOANG Images as Planes Ba Tig SoUpe 0Tn ouvéxela peoa amd SVo pe-
Aeteg TEpiMTWONG EQAPUOYNG TOug TNV Tawvia The Mirror Stage.

Znuavtikn urtevluuion

To «xTioWo», N PLAOTOPIT KA OL EVTOAEG OXESLACHOU OAWY TWV TIPO-
YPOUUATWY TPLOSIEOTATOU OAAG Kol SLIOSLAOTATOU OXESIOOHOU TIPOEKV-
Yav pEoT OO TNV TIPAKTIKH KAl TIAPAS00N TWV aVTIOTOLXWVY EPYOCLWV
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oTNV TMaPadooLaKr Toug pop@r. H avaykatdtnta Snpovpyiag oKnVIKWY
Me elkoveg (Images as Planes) kot n epopuoyrn Tng wg TIPAKTIKN 0To Stop
Motion Animation vTtripxe TTOAY TPV TV ElCaywyn TNG WG duvaTodTNTA
oto Blender. Eivaw @avepo, Aotrtdv, 6Tt Ba givat TTOAY amoTEAETUATIKY &Nn-
MLOUPYIKA O€ KATIOLOV TIOU B KATAVONOEL TN GLAOCO@Ia Kal TN oUVSEDT)
NG pe TN Snuovpyia animation CUVOAIKE, KL 0TNV TIAPASOCLAKH KOl GTNV
Yneokn popen tne. Eivay, emiong, BePato 0TL Ba givat TTOAV TtLo €KAo o€
EVOV EUTIELPO ETTAYYEAULOTIO TTaApadOTLakoU animation va tTnv aglomolnoel
kaw og TepBaAAov Computer 3d Modeling kat Animation.

9.2. MeA£TN EPITITWONG: EMAVACKESIOUOG TOU GKNVIKOU HE Sio-
Suaotata enineda, Tov MpwTov TMAGVoU TG Tawiag The Mirror
Stage, ovo Blender

Itnv towia The Mirror Stage o€ OPLOUEVEG OKNVEG T OKNVIKA gV ATV
TpLodldoTata OAAG eTtimeda SUVO SLUOTATEWVY e (WYPAPIKN OTIEIKOVION OE
avTloToLK (o kKot 0TO OTUA ToL TPLOSLAOTOTOL OKNVIKOV. H oplldvTia Stataén
TOUG OTOV XWPO, ME KATIOL amOOTOoN PETAEL TOUG, Kal, PUOLKE, N {wypa-
PIKN OTTEIKOVIOT) TNG ETILPAVELAG TOUG, UE TEXVIKEG TIOV Tipooedidav P&Bog
KOL T(POOTITIKH, SNovpynoav Tnv Yeudaiodnaon TpLodldoTatou Xwpou Kot
OUVEBOAQV 0TN AELTOVPYLKN EVTOEN TOUG OTO TIEPIPAAAOV TNG TAWVIOG,

2tn ouvéxela Ba avaouvBegoupe oto Blender To oknviKO TNG TPWTNG
oknvAg Touv The Mirror Stage, XpnNOLLOTIOLWVTOG TNV TIAPOKATW PWTO-
ypagio wg Tnyn, kabwg ivat SUOKOAO va GUAAEXBOUV OAX T TIPWTOTL-
T oKNVIKA. QG pwToypagia avagpopdg Oa xpnotpomnoindei to avtiotot-
XO OTOCTINOUA TNG TAWVIAG,
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9.2.1. MNposTouaoia
ATO TN «@WToYpPAPla-TINYr» KOPOUUE TIPOTEKTIKA Kol EXKPI(OVHE TIG
ELKOVEG IOV B XPNOLUOTIOCOUE YL TNV AVOOVVOEDT TOU GKNVLKOV.
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Tig owlovpe pa-pLa EeXwPLOTE, WG apxeia pe Stapavela (Png)

9.2.2. Eloaywyn gikovag avagpopdg ato Blender

Mnyaivoupe og OMTIKA ywvia 086vNng amd PTMPOoTA KAl ETUAEYOUME
Add - Image woTte va glodyouvpe otn oknvh Tou Blender tnv swova amd
TO QMOCTIOOHA TNG TAWVIOG WG ELKOVO AVAPOPAC,

Y& oUTO TO TIESIO £XOVME TPELG ETULAOYEG ELOAYWYNG ELKOVAG:

* Image Background.

« Image Reference.

« Image as Plane.

H Bootkn Staopd ocutwv Twv eMAOywV ivat 6Tt oL Vo TIPWTEG elvat
€lkOveg empty. AnAadr @aivovtal 0Tn oKNvr KOXTA TN SIAPKELX TNG ETEEEP-
yaoiog oAAG Sev epgavidovtat oTo TeAKo Render.

EmAéyoupe Image as Plane pog kot Ba elvat n kupla emAoyn poG o€
OAn tn dadikaoio avaovvBeong Tou oKNVIKO.

Awxxwpiloupe TNV 006vn og SV0 KABeTEC VTTO0OOVEC Kol 0Tn Se&Ld Si-
VOUE OTITIKN YwVia KApEPAG (cuvTtopoypagia O) kot epgpavion (Viewport
Settings) Material View.

Ja7 Reference
&7 Background

EX Images as Planes

KaB’ 6An tnv didpkela Oa evoAAdoooupe Ta Viewport Settings.

9.2.3. H slcaywyn tng £IkOvVaG WG avTikeipevo ato Blender

2T ouvExEla 0TV SLa oTtTIk 006VNG ELOGYOUVE EVA - EVAl TO VTEKOL-
Toplopata apyeio.

H pon evtoAwv gloaywyng piag elkovog wg avTikeipevo ato Blender
elvat (Sl pe TNV eloaywyn TnG ELKOVAG avaPopPa.
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Kepdhawo 9 H EvtoAn Image as Planes

Eotidloupe otn €€ 086vVN pe TNV OTITIKN YWVLIA TNG KAUEPAG KAL O
OUVSUAOPO HE TNV apLoTEPH 0BOVN, IOV TNV XPNOLUOTIOLOVHE EAEVOEP
OUVOETOUE TIG ELKOVEG, GUPPWVA E TNV EIKOVA AVOPOPUG.

@ ©@OO - | sneakreek | | AppManager

9.2.4. H pUOpoN TOL PWTICUOV

AoV ToTtoBETATOVE OAQ TO AVTLKEIPEVQ, LETOUPEPOOOTE O Rendered
View woTte v puBUicOLPE Ta PUWTO CUUPWVA PE TO PWTIOPO TNG EKOVOG
aVaPOPAG. XPNOLUOTIOLOVHE TUTIO PWTOG Point Ko TOToBeTOVpEEVA (PG
o€ KOBe lkova.

TNV TIAPOAKATW EKOVA PAETIOVHE O KATOWN T TIOAAQTIAG €Ttiteda
TIOU OUVIOTOUV TO OKNVIKO HUE T KEVA OVAPETH TOUG, KATA TNV TOTIOBE-
TNOM TOLG OTOV XWPO, KAl TNV avTIoTOLXN TOTIOBETNON TWV PUWTWV TIOY
EXOUHE ETILAEEEL YL TO KOBEVA QIO QUTAL.
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Top Orthographic

PuBuidoupe TO XpWHA KAL TNV EVTOON TOU KABE pWTOC. XTOV oupa-
vO Sivoupe pia amdxpwaon Yuxpn, EVW oTa KTIpLA Lo amoxpwaon Bepun,
OUHPWVA LE TA XPWHOATA TNG ELKOVOG AVAPOPAG,.

<

9998

W, Light.002

Sun Spot  Area
Color

Power Power 82.9W

Specular 1.00

Specular

Radius Radius 01m

9.2.5. TeAwkn £€€080¢ eikovag Render

K&voupe Render (Zuvtopoypagio: F12) otnv €lkova a@ol mpwta
g€xoupe puBpioel To péyebog, 1o dvopa Kal Tov TUTO apxeiov e€660u
otnv opada epyaciwv Output Properties, OTwg idapue oTo TETAPTO
KEPAAQLO.

H eikdva Sev gival TO00 «aTpoo@alpkn» omwg Ba BéAape. Eva GAAO
TIPOPANHA TTIOL SLATLOTWVOUE Elvat OTL OL LOVPEG CLAOVETEG TWV KTLPIWV
OTO POVTO SV £XOLV PWG OTA TTAPABupaL.
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¥ Dimensions =

Resolution X 1920 px
Y 1080 px
% 100%

Cache Result

File Format  [§*] PNG

Mo va Stopbwooupe outd ot SVO BEPATA KAVOUPE TG TIOPOKATW

EVEPYELEC,
Y& £V TIPOYPOLUA ETIEEEPYATLOG ELKOVOG KAVOUUE «TPUTIO» OE OAQ T
napaBupa pe o Magic Wand Tool.

> Freestyle

¥ Color Management
Display Devi.. sRGB

View Transf..  Filmic

Look None

Exposure -1.944
Gamma 1.000

Sequencer SRGB

Itnv opdda epyactwv Render Properties, k&voupue scroll down oto Te-
Slo Color Management kait puBuidoupe To Xpwpo omd ekel woTe va £pBOeL
KOVTQ OTNV ELKOVA QVOPOPAG,.
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Kévoupe oL Render kot BAETIOUE €V TILO IKOVOTIOUNTIKO OTTOTEAEGOL.

Jwdloupe TNV €lkova otnv 08ovn Image Editor, n omoia avoiyet amev-
Beiog o0Tav k&voupe Render.

Image
New
= Open...
Open Cached Render

Edit Externally

(5 Ssave

Save As... Shift S

Jwdlovps, emiong, to Blender File emAéyovtag oto edio External Data
To Automatically Pack Into Blend yia va StatnpnBouv 6Aa ta materials wg
TIOKETO OTO apxEio. Me auTO TOV TPOTIO TO AOYLOMIKO OTTOONKEVEL TAL OTOL-
XELO TIOL CUVIOTOUV TLG VPEG TOV POVTEAOU pag oTo apxeio blend, avgavo-
VTOG, TOUTOXPOVA, KOL TO HEYEBOC TOv.

Save As...

Save Copy...

Link...
Append...
Data Previews

, Import
, Export

Automatically Pack Into .blend

External Data

Defaults

() Quit
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9.3. MeAétn mepintwong: mpoadnkn video wg Texture

Me apopun T oknvn otnv Tawia The Mirror Stage 6mov n ytyavtoo@ioa
peTaTpETETAL O 000VN TIPOPOANG, Ba e§gTdooupe avtioToleg SuvatoTn-
TeG oV pog Sivovtat oto Blender.

Mo ovykekplpéva, Ba egetdioovpe tn duvatotnta Key Color ov pog
Sivetaw otnv 086vn Compositing kot Tn SuvatotnTta dnuovpyiag Video
Texture Tov pog Sivetat otnv 086vn Shader Editor.

9.3.1. H ywyavtoagica wg 006vn mpoBoAng

Xtnv tawia The Mirror Stage otnv TPWTN OKNVA, OTO EPYACTAPLO TOV
KOUKAOTIOX TN, N KAOQ TNG YlyavTOOoPiong, oTNV ATEVOVTL TAPATOQ, AEL-
Toupyel wg 086vN TTPOROANG.

H ¢uyovpa mou ametkovidel (WVTaVEVEL KL O XOPOG TNG EVEPYOTIOLEL
TNV TAOKH, KABWG givail 0 AOYOg TTIou N HOPLOVETO SPATIETEVEL KO TOELOEVEL
W¢ TNV OTEVOVTL THPATOA YL VO CUVAVTATEL TOV XOPEVLTH TNG aploag.

@a SoVUE OTN OUVEXELX TOV TPOTIO EVOWUATWONG, TEXVIKY, TOu Pi-
VTEO OTNV aioa, pe dedopevo OTL N Tawia Tav stop motion animation.
AnAadn Sev umtipxe N duvatdTNTa SNULoVPYLaG TNG Kivnong Kapé-Kapé
Kay, TNV Sl oTLypn, TpoBoAng Tou Bivteo Tng agploog.

9.3.1.1. H evowuatwon Bivteo pus mv texvikn) Green Screen otov ma-
padoatako TpLodiaoTato axeSIAOUO OKNVIKOU yia stop motion animation.

TeXVIKQ, N evowpdTwon tov Bivteo otnv agioa, emtexOnke oto Post
Production, oto tunpa epyactwv Compositing, a§LoTIoLWVTOG TNV TEXVIKN
Green Screen. Xtnv evotnta epyaciwv Compositing ekteAovvTtal pyaoieg
TEAIKNG eTeEepyaoiog PG Taviag, OTwe N XPWHOTIKY StopBwan, n opot-
oyevnG oVVOEaN TAGVWY, HAOKEG XPWHATWY K.0.K. X QUTA TNV €VOTNTX
EPYAOLWV EVTACOETAL KAl N emegepyaaia Tou Green Screen otnv tawia The
Mirror Stage.
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Mo OUYKEKPLUEVD, N ETILPAVELX TNG aioag oTnv omoia Ba yivovtav
n TpofoAn Tou Pivteo eixe PagTel TMPAovn. ZTO OTASIO TNG TEAKNG ETTE-
Eepyaoiog TG Taviag To TPACIVO XPWHO PALpeONKE, e eEELOIKEVIEVEG
EVTOAEG, Kal otn Béon tou Snuoupyndnke pia «tpuTa». AnAadn, omouv
TIPACLVO XPWHA SNULOVPYRONKE amOAUTA SLAPAVNG ETILPAVELD, THIOW ATTO
TNV omolia, oe dAAo eTtinedo, ToroBeTNONKE TO PIVTEO KL OPLOPEVEG OTATL-
KEG ELKOVEG HE TIG OTtolEG OUVSUAOTNKE OTO HOVTAL,

Me GAAO AOYLO, €YLVE EVAl ETITTAEOV HOVTAC OTNV TOWia TNG YlyovToa-
Ploog Kol TO TEAIKO TIPOIOV CLUVOUACTNKE HE TN SPACN, OTIWG QUTH TIPOC-
Sloplotnke 0TO KUPLO HOVTAL TNG TAWIOG,

9.3.2. H evowpatwon Bivteo oTov TPLOSIACTATO OXESIAOHO OKN-
VvikoVU oto Blender

Y7o Blender uvntdpxet n Suvatdtnta Green Screen, oto otddlo tou Post
Production otnv 006vn epyaociag Composition kot pEAOTa Asrtoupyel
EEAUPETIKY, e OPKETEG EEELOIKEVUEVEG PUOULIOELG.

Qoto0o0, oto Blender divetat n duvatotTnTa EVowpPATWONG Pivieo OxL
oto Post Production cAA& katé T SidpKela TG SNULOVPYILOG TOL GKNVIKOY
KoL TOU animation.

AnAadr UTOPOUE, OTO OTASIO TNG TIOPAYWYNG KAl OF TIPOYUOTIKO
XPOVO, Vo SnNLOVPYHOOoUHE SLOPAVELX OTOXEVHEVD, OE GUYKEKPLEVO ON-
pela KoL pe TIANPN EAeyX0 0TN oVVOEDN KIVOUHEVNG KOL OTATIKNAG EIKOVOC,

3TN ovvéxelo, Ba eetaiooupe Tn SladKaoiar TTou aKOAOUBOUE yLa v
QUPALPETOVE EVA X PWHA KOL OTN B0 TOU VO SNULOVPYHTOVHE SLOPAVELD:

« 2tnv 086vn Compositor pe TNV TEXVIKN TOL Green Screen.
« Mg tn Suvatdtnta Video as Texture katd Tn Stadikacio dSnpovpyiog
TOU OKNVIKOU O TIPAYUATIKO XPOVO.
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Kepdhawo 9 H EvtoAn Image as Planes

9.3.2.1. H texvikn) Green Screen oto Blender otnv 086vn) Compositor

Metagepopooate aTov cuvduaopd oBovwv Compositing, o omoiog givat o
KATOAANAOG Yl TNV gpyaaia Green Screen. Autdg 0 cuvSuaopog oBovwy givat
TIAPOUOLOG [AE TOV UVOUOOUO TG TTPOETILAOYNG ToL Blender, Layout, dgov ago-
P& OTNV OPXLTEKTOVIKH TOV. H Slopopd To givat N avTIKOXTAOTAoN TNG KUPLOG
06ovng 3d Viewport pe tnv 086vn Compositor kot tou Timeline pe tnv, Topo-
pow, Dope Sheet. O tpoTOG £pyaciog otnv 086vn Compositing €xel apKeTa
KOG oTolxela e Tov TpoTO epyaaiog otnv 086vn Shader Editor, kaBwg OAeg
Ol EVTOAEG OXNMUOTOTIOLOVVTAL OE HOPP) SIKTUOU EVTOAWV TIOU EVIACCOVTAL OF
Eval SIKTUO CUVOEOPEVWV TIIVOKWV HE AOYIKN CELPA. XTNV OUVEXELX Bat TIopa-
Beooupe Tt oTédIL SNLoVPYIOG TOL SIKTVOU EVTOAWVY TIOU OVTIOTOLKEL TNV
epyaaia Green Screen oo tov Tivoka evtoAwv add tng 086vng Compositor.

A: Evepyomoinon tng evtoAng Use Nodes.
Ké&voupue «Tik» 010 kouTdkL Use Nodes kot TIETAE TNV TIPOETILAEYUEVN
SLATOEN TIVAKWY EVTOAWV YL VO SNLLOVPYACOUUE TNV SIKNA HOG.

() } v Composite ©

Image @. ' UseAlpha

Alpha .\

'® Image
Depth

B: Mpoobrkn Ttivaka evtoAwv Input.
Itnv oAdvoida evtoAwv Add-Input eTiiAéyoupe TV elkova ) to Bivteo
IOV ETIOUUOUVME VO EXEL SLAPAVELQL

Add  Node & Use Nodes
L search... v TAPATZA GREEN... @)

Input Multiple Images Image @
Output > Image Sequence Alpha @
I
Eolor Bokeh Image Depth @

Converter

Image
Filter =

Mask
Vector IR

Matte
Distort
Group RGB g

T+
Texture =Wl

Time

Movie Clip

Render Layers

Layout

g TAr DIGEE X

Single Image v

Track Position

JTNV OUVEXELX ELOXYOUE TNV TINyN (ElkOva A Bivteo) otov mivaka Ttov
eppaviceTalt.

I. MpoaBnkn mivaka evtoAwv Output.
AvtioTol e, otnv aAvoida evtoAwv Add-Output emtiAgyoupe Svo Ti-
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VOKEG: Tov Ttivaka Composite kat tov mivaka Viewer.

Add Node & Use Nodes

L search... v TAPATZA GREEN...&) v Composite ©

Image ® ¥ UseAlpha

° ® Image
® Alpha 1.000
Color File Output o 7 1.000

Input
Output Composite Alpha

Converter Levels
- v Viewer

Filter Split Viewer
Vector
Matte

Distort

& UseAlpha

Alpha 1.000
e Z 1.000

Viewer : 5 ; T Image
1

A. X9vdeon Input-Output - Mpoadrkn Tiivoka EAEYXOL POPETNG XPWHOTOG
Evwvoupe to Image tovu mivaka Input pe Image twv mvékwy Output.

v Composite

¥ UseAlpha

v TAPATZA GRI

® Image
e Alpha 1.000
e Z 1.000

€ eva TIAQOLO, TTIOU GUVOSEVEL TOV TTiVOKA Viewer, BAETIOUE TNV EKOVA TIOU
ELOQYOE KL, OTOV KAVOUUE KAKK oToV Ttivaka Viewer, £xoupe T SuvatotnTa
HeyEVBLVONG Kot TOTIOBETNONG TOV OTO ONUED TIOL ETTLOVHOVE GTNV 086VN.

Add Node W& v Composite

£ search... SUELER S @ use o

K =
Color Key v Keying e e
Input Image ©~ @ | Alpha 1

Output Color §pill GREEN. @) Matte @\ ez 1
= Image ® EdossHle

Color Cryptomatte Alpha @ Pre Blur 0
Converter [_Difference Key Depthille | Scree.nBa\a 0281 el g8
Fiter ) Despill Facto 1.000 o @

Vector Distance Key \ DespilBala 10.699 —
— 5 Edge KemelR 0

Matte Double Edge Mask g “ \ EdGe Kemel 0202

Distort . \ ClipBlack  0.000
Ellipse Mask Clip White 1,000

v Viewer

¥ Use Alpha

Group

Keying \ Dilate/Erode 0
o = Feath /\ Smooth v

Keying Screen : \  ( FeathierDistan 0
Post Blur 0

® Image
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Xtnv ocAduaida evtodwv Add-Mate, emiAéyoupe Tov Tivaka Keying, 61tou
EXOUHE SUVOTOTNTA ETMEEEPYACIAG TIEPLOCOTEPWY XPWHATWV KOAL, YEVIKO-
TEPQ, TILO TIOAAEG eTUAOYEG amd Tov Ttivaka Chroma Key. TortoBstoUue Tov
Ttivaka Tiov ppavidetal evdldpeca otn ocuvdeopoloyia tov Adn €xoupue
SNMLIOVPYNOEL KA, OUTOUATO, YIVETOL HEPOG QUTHG.

BéBauo, ipog amo@uyr avertilBUUNTWY EKTIANEEWY, KOAD elvai va EAEyX0L-
ME TN OLVSECHOAOYIO TWV TIVAKWY, AV €XEL YIVEL KATIOL0 AGBOC TO OTtoio Ba
OTTOTUTIWOEL KL TNV EIKOVA TOV TIPOG ETIEEEPYATIN LOVTEAOV [OG,

E. EmiAoyn XpwpoTog agaipeong
Ytov mivaka Keying K&voupe KALK 0TO TIAQIOLO [E TO XPWHOL KOL OVOLyEL
0 TIVOKAG EAEYXOL XPWHATWV.

Screen Ba

Despill Fac

Despill Bal
Edge Ker |
v TAPATZA GREEN. &) Eikem
Clip Black

Image
Apha @ Clip White

Depth Dilate/Erc
Feath S\
Feather [
Post Blur
® Image
® KeyColo |§
Garbage _0.000

AUTOPOTO APALPELTAL N XPWHATIKA TIEPLOXN TIOU MNPEX(ETAL OTIO TO
OUYKEKPLUEVO XPWHAL.

«Mailovtag» pe TL pUBUioELG TOV THIVOKA Kal, KUPIWG, AVTIKOOOTW-
vTog 0tn ouvvdeopoAoyia Input-Output To kouuti Image pe to Matte
To Edges Slapop@wvoupe, 0600 yiveTal KOAUTEPQ, TNV «TPUTIO» OTNV
ELKOVAL

v Keying
Image @
Matte @

Edges @

ZT. Eloaywyn eikévag Background.

Itnv oAdvoida evtodwv Add-Input emiAéyoupe tnv elkova ) to Bivteo
Tov emBupoVpE va TomtoBetnBel oto Background, miow amd tnv «tpuTox
IOV SNULOVPYNOAE.
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Add Node
L search...

Input
Output
Color

& Use Nodes

Converter

Filter
Vector
Matte

EmiAéyoupe To Bivteo Tou xopou Tou TPoPANONKe eMAvw 0T yyo-

Multiple Images

Imag

Boke
Imag

Mask

v Movie Clip ©

Image
Alpha

Offset X

e Sequence Offset Y

h Image Scale

Angle
z

Movie Clip

vtoa@ioa kat otnv tawia The Mirrror Stage.

Add  Node W&
L search...
Input
Output
Color

v TAPATIA GREEN..@)

Image @
Alpha @

Pre Blur

Scréen Bala 0.281
Despill Facto 1.000
DespillBala’0.699
Edge KemelR 0
Edge Kemel 0.292
Clip Black  0.000
Clip White  1.000
Dilate/Erode 0
Feath /\

Feather Distan 0
Post Blur o

Image

X0b
X0P
OEATPO
31 MAOY

v Composite (]
& Use Alpha

® Image

®  Alpha 1.000

o Z 1.000

v Alpha Over

Image
Convert Premul

Premul 0.000

o [IFae 1.000

® Image

v Movie Clip ()
Image

o ® Image

Offset X

Offset Y

Scale

Angle

v Viewer
@ UseAld
Image
Alpha
z

Ztnv ocdoida evtohwv Add-Color, ertiAéyoupe Tnv evtoAn Alpha Over.
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Tov Tivaka Tou gpaviletan Tov TomtoBeTovpe pBOALA 0T ouvde-
OpoAOYla TNG EIKOVAG, OTNV OTIOLa ETIIBVPOVUE VO SNLLOVPYNTOVUE «TPU-
o> Ko Tov miivaka Output, Viewer.

2T OUVEXELX EVWVOUE OTO EMAVW KOLWTIL Image kot Tnv Tnyn (£1Ko-
va, BIVTEO K.0.K.) TIOU ETIIOVHOVIE VO «YEUITE TNV «TPUTION.

Mapatnpovpe OTL N €kova touv Background katoAapfavel OAn TNV
006vn. Eival amapaitnto, Aomov, va N SIUOPPWOOVIE ETOL WOTE VA
TALPLAEEL ATTOAUTO JIE TNV TIEPLOXN TIOU «TPUTIHOOUE.

H. Alopoppwon tng owotng 6ong tou Background.

Ytnv oAvoida evtodwv Add-Distort emiAéyoupe tnv evtoAn Transform.

TomoBeToVpE TOV QVTIOTOLKO TivaKa €UPOAQ, HETOEY TNG TINYNG
Background kot Tou mivoka Viewer kot SIAUOPOWVOUE TIG TIOPOETPOUG
Tiov opidovv TN B€on Kat To pEyeBog Tou PIVTED N TNG EKOVAG TIOU «YEUL-
(e TNV «TPUTIO» TIOV SNULOVPYAOOE.

Add  Node
/ie Clip () v Transform v Alpha Over
L search... v Viewer
Image Image Image
20 e ¥ Use Alpha

Input Alpha
Output Offset X
Color Offse!

Scale

Convert Premul ® Image

® Image Premul 1.000 ° Alpha

() X -5.100 Fac 1.000 ®. z

n r
Converte . Y 67.400 Image
Angle = g
e Angle 0° Image

Vector Rotate -
Matte Scale
Distort Stabilize 2D

Filter

Scale

Transform

Translate

MNotwvtag to Play otnv 086vn Timeline 1 Dope Sheet BAémoupe Tto
Bivteo va ailel oTto MAQiCLO TNG ylyavToapioog.
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CIRCIRE N A
10

120 130

® Hecd pron
10 120 130

9.3.2.2. H evowudtwon tou BivTeo 010 TPLOSIATTATO TKNVIKO O
TPAYUATIKO XpOovo ato Blender

3to Blender €xoupe tn SuvatoTNTA EVOWHATWONG Bivteo cav Yoen
(Video as Texture), kat& tn Stadikaoia Snpovpyiog Tou OKNVIKOU O€ Tipay-
MOTIKO XPOVO. L& QUTH TNV TIEPITITWON, OTNV 0UCLQ, EL0XYOVME TO PBivteo
WG KaPE oLVEXOUEVNG Kivnong xwpig nxo. H dtadikaoio mov akoAovBolpe
glvan kown pe tn Sadikaoia eloaywyng piog lkoOVaG oTnV EMUPAVELX TOY
TPLOSIAOTATOV QVTIKEUEVOU HOG, OTIWG TNV OVOAVOOUE EKTETAUEVA OTO
‘Ekto Kegpdhawo oAA& ko otnv apxr tou Evatou KepoAaiov.

Ta PApota TIov akoAovBovE sival Ta €ENG:

A. [poodLopLopOg Kalt SLOPPWAN TNG ETTPAVELNG TTIPOROANG Tou PivTeo.

Yto Edit Mode Siapop@wvoupe TNV eMPAVELX TIPOBOANRG Tov Pivteo,
O&LOTIOLWVTOG OAEG TLG SUVATOTNTEG SLAPOPPWONG YEWHETPLOG TToV Elda-
pe oto Mepmto KepdAato.
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lMpotaon
MpoTeiveTal, av N EMPAVELX TIPOBOANG EIVAL EVTAYUEVN OE EVO GUVOAL-

kOoTEPO Object, va Tn petatpéPoupe o autovopo Oblect. Auto emituyx&-
VeTal o€ SVO KIVATELG;

« Emidoyn touv oxnpoatog mou emBupovpe va outovounBei oto Edit
Mode.

* MAnKTPOAOYNON TNG CcuvTopoypa@iag P Kaw emiAoyn TNG €VTOANG
Selection otov Ttivaka Separate Tou eppavideTal.

Separate

Selection

By Material
By Loose Parts

B. Elcaywyn tou Bivteo

Y710 Edit Mode dnuioupyoUpe TO QVATITUYHA TNG EKOVOG,

2to Texture Paint Mode dnpiovpyovpe véo Base Color otov Tivoka
Texture Slot kat otnv 086vn Shader Editor otov avtiototxo mivaka Texture
glodyoupe to Pivteo.

v the mirror stage-_1.mp4 Christensen

Color @ @ Base Color
Alpha @ ® Subsurface

o~ Subsurface
[a’]v the mirror stage-.. () [Ci @@ X Sl

® Subsurface
Linear
® Metallic
Flat
® Specular

Repeat

Movie P Input value us

Frames @® Anisotropic
Start Frame
Offset

Cyclic

Auto Refresh

@  Anisotropic
® Sheen

® SheenTint
@® Clearcoat

Color Space ® | Clearcoat R

Vector @
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I. Alopodppwon Twv emAoywv Tapovcioong tov Bivteo oto UV Editor.

To Bivteo paiveTal HeyoAUTEPO KOl OEV EQAPUOLEL CWOTA TNV ETIL-
PAVELX IOV ETILAEEQE.

Ma va 1o Slopbwoovpe petaepopaots o katdotaon Edit Mode.
2tnv 066vn Uv Editor mpooapudlovpe TO aVATITUYHO OTO HeyEO0G TOV
Bivteo pe TIg evtoAég Location(G), Rotation (R) kat Scale (S).

A. Alopdp@won Twv erAoywv Tiapoucioong Tov Bivieo oto Shader Editor.

Ytov Tivaka Texture ep@ovidovtal M OEPA VEEC €TILAOYEG TIOU
aPOPOVV 0To Pivteo amo TIG omoieg puBuifoupe Ta EENG:

* Opidoupe TOV OPIOUO TWV KAPE KAL TO KAPE EVOPENG TOL PBivteo ota
avtioToxa media Frames kau Start Frame, avtiotoa.

* K&voupe «tik» oto kouti Auto Refresh.

Movie
Frames
Start Frame
Offset

Cyclic
&~ Auto Refresh

Ytnv 066vn Timeline pmopovpe va Sovpe TNV TtpofoAr tou Bivteo.

9.3.2.3. H mnyn Image as Planes movie

H eioaywyn Bivteo pe tnv emidoyn Image as Plane givat pia tapodAa-
yn TNG SLadIkaaiog TTov TEPLYPAPNKE TILO TIAVW, OTNV TILO QUTOPXTOTIOWN-
HEVN TNG HOPPN).

Itnv oAdvoida evtodwv Add-Images as Planes, emiAgyoupe avti o €L-
KOV, OTIwg eidaple oTNV apxn Tov Ke@oAaiov, To BIVTED TIOV ETIIOVPOVLE.

‘OAeg oL urtoAourteg pubpioslg TpofoAng otov mivaka Textures otnv
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Kepdhawo 9 H EvtoAn Image as Planes

006vn Shader Editor givat KOWEG pe TO TIpoNyoUUEVO TTAPASELY QL.

Add" Object

V Mesh
D Curve

& Surface
& Metaball
a Text

£ Grease Pencil

K Amature

27 Lattice

J- Empty >
N Image » Jal Reference

[&J Background
® Lght ettt
o

74

B3 Images as Planes

9.3.2.4. Auvatotnteg eméufoaacng atn poppn Tov Bivreo

Y€ QUTNA TNV TEXVIKN EVOWHATWONG BIVTED WG HEPOG TNG VPG, EXOLUE
OPKETEG SLUVATOTNTEG XELPLOPOV TOV, WG TUAHA TNG ETLPAVELOG TOV TPLO-
SLACTATOU AVTIKELMEVOV, OELOTIOLWVTOG OAa Ta SlaBeatpa epyodeiar Sa-
HOPPWONG TNG YEWMETPLOG TOL TIAEYUATOG KAl TNG VPNG TOU OXHHATOG.

Mo TTaPASELY U, UTTOPOVLE VO
* «TooAOKWOOUUE» TNV 086VN TIPOBOANC, AELOTIOLWVTOG TG SuvaToTN-
1eg Subdivide kau Proportional Editing.

» KoWoupe 1o eminedo mpoBoAng pe To Knife kat TEETWVTOG ETILAEYUEVA
TETPATIAELPOL.

AnAadn), og avTioTolyia pE TN SLadIKaoia OXESLAOUOU OE (PUOLKO XWPO,
glva 0oV VOt TOOAOKKWVOURE UL ETILPAVELX TIPOBOANG 1) va TNV Eakpilovpe
ME 0ONYO €VO OUYKEKIPUEVO TIAQIOLO TOTIOBETNONG TNG,.
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Tplodlaotatog Ixedloopog MeppaAiovtog - 3D Modeling yla Animation

» Zwypopioovpe pe to Tiivedo Mix ry ofriooupe pe to Tiivelo Erase Alpha
MEMOVWHEVA KapE Tov BivTeo, SnuoupywvTag animation e@é oe paypa-
TIKO XPpOVo TPoPoArg Tou Bivteo.
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Kegpddhouno 10
O Zuvbuaoudg Bump kou Bevel oto Zxayyio

Axkpwv

10.1. Evcaywyn

Eva kopPLkd oTtolxeio TPOPANUATIOHOU GTN YAUTITIKA €VOG OXNUATOG UE
TETPAYWVIOUEVEG OKMEC, TOOO OTNV TAPASOCLOKN HopPPR Snpovpylag
000 Kal o€ TEEPLBAAAOV UTTOAOYLOTH, £lval N YAUTITIKA TWV OKUWY TOU ME
TETOLO TPOTIO IOV VA UNV BURICeL TN BLOKNXAVLIKA TETPAYWVIOUEVN HOpP-
@r TouG. XTnv Tawia the Mirror Stage autd emitevxOnkKe:

* Mg komidtL og Roof Mate.

« Me TV xpnon Vo Layer SLaQOPETIKWY VALKWY, GTNV VPN Toixwv,
EVQ VL0t TOV €EWTEPLKO TOPA KAl EVA YLX TO PHECO HEPOC TOV TOLXOV.

J!
I

2NV OUVEXELX OO EEETATOVIE TIWG UTIOPOVIE VA TIETUXOUUE EVX TIX-
popolo amotéAsopa oto Blender, ouvdualovtag to Snulovpykod epya-
Agio Bevel pe tnv texvikn Pagipatog tpoxVTnTag VYRS Bump.
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Tplodlaotatog Ixedloopog MeppaAiovtog - 3D Modeling yla Animation

ApxIK& B EETACOVHE TNV TIPOTEWVOUEVN TEXVIKN OTA TIOAY BaCikd
OnMeia TNG OTNV EQAPUOYN TNG OE EVA ATIAO OXNIO, YL VO KATAVONGOL-
ME TN PLAOCOPIX TNG. TNV CLVEXELX OOl TIPOXWPHNTOVE OE LK TILO EEELOL-
KEVHMEVN €QapHOoyH TNG 0To MmAe ITtitt Tng Towviag The Mirror Stage e
TNV PooBnkn tng peBodov Pagipatog Stencil.

10.2. O cuvduaopog Bevel kat Bump o€ évav koo

AkoAovBouvpe Ta €N g PpaTa

A. Xto Edit Mode, ps CTRL B Sivoupe eTITTAEOV YEWMETPI OTIG OKPEG
€VOC KUBOU. XZTOV THiVOKA TIou eRPaviCeToL KATW aploTepd, SIVOUE TN
8 oto medio Segments.

Offset
181 mm
8

Loop Slide

None
Sharp

Sharp

B. Xto {610 Mode, emiAéyoupe Tov ouvduaopo oBovwv Uv Editing kat
SNULOVPYOVHE TO AVATITUYHA TOU KUPOU.

Unwrap

Live Unwrap

Follow Active Quads

Cube Projection
Cylinder Projection
Sphere Projection
Project From View

Project from View (Bounds)

Mark Seam

Clear Seam

Reset
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KepaAawo 10 O Zuvduaouog Bump kot Bevel 0to kAo AKpwy

I. Xto Texture Paint Mode &nploupyovpe éva Bump Texture Slot.

¥ Texture Slots

Mode Material

No Textures

Base Color

Mask Specular

Symmetry Roughness

Options Metallic

Workspace Normal
Bump

A. ETUAEYOUPE TO HOOPO OTLG ETILAOYEG X PWHATOC, TO OTIOIO AVTLOTOL-
xel otV evtoAn Snuiovpyiag ecoxnNg otov Kwdkod Bump kat Bapoupe

OTLG OKMEG TOL KUov.

Radius

TexDraw

Strength
Blend

¥ Color Picker

Color Gradient

ZEKWVAPE OTTO TO OKAYLHO, TIOL SN XL dSnuiovpynOei amd to TveAo
TIPOETILAOYNG, KA, HETOKIVWVTAG TO O€ SIOPOPETIKEG KATEVOUVOELG, glval
oav va TIAGBoLE LYPO GOPA 1 TTAACTEAIVN OTOV KUPO MOG.

Me auTO TOV TPOTIO TIETUXAIVOURE TNV aioBnon Tng TpaxVTNTOG IOV
SnpLovpyeital OTIG YwVIEG KAL TLG OKHUEG EVOG OYKOU KOl GUPBEAOVUE GTN
PECALOTIKI OTIELKOVION TOL TPLOSIACTATOU HOVTEAOU HOG.
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‘Otav TEAELWOOUVPE, CWIOVHE TNV EIKOVA O,

lMpoooxn

Mo va Sovpe To amoTeAeopa Tov Padipatog, ipemnel va BplokopaoTte
o kataotaon Rendered View ) Material Preview Tipogmiokomnong tov
OV TIKELUEVOU.

AuTO BePata ammoTeAel pia faaikry cuvOnkn Tov, OTwG eldAUE KAl OE
TIPONYOUUEVA KEQPAAALQ, Elval amapaitnTn Kot oe dAAeg Stadikaoieg &n-
Hlovpylag TNG VPN, OTwg oto Roughness kat to Base Color.

10.3. O cuvduaopog Bevel ko Bump ot ywvia Ttou prtAs omitio

Mo va SNULOVPYCOUKE EVOLAPEPOVTES VPEG, TIPOCOAPUOTUEVEG OFE JULX EL-
KOVOL aVOpOoPAG, AKOAOUBOUUE TA TTAPOKATW PANATA, TIOV, WG TIPOG TNV
TIPOETOLP AT, ElVaL KOV PE TO TIPONYOVHEVO TIAPASELY O CUVSVAGUOU
Bevel kot Bump.

A. MNposTtolpaaia.

* 210 Edit Mode Snuioupyolue PeyoAUTEPN YEWHETPIO OTIG OKUEG TOU
kUBouv pe to epyoieio Bevel (CTRL B) kait SnpoupyoUple TO QVATITUY A TOV.

« 210 Texture Paint Mode Snpuioupyoupe dvo Texture Slots: eva Color
Base kat éva Bump.

B. Anpovpyia tou Stencil.

Etodyoupe to pmAe omitt wg eikova Stencil akohovBwvtag ta €€R¢
BApoatTa:

* 2TnV opdda epyactwv Tools oto edio evtoAwv Texture cAA&{ovpe
TNV mpoetmtAoyn mivedov amo Tiled og Stencil.
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KepaAawo 10 O Zuvduaouog Bump kot Bevel 0to kAo AKpwy

¥ Texture

New
Mapping | Tiled
View Plane
Tiled
ED)

Angle
Offset X

Random

Stencil

* ItV opada epyaciwv Texture Properties ETILAEYOUPE TNV EIKOVA TOU

UTIAE OTILTIOV, UE TNV V@M TIOL EVOLOPEPOUAOTE VA SNULOVPYNTOUVE, WG
TiwvéAo (Brush).

nage

Settings
v REFERENCE 1A.jpg

C:\Users\Usen\Desktop\1 SIA..NES CASES\CASES\MIRROR\

BV Vv %

TEXTOPEZ Material.001 Base Color.p..

Open Image Cancel

Oupidoupe OTL awTH N emAoyn yivetat oto Tedio evioAwv Settings, ta-
TWVTOG OTO KITPLVO EIKOVISLO IOV HOLALEL e PAKEAO, N EVEPYOTTIOINON TOU
oTolov pag odnyet oTa apxEiat TOV UTTOAOYLOTH HAG.

I. Baypo xpwpatog kot tpayxvtntoag pe Stencil

* MNpocapOOVPE TNV OTITIKN YWV TOU KUBOU CUUPWVA HE TNV EL-
kOva Tov Stencil kat TomoBeToVpe To Stencil oTtov KUBO, £€TOL WOTE N OKWN
TwV SVO TAEUPWV TOV VA TAVTI(ETAL PE TNV QKM TNG ELKOVOG TIOL BEAOU-
ME VO SNULOVPYNOOLE.
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Tplodlaotatog Ixedloopog MeppaAiovtog - 3D Modeling yla Animation

User Perspective
o " Per > Mask
(1) Cube

¥ Texture

Texture.002

Mapping  Stencil

Image Aspect
Reset Transform
Angle 358°
Offset X om
(U]

 Bagpoupg, Eekivwvtag amd to Color Base Texture Slot. Me auto tov
TPOTIO ATTOTUTIWVOUHE OTO HOVTEAO HAG TIG QTAPAITNTEG XPWHOTIKEG
TIANPOPOPIEC,.

D
§ Y Texture Slots

Mode Materi

No Textures
Base Color

Specular
Roughness
Metallic
Normal

Bump

¢ XTN OUVEXELX PETAPEPOPOOTE 0TO Bump Texture Slot xwpig va pe-
TOKIVOOLE OUTE TO Stencil, 0UTE TOV KUPO KAl ETILAEYOUME TO TUVEAO
Smear.

[ coLor1 BEVEL
COLOR1 Bump

Smear
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Kepdhawo 10 O Xuvduaaudg Bump kot Bevel 0to ZkaWiuo AKuwv

PuBpiloupe TNV TIUA XPWHATOG OTO HAPO, WOTE VA SNULOVPYHTOL-
ME TNV €00XN TOV 0OPQ, KAL OTO HLOO TIPOG TO AOTIPO YLO TO ECWTEPLKO
Tou Toixou Kat apxilovpe To «BAYIHO» TNG TPAXVTNTOG TNG ETILPAVELOG
TOU QVTLKELUEVOU UG,

Me autd ToV TPOTIO, KA O avTioTolia pe Tn Stadikacia dnuovpylog
VPWV O PUOLKO HOVTEAO, AELITOUPYOUHE OTIWG 0TV Stadkaoia xapay-
MOTOG AETITWY YPOUHUWY HE KOTIOL 08 HOAAKO LALKO.

Mo TapAdELY U, TTOAPOUOLX PEBOSOC XPNOLUOTIOONKE OTO OKAALOMO
TOU, MOAOKOU KOl EDKOAOL OTNV €megepyaaian pe KOTiSL, HOVWTIKOU VAL-
koL (Roofmate), To omoio xpnolpomoiOnke otn SnUlovpyia TWV OKN-
VIKWV NG Tawiag The Mirror Stage yla tn Snpiovpyiar Twv VPWV TNG
TPAXVTNTOG ETILPAVELOG,.

* ‘OTtav TEAELWOOUE, CWIOVE TA AVATITUYUXTA TOU XPWHATOG KL TOU
Bump.

Image a’]~ COLOR1 Bu¥

New
= Open...

Open Cached Render

Reload
Edit Externally

(s Save

Save As...

'Onwg PAEMOVUE KOl OTNV TIOPATIAVW ELKOVA, OTNV OTIOIX £XOUME
apnoel os Rendered View povo tn pwypr Tou oofd, £XOUHE TIETUXEL TNV
dnpovpyia TN oto iSLo onpeio TTou auTh PPIOKETAL OTO PUCLKO OKNVIKO,
OTO UTIAE OTI(TL

Mo OUYKEKPLUEVD, OTNV PUOLKA Snpovpyia Tou KTpiov dnpovpyn-
Bnkav SV0 TEXVIKEG TTOV TIEPLAGUPAVOV OVTIOTOLXO VALKA.

* Eva okAnpO XopTOVL PAPMPEVO pE OLAPOPEG TEXVIKEG (WYPAPLKNG,
OTIWG UIEN OETILAG e TIAQOTIKO XPWHQ, YL TNV KUPLX ETILPAVELX TOV TOL-
XOU. AUTO TO PEPOG AVTLOTOLXOVOE OTOV £EWTEPLKO TOLXO TOU TIPAYMOATL-
KoV KTlpiov.

* Roofmate okoAopévo pe kotidt kat Pappevo. AuTO TO HEPOG AVTL-
OTOLXOVOE OTO (POOPUEVO PEPOG TOU OOPA TOU TIPAYHOTIKOU KTLPiov.
Autn n avtiBeon kot oAl VAWV forBnoe TIOAV 0TnV TEAKN €LKO-
Vo Kol TNV ovAdel§n Tou KTLplou Pe TOUG PWTLOMOVUE TOU OKNVIKOU.
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Mapopota kat atnv Ynelakn tplodidotatn oxedioon ato Blender, Snuovp-
YNOnKe 0 KUPLOG TOIXOG POVO PE TEXVIKEG (WYPOAPLKNG VPNG, OTIWG To Stencil
HE TO TIPOETILAEYHEVO TIVEAO TOU AOYLOUIKOU.

Mo TN pwyun XPNoWoToOnKe €vag ouvSLOCUOG HeBOSWY, OTIWG TO
Bevel pe to Bump kou 1o Stencil, 1600 pe TN XPAON TOU TIPOETUAEYUEVOL
TIWVEAOU 00O KO TOU TILVEAOU Smear.

Mée ouTO TOV TPOTIO TIETUXAE TNV AVTIOEON TOV ECWTEPLIKOV TOIXOL HE
TO (POaPHEVO TNUED TOV, KL LEALOTO O€ €Vl ONELD, TN YwVia TOL KTLpiov,
TIOU €VIOXVEL TN PECALOTIKOTNTA TOU TPLOSIAOTATOV GXESLAOHOU Kat dla-
TNPEL TO ELKAOTIKO EVSLAPEPOV TOL (PUOLKOU GKNVIKOU, TO OTIOIO NTAV Kal
N ELKOVOL VOPOPAC.
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Kepdaouwo 11

H TeAua] ‘E€0d0g kou Anpocisuor) Tou Tplodiiototou
MovtéAou

11.1. Elcaywyn

Y& aUTO TO KEPOAXLO OAOKANPWVETAL N TIPOTEWOUEVN peBodoloyia Tplo-
Sldotatou oXESIOOPOU e TO TEAKO OTASIO SnpOaCLoTtoinoNg ToL TEAKOU
TPLOOLAOTATOU POVTEAOU Kalt TIG SuvatotnTeG aglomoinong tou. Mo ouyke-
KPLUEVQ, XWPILETOL OE TPELG PEYOAEG EVOTNTEC, OO TIG OTIOLEG OL SVO TIPWTES
QQOPOVV OTNV GUAN KAl N TPLTN 0TNV VAIKA utdaTOOoN TOU TPLOSIAOTATOY
oxeSLaopov. OL VOTNTEG IOV VO TUOCOVTAL £Vl OL EENG;:

* TUTtoL €680V TOU TPLOSLACTATOU HOVTEAOU.

* MNMnyeg dnpooisvong oto StadUKTLO.

 Tplodl&otaTn EKTUTIWON.

H k&Oe o amod Tig mapamavw evotnTeg, otyoupa, Bo UTtopovos Vo Ko
AOYEL TNV VAN Eexwptotwv BAiwv. QoTdO0, N CUUTTUKVWHEVN TIOPOVCIOON
Boowv TTANPOYOPLWY, TIOV YIVETAL 08 KAOE o omd auTéG, Sivel oTov avar-
YVWOTN o oaPn Kot opBOr) kateuBuvon TiEpAUTEPW £PEVVOG KAt ERBEBUVONG
oTa Tedial IOV AVATTTUOCOVTAL O OUTO TO KEPOAXLO.

11.2. TOTOL £€680V TOV TPLESLACTATOU HOVTEAOU

‘Eva BOOIKO XOPAKTNPLOTIKO UE TIG LOPPEG TPLOSIAOTATWY apXeiwv glvat 6TL
UTTAPXEL PEYOAN TIOWKIAL Kal aplBpoG amd ateg, KaBe kataokeuaaTtng AoyL-
oMoV Tpodidotatng oxedioong omwg to AutoDesk kat To Blender, £xel tn
SIKN TO BLOKTNTN HOP@r), N OTIOIX Eiva BEATIOTOTIONEVN YLl TO AOYLOUKO
TouG, QOTO00, OE OPKETEC TIEPUTTWOELG, EVW OOUAEVOUVE OE VOl GUYKEKPLUE-
VO AOYLOHIKO, BEAOUE VO XPNOLOTIOUCOVHE KAl VO SIUOLPATOUE apXEia
IOV TIPOEPXOVTAL OO GAAO AOYLOUIKO, N CUUBATO HE TO SIKO PG,

O oudétepeg popeég e€0660u apxeiwv 3D eivan n evdedetypevn Avon yx
va AuBoUV TIPOPANHATO SUCAEITOUPYIKOTNTOG TIOL PTTOPEL VO TIPOKUYOLV OE
outr) T Stadikaaio. Ot OVSETEPEG AUTEG LOPPEG TIPOKUTITOVV OO TOV PETA-
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OXNMUOTIOUO TNG EYYEVOUG LOPPNG TOU AOYLOLKOU TIOU XPNOLOTIOLOUKE OTNV
EYYEVI) HOPPN} TOU AOYLOMUIKOU HE TO OTIOIO ETIIOUUOUKE VOl TO HOLPACTOVE
KOl VO TO €TtEEEPYATTOVE TIEpALTEPW. To Blender tpoo@épel eva eupw Ao
popewv apxeiwv (OBJ, FBX, 3DS, PLY, STL K.ATL.) TTOU HTTOPOUV VO XPNOLIOTIOL-
NOoLV yla eloaywyr| Kot e€aywyn amod Kot Tipog XAAO AOYLOHLIKO, VTIOTOLXOL.
Oa ou{NTACOUE 4 TETOLEG HOPYPEG OPXEIWV OE OUTO TO KEPAAXLO:
e Collada +<OBJ «FBX <BVH

11.2.1. Collada

To COLLADA (COLLAborative Design Activity) eivat piox oudétepn popen
QVTOAAOYNG OPXELWV YL TPLOSIAOTATEG EPAPUOYEG. TO XOPOAKTNPLOTIKO On-
TNG TNG HOPYPNG Eival OTL dlatnpel OAa Ta textures Tou apxeiov, EKTOG amd
N Pooikn yewUETPpia TOV. To yeyovog outo auEAvel, wWoToOo0, TO HEYEBOG
TOV, OE OXEON HE OAAEG HOPWPEG, OTIWG TO OBJ, Tou Bt SovpE 0TN CLUVEXELD.

11.2.2. OBJ

To OBJ ival pa SNUOPIANG KAl EVPEWG XPNOLUOTIOLOVUEVN OLSETE-
pN Hop®N avTtoAAayNng apxsiwv otn Plopnxavia Tplodidotatou oxedla-
opov. H poppn OBJ meptAapufavel HOVO TN POOIKN YEWUETPLA TOU apxEi-
0V, KaBOLoOTWVTOG TO PEYEDDOG TOU UIKPO OE OXEON HE AAAEG HOPPEG TIOV
EVOWHATWVOLV KL AAAEG TIANPOPOPIES, OTIWG OL VPEG. QOTOCO, N HOPPN
OBJ pmopel va KwSIKOTIOTEL TANPOPOPIEG XPWHATOG KOL VPG, OL OTIOL-
€G amoBnkevovtal og EExwPLoTd apxeio pe tnv eméktaon MTL (Material
Template Library). TéAog, Sev vrtootnpilel kaveva €606 KIVOUUEVNG ELKO-
vag, og avTiBeon pe to FBX, ou Bar SoUpe apéows TopaKATw.

11.2.3. FBX

To FBX (Filmbox) eivat pio poper apxeiwv n omoiat xpnotpomoteital
KUplwG yla TNV avtoAiayr dedopévwy animation pe okeAeTo. Eivan e€at-
PETIKA SNUOPIANG HOP®T) OVTOAAXYAG OPXEIWV HETOED TWV AOYLOMLIKWY
TPLOSIACTATOV OXESIATUOV, WOTOCO, AOYW TNG TIOAUTIAOKOTNTOG KOL TWV
Slopopwv TUTIWV oVVOeoNg ootwv (armatures), KATA TN LETAPOPA ATIO
TO £VQ AOYLOWLKO 0TO GAAO vl amapaitnTo Vo yivovTal OpLopEVEG puB -
o€1g ovUBaTOTNTOC KAt SLOPBWOTELG TIPOCAVATOAIGUOV Twv 00Twv.To FBX,
o€ avTIOEDN e TNV ETIOPEVN HOPPH) OPXELWV, CUUTIEPLACUPAVEL EKTOG OTIO
Ta Sedopeva kivnong animation, Kot OTOLEIX TPLOSLAOTATOU OXESLOTHOV,
OTIWG TN YEWMETPLO KAL TIG VPEG TOU LOVTEAOV.

Ot emAOyEG OTOV THVOKAL PE TIG OLOTNTEG ToL ppavideTon Se€ld atov
KEVTPLKO TTHiVOKO 0TV KAVOUE import 1 export elvait TIPOCOPUOTUEVEG OTIG
SUVOTOTNTEG KA LOLAITEPA XAPAKTNPLOTIKA TNG KaBEpig amd T mapama-
VW HOPYPEG apxeiwv. T ToPASELYpa, OTIWG PAETIOVE OTNV TIXPOKATW CL-
YKPLUTIKH TIopA&BEaN TIVAKWY IOLOTATWV 0TNV VTOAY import, To OBJ Sev €xel
Tedlo EVTOAWV OXETIKO pe animation, og avtiBeon pe to Collada kat To FBX.
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Kepdhawo 11 H TeAwn EEodog kat Anpoaieuon tou Tpiodidotatou Movtélou

%7 Import Data Options:
Operator Presets
Import Units
¥ Include

%Z Armature Options:

Image Search ¥4

Fix Leaf Bones Smooth Groups ¥
Find Bone Chains Lines
Auto Connect ¥ Transform

Minimum Chain Length Clamp Size 0.00
Forward -Z Forward

Keep Bind Info Up YUp

> Geometry

Import OB] Cancel

Import COLLADA

11.2.4. BVH (BioVision Motion Capture)

H pop@n apxeiou KIVoUpEVNG EKOVOG XOPaKTHPWV Biovision Hierarchy
(BVH) avamtuxOnke yia va Swoel dedopéva pdvo kivnong Kot OxL YEWE-
Tplog N vpwv TpLodidotatov oxedlaopov. Ato 1o 2019, To BVH xpnotuo-
TIOLE(TO EVPEWG OE OAO KL TIEPLOTOTEPD AOYLOUIKA TPLOSLAGTATOV OXESL-
aopov. To TeAKO Tpoiov eEaywyng eivat eva cUoTNpa 0OOTWV (armature)
TO OTIolO €xel OAEC TIG TMANPOWOPIEC Kivnong kat dev gppavideTal oTo
TeAkO Render Tou povteAou HaG. Tnv TTAPABETOVE, WG ATIAN avVaPoPy,
YLO VOl €XOUHE it TIOAUTIAELPN ETILOKOTINGN TWV HOPPWY AVTOAAXYNG
TIANPOPOPLWV TPLESLACTATNG oXedlaong yla animation.

11.3. Anpociguon oto dtadukTio pe duvatotnteg dtadpaong

Y& ouTH TNV evOoTNTA B €EETACOVIE TIWG UTTOPOVKE VA SLAUOLPACOVIE
TNV TPLOSLACTATN SNHLOVPYIX POG, ETOL WOTE VO

« Eivou eAeyxopevn ko Sloxelplotun, He OAEG TG TPLOSIAOTATEG LOLOTN-
TEG TIOV TNG EXOUHE TIPOOSWOEL, KOL OO [N ETIOYYEAUATIEG.

* A§lomtoinBel TtepauTEPW WC TPLOSIAOTATO LOVTEAO O€ TIOKIAX pETa KO
TUTIOUG AOYLOMIKWY TIAPOVOLOONG KL HECO KOWWVIKNG SIKTOWONG,.

11.3.1. Sketchfab

To Sketchfab sivot o MAatpopua yioe Snpoaoieuon TepleXopEVoL TPLOSIA-
ototov oxedloopov (3D), Ewovikig (VR) kou Emowgnuévng (AR) TpoypoTikoTn-
ToG Tov Paaileton oTig Texvoloyieg WebGL ko WebXR. Oa prtopovoope va To
Tiapopodioouple pe to YouTube, oto Tedio TG TPLOSIAOTATNG EKOVAC, KOBWG
ETITPETIEL TTOUG XPNOTEG VA aVEBEOOLV Kot Vo TIPOBEAAOLY TPLOSIECTOT O-
VTEAQ 0TO SIKTUO, (PTIAXVOVTOG TN ik Toug oeAida. H kOptar 086vn TipofoAng
(interface) Tou Sketchfab TiepihopBavel Tar TPLOSIAOTATA HOVTEAX TIOU EXOULE
aveBaoel (upload), aTOKA Kot 08 CUANOYEG, E TNV TIEPLYPOUPT KO TO KOUUTILX
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PLBKLONG TNG TIPOBOANG, SLOOLPACHOY KOL EVOWHATWONG Yo To KaBgva. Ot
amhol xprioteg tou Sketchfab €xouv oeAideg TiPOPIA, Evw oL premium XPAOTEG
MTTOPOVV VO TIPOCAPHOTOLV KOL VO OLPOTTOUV TO LOVTEAX TOUG LOWWTIKA.

@ Sketchfab exeiore - suysomoeLs - roRBusINESS v 0 ol - B

SAKAS 30 ANIATION
SIAKAS 3D ANIMATION 9t crecce B

EBGPRORE] 2 Followers 0 Followings

Newsfeed
Models

Collections
POPULAR 3D MODELS

urchas
Edit your biography Sales
’ A Seuings
Choose a categor
-y Help Center
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AoV dnpootevBei eva apyeio og pia Tpoowrttikn oeAida oto Sketchfab,
uttdpyouv Stabgotpeg SuvatdTnTeg evowpdtwong (Embed) kat tpofoAng
Tov (Share) og eEWTEPIKOVC LOTOTOTIOVE, OTIWC 0To Facebook, To Twitter
O€ TIPOOWTILKEG LoTooeAISe Wordpres, Weebly k.o.k.

{ t 3d Animation UniWA

Add To Embed Share

Emtiong pmopel va Asttoupynoel o€ OTIOLOSATIOTE TIPOYPAUUA TIEPLH)-
YNong yla Kntd, emitparmedlo TipOYPOUA TIEPLYNONG KL EPAPHOYEG EL-
KOVIKNG TIPOYUATIKOTNTOG. AlvovTtal, TEAOG SuvaTOTNTEG KOWNG XPNong,
ayopAG KOt TTWANONG TOV, KABWG OL ETILOKETITEG UTTOPOVV VA TIEPLNYNOOLY,
Vo a€LoAOYN ooV, VA KATERATOUV R Vo ayopdoouv povtéda 3D, kabwg ot
xpnoteg Tou Sketchfab pmopouv va emiAegouv va k&vouv Ta apxeiar LoV TE-
Aou 3D SoBgaipa ya Anwn pe adeteg Creative Commons 1) va T TIOUVAN-
OOLV OTO «KaTAoTnuo» Sketchfab.

,-"V- "
SAVE VIEW

g

Settings
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‘Otov emAEEOVUE Eval MO T TPLOSLACTATA HOVTEAX HOG, TIOU E€XOULE
avePaoel, avolyel pa 08ovn oav TPLOSIACTATN oKNVH HE SLVATOTNTEG TPLO-
SLAOTATOV XELPLOPOV TOU EKAOTOTE HOVTEAOU. APOU KAVOUHE KAIK OTO XOt-
POKTNPLOTIKO EIKOVISIO «Play», €xoupe TN SuvaTdTNTA VAl KIVOUPOOTE EAEV-
Bepa yOpw omd A PECA OTN OKNVN O TPLOSIAOTATO TIEPBEAAOV XELPLOUOU,
XPNOWOTIOWIVTOG TIOVTIKL I XELPLOMO QPG 1 TO AVTIOTOLXO ONUElar EAEYXOV,
o€ TIEPPAANOV EIKOVIKNG TIPAYUXTIKOTNTOG. ETUTALOV, EKTOG OO Tl OTATIKA
MOVTEAQ, O XPNOTNG UTTOPEL VX XELPLOTEL KO VO EAEYEEL KO KIVOUUEVEG TPLOSIA-
OTaTEG EIKOVEG, KaBwg To Sketchfab umootnpilel kivnon pe okeAeto. Emiong,
MTTOPEL VO EVEPYOTIOLNTEL TN AELTOVPYIX EIKOVIKNG TIPOYUATIKOTNTOG,

H dwadkacia eiloaywyng

H Sadkaoia eloaywyng evog povtélou oto SketchFab, agwou Snutoup-
YNOOUUE TOV AOYOPLOTHO KOl T CEAISQ POG, EVaL OXETIKA QTTAR, KO LOLA-
CeLapkeTd pe TNV avtiotoxn Stadikaoia oto Youtube. Kavoupe Upload kat
emAéyoupe 1 oépvoupe (Drag and Dop) To apxeio pag otov oxXeTIKO Ttiva-
Ko TIou avoiyel. To apxeio pumopel va eivail KXTTOLo Ao Ta OUSETEPA APXEL
I EYYEVEG OPXELO TOU AOYLOHLKOU TIOU SNLOVPYHOTAUE TO HOVTEAO HOG.

Upload a new model

Uploadas [ siakas 30 ANIML..

Emtiong, katd TV Sidpkela auTNG TNG SLASIKATIOG ELOAYWYNG, AVOLYEL
o mivakag Edit Properties omou opidoupe TIG IOLOTNTEG TOV HOVTEAOL
poG. AnAadn, Sivoupe dvopa, Tieplypa@n, AEEELG KAELOLA Kot 0piCOUE TIG
TIAPAPETPOVG ERPAVIONG KAL XPRONG Tou 0To SladuKTLo. EXOupE, ouve-
XW¢, TN duvatotnta mpodéofaocng otov mivaka Edit Properties, kaBwg
BplokeTat wg koupti eTAoyng €L emdvw atnv 08ovn, padi pe To Kovu-
umi Edit 3D Setings.

Ot puBuiosig Edit 3D Setings

‘Otav emiAe&oupe To Tedio Edit 3D Setings £xoupe Tn SuvatdTnTa VA
EMEEEPYATTOVE TO HOVTEAO HAG, SLAUOPPUVOVTOCG OAX T OTOLXEIX TTIOV
OUVLOTOUV TNV TPLoSLAOTATN QUON TOV, Kal Ta otoia eldape avoAuTL-
K& OTO TIPONYOUHEVA KEQOAQLO OXETIKA UE Ta VAIKA (Materials), TG vpeg
(Texturing) Kot TOV @WTLONO.

O mivakag evtoAwv Tou avolyel meplhapPavel ta mediar Texture,
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dwtiopo, Kivnan, Etkovikn TpayaTikdTnTa, KaBwg Kot éva Ttedio pe ovo-
paotae Annotation Tou divel SuvatoTnTeg Stadpaaong, Ta omoia Ba Sovpe
TUO QVOAUTIKG OTN CUVEXELQL.

#$ O B 7 9 H R 0
n

PWTIONOG

Y& oUTO TO TESIO £XOLME TN SUVATOTNTA VO ETIAEEOUHE KL VO ETTEW-
Boupe oTa PWTA TIOL giXapE OPloEL OTO AOYIOUIKO Snovpyiag Tou
HOVTEAOL pag. EmimAéov, opiloupe TO GUVOAKOTEPO PWTLOTLKO TIEPL-
BAAAOV pEoa oo pLa oELp& TtpoETiLAoyeG Tou Sketchfab. H emiAoyn Studio
Hag Sivel TN SuvaTtOTNTA VO SLOPOPPWOOUVHE TO SIKO HOG OAOKANPWHEVO
PWTLOTIKO TIEPPBAANOV, E TIPOETILOKOTINGN OE TIPAYUATIKO XPOVO.

~ ENVIRONMENT @

Studio

r

Upgrade your account to upload your custom
environments

SET AS BACKGROUND

Orientation @
a 113.609°

Brightness
L J 0.8907

~ SHADOW @

Light intensity

Shadows bias

YAwika (Matterials)

Y& ouTO TO TIESIO EXOUUE TN SUVOTOTNTA VO SLAPOPPUICOUUE OAEG TIG

emAoyEg Materials, TTou €idae AVOAUTIKA OTO EKTO KEPAAQLO, WG EENG:

* ETUAEYOLE TO TUAMO TOU HOVTEAOU MOG TIOU ETILOVMOVUE VOl
EMEEEPYAOTOVHE KAl OUTO PWTICETAL HE KITPLVO XPWHA ETILONAVONG.

* EmiAgéyoupe To avTioTolo kouuti emtAoyng material kot Stapoppw-
VOULE TIG PUBNIOELG HaG. € TIPAYUATIKO XPOVO PAETIOVUE TNV EQAPUOYN
TOUG OTO HOVTEAO MO,

Mo TapASELya, YL VO TIPOTOECOUVHE VP OTO LOVTEAO TOU UTTAE OTIL-
TIOV NG Tawiog The Mirror Stage, Tou epAapfavel SVO TUAMATA, EVa
plane Kol éva TPLOSIAOTATO PMIPOCTIVO TIPOEEEXOV, AKOAOVOOVE T TTOI-
paKAaTw BrApata.

A. ETtAéyoupE Eva oo Ta SU0. ZTIYULai, TOVICETAL e KiTpvn ETIoApovon

B. K&voupe kAtk oto kouurti PBR MAPS kau emiAéyoupe to medio Base
Colors.
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‘Q

Workflow

Metalness Specular

Base Color @

Metalness @
M
Specular FO @
M ®

» ANISOTROPY

I. Ztov mivaka Tou avolyel £xoupe TNV SuvaTtOTNTA ETAOYNG ElTe
A0V XPWHATOG £LTE EVOC texture TTOU £XOUUE SNLOVPYHOEL.

~ PBRMAPS @
Workflow
Metalness Specular
Base Color @

- e

MANAGE TEXTURES

A. Y10 Manage Texture emiAéyoupe Import Texture KoL, 0Tn CUVEXELL,
To Uv Map Tou avTIOTOLXEL 0TO QVTIKE{pEVO.

MANAGE TEXTURES

IMPORT TEXTURE

. o

4D FRONT.png

To Uv Map £@oppOleTal 0TO QVTIKEIMEVO HOG OKPPBWC OTIWG TO OXESIA-
oope. ErumAéov, pmopoupe va puBpicoupe Tn PeToAAKOTNTA (Metalness) kat
™ yvoAdda (Specular), eite ocutopaTo, ite pe TV EVTOAr) Manage Texture.

v PBRMAPS @
Workflow
Metalness Specular
Base Color @
Metalness @

Specular FO @
M @
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Tnv Sl Sadikaoior akoAovBovpe kat 0To GAAO TURpa, To Plane, kot
SNULOVPYELTAL N TIAPAKATW EIKOVA.

Qotd00, TAPATNPOULE OTL TO TUAHA TNG EKOVOG TIOL givat SLa@avo -
VETOL HOVPO KO OV OUEOUELWTOUE TN SLAPAVELD OUTO YIVETAL YL OAN TNV
glova. Mo va Egmepdioouple oo TO TIPORANUA B TIPETIEL VAl ELOAXYOLHE KOl
oTo &lkovidlo Opacity To avtioTtot o Texture Map evepyoTIOWWVTOG TNV EVTOAR
Manage Texture, akptBwg omwg kat oto Base Color. H Stapopd eivan 6t Sev
XPeladeTon va k&voupe TIoAL Import to Uv Map, cAAG& K&voue KAK 0TO BEAGKL
NG emektaong emAoywv Choose Texture, k&tw amo T0 Manage Texture, Kot
emAéyoupe To avtiotow o Texture. ETal n WOLOTNTA TG, KATA TOTIOVG, Slapa-
VELOG EQAPUOLETAL OTO PHOVTEAO OG.

> oPACITY @

Blending Refraction Additive |Dithered Mask

4 ~
MANAGE TEXTURES

PLANE REFERENCE3.png v

None

| 4D FRONT.png

Lj PLANE REFERENCE3.png

Me tov (810 Tpomo pubpuidouvpe Tnv TpaxvTnTa (Normal), TNV avtavd-
kAaon (Roughness) k.0..

IMpoaoxn: Oplopeveg amd TIG SUVATOTNTEG VAIKWY OTIWG N SLOPAVEL,
elval amapaitnTo va TIG EVEPYOTIO|OOVUE XELPOKIVNTO KAVOVTAG KALK QIO
1o off oTo on oTo avtiotol o medio.

VR
To Sketchfab Tpoopépet pa oA xprioun Ttpocopoiwaon tng B<aong
TOU MOVTEAOU HOG OE TIEPIBOAAOV EWKOVIKNG TIPAYUXTIKOTNTOG. XTIG
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SLOBETUEG ETUAOYEG MUTTOPOUKE VA puBuicoupe Tn B€on kat To peyebog Tou
Beatr) o€ OX€0N ME TO HOVTEAO KO VOl SOUUE OE TIPAYUATIKO XPOVO TNV oV
TIOPACTOCN AUTAG TNG OXEONG.

o TIPS
b.@/?ﬂ}ﬂvut,

MoAV onpavTikd givan to Ttedio Warning 0To TéAog Tou Ttivaka, OTIou
pog SlvovTtal XPrOLUEG TIOPATNPNOELG YL TIG ETILAOYEG LG,

Awdpaon (Annotation)
n To medio Annotation €xel T StaBeaipeg emidoyeg Stddpaang Tou
Sketchfab. Mg éva amAd KAk, o€ oTtoloSNTIOTE ONUElO TOV POVTE-
Aou emBUPOVUE, SnUovpyoLpe KOUPoug dtadpaong, Tov Tagvo-
HOUVTOL UTOHATA E ATIOAUTOUG APLOUOVG OE EVA KUKALIKO TTIAQUCLO.

v AR
¢ Q @ / 9 B VR

B Done

Y& KABe KOPPO VTEPOVVOEDNG UTTOPOUE VO SWOOUHE TITAO KOl KELLE-
VO TIEPLYPAPNG. 2TO KEIUEVO UTIOPOUUE VO GUUTIEPIAGBOVE VTIEPOUVOE-
O€Lg, OTIWG TO CLVSETHO VoG Bivteo oto YouTube ) pic LotooeAida.

‘OTaV CWOOUNE TO HOVTEAO HOG KOL KAVOULE KALK OTO EKAOTOTE OUV-
deopo untepovvdeong, yivetat (Oup o€ UTO oNUEiO KAl TIAPOVCLACETAL O
THVOKOG UE TO OVOUX KOl TO KELUEVO TIEPLYPOPNAG,.
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AIAAPAZH

A£G To Bivteo oTov Mapakatw
oUvdeopo:

Meploplopoi

Itnv dwpedv £kdoan tou Sketchfab untdipxel evag Baokog TePLOPLONOG,
WG TIPOG TO MEYEBOG TOU apXEioV TTOV PTTOPOUE Vo aveBAooupe (Lexpt 50
mb). Ertiong, amo Tig apxeg tou 2020, otn dwpedv €kSOON, LTIAPXEL TIEPLO-
PLOPOG WG TIPOG TOV OPLOUO TWV HOVTEAWV TIOU UTTOPOUUE VO AVEBATOUE.
QoTto00, AUTOC O TEAEUTALOG TIEPLOPLOUOG PTTOPEL Vo KOAPBEL, €V PEPEL, KO-
Bwg pmopel va yivoupe ouvdpopunTég otnv Premium €kdoan yla eva priva
KOl VO avEBAOOUE TIEPLOTOTEPD APXELD, T OTIOI UTTOPOVKE Vo Slatnpn-
OOUWE KO OTN OLVEXELD, OPKEL var pnv vttepPaivouv ta 50 mb to kaBgva.

11.3.2. Verge3D
To Verge3D, omnwg kot To Sketchfab xpnoyuomoiet WebGL yia tnv avorttu-
€N Tou kau Sivel SuvaTdTNTEG SNUOTIELONG TOV HOVTEAOU UOG OE LOTOTOTIOUG.

SofFt8Soft PRODISSSIVS «  WOCWINVEGED GO < SORE - ABOUUS
3D SOLUTIONS FOR THE WES

H Asitoupyia Sneak Preview emitpémnel Tnv e§aywyn kot TpooAn okn-
VWV amod To TeplBaAAov epyodeiwv oto Sdiktuo Verge3D, os ogAideqg Kol-
VWVLKNAG SIKTVWOonNG, ontwg to Facebook, ) otov lotdTOTO TOL XPHROTN.

O ouvdeopog Tov odnysil oto Verge eivau to soft8soft.com. Xto slide
show tng mpwtng oeAidog Eexwpilovpe Eva project TTou avamTuxOnke 0To
Verge3D og ouvepyaaia pe Tnv NASA, kot To OTolo peTaPEPOnKe amd eva
TIaPOPOLo AoyLaiko, To Blend4Web, Tou omoiou to Verge3D amotelel ouve-
XELO, KOT& Kamolo tpoto. la dnpoaisvuon oto Facebook, To Verge3D mpo-
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OQEPEL Lt GUYKEKPLUEVN eTiLAoyr e€aywyng GLB. Ta e§ayopeva apxeio GLB
eppavidovtal kot propovv va avoifouv oto App Manager. H elcaywyr) Tou
povTédou amd to Blender kat to Autodesk (3ds Max, Maya) pmopet va yivel
amevBeiag amd To Aoylopiko axedlaopoy, kabwg To Verge3D evowpatwve-
TaL, WG TPOobeTo. X0 Blender n evepyomoinon tnNg EVOWUATWONG yiveTal
péoa amo TNV cAvoida emdoywv  Edit-Preferences-Add-ons.

A® Blender Preferences

Interface Official Community

Themes Enabled Add-ons Only All

Viewport >
s > Verge3D: Verge3D
Editing

Animation
Add-ons

Input

TéAog, omwg kat To Sketchfab, To Verge3D unootnpidet animation e OKeAETO.

11.3.2.1. Mpoypopupuatiouog pue Puzzles

To TIO XaPOAKTNPLOTIKO aTtolxeio Tou Verge3D sivat 1o ovotnua Puzzle,
EVal  OTITIKO TIEPPOAAOV TIPOYPOUUATIOMOU TIOU ETUTPETEL TN YPHyopPNn
Snuovpyia SLSPACTIKWY CEVAPIWY HE TPOTIO HETAPOPAG KL amoBeong
KOUMOTLWVY Puzzle Ttou eumepléxouv ouykekpLuEveG Asttoupyieg. To Verge3D
TIPOOPEPEL ETOLUA OEVAPLA UE OAOKANPWHEVA ovoTApaTa Puzzle, dTtwg oe-
VAPLOt CUYKPOLONG, SUVOUIKA KIVOUREVWV OVTIKELLEVWY, LTTOOTAPLENG XO-
POKTIPWV KAl OXNUATWY, KIvNoNng EAXTAPLWV KAl TIPOCOUOLWONG PUOLKAG,.

Ae€14, SiAa 0TO OVOU TOU KABE TEVOPLO, UTIAPXOUV LK OELPA EIKOVI-
Sla eTAOYWV Ta OTtola 0 XPHOTNG UITOPEL Vo avoiel ko var eTTEPEL.

app name runnables S¢ S operations
1 Augmented Reality O B [ I=]7)

o

2 Cube Q0O BB (ol m [+ 1O )

3 Custom Image @ﬁ, B @00 6

4 E-Learning Q; @ Qﬁoo 6

5 Farmers Journey @0@ a @00 O

6 Industrial Robot @@ E C oo 6

» 7 Jewelry Configurator @@(\pt&m BDDDD @oo 0
8 Lines D C oo 6

> 9 Load Unload @m@,mm EDDDD @00 0O
10 My Awesome App CJOG 6

1 Parametric Models @ @ (&) B @00 0O

12 Pbr (O] B @00 0O

13 Physics @ ﬁ’, B G} 0 0 0

14 Recliner (L5 B @ QO 6

Me Tn oglp& TOTIOBETNONG TOUG, ATt APLOTEPA TIPOG T SEEL, BAETTOVE:
NV epoappoyn, To apxeio Blender, To oevaplo Stadpaong Puzzle, Tov (pdkelo
HE OAO Tt OpXEL TNG EPOPHOYNG KL TO €WKOVISLO (0pBLo BEA0C) amoBrkev-
oNgG Kol VEBAOUATOG TNG EPAPHOYNG.
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ZTNV TIOPAKATW EKOVA BAETOVE TO avTioTotxo Puzzle Tou oevapiov No 4.

@ Verge3D Puzzles ‘ Init main
® Events A M Viewport (FPS: 60)
. v

® Selectors - : v ]
[Startup_exampls ]
® Objects - - ‘ ‘

® Materials
® Animation

® Camera
® Scenes
® Time

® HTML WADEWITFYERSESDTRIAL

YESN 7 Siep 1: Unfold the carion and square i off_ 22
® AR/VR HIGHLIGHT b

® Sound/Video
® Physics
@ Post-

11.3.2.2. ATt6 1o Blender otn énuoagisuon puéow Verge3D

ATto Tn otypn Tov Ba evepyormorjooupe to Add-on: Verge 3D, dSnulovp-
youvTal 0To pevou Tou Blender 00 vea kouprid emtAoywy, To Sneak Peek
ko To App Manager.

Options v

Sneak Peek App Manager

Me 1o Sneak Peek pumopoUpe va KAVOUE ETILOKOTINGN TNG ELPAVIONG TOU
povtédou pog oto Verge3D, evw Pplokopaote otn Sladkaoion oxedLGHOo0
Tou. Me to App Manager odnyouvpaote oto Verge3D, 6mou Snuovpyove
TO SIKO o App, E TO OVTIOTOLXO KOUUTLL, apLOTEPQ, TIOU HOLALEL UE PAKEAO.

Displayed Name:
Blue House App

Directory Name:
BLUE HOUSE] app

App Template: Modules:

@© Standard Dark O EN
O Code-Based O Legacy VR
O Physics

Create App

H epappoyn pog tpoatednke oto App Manager. Qotdoo, ylo va avePa-
OOUE TO SIKO MO LOVTEAO OMAUTOUVTOL TO TIXPOKATW TTASICL:
A. EmiAéyoupe To apxeio Blender, tou avTioTOKEL OTNV €PapUOYR TIOL

SNULOVPYNOOUE.
2 Blue House App @fy B @oo 6

To apxeio autd PplokeTal 0To KOLPTI ETAOYAG ME TO YP&pUa «B>» Kat
TO XOPOKTNPLOTIKO TIOPTOKOAL XpWHA TOL AOYLopIKoU Blender. Kévoupe, Aot-
OV, APLOTEPO KAK O OUTO TO KOUMTIL KO OVOLyEL TO AV TIOTOLXO OpXELO OTO
Blender Ttou £xouple AN EyKATAOTIOEL GTOV UTIOAOYLOTH KOG,
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B. Zto apxeio Blender mouv avolyel, Staypa@oupe TOV TIPOETUAEYUEVO
KUBo kat kavoupe Append To apxeio TTov eMIBUUOVE.

I. Zwdlovpe TO apxelo e TO OVOHPA TTIOV NON EXEL KAL TIOV €XEL XTTOON-
keVBel 0TO PAKEAD TNG EPapPHOYNG amevBeiag e Tn Snuiovpyia TNG Kot
kavouue Export To povtedo pag os popen Verge3D, emiong pe To Ovopa
TIov €xeL SnpovpynBel oToV PAKEAO TNG EQAPHUOYNG HOG.

I, Export Collada (Default) (.dae)

Alembic (.abc)
External Data =

Universal Scene Description (.usd, .usdc, .usda)
Clean Up

Defaults Stanford (.ply)

@ qui g St (.st)
FBX (.fox)
gITF 2.0 (.glb/.gltf)

210 €lkovidlo G owdloupe To App TIOV SNULOVPYNCAUE KAL TO QVTL-
Kelpevo pog etvat StaBgotpo yia amAn tpoPoAn oto StadukTio, pe Svo Tpo-
TIOVG; €iTe pe oLVOETUO Share ylax Snpooisuon og HECA KOWWVIKNG SIKTOW-
ong, eite pe kwdika Embed yia evowpdtwon o€ loTooeASEC,

Your web application has been successfully uploaded to Verge3D Network. It is
time to share it via social media, a direct link or embedded into your website.

(©) BLUE HOUSE_app htmi (W] f I&]in[W]6)

Direct Link @)

https://cdn.soft8soft.com/AROAISY2GOEHMOFUVPIOE:9eb10d271c/applicati
ons/BLUE HOUSE _app/BLUE HOUSE_app.html

Embed @)

<iframe width="1024" height="640" allowfullscreen
sre="https://cdn.soft8soft.com/AROAISY2GOEHMOFUVPIOE:9eb10d271c/appl
ications/BLUE HOUSE _app/BLUE HOUSE _app.htmI"></iframe>

EmmAov, emAgyovTag TO kovidlo G:@ MTTOPOULE Va TipooBecouple Puzzle
SLAdPaONG, €ite O TNV OPXH, EITE AVTLYPAPOVTOG KOL ETIKOAAWVTOG KATIOLO
amo Ta €Toa Puzzle. Ze k&Oe mepimtwon ta €Tolpa Puzzle pmopei va Ast-
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TOLPYNOOLV WG 0dNyol VaPOPAG aTN SnoVpyia Twv SiKwv pag Puzzle.

@ Verge3D Puzzles ‘ init main

® Events [ Viewport (FPS: 60)
® Selectors
|® Objects

|® Materials

® Animation { 3
|® Camera
® Scenes

® Time
@ HTMI

11.4. TploSLdoTaTn EKTUTTWOT

Ol epappoyeg TNG TPLOSLACTOTNG EKTUTIWONG £lval TIOAAEG Kal awEavovTal
paydaia. Mo TAPASEYUO OTOV BLOUNXAVIKO OXESIOUO EXOUHE TN SuVATO-
TNTA TPLOSIACTATNG EKTUTIWONG ME TIOWKIAID VAKWY, OTIWG TIAACTIKO, pNTi-
VEG, LETOAAX K.0.K. [apOLOLD, OTNV LATPLKT, KTTOPOUE VO VOCUVOECOUE OE
TPLOSIAOTATA LOVTEAQ AV TLYPOAPA OPYAVWY TOU CWHATOG KOL VO T OTELAOL-
HME YO EKTUTIWON, ApETT Kot pe akpifeta. ATtd TNV TIAELPA TOL SnLoVPYOY,
N TPLOSLA0TOTN EKTUTIWON EXEL SWOEL OTOUG OXESIAOTEG TPLWV SO TACEWV
TN SuUVATOTNTA VA (PEPOLV TO £PYO TOUG GTOV TIPAYUATIKO KOGUO OTIOU [TTO-
petl va kpatnBel kaw va xpnotomonBel. Ot SuvatdTNTEG Yl TPLOSIACTOTN
EKTUTIWON TIOV SIVOLV T AOYLOUKA TPLOSIAOTATOU OXESLATUOU eival avegd-
VTANTEG KA, Olyoupat SV KOAITITOVTOL CUVOAIKA OTLG Alyeg OEAISEG TIOU aKO-
AouBouv. QOTOOO, PTIOPOVE VA TIPOTEIVOUE OPLOPEVA BrATO TIOU UTTOPEL
VO POVOUV XPHOLUO KOL VO oG OTTOTPEWOLV amtd AGOn Tou Ba «adikrigouv»
€val BoPAOLo TPLOSLACTATO HOVTEAO KATA TNV EKTUTIWOT) TOV.

11.4.1. Movddeg uttoAoyLopouv

To TPLOSIAOTATO POVTEAO TPLOSIATTATNG EKTUTIWONG TIPOOPICETAL YL TOV
TIPOYMOTIKO KOOUO. 0t TO OKOTIO QUTO, TIPETIEL VOL XPNOULOTIOLOVHE TIG OV TE-
OTOLXEG MOVADEG HETPNONG TNG TPLOSLACTATNG KXTAOKELNG OE (PUOLKO XWPO.
Ao TipogTiiAoyn, To Blender Sgv xpnotpomolel LOVASEG TIPOYXTIKOU KOGOV.

¥ Units

&6

Unit System  Metric
Unit Scale 1.000000
Separate Units

]
Rotation Degrees

&

Length  Millimeters

Mass Kilograms

° Time Seconds

MTopoUpe Vot CAAGEOLE QUTH TN GLUVONKN PETARAVOVTOG OTOV THVOKOL
«Movddeg» otig PuBpioelg oknvng kat puBuilovtag TG HOVASEG HETPNONG
0t XL\OOTA.
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11.4.2. O8nyo¢ opiwv

Mot KoAAr) TIPOKTIKY) €ivan N Snpoupyia Vg 0SnyoU ToU XWPOU OTOV OToIo
Ba kivnBoUE KAt ToV TPLOSIATTATO OXESLOHO. PUBUIOVE TIG SIOTATELG EVOG
KOPoL, waoTe va yivel 0 08Nyod¢ pag, ato Object Properties, atov mtivaka Transform,
oto 1edio Dimension. Mo va givat 0 08Nyog HoG «SLOKPITIKOC», CAAIOUPE TNV
pLBHLON epPaviong tov ato Viewport Display omd «Textured» og «Wire».

& > Collections

» Instancing
> Motion Paths
M, > Visibility
Jo » Rokoko Studio Live Setup
» Verge3D Settings
¥ Viewport Dis} Display As
Name Textured
Wireframe 8  Solid
Texture S.. Wire
L -

Display the object as a wireframe.

11.4.3. AumA& oToysia

2€ TIOMO HOVTEAQ HOG MTTOPEL VOl UTIAPXOUVV  ETUKOAUTITOPEVEG KOPUPEG,
OKMEG KOl TIAEUPEC, TIOU WUTTOPEL OTITIKA VO (PAiVOVTOL LOVOSIKEG. AUTO Snpt-
OUPYEL, CUXVE, TIPOBANUOTO OTN XPNON TOU POVTEAOU O KA, (PUOLKE, OTNV
TPLOSAOTATN EKTUTIWOT) TO. H emidtopBwon eivat oxeTIka omAn.

Mo ta SumAd Vertices, oto Edit Mode, emiAéyoupe OA0 TO avTIKEipEVO
kot otnv evtoAn Vertex (CTRL-V) emiAeyoupe Merge Vertex — By Distance.

Merge Vertices Alt Mp» At Center

At Cursor
Vertex Groups > =urs

Hooks < Collapse

Make Vertex Parent EVERENES

Me auTr TNV €VTOAN SLaypa@POVTAL KO Ol SITIAEG TIAEUPEG KOL OKLES
kaOwg ta Vertices gival 1o factkd atolxeio SGUNONG TOUG,.

11.4.4. 3D Print Toolbox

To Blender €xeL aplepwaoel Eva EYAAO EPOG TOU EVOLOPEPOVTOG TOU
OTNV TPLOSLAOTATN EKTUTIWON. X€ QUTO TO TAQICLO, £XEL AVATITUEEL, KOl
BEATLWVEL CLUVEXWG, EVA EEALPETIKO TIPOCOETO EAEYXOU TWV HOVTEAWV TIOV
TpoopiovTal Yl TPLoSIAOTATN eKTUTIWON. To TIPOaBeTo ovouddletal 3D
Print Toolbox. To evepyomolovpe akoAoLBWVTAG TN YPOUUN evtoAdwv Edit-
Preferences- Addons.

Add-ons

Input

Navigation

Keymap

Syctom



Tplodlaotatog Ixedloopog MeppaAiovtog - 3D Modeling yla Animation

A@OU TO £VEPYOTIOLOOVE, O TtivaKaG e Ta TieSia evToAwv Tou 3D Print
Toolbox givaw otnv 086vn WoTATWY Se€l TNG KEVTPIKNG 006vng Layout
(ouvtopeuon N), amod Tig ekdooelg Blender 2.8 ko petd. O Tivakag pe Tig
SloBEoipeg eVTOAEG TOL TTPOCOETOL TIEPLAAUBAVEL SLVATOTNTEG:

« Aldyvwong pofAnudtwy (Analyze).

« Emé16pBwong (Clean Up).

» Metatpomng (Transform).

* E€aywyng (Export) og eKTUTIWOLUN HOPPN.

> Analyze B Y Analyze

Item

¥ Clean Up Statistics

Distorted Volume

View Tool

Make Manifold Checks

Solid
Intersections

» Transform

Rokoko

> Export e Degenerate 0.00010
Distorted 45°
Thickness 1mm
Edge Sharp 160°
Overhang 45°

3D-Print

210 Tedio Analyze yiveton dpeon Sidyvwon Twv TOoVWY TIPORANUATWY
OTNV EKTUTIWAN TIOV KOTNYOPLOTIOLOVVTOL OE VAV TIVOKE, KOTw amo to Checks.
TA TILO ONUOVTIKE OTTO QUTA €ival T TIOXPOKATW:

11.4.5. Zuumayng popen (Solid)

H oupmoayng popen, xwpig Keva (TPUTIEG), TOU AVTIKEUEVOL HOG QVTL-
oTolxel otnVv evtoAn Solid Tou tediov Analyze. Otav kdvoupe kA oto Solid,
oto medio Results - Non Manifold Edges, emionuaivetat o apBuog Twv mpo-
BANHOTIKWY oKpwv. H autopatn emdtopbwon Ppioketat oto medio evto-
Awv Clean Up otnv evtoAr) Make Manifold.

Check All

Result

() Non Manifold Edge: 4
Bad Contig. Edges: 0

¥ Clean Up

Distorted 45°

Make Manifold

¥ Transform

H evtoAr outr) Asttoupyet 6TIwg To F 0T yepUPpWOn TwV XOOUXTWY HE-
To&V ONMEIWV KL OKUWY, XWPIG, WOATOOO, AMOAUTO EAeyX0 OTN SLapOPPWON
NG YewHeTplag. To 1bavikd givar va SlopBwaouple To TIPORANUA XELPOKIVNTO,
WOTE VO EXOUUE HEYOAVTEPO EAEYXO OTNV YEWHETPIO TOU HOVTEAOL HOG,
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Kepdhawo 11 H TeAwn EEodog kat Anpoaieuon tou Tpiodidotatou Movtélou

11.4.6. Awxtopn MAgupwv (Intersections)

Eval TOAY onpavTikd TPOPANpa otnv TPodAoTaTn EKTUTIWON Elvat
OTOV TOMEG PETAEL TWV TIAEUPWV OTIAVE TNV OUOAR POI TOU TIAEYUATOC TWV
OKUWV KAl SNULOVPYOVV €0WTEPIKA EAeVBepa onpeia. AnAadr), koTtd evav
TPOTIO, TO EVA HOVTEAO UTTAVEL HETO OTO GAAO SNPLOVPYWVTOG UL OUVOE-
on, xwplg ouumnayn popen TAgypatoc. ‘Otav k&voupe KAk oto Solid, oto
miedio Results — Intersect Faces, ou avoliyel, emonpaivetal o aplBpog Twv
TIPOPRANUATIKWY TIAEUPWV, OL OTIOLEG, TNV (Sl OTIYUN, HOPKAPOVTAL KL
OTO MOVTEAO POG. XTNV TIPOKELIEVN TiepimTwon sivan 39.

Thickness
Edge Sharp

Overhang

Check All

Result

n Intersect Face: 42

Distorted 45°

Make Manifold

Y& ot TNV Tiepittwon to modifier Boolean, givow pio outoportn Avon tou
TIPOPAAOTOC, Mo CUYKEKPEVD, OTIG PUBUITELG TOV Boolean emiAéyoupe To ovTL-
KelpEVO TO OTTOIO EL0EPXETAL OTO GANO Kol OTtd TO OTTOlO EMBUPOVE VO OPAULPE-
BoUV TUAMOTOL 2T OLVEXELD, EVEPYOTIOLOVE TN Asttoupyiat Union, wate ta SUo
OVTIKEUEVOL VO EVOWHOTWOOVV, XWwplG oveTBUUNTEG ETIKOAVWELG TIACUPWIV.

Add Modifier
v 2N Bool B =

Apply

Operation:
Difference

Intersect

Union

Difference

Operation

‘Otav kavouue Apply, yivetal N eVOWPATWAON KAl £XOVUE EVA GUUTIO-
Y€G povTeAo. QOTOOO, OTIWG KAl GTNV TIPONYOUVKEVN TIEPITITWAT), TIPOTEVETOL
va SLopBwoouE TO TIPOPRANUA XELpoKivnTAL.

11.4.7. Nayog (Thickness)
Tot TTIOA) OTEVA ONELD TOU HOVTEAOL HOG SEV TA «TILAVEL O EKTUTIWTNG.
Mmopoupe va SlopBwaoupe ouTo To TIPOPANUA SivovTag Alyo TIAX0G 0TI
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Tplodlaotatog Ixedloopog MeppaAiovtog - 3D Modeling yla Animation

TIOAU AETITEG TIEPLOXEG, avTopaTa, pe To Modifier Solidify 1y, xelpokivnta,
pe TNV duvatotnta Extrude. TéAog, Ba Eexwpilape dSVo akOpa pubuioelg
o€ €va Alyo xapnAotepo eminmedo omouvdatdtnTag TN PLOMLIoN TIpoego-
xwv (Overhanngs) kot Twv eninedwv 6Yewv (Flat Faces).

11.4.8. MNpoeoxég (Overhangs)

OL TPOEEOXEG TOL AVTIKELEVOL LG TIOV £ival peyoAUTepe amd 45 °,
TIPOG TNV KATOKOPUPO, QTIALTOVV UTIOOTNPIEELS KOl YEPUPEG. MLt KOAN
TIPOKTLKA, OE QTN TNV KatevwBuvon, givat n xprion Tov Extrude otov &&o-
va Z yla oTAPLEN ota TIPORANUATIKA TUAMATO. AUTA TA UTTOOTNPIYUOTO
APALPOVVTOL POV EKTUTIWOEL TO HOVTEAD pag. ETtiong, onpavtikd poAo
oTtn SlevBeTNON aVTOV TOu TIPOPRANUATOC TTAICOVV TA TIOLOTIKA XOXPOAKTN-
PLOTIKA TOV EKTUTIWTH KO TOU VALKOU EKTUTIWONG. L€ OPLOUEVEG TIEPLTITW-
OELG EKTUTIWTWVY TUTIWVOVTAL UE ETILTUX IO akOpa kot Ttpoe§oxEg 70°.

11.4.9. Ertinedeg mAevpég (Distorted - Flat Faces)

To TPOPANHO SIOMIOTWVETAL OTOV OL YWVIEG UOG TIASUPAG EivVaL TTIOVW OO
TEOOEPIG N £X0UV SLATan TETOL TIOL SEV TIEPLYPAPEL ETTITTESN TNV ETIPAVELX. TO
TPOPANpa AVVETOL ouTdpoTa omtd TNV evtoAn Distorted, oo medio evtoAwv Clean
Up, TIOL PETOTPETTEL TIG TIPOPANOTIKES ETIPAVELEG OE YEWETPLO PE TPLywVOL

11.4.10. 'E€0d0¢

‘Otav glpooTe €Tool, kKavVoupe export, gite amevBeiag otov Tivoka 3D
Print Tool, site oto File-Export Kol PETAPEPOUPE TO HOVTEAO HOG OE KATIOLO
oo T AOYLOUIKA TPLOSIAOTATNG EKTUTIWONG. Evag peydhog optBpodg outwv
TWV AOYLopIKWY SlatiBevtan EAeVBEP KA ElVal AVOIKTOU KWOLKQL, PE OPKETA
TIPONYMEVEG AsLlTOVPYIieG. TNV (Sl OTLypn, Elvat OXETIKA EVKOAQ OTN AstToupyia
TOUG. EVOEIKTIKY, OVOPEPOUUE TA AOYLOUIKA TPLOSIAOTATNG eKTUTIWONG Cura
ko PrusaSlicer. Elvou Swpedv Ko, EKTOG Ao TIC EENPETIKEC SUVATOTNTEC WC
AOYLOMIKE, uTtooTnEIlovTaL Ao o HEYAAN KOWOTNTA XPNOTWV TIOV Q0X0-
Aetton pe outd. H utootipién autr mepAapBAavel LoBAUOTa Xpriong TOUG Ko
EVTOVN OLVEPYOTIKN SPAON pe GUINTATELG KOl AVTOAADYT) EMTIELPLWV OTTO TN
XPrion Ttoug.
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Tavtotnta tng Tawiag The Mirror Stage

H towio The Mirror Stage eivar pua stop motion  tplodidototn touvia
animation, n ormoia dnuovpynonke to 2005 og cupTaPywyr Touv EAANVIKOU
Kévtpou Kivnuartoypdpou, g EPT kow tng AMK SSSP-Ev KivAoeL

TuppeTeixe o apKeTA OBV Ka eyxwpla PeoTIBAA Ko EAXBE OPKETEG
Slakploelg HETOEY TWV OTIOWV OL TIAPAKATW:

* Bp&Bevon amd tnv emutporr| tng MNaykoopog Evwong Animation-ASIFA
0TO SLyWVIOTIKO TUAMO Tou 20V AleBvoug PeotifeA Touviwv Animation,
Balkanima otnv lMouvykooAofia

* BpaBeio KoAvtepou EAANViKoy Animation oto 30 AeBvég DeoTiBEA Tou-
VWV kat Bivteo Ndovoog

* BpaBevon, Kivntpo tou E.KK., aTo SlaywvioTiko Turpa Tou 28ov deoTt-
BAA Touviwv Mikpov Mrkoug Apdauag,.

Tot OKNVIKG TOL TOWVIOG ETTOVW 0T oTtola oTNPIXTNKE N avamTuén outov
Tou BiPAiov, dnpovpynoe o XteAlog MoAuxpovakng. Me Sedopéveg avtl-
KELMEVIKEG SUOKOAIEG (XWPOU, XPOVOU, XPNHATWY) KL TN KIKPH £WG avy-
TIOPKTN OXETIKA EUTIELPIO KO LTTOSOMEG OTNV EAAGSa gkeivn TV TtEpiodo,
QVOTTTUXONKE ot EEAUPETIKN KA XAUNAOU TIPOUTIOAOYLOHOU peBodoAoyia
oXeSLOOV Ko Snpovpylag oKNVIKWY yla stop motion Animation, eméavw
otnv omoia otnpiletal kot n peBodoroyia TPLOSIAOTATOV OXESIOUOU OF
computer, Tov TtpoteiveTan og ouTd To PLAL.

AVOAUTIKA Ol GUVTEAEDTEG TNG Tawviag The Mirror Stage eivat oL tapa-
KATW:

* Napaywyn: EKK, EPT, SSSP

« Zevaplo, ZknvoOeoia, Animation, Movtad: Xmupog XLAKoG

+ Zknvoypapia: XTeA0g MNMoAuxpovakng

* dwTopoi: MeAiva Maoxa

* Kwnpatoypagikn Pwroypagio: Anuitpng XwpLavomouvAog

+ Xopoypapia KovkAag Maplovétag: XtdOng MapkOTIouAog

+ Kataokeun-Xeplopog Maplovétag: AAeEdvSpa MakpomovAou
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» Movuowkn: Nikog Knmoupyog

+ ZYvOeon KAt VAOTIOINGN HOUGIKOU O£HATOG XOPOU HAPLOVETOAG:
2T14ONng MapkoOTouAog

« ZxeStaopog Nxwv: Nikog MuKwtng

« Eme€epyaoia nxov- Mixaz: Sound Studio-Nikog Aeomotidng

Oplopeva XPrOLUa OTOLXELD TIOL OAOKANPWVOULV TNV TOUTOTNTA TNG TAL-
viag ival Ta TopokATw:

* H duapketa vAomoinong tg tawiog amd tov oxedloopd Twv Lay outs
KOL TN SNULOLPYIO TWV OKNVIKWVY HEXPL TO TEAKO PovTAl Kot uiEad ntav 12
MAVEC,

Y& oUTA TN SLAPKEL KATAyPAPNKaV Kol a§loAoyndnkav Ao Tar oTadlax
SNHLoLVPYIOE, WOTE VO OPLOTOVV CUYKEKPUUEVES TIAPAETPOL TIOPAYWYNG, Ol
otoieg elvau SLoBETEG O VEOUG SNULOVPYOVG TIOV TO ETILBVOVV.

« H oupPoAn g évwong koukAomaxtwv EAAGSag Unima Hellas, kat
TIPOCWTTIKA TOU TIPOESPOL TNG ZTAON MapkoTovAoy, ATV KABOPLOTIKA,
TOOO O€ TIPAKTIKA BEPATA (TTAPOXN XWPOU SNHLOVPYIOG OKNVIKWY) OCO Kal
o€ DEPATO TEXVOYVWOIOG EMAVW OF ELOIKEG KATAOKEVEG TNG TAWVIOG.

« o Ta oKNVIKA TNG Towviag a§lomonBnkav ywvieg Tng ABrAvog kat KTi-
pla o PAETOVE KABE pépa SImAa pag, xwplg va Sivoupe dlaitepn onpa-
ola, Ta omoia 0 . NMoAVXPOVAKNG HETAPOPPWOE O VO LOVOOIKO €ETIPEDL-
OVLIOTIKO TIEPIBEAAOV. Ta TTOPASELYpa TO PTTAE KTIPLO TNG TAWVIOG NTAV €V
TIOPATNIEVO VEOKAQOLIKO KTiplo aTo 0100 {0VaaV TIOPAVOUX TIPOTPUYEG.
AEOWG PETA TNV TOWVIA TO KTIPLO KATESAPIOTNKE KAt Twpa TNV Sl B<on
elvat éva ToAvwpo@o Ktiplo. Mapduola, éva amd Ta KTiopaTa Tou SpOUou
TOV POCIKOU OKNVIKOU TNG Tawiag eivat To epyaaTtrplo Tou XTadn Mapko-
TtovAou oTnv 0806 MoAapndiov, otV Akadnuia MA&TWVOC.

Yuvoyilovtag, Ba Aéyope OTL TO TIETUXNUEVO HOVTEAO TIOPOYWYNG, UE
KUPLOX OTOLXEX TN CLVETIELX OTOUG XPOVOUG SNLOVPYIAG, TNG OKOVOMLKAG
SlaXelplong, TG oLVEVWONG SNULOVPYIKWY SUVAEWY CLYYEVWV XWPWV
(KOUKAOTIOUX TEG, PWTLOTEG BEATPOL K.0.K.), KAl OTN 0VUCTOON TNG SNKLOVPYL-
KNG OPASAG, 0 CUVOUAOUO UE TNV ETIITUXNUEVN TIOPEIX TOV TEAIKOV «TIPOL-
OVTOoC», SlEBvwg SNULOVPYNOE UL KOAN TIPOKTIKA O0ToV XwpPo. EmimAéoy,
ETIELOE TOUG VPLOTAUEVOUG XPNHUATOSOTIKOUG (POPEIG YL TNV TIPOCTIOEUEVN
ol Tou Stop Motion Animation Kot TNV aVayKatdTNTA XPNUATodOTNONG
TIOPOHOLWV TIPOCTICOEWV.

Oa ToApovoauE va ToVUE, OTL To The Mirror Stage, wg n mpwtn Stop
Motion Animation touwia peta amo 20 «ayovor XpOovia amo TNV Towia
TwV ZTaowoU-Mupptpndn, «tou KoAuumnth», avolge tov Spopo Kot Edw-
O OLYKEKPLUEVEG KATEVBVVOELG YLt TNV TIEPAUTEPW OVATITUEN TOVLWY Stop
Motion Animation otnv EAAGSa.
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Tekpunpiwon Emtdoyng tou Blender 3d

Ao 1o 2014 Tou avélafa TNV €uBVVN TWV PABNUATWY TPLOSLECTATOV
oxeSLoopoL Kat animation eméAe&a tnv alomoinon tou Blender wg to Aoyt-
OMIKO €TTAVW OTO OTIol0 B AVAMTUCCOVTAV Ol BACIKEG APXEG TPLOSIAOTA-
TOU OXeSLOOMOV Kat animation.

APXLKG N €TILAOYN €YLVE YLa AOYOUG TIPOKTIKOUG. Q0TOOO0, 0TN OUVEXELD,
OTTOOELTNKE EVO OPKETA SNILOVPYLKO EPYOAEID TIOU ETUTTAEOV KOAUTITEL Q-
KETEG TIAUSAYWYIKEC TIOPAETPOVG,

Mo CUYKEKPLUEVQ, ETILAOYT) OUTOU TOU AOYLOMIKOU EYVE e BAon TG Tia-
POETPOVG

* MpoofaociudTnTod.

» Katavénong.

 Ae€lottwy Epeuvac.

¢ ZUMHETOXNG-ZVVEPYQTIOC,

2N ouvexEla Ba SOVE TILO VOAUTIKA OUTEG TIG TIAPAETPOUG.

MNpoofacétnta

To Blender 3d givat éva TTpOYPap O AVOLKTOU KWELKOL KOl EVTEAWG EAEVOE-
po. H Sladikaoia eyKATdaTaonG TOL GTOV UTIOAOYLOTH) SIOPKEL HOALG Aty Ae-
TTA, XWpIg TepiTTAOKEG SladIkaoleg eyypang, amodoxng Opwv, HETAPOPAS
o€ AAAeG TIAATQOPES KATL ETtiong Sev xpelddeTaon avavewaon g yypoPng
N XPOoVOoSLAypaupa SLTrpnong TG eyKataotaong. Otav KATePAOOVUE KO-
TIOLOL EKSOXH TOU TNV EXOVE YL TIAVTA OTOV UTIOAOYLOTHG LOG WG EQAPHOYN
ME OKPWVULO exe.

ErumAéov, gival «eAa@pi», pe Suvatotnteg va a&lomtoindel og SUOKOAEC
TEXVOAOYLIKA auvOnkeg kot Sivetat n SuvatdTNTA Vo £XOVHE TO TIPOYPOYL-
MO O€ OTIOLOAONTIOTE CUOTNHA ATIO TA TPLX PACIKA CUOTAUATA ETUTPATIECLWV
urtoAoylotwv kat av StoBétoupe: Windows. Mac. Linux.

Me ouTOV TOV TPOTIO, OO TNV TIPWTN KLOAQG OTLYHR, SnpLlovpyeitan Te-
PBEANOV EUTILOTOOVVNG KOl AOPAAELOG TIOV Eival avaykaio ouvOnkn otnv
Sdikaoia tng dnpovpylag kat pédnonc.
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Katavonon

To Blender 3d €xetL @IAKO TIEPPBEAAOV €PYOTIOG TO OTIOIO AVOVEWVETAL
OUVEXWC WOTE, ad TN KX PEPLE va Slatnpel TN HovadIkOTNTA TOU KAl TLG
KOIWVOTOEG AelToupyieg TOU SLOKPLTEG KA, amtd TNV OAAN, va sivat cupfotd
ME TNV ETILPAVELX EPYOCIAG KOL TIG AELTOUPYIEG SNHOPIAWY TIAATPOLPUWY
KOl oVTIOTOLKWV TIPOYPOUATWV.ETtimA¢éoy, to Blender eivauw mpoypopplal
OVOLKTOU KWOKA. AUTO ONUaivel OTL OAQ TOL OTOLXELD TIOU OVOPEPAE TIO-
PATIAVW SLOUOPPWVOVTAL CLUVEXWG KAl EUTIAOLTI(OVTOL e  VEEG SLVATO-
TNTEG OO LA KOWOTNTA TIPOYPOAUUATIOTWY TIOL £X0LV TN SLVATOTNTA VO
ovamTuEovy Tipdabeta epyodeia (addons), Ta omoiar SloBETouv eAevBepa
0TNV QVOLKTH Koo TnTa Tov Blender. Emtiong, ot emtionuot poypoppatioTtéq
TOV TIPOYPAPHATOC EPYALOVTAL CUVEXWG TIAVW GTNV AVOVEWON TOU OF VEEG
BeAtiwpéveg Bepaldv pe Paon Sadikaaieg Tou TPooopolk{ouV o€ €psuval
SpAoNng Kal TIOV TEPIAOUPAVOLY TIOPATPNCN TNG EPOPHOYNS TOU TIPO-
YPAUUOTOG O TIPAYHATIKEG OLVONKEG, CLUINTATELG KAl BEon TIPORANUATWY
o€ TIOAVAPLOpEG OpAdeg ouINTHOEWY OTO SLSUVKTLO.

‘O\a Ta Ttopamavw ouvodgvovTal oo Slopkr culTNON KOL EPEVVOL ETTA-
VW OTLG VEEG EEENEELG KO SUVATOTNTEC, ETW €VOC SlEBVoVG ouvedpiov Tiou
opyovwveTal kKaBe xpovo amo Tto Blender Foundation oTiG eyKaTAOTAOELG
TOV TIPOYPAUHATOC, otnv OAAavSia.

‘OpwE, WG KOAUTITETAL N AVOYKALOTNTO KATAVONONG TOL {SLov Tou Ttpo-
YPAUUOTOG OE QUTO TO AVOLKTO TIEPBAAAOV TIOL TIEPLYPAPNKE TILO TIAVW);

Ot SuvaTOTNTEG TOY, TIOPOTL TO UIKPO TOU MeyeBOG, lval KOWEC e ov-
VO ETTAYYEAUXTIKA TIPOYPAUUOTE, OTIwG To 3ds MAX kot to Maya oto
einedo Tov TPLoSIAoTATOV OXESIACUOU Kal TOL Premier ato povtad,

TNV KOTovonon toug UUBOAAOUY TTOAVAPLBPA PaBAPTO TIOL £XOUV
SnpovpynBel TOoO amod TOV EMIONKO OPYAVIOUO UTIOOTAPLENG ToL Blender
3d 600 Kat ard oUTOVOUOUG XPHOTEG OTIO TN HEYAAN KOWOTNTA TOL TIPO-
YPAUUOTOG 0 OAO TOV KOGHO.

Ae&LoTNTEG EPELVOG

To Blender 3d Siemetay, 1000 01N Sadikaoiar kat ot oTASI SOUNONG
TOu OC0 KAl OTNV EPAPUOYH ToL artd TIG NG APXEG:

e AVOLIKTWV TIOPWV.

¢ ALOOLPOCHOU TINYWV.

* Koot twv pabnong.

MoAAot xpnoteg HolpalovTal KAVOTOMIEG Kal SNULOVPYIEG TOUG UE TO
TIPOYPOUUO HECQ ATIO SNULOLPYILa HOBNUATWY KAt SLAPOLPOTHOU TOUG OTO
Sladuktio. Mmaivouv otn Sladikaoia €pguvog OTn HEYAAN KOWOTNTX KAl
TIG TIOAVAPLOUEG OUASEG PE aVTIKElEVO TO Blender yia vat Aboouv TtpoBAn-
HOTO ETAVW O€ €EELOIKEVPEVD BEPATA AELTOVPYIOG TOL TIPOYPAUUATOG,

Méoa amd TIg KOWOTNTEG OLLNTHOEWY, UTIAPXEL KPLTIKN OTA MaOrpata
Kaw ylvetat agloAdynaon oTLG AELTOVPYIEG TOV TIPOYPAUUATOG.
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Tekpunpiwon Emhoyng Tou Blender 3d

Y& OAQ TO TIOPOTIAVW N LOTOCEAISO TOU TIPOYPAUUATOG AELTOUPYEL WG
KOMPOG KA OLVTOVIOTNG,. MePLlypaPeL KOt ELOAYEL TOV XPNOTN OTIG SOIKO-
oleg Kot SuvaTdTNTEG XPNONG KAl 0ELOAOYNONG TOV TIPOYPXUMATOC KOl TWV
Spdiogwv Tov oxeTilovTtal e auTo.

Etol, pe auTtd Tov TPOTIO, SNIUOVPYELTAL Lot KOUATOUPO EPEVVAG KOL ETTI-
Auong poBANUATWY, To oTtolar OXeTIOVTAL e OUYKEKPLUEVA BEPOTO, VA~
Aoya pe To TiedIo eVOLAPEPOVTOG TOV KABE xproTn. Oa UTIOPOVOAHE VL
TIOUUE OTL SNULOVPYETAL UL HEYOAN KOWOTNTO LABNONG, N otoia Asltoup-
YL WG TIOYKOOWLO EPEVVNTIKO EPYOTTHPLO.

ZuppETO)XN - ZUVEPYXTin

2NV KowoTnNTA SNULOVPYWV Kal xpnoTtwv tou Blender 3d €xeL Stapop-
WOl ko epTedWOEL og PABOG XPOVOUL ML KOUATOUPA KOWVOTNTOG CLUVEP-
yoolog kat Slopolpacpov TIopwv (creative commons).

AuTr) n KouAtoupa gival eavepn oTIg SLadIKATleg TIPOTEYYLoNG KAl Ov-
dAtnong TPOPANUATWY Kot €EELSIKEVHEVWY BePdTWwY Snoupyioag Pe TO
TPOYPAUM. Elval XapakTnploTikd OTL €X0UV SIHHOPPWOEL TIAPO TIOAAG
OVOLKTA OXESL EPYOTiag OTIOV 0 BTG £XEL TN SLVATOTNTA, EKTOG TOL VO
TIOPOKOAOVBEL TNV TtopEiar SNULOVPYIOG, VO CUUUETAOXEL OTNV OPAdA EPYQL-
olaG PETA TN OXETIKNA ETIKOWWVIO KL 0TO TIAQUOLO IOV €XEL B€0EL N oS
gpyaoiog otn AoyLKr) Twv creative commons.

ErumA¢ov, n dnuovpyior apopd o€ TIOIKIAEG ELOIKOTNTEG OTITIKOOKOU-
OTIKNG TIOPAYWYNG, EKTOG Ao TOV TPLOSIAOTATO OXESIAONO, OTIWG TO MO-
VTAC, N YAUTTTIKA KoL O SLoSLA0TATOG OXESLOOHUOG KAt Snpovpyia Bivteo Kot
animation.

To TepBAAAOV £pYOTiag SIHOPPUVETAL AVEAOYX E TNV KAOE ELOIKOTNTO
Snuovpyiog. MapdAAnAg, pe outd ToV TPOTO, SivovTtal oL SuvaToTNTEG Slat-
HOPOWONG OpASWY Snuoupylag Kal cuvePYaoiag SLAPOPETIKWY ELSIKOTN-
TWV OTO {510 AOYLOWIKO, OCO0 Ol SUVATOTNTEG CUVEPYATLOG SIAPOPPUIVOVTAL.

TUVOTTTIKE, Bax Aéyae OTL N evaoxdAnaon pe to Blender 3d euvoei ouvepya-
TIKEG SLOOIKOTLEG. To TIAQUOLO TTOU KIVELTAL KAl OL ETIUEPOUG SPATELG TIOU QVOL-
TITUOCOVTOL OTOV OPYOVIOHO SNIULOVPYIOG KOL UTIOOTAPLENG TOU AOYLOUKOV,
To Blender Foundation, cuvioté éva TTAOUGLO TtEPIBEANOV PABNoNG Kot i
KOWOTNTO GUVEPYATIKNG SNILOVPYIOG «OVOIKTWY OXESIWV EPYOTIOG».
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BaolkotepoL GpoL

Animation: H Sadikaoio Snuovpylag ouvexopevng pong kivnong Ue
TNV AN KLaG AOYLIKAG aKOAOUBIOG OTATIKWY ELKOVWVY KOl TNV TIPOBOAN
TOUG HE PUBNO 24, Yo TO KIVNUATOYPAPO, Kal 25, yla To PivTteo, ElkOVWY
ava SeVUTEPOAETITO.

A&oveg Tprodiaotatou Xwpou: Q¢ TpLodLacTaTto XWPo opilOVUE pLa
YEWMETPLKA GLUVONAKN OTNV OTIOLA ATIALTOVVTOL TPELG TTAPXUETPOL YL TOV
TPOoodLopLopd TNG BE0NG EVOG OTOLKEIOU KAl OL OTIOLEG AVOAPEPOVTAL OTO
VYOG, 0TO TAATOG Kt TO PAB0G. 2 OAX T AOYLOULKA TPLOSLAOTATNG OXE-
Sloong ol TPELG UTEG TIUEG AVATIOPLOTWVTOL LE TPELG AEOVEG SLAPOPETL-
KOU XPWHATOG, KOKKLVO, TIPACLVO KO UTIAE, KOL OVOUOOIX UE TO YPAUUAT
X, Y, Z, avtiotoa. O &&ovag X avTIPOCWTEVEL TO TIAKTOG, EVW OE OPL-
OMEVO AOYLOMLKG SlapopoTioLeiTal N Asttoupyia Twv agovwy Y Kat Z, o€
OXE0N ME TNV SLACTOCN TOL VYOUG 1 TOU BABOUG, TTOU AVTITIPOCWTIEVOLV.
Mo moapddetypa otnv Unity o pmAe a€ovog Z avtimpoowteVel To faBog
Kot 0 Y To vyog, os avtiBeon pe to Blender.

Apnynon: Mia e&eAiktikn Stadikooia peTadoong Twv TANPOPOPLWY
piag lotopiag. H agriynon umopei va xet SLAPOPOUG TUTIOVE, AVAAOYQL JIE
TO HECO METASOO0NG TWV TIANPOPOPLWY, OTIWG TIPOPOPLKH, OTITLKY, OTITL-
KOOKKOUOTLKI K.0.K. KOl TO BEUATIKO TIEPLEXOUEVO, OTIWG LOTOPLKN, pubo-
AOYIKN), ETILOTNUOVIKH K.O.K.

Bake: Evag 6pog TTOU XPNOLUOTIOLEITAL CUXVA OTO YPOPLKA UTIOAOYL-
otwv (CG). XZtov TpLodldotato oxeSlaouod, N o cuxv avowopd Baking
aPOP& 0TNV ATAOTIOINCN £VOG CUOTAHATOG SESOUEVWV TOU TPLOSIAOTATOU
MOVTEAOU, OTIWG VPEC, PWTQ, OKLEG K.0.K. KOL TNV EVOWUATWOT) TOUG OE £VX
Xaptn Yong (UV Map). H dUvapn tou Baking vpng eykettal otnv IKavotn-
TO PETAPOPAG TIOKIAWY XOPOKTNPLOTIKWY TNG TPLOSIAOTATNG YEWMETPIOG
o€ €va povo Slodldotato XAptn YPNG omo HEUOVWHEVA XOPOAKTNPLOTIKY,
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OTIWG TO XPWHA KOL N TPOXVTNTY, £WG TIOAQTIAY, CUVOUOOHEVA XOPOAKTN-
PLOTIKY, CUHUTIEPIACBAVOHEVWV VAIKWY, OKLWV KO (PWTIOUOV.

Ewkovoypapnuévo Zevaptlo: Baoikod epyaieio mikovwviog. AToteAel
L0l OTITIKOTIOINGN TOV gevapiovy, OTIOU O€ ELSIKA SIAUOPPWUEVEG TEASEG
ouVSVALETAL N EIKOVA KOL TO KELEVO.

Ka&dpo: To pépog Tou oknVIKoL TEPIPAAAOVTOG, TOU NOOTIOLOV KL TNG
Spaang Tov CUAAUPAVEL N pNxavh ANPEWC. XTNV TIEPITTTWON TOV TPLO-
SlaoTaTov OoXESLAOUOU TO KASPO Opilel KOL TO ETUAEYUEVO TUNAMO TOU
HovTEéAOL TIov Ba amodoBel TeAkd pe Tn Stadikaoia Touv Render.

Kwvnpatoypapikny Pwroypapio: O topeag dnuovpyiog mouv eivalt
uTEVLBULVOG Yl TN ANYN TNG KWWOUPEVNG ElKOVAG TtIou Ba TipoPAnBel atnv
086vn TpoBoAng. Qg TOHERG TNG YPAUUNG TTIapaywyng TiepLAapBavel TOGo
TIG £OIKOTNTEG TIOU £XOUV VA KAVOUV HE TOUG PWTIOMOVG, 000 KAl HE TN
AQYN TG KWoupevng elkovag. Madl pe To povtad Ba pmopovaoe va xapa-
KTNPLOTEL WG TO LOLAITEPO GTOLKELD IOV SLAKPIVEL TOV KLVNHATOYPAPO aTtd
10 BaTpo.

Noywopika Avolktou Kwdwka: Aoylopka mou dlatiBevtar eAeuBepa
Ko Sivouv TNV SuvaTOTNTA OTOUE XPNOTEG VA EMEUBOLVV TNV YAWOOA TIPO-
YPOUUATIOHOU KAl VO TPOTIOTIOIGOLV 1 Vo avaaBpicouv tov «mnyaio kw-
SIKA&» TOUG HECW PLOG EAEVBEPNG AdELG XPronG. Me ouTo Tov TPOTIO OL TIPO-
YPOUUOTIOTEG TIOU £XOUV TIPOORACN OTOV TINYAO KWAIKA EVOG AOYLOMLKOU
MTTOPOUV Vo pABouv amo TNV avaAuan Tov, KaBwg emiong va TtpoaBecouv
XOPOKTNPLOTIKA KOl SUVATOTNTEG KAl VO KAVOULV SLOpOWOELG KO BEATILOELG.

Material (YAwk0): Ta LOP@POAOYIKG OTOLXEI TIOU CUVIOTOUV TNV KOV
TOU TPLOSLAOTATOU POVTEAOU. MNepAapBAvEL TOOO TO XPWHA KOL TIG VPEG
TNG ETPAVELOG EVOG MOVTEAOU OO0 KOl GTOLXELD TIOU AVTAVOKAOUV OUYKE-
KPLUEVEG LOLOTNTEG TOV, OTIWG TN YuoAdda (Specular), TNV avTavakAoon
Tou TePPAAAOVTOG (Roughness), Tn Stapdvela (Opacity) K.0.K. L& HEYAAEG
TIOPAYWYEG OTIOTEAEL EEXWPLOTO TOUEN TNG YPOARMNG TIAPAYWYNG.

Movtad: H teAwkr) Stadikaoia emegepyaoiag TOU OTITIKOOKOVOTIKOU €p-
YOU. XTO HOVTAL TIEPLEXETAL N SLASIKAGIO GUYXPOVIOUOU EIKOVOG KOL X0V,
N oVVOEoN TWV TIAAVWYV OE GKNVEG KOL O EAEYXOG TOL puBpov TG Tawiog,

AAéypa: Mot GUAAOYH KOPLPWVY, OKUWVY Kol OPewV TIov kaBopilel To
OXNHA EVOG TIOAVESPIKOV TPLOSIACTATOU AVTIKELHEVOL. Ol OYELg ouvn-
Bwg amoteAovvTal amo Tpiywva (triangle mesh), TetpamAevpa (quads), R
OAAO ATTAG KUPTA TTIOAVYWVA (N-gons).
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Baokotepol Opot

Props: Ta TLUEPOUG TPLOSIAOTATA AVTIKELUEVA EVOG OKNVLKOV.

Render: H teAiki} ammodoan, He TO VAIKO, TO KASPAPLOPA KOL TIG PWTL-
OTIKEG LOOPPOTILEG EVOC TPLOSLACTATOV PHOVTEAOL OE AOYLOUIKA TPLOSLA-
OTOTOU OXEOLOOUOU OE UTTOAOYLOTH. ATIOTEAEL KOUPBIKO TOpEQ TNG TPLO-
Sldotatng Snuovpyiag kot TEPLAUPAVEL pLal OELPA TIAPAPETPOVG TIOU
QPOPOVV OTNV TEALKH ELPAVLION TOU QVTLKELPLEVOU HOG, OTIWG TO peyeO0g,
TNV av&AUon, ToV TUTIO €IKOVAG 1 BivTeo K.0.K. MAALOTO £XOLV QVATITU-
xOel e€eldikeupeva AOYLOULKA KOl PNXOVEG TIOU Elval LTIELBLVVEG Yl TO
Render kat tnv TeAKN amodoon Tou TPLOSIAOTATOU QVTIKELPMEVOL. XTO
Blender €xoupe dioBéatpoug Svo TuToug kat pnxaveég Render, Eevee kot
Cycles, pe Eexwploteg puBbpioelg kat SuvaToOTNTEG N KaBepia.

Stop Motion Animation: To animation Ttou SnOVPYELTAL PE TNV TEXVIKN
KOPE-KOPE OE (PUOLKO XWPO KAl HE OAAYN TWV OTACEWY TNG GUVEXOMEVNG
Klvnong o€ TpayUaTiko xpovo. AnAadn pe tn pebodo tng ewtoypd@ong
OUVEXOMEVWVY OTOATIKWY OTACEWV EVOG OVTIKELUEVOU, OL OTIOIEG EXOUV ML
AOYIKN OLVEXELD, SNULOVPYELTAL PO AKOAOUBIO (PLITOYPOPLUIV CUVEXOUEVNG
Kivnong. Av TIpoBAAAOUE OUTEG TIG PWTOYPOPIEG PE CUYKEKPLUEVO PUBUO
(Tilo ouxVa 24 kat 25 KopE TO SEUTEPOAETITO OTO PLAU Kal 0To PBivteo avTi-
oo ), dSnpovpyoupe TV YeudaioBbnaon tng kivnong. Téoo to dvopa 6co
KO O TPOTIOG ANYNG KapE-KaPE EVTOTIICOVTOL OTA TIPWTA XPOVIX TOV KLV -
HOTOYPAPOU O TAVIEG HE SLAPOPA TPUK KOL (POVTOOTIKES LOTOPLEG, OTIWG
To «A Trip to the Moon» tou George Melies. Ot Texvikég Stop Motion ei-
Vol aVEEAVTANTEG 00OV APOPA OTA VAIKA, Kat Xwpilovtal g SV0 UeYAAEG
KOTNYopleg O€ Oxeon HE TOV TPOTIO ANYNG. Xe TEXVIKEG opllovTiog ANYng,
oV TIEPLAQPAVOUV animation e VTIKEIUEVA OTNUEVA O KABETN SLaTagn,
OTIWG TIAQAOTEALVEG KOl KOUKAEG KOl OE TEXVIKEG KABETNG AWNG TIOL TIEPLAU-
Ba&vouv animation pe avTikeipeva TomoBeTnpeva o€ 0pLlOVTLEG ETILPAVELEC,
OTIWG KOAB(, VTEKOUTIOPLOPEVA XAPTLY, AUHO K.O.K.

Tétaptn Bropnxavikn Emavactaon: Me auto tov 0po opilovpe TNV
€EEAEN TWV Yn@loKkwV péocwyv amd tnv Tpitn Blopnxavikn n Wnelakn
Enavdaotaon, Tou mePLAQUPBAVEL TNV avATITUEN TWV UTIOAOYLOTWY, TWV
Texvoloylwv MAnpo@opikig kat Emtkowvwviwy (TMNE) kot tou StadukTi-
ov, og texvoloyieg «MAnpogopiag Neag lNeviag» mou mepltAappavouv
TOMEIG OTIWG N TEXVNTH VONUOCUVN, N POUTIOTIKH, T HETASESOUEVQ, N
TPLOSIAOTATN EKTUTIWOT, K.O.K.

Tpwodiaotatn Ektomwon: H Suvatdtnta va ammoTUTIWOOUE TO TPLO-
SLAOTOTO POVTEAO TIOU SNULOUPYNONKE O€ UTIOAOYLOTH O€ OVTIKEIMEVO ME
VAN untdotoon. H tplodldotatn ektimwaon €xel SWaoel 0TOUG OXESIOOTEG
TPUWV SLOOTACEWV OE UTIOAOYLOTNA TN SLVATOTNTA VO (PEPOUV TO £PYO TOUG
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amo 10 GUAO TIEPBEAAOV TOU UTIOAOYLOTH) GTOV TIPAYUOTIKO KOOHO, OTIou
MTTOPEL VO KpaTnBEel ko va xpnotpotton 0L,

Tpuodiaotato Animation: Opiloupe Tov TUTO animation Tov dnpovp-
yeitou og TpLodlaotato mePPAAAOV Kot N ANWN TwV KOPE CUVEXOUEVNG Ki-
vNong YIVETalL o€ TPAYHATIKO XPOVOo. AloKpivoupe S0 PEYGAEG KOTNYOPLEG
TpLodldotatou animation: To Stop Motion, 6Tov n dnpovpyia cuvTeAsitat
0€ (PUOLKO XWPO Kat To Tpladidotato Animation og UTTOAOYLOTH, OTIOL N Ki-
vNon SNULOVPYEITAL O€ EEELOIKEVEVO AOYLOMIKA OE NAEKTPOVLKO UTIOAOYLOTH.

Tpodiaotatog oxediaopog og vrtodoytoth (3D Computer Modeling): Me
oUTO TOV OPO AVOPEPOUAOTE OTOV TPLOSIAOTATO OXESLAOUO OF €EELOIKEL-
MEVO AOYLOMIKA OE NAEKTPOVIKO UTIOAOYLOTH). Tat AOYLOMKG OUTA OTTOTEAOLV,
KOG KATIOLO TPOTIO, TIPOCOUOLWAN £VOG KAQGIKOU KIVNHOATOYPAPIKOV GTOV-
VTLO KOl TIPOOPEPOLV SNULOVPYIKA EPYOAEIR OTTO TOV OPXLIKO OXESIATUO UE-
XPL TNV TEAKKN amddoaon Tou TPLOSIACTATOV HOVTEAOU. X QUTO TO TAXICLO
elval SLOBECIUO EKPPATTIKA EPYOAEID TIOU AVTIOTOLXOUV OF EEELOIKEVUEVEG
EOIKOTNTEG TPLOSIAOTATNG SNUOLPYIDG OTIWG N KIVNUATOYPOPLKY) (PWTO-
YPO®PIO, N KATOOKELT) Ko SLEVOETNON OYKWVY OTOV XWPO, N YAUTITIKA, N SnpL-
OUPYLO VAKWV (XPWHATIOMOL, VPEC, IOLOTNTEC), TO animation, To HOVTAL K.0.K.

Ypég (Texturing): To EKOVIKA XOPOKTNPLOTIKA TIOV TIEPLYPAPOUV TNV ETTL-
PAVELX EVOG TPLOSIAOTATOV AVTIKELUEVOV, OTIWG TO XPWHX KAl N TPoXUTNTOL.
Oa UTIOPOVE VO TIPOUOLATOVE TNV EVVOLA TNG VPG WG KL ETIKAAVYN TOU
QVTIKELUEVOL HE Eva KOUPBA Tiivaka AaSouTIoydG TIou Slatnpel T oTolkElo
NG TPOXUTNTAG KAl TOU OVAYAUPOU TOU XPUWHATOG KOL TOU KOUBAL

Xaptoypapnon UV (UV Map): Ms tov 6po Xaptoypagpnon UV opi-
(OupE pLo TTIOAD ONPAVTIKA SladKaoio aTNV TPLOSIACTATN HOVTEAOTIOINDN,
TNV PooAr| og SVO SLAOTATELG TNG TPLOSLACTATNG ETILPAVELOG TOU HOVTE-
Aou. AuTO TOV XAPTN TNG ETILPAVELAG TOU HOVTEAOU UTIOPOUVE, OTN OLVE-
XELQ, VO TOV ETIEEEPYAOTOVE TIEPALTEPW, AKOMUA KOl OE TIPOYPAUMUATA SLO-
Sldotatou oxeSLAOHOU KOL VO TOV EQAPUOCOUE TIGAL OTO TPLOSIACTATO
QVTIKE{PEVO. MTTIOPOUE VO SNULOVPYNTOUKE XAPTEG LYWV OXL LOVO YLX TO
XPWHA, OAAG KO YLot GAAX XOPOKTNPLOTIKA TNG LVPNG TOV TPLOSIACTATOY
MOVTEAOV, OTIWG N TPOXVTNTA, N AVTAVAKAQGCN TOU TEPLBAAAOVTOC K.O.K.
Ta ypappota «U» kat «V» urtodnAwvouv toug d&oveg tng Slodlaotatng
VNG ETELON TA «X», «Y» KAl «Z» XPNOLOTIolouVTAL dN yla va SnAwWoouv
TOUG AEOVEG TOL PHOVTEAOL OTO TPLOSIAOTATO XWPO TOU AOYLOUIKOU OXESL-
OOWOV TOV.
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O ouyypadéEag

Ap. ZTTOPOG Z1AKOG

Entikoupog KaBnyntrg oto Tunua Mpaglotikng kaw OmTikng Emikowvwviog
Tou Mavemotnpiou AuTikig ATTIKNG He outoduvapn SidaokoAior ota puodn)-
pota 3D Animation, Ewovoypagnpévo Zevapto, Eppoxwon kot Gaming.

Méhog 2ElNM tou EAM ota mipoypdppota omtovdwv £E Atootdoswe Exkmai-
Ssvon (EKM 65) kau Ipagikes Téxveg-NMoAvusoa (M 51).

Exel omovdaoel Mawdaywyika otn ZMA lwavvivwy (1984) kat Mpoagt-
otk otn XI'TKX TElI ABrvag (1996).

AdbakTopag Tou EAANViIKou AvolkTov MNaveriotnpiov oto Ogpotikd Medio
™G AvolkTr kot EE ATtootdoewg Ekmaidevonc.
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U.K. pe urtotpogia tou LK.
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oto EBviko Kévipo Tekunpiwong pe kwdwd EP-2019/31 phttps://ejournals.
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Méhog tng Ermotnupovikng kou OpyovwTikng €mtporg Tou Aebvoug
Yuvedpiov Avolktng & €& Amootdoswg Exmaidsuong ICODL kot Tou Emiotn-
HovikoV Meplodikov Open Education, The Journal for Open and Distance Education
and Educational Technology.

‘EXEL CUMUETAOXEL WG OKNVOBETNG Kot animator otn Snuoupyia ekmtondev-
TIKWV TOVLWV KO TIOAVPECIKOU VAKOU Yo TIASLA Kot EVAAKEG e SIOKPIOELG OE
€0VIKO Ko SLEBVEC eTTITESO KO EXEL CUPUETAOKEL WG EKTIAUOEUTNG O OEKASEC K-
TIOUSEUTIKA CEUVAPLOL ELTOYWYNG TOL animation otn podnotakn dlodkooio
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