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Mtuxlakn epyacia tou dotnth TUTUAN Mavayiwtn

NMPOAOIOz

Mpwv amd mevAvia mepimou xpovia (1964), o Apepikavog William Fetter
epyalOUEVOG OTNV YVWOTH €tatpia aepopetadopwyv kKal apuvag Boeing, dnuioupyel to
MPWTo avOpwrvo HovtéAo, pTlayuévo eE0AOKANPOU amd NAEKTPOVIKO uTtoAoylotr. Tote
6006nke yla mpwtn dpopd 0 6pog computer graphics.

H oxebilaon ypadikwv oToug NAEKTPOVLIKOUE UTIOAOYLOTEG, avamtuxOnke mépa anod
TO OTEVO S1061A0TATO MAEYUA, OTOV VONTO KAl AvTIANTITO amo Tov avbpwrto, TpLodLlaotato
Xwpo. H emipavela oxedlaocpol Aoutov amoktdel BaBog pe TNV €loaywyr TNG TPLTNG
Sdlaotaong kol 0 oXeSLAOUOC QUTAG TNG TEXVOTPOTIOG TPoodEpPeL TTOAAA TEPLOCOTEPQ
od€AN Kal SuvatotnTeg, amo auth Tng empavelog Suo Slactacswy. MAEov Ta PoVTEAQ
mou oxedlalovial pmopouv va Teplotpadoly, allowwbolv popdoAoyikd, va
oAANAemdpdoouv PETAty TOug OAAA KOl HE GWTLOHOUG, TPOodidovtag €EOUOLWEVN
GWTOPEAALOTIKI ATIELKOVLON TIPOYUATIKOU XpOVOU, aKOUA Kot va KivnBouv yia dnpoupyla
video.

H €€€A€n Twv edoppoywv avamtuéng tplodlaotatwy ypadlkwy, £XEl yvwploet
Spapatikn avamtuén Tig teAeutaieg Suo dekaetiec kaBwg xpnotpomnolovvtal oxedov Katd
KpATOG oTnv Onuiloupyia animation, omtikwv ed€, avamopaotacrn TOAEOSOUKWY
OTOLXELWV, NAEKTPOVIKWV TtaxViSiwy, Sl1adnULoTIKWY, AOYOTUTIWVY Kot TTOAAWY GAAWV.

To Maya sivat pa amno TG SnUodAECTEPEC UAOTIOLNOELS TETOLWV £DAPLOYWY
KaBw¢ Kal Yo amo TG LOKPOBLOTEPEC TTIOU CUVTNPOUVTAL PMEXPL OAUEPQ, aPLOUWVTAC T
bekatéooepa £€tn (Snuioupyia t™N¢ mpwtng €kdoong to 1998) ocuvexoug avamtuénc.
Kataokeuaopévo amo tnv epmopikn etalpio Autodesk, mou amoteAel mMAéov KOAOOGO OTLC
edapuoyEg Tplodlaoctatwy ypadikwy, To Maya ival éva amnod ta opdonua TnG eTatpiag Kat
HAALoTa edapUoyn TTOU XPNOLUOTIOLOUV eTaLpieg onmwe n Dreamworks kat n Pixar pe to
Renderman to Maya plugin. Eivat n kuplapxn Suvaun otnv dnuioupyia peaAloTikwy edé
TIOU XPNOLUOTIOLOUV OAEG oL KavoUpLeg Tawvieg tou Hollywood (Avatar, Terminator, Lord Of
The Rings, Harry Potter).

Anotelel éva mANpeg epyaleio avamtuéng ewkovag, video aAAa kat dnuoupyia 3D
applications kaBwg €pxetal pe evowpatwuévn tnv SIKIA Tou €EoAokAnpou scripting
language MEL (Maya Embedded Language) aAAd kol UTOOTAPLEN yla TNV TIO
oAokAnpwuévn kat Stadedopévn Python (petd tnv ékdoon 8.5).
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NEPINAHWH

H moapouoa mruylakn gpyacia ekmovAOnke to akadnuaikd €tog 2011-2012 ota
mAaiolo Tou TPOYPAMUMOTOG OTIOUSWY TOU TUAHATOG MANPOdOPLKAG TNG TEXVOAOYLKAG
oXoAng edapuoywv tou AAe€avdpelou TexvoloyikoU I6pupato¢ Oecoalovikng. MNa tnv
oAokApwon TNG amaltnOnke eKTevnG €peuva Kupiwg oto Stadiktuo, oe mnyeg emi to
TAeloTov £Evng mpogAeuong, aAAd kot EAANVIKAG .

H epyooia aut ypadtnke He OKOmoO va BonBRosl Toug OavayVWOTEG TNG va
KQTAVO| 00UV TOV TPLoSLAoTATO OXeSLAoUO e TNV Xpron tou epyaAsiou Autodesk Maya.
lMvetal OTopIKN Teplypadr KoL El0AYWYLKH avaluon, OAwv Twv BooKOTEPWY
TPLOSLACTATWY EVVOLWV Kal TEXVOAOYLWV TNG oxedlaong. AmoteAel évav Aemtopepr) o6nyo
yla Ttopoucioon Kol Katavonon Twv peBodoloylwv mou avamtuooovTal, e OTOXo TNV
EKUETAAAEUON TOUG Yyl KABs oxeSlaoTikr) avaykn. Avantioostol BrApa mpog BrRua o
oAokAnpwpévn Sladikacia mapaywyng evog project, pe omuikd umoBondniuota Kat
Aemtopepn meplypadn OAwV Twv epyoAsiwv TIOU XpnoLUOMOlOUVTIAL OTNV TopEia
oxeblaopou. To TEAKO Mg amoTEAsopa ival £Tolpo yla eéaywyn oe popdr €lkovag,
animation n object yla glcaywyrn Kol XpAon TOU O UNXOVEG TOLXVIOLWV I OVATTTUENG
edpappoywv. AvaAvovtol MANPWES OAEG Ol OXeSLAOTIKEC TEXVOTPOTIEG aAAd Kol odnyleg
oAAnAemtidpaonc tng epappoync, LE aVTioTOLXEG, yia TtapaAAnAn Siepyaocia.

OL texvotporieg kal péBodol mou mapouaoialovial, Bpiokouv ebpapuoyn os KABe
avtiotolyo tou Maya epyaleio, MANV TWV EVOWMATWHEVWY OE QUTO €gpyaleia Tou
avamntuooovtat. Emiong akolouBeital BrApa mpog BrAua, n Katd ypauuo opbrn mopeia
OXESLOOUOU, OO TO OPXLKO OTASLO OPAUOTIOHOU TNG, MEXPL TNV TEAKN €éaywyn Tou.
MNapatiBevtat ta Suvatd onuela tou Maya o€ oOX€on HE TIC OVTOYWVIOTIKEG TOU
edappoyég, kaBwg Kal ol aduvapleg tou. TEAOG, MAPOUGCLALETOL TO QATMOTEAECUA YLa
oUYKpPLON Kal LEAETN, O Tnyaia popdrn, o€ elkova aAAA Kal o€ animation.
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ABSTRACT (NEPINHWH ZTA AITAIKA)

The present study was carried out in academic year 2011-2012, under the program
of Information Technology Department of Computers, Alexander Technological Institute
of Thessaloniki. The completion required extensive research based mostly to internet
sources of foreign origin, but also Greek.

This study was written with the intention of helping readers understand the three-
dimensional design using the tool Autodesk Maya. There is historical description and
introductory analysis of all major concepts and technologies of three-dimensional design.
It is a detailed guide for the introduction and understanding of the methodologies
developed in order to utilize them for every design need. We develop a step by step
complete process of creating a project, with optical helpers and detailed description of all
tools used in the design course. Our final result is ready for export in image, animation or
object form, for import and use in game machines or application development. We fully
analyze all the design styles of interaction between similar applications for parallel
processing.

The techniques and methods presented, can be applied to all Maya alternative
applications. Also we make use of the Maya embedded tools. It follows a step by step,
complete design course, from the initial concept stage, to the final export. Here we
present the advantages of Maya to the competing applications, and its dissadvantages. In
the end, the final result is projected for comparison and study, in source form, picture and
animation.
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EYXAPIZTIEZ

To Autodesk Education Community , yla ta tutorials, showcases kal kuplwg yla thv
eAeLBepn mapoxn tng edbappoyng oto GoLtNTkG community yla ekuadnon.

Tnv Sladuktlakn Kowotnta cgsociety Kal yevikotepa OAa ta freelance newb
friendy graphics communities.

To &Ladiktuo, SLOTL XWwPLg aUTO KavEVa KOUUATL TNC epyaciacg dev Ba NTtav epLKTO.

‘OAou¢ Toug evepyous XpHoTeG-oXedLaoTeG tou Sdladlktuou Tou pe Bornbnoav pe
omolodnrmote tpomo. And daueon Slaloykn ene€nynon, HEXPL Ta post Twv forums kot ta
tutorial videos.

Ta kavaAia #Maya ko #Grafixhole tou tou EFNet kat Undernet oto irc kat
dlattepa Toug xprioteg BlackMamba kat Jonh3Dz yia tnv untopovn kat BorBeld Toug Katd
TNV SLAPKELA TNG EKTTOVNONG TNG EPYAOLAG.

TNV OWKOYEVELA OV yla TNV CUUMAPACTAON Kal Katavonon mou deifave kab' 0An
TNV SLAPKELO TWV OTIOUSWV HOoU.
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EIZATQrH

JTOXOG QUTNG TNG MTUXLOKNAG Epyaoiag, ival n avamntuén oe tplodldotato Xwpo,
TOU PEAALOTIKA EEOUOLWUEVOU NALOKOU HOC TTAQVNTIKOU CUOTHMOTOC Kal N e€aywyr) TOU O€
TeAkO video kivnong. MNa tnv Slekmepaiwon Tou okomoU Hag, yivETal Xprion Kol avaAuon
Tou epyoAeiou Autodesk Maya. Me tnv oakoAouBia Twv PnUATWV TNG TTUXLOKAG,
Bplokopoaote os Béon va oxedldooupe amd amAd Baclkd HOVTEAQ, HEXPL TTOAUCUVOETA
effects pe tnv xprion twv epyaAeiwv mou mapéxel To Maya. Akdpa va SnULOUPYOULE Kall
va enefepyaldpaote kivnon oe emnimedo amewkoviong kot Kwdka, aAAd Kol va
Souleloupe apdAAnAa os SladopeTIkEG MAATHOPUES, EVW ETONG VOl KL VO ELHAOTE O€
B£on va e€AyouLE KOL VA TIOPOUGLACOUE TO TEALKO ATOTEAECUA OTNV EMBUUNTH HoPdN.

2to TPWTO KEDPAAALO VYIVETOL ML OUVOTITIKA ELOOYWYN OTL( EVVOLEG TOU
TpLodldotatou oxedlaopol, kabwg kat ota Scalable Vector Graphics. Avamtuooetal n
€vvola Twv ypadkwyv oe Tpelg Slaotdoelg, ta opeAn Tétolag oxedlaong aAAd kal ot
0pOAOYIEC KAl ONUOCIEC TWV AVIIKELUEVWY TIou Snuioupyouvtal. AKOun emeényeital n
€vvola tou Rendering kal twv Post-processing effects.

Y10 Seltepo kedpalalo akohouBoUpe TNV LoTtoplkn mopeia tou Autodesk Maya,
OAAG Kol aVOAUOULIE TIC SLOPOPETIKECG TITUXEG KOl TNV AELTOUPYLIKOTNTA TNG EHAPUOYNAG.

210 tpito KedpdAalo PAEmoupe oe epappoyr, Tnv cuvepyaoia kal aAAnAemnidpaon
TWV TpLodlAcTaTWY £EQYOUEVWY HOVTEAWY, amd to Maya oe aAAn mAatdopua 3D kal To
ovtiotpodo. TUYKEKPLUEVO KAVOUWE Xprion tou epyadeiou Zbrush kal petadépouvpe ta
ovTIKelpeva yia tapaAAnAn Siepyoaoia LeTafl TwV EGAPUOYWV.

Jto TEtopto KedpdAAalo mapouctdletal avaAutikd, oAokAnpn n Stadikacia
oXe61aoUOoU Tou MAAVNTLKOU Ha¢ CUCTAUATOG oTo Maya.

JTO TMEUMTO Kol TeAeutaio kepaAoalo, €€dyoups TO TEAIKO QTMOTEAECHO Kol
HUEAETOUE TNV OCWOTH TIOPAUETPOMOLNON EKUETAAAEVCNC TOU, YLOL TIOPOUCLOON Kol LEAETN
¢ Slepyaoiag oxedioong pag.
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KEDAAAIO 1

T'PA®IKA KAI AIAZTAZEIZ

1.1] XEAIAZH ZTHN TPITH AIAZTAZH

Ma va katavonOel kaAUtepa n XpNOoLUOTNTA EVOG epyaleiov onwe To Maya, sivat
S0KIpo Tmpwtiotwg va peAetnBel o oxedlaopog, otav otnv efiowon tng Snuoupylag
€l0AyOoU e tnV Tpitn dldotaon.

Ytov oxedlaopod otic 2 Slaotaoelg, epyoalopaote os £va Stodlaotato mivaka pixel.
To Loopey€DN pixel AUTA AMOKTOUV POVIUEG LOLOTNTEC ATIELKOVIONC WC TTPOG TNV amoAuTn
TOMOOETNON TOUC OTO TEALKO QMOTEAECHA OAAQ KOL WG TPOC TOV XPWHATIOMO Ttouc. O
peTaBANTEC Aowmov mou xpetalovtal yla tnv meplypadn Toug, ival n andotacn anod tnv
opxn Twv afovwv Tou dlodlaotatou oxedlaoTikou “Kapufa” pog Kot pla HetoAnTh mou
amoBnkeLeL TNV anmoxpwon touc. Me TI¢ HeTaBANTEC X,y AoOV pmopoUl e va BEcoupe
opLOUNTIKA TNV amootach Twy pixel amod tov opllovTio Kal KABeTo avtiotolo afova, vw
He pta aApaplOuntikn — Kwdikomotnpévn HetaBAntr mou Ba avadépoupe wg color, TNV
ovtloTolyia TNG 0TO EKAOTOTE XPWHATIKO GACHA TTOU XPNOLUOTIOLELTAL.

1. H tpitn dtaotaon otnv oxediaon

Me tnv sloaywyn tng tTeltNg dlaotaong, oTiG MoPANAvw HETABANTEG £pXETAL VA
npootebel N petaBAnT z. Auto pog Sivel Aoutov kal Tnv TomoBEtnon Tou KABe onueiou
oto BabBog Tou xwpou mou TALov StabEtoupe. Katapysl Opwg mapdAAnAa tTnv HEXPL TwPa
OTOAUTN KoL povoohpavtn évvola tou pixel. AUTo onpaivel OtL ota pixel amelkoviong tng
00dvng, éva OnNUElO TOU QVTIKELMEVOU Hag Umopel va eudaviletal omoudnmote. To
dawvopevo npokaAeital SLOTL n enefepyaoia Twv ypadpLlkwy Hog, eival e TNV €lcodo TG
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Mtuxlakn epyacia tou dotnth TUTUAN Mavayiwtn

Tpitne Stdotaong duvapikd. Eva omotodnmote ypadiko — LOVTEAO TTOU SnULOUPYELTAL OTLC
TPelg SlaoTtaoelg, £xel €€apXNC AVTIOTOLKEG LOLOTNTEG TToU ATav adUVaTEC oTIG SU0, OWG
glval n petatomnion, n neplotpodr, n avéopeiwon Tou peyéBouc Kal (owg To PAcLKOTEPO,
n Stadopetiki ywvia B€acnc amod tov mapatnpentr. Q¢ napatnenti opl{oUHE TNV OTTIKA
Hoc ywvia (view) tou avtikelpévou. Omote eival Kal eUAoyo, B€tovtag éva mopadelyua,
Awyotepa pixel Tng 086vng va amewkovilouv pio PmdAa mou TV PAEMOUUE HaKPLA Kol TTOAU
TiepLoocotepa £PpOOOV EXOULE TIPOXWPNOEL TNV ywvia B€aong oto Babog (z) 1 akoun
0UENOEL TO OXETLKO PEYEDOC TNG.

JUVETWG, Ol UETAPANTEG OTIG TPELC OLAOTACELS XPNOLUOToloUvVTIaL yla va
ovadEpouv TIC HeTafL TOUC aVOAOYLKEG CUCXETIOELC HeyEBoug, KaBwe n mpoBoAn sival
TIAVTA SUVAULKA.

H eloaywyn Aoutov tng tpitng Siactaonc, $pépel akopa po PetofAnt mou
KaBlotd tov oxedloopo TmoAumAokotepo. Opwg Ta OUVOAKA OdEAN elval TOAU
TEPLOoOTEPA HE auth TtV dadikaocia. A¢ pnv exvape oOtL o oxedlaotng eival évag
avBpwrmog mou BLwvel TNV Tpitn Staotacn amo TNV apxrn tng UTIAPENC TOU. I€ TIEPUTTWOELG
mou To {ntolpevo eival n dnuloupyila pLaG €lkovag, n tpitn Sldotacn €pxetal va
MPoodwoel PeOALOUO HE PUGIKOUG TTapAyovtes aAAd Kal gueAiia. Auto cupPaivel dLotL
UTOPOULE Vo £XOUUE TANPWC PUCIKA 0POEC OKLAOELG, OVTOVAKAACELG KoL PWTLOMOUC, OL
orolol umtoAoyilovtal og cuvapTnon LE TNV GUVOALKA Touc UTtapén kal aAAnAsmidpaon,
KateuBelav amo tnv edappoyn Kol Xweig va amatteital o avlpwrivog mapayovtag.
Emiong n teAkn amewkovion umopel va tpomomolnBel oe omolodAmote oTAdlo TNG
Snuoupylag. H ewova pmopel va meplotpadei  va aAAGel péyebog xwpig va oBricoupe,
SlopBwoaooupe 1) eEMavooXeSLACOULE KOUUATLAL.

Yt Snuwoupyia video, apxilelt va Eexwpilel oKOpA TIEPLOCOTEPO WC TPOTOG
oxeblaong. H mpoBoAn evoc video elval otnv oucia, Peudaiobnon tng kivnong, mou
TiPOoKaAeL n ypriyopn evaAhayn €wkovwy. To avBpwrivo patt pmopel va enefepyaotet 10
ewc 12 ewkoveg ava deutepolento (frames per second). O puBuo¢ avavewaong Tng EKOVOC
TOU video OUWC, yla val unv koupalel eykedallkd tov avOpwrto, Ba TPEMEL va EXEL TUUEG
avw Twv 24 fps. Onwg eivatl eVKoAA avTIANTTO N eMiTeVEN €VOC TETOLOU EYXELPNUATOC
kaBlota tnv dnuloupyia opalol video amayopeuTik OTIG SUO SLACTACELS. UVETIWC
Snuoupyouvtal video pe TOAU AlyOTepa OTATIKA OXESLO SIVOVTOG WC ATIOTEAECUO OTIOOTH
aloBnon ¢ kivnong. 2TIg TPEL SLOOTACELS TO ALVOUEVO aUTO efaleideTal EVTEAWG,
kKaBw¢ epdoov Swaooupe TV emBupnt Kivnon, n epappoyn avaAopBavel va e€ayel 00eg
ELKOVEG Xpelalovtal yla va $Ttacel To animation pog ota amattovpeva fps. Av yla
napadelypa, Bo BEAAUE VO KATAOKEUAOOUUE €va video ToU OmEeLKOVIlEL €val AVTLKEILEVO
oe mAnpn meplotpodr 360 polpwv yla 5 dsutepodenta os 15fps, o oxedLOOTIC OTATIKWVY
Sloblactatwy ypadkwv Oa EMpeme yla va To dnuloupynosl owotad, va oxediale e€opxng
75 810popETIKA OXESLO TIPOOTITIKAG. 2TO ATOTEAECUA 16N €lo0oxOel N UTTOKELUEVIKOTNTA
NG anoyPng TNG MPOOTTIKNG Tou Snptoupyol. Av TpocOECOUE TA TTAEOVEKTI ) LATA TIOU
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Mtuxlakn epyacia tou dotnth TUTUAN Mavayiwtn

npocbidel n avopeiwon Tou HOVTEAOU KOl N METAKIVNOTN TOU OTOV XWPO, €ival eUKOAQ
avTIANTto OtL n oxedlaotikr Stadikaoia elval povadikni yla To KABe HOVTEAO Kol OxL
ETAVOANTITKA.

Elvat Aowuov epdavy ta odéAn xprnong NG TPLOSLACTATNG OXESLAOTLKAG
Sladikaoiag Kal oL MEPLMTTWOELG POTIUNONG TNG XPNoNg TG Evavtl tng dtodldotatng.

2. Mesh Siapopetikwv subdivision layers moAunAokotntag
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Mtuxlakn epyacia tou dotnth TUTUAN Mavayiwtn

1.2| TPIZAIAITATA TPADIKA

Onwg avadépbnke, ota dodldotata ypadlkd UTIOAOYLOTH, N OTELKOVION OTNV
000vn yivetal epiktn pe Eva MAEypa lkovooTtolxeiwv (pixel). Omoladnmote enefepyacia
uetadpaletal oe SLadOPETIKN XPWUATIKN OATEIKOVION Tou KABe Sladopetikol pixel Tou
TIAEYUATOG OUTOU.

Vertex/Point

Face/Polygon

3. Tunuota moAuywvikoU UOVTEAOU

Jta tplodlactata ypadilkd n enetepyacia yivetal pe €vav evieAwe SladopeTIKO
TPomo. Eneldr kabe povtéAo kataAapPAavel avaAoyLKA CUYKEKPLUEVO OYKO GTOV XWPO Kol
ouvteAeital amd TMoAAA TOAUywva, XPNOLUOTIOLOUUE OUYKEKPLUEVN OpoAoyia yla va
UmopoU e va avadepBoUe 0 KABE KOUUATL TTOU TO QTTOTEAEL.
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e Vertex/Point :'Eva onpeL0 0TOV TPLOSLACTATO XWPO

* Edge : Mo ypappn otov Xwpo mou tnv kabopilouv Vo Points/Vertex

* Face/Polygon : H puikpotepn popdn tplodlaotatng emipavetlag. Anpiovpyeitat anod
TouAdxLotov tpia Points/Vertex

Juykekplpéva Triangle 6tav ta onueia eival 3 kot Quad otav eivat 4

* Mesh : To cUVOETO POVTEND TTOU ATIOTEAOUV Ta ETIL LEPOUC TTOAUYWVAL.

Oa avadepOUAOTE O VA TPLOSLAOCTATO MOVTEAO WG mesh r armAd Kol YEVIKOTEPQ
wc object, yla va xapaktnpiooupe pia onotadnmote tplodidotatn ovtdtnta tou Maya. Ot
Kapepeg, ol dwtopol kat ta effects evrdcoovtal emiong otnv Katnyoplo Twv
OVTLKELUEVWY KOl OEXovtol TOPAPETPOTOIinon HME Tov (6lo akplBwg Tpomo, Kabwg
ULOBETOUV TIC TEPLOCOTEPEG ATIO TLG LBLOTNTEG TOUG (scale, move, rotate kAm).
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1.3| SCALABLE VECTOR GRAPHICS

Atla avadopdg eival n popdn apxeiwv EMEKTAONG .SVE, HLOG KOl ATOTEAEL TTAEOV
pio oo tig urtootnp{OueVEG LOPDES EEAYWYNG OTLG TIEPLOCOTEPES TPLOSLAOTATECG
edapuoyec. Elval pa véa popdn apxeiou ypadikwyv aAAd kat dtadiktuakn yA\wooa
avamntuéng mou Baoiletat otnv XML. H SVG €TUTPETEL OTOUG MPOYPOLMUOTIOTES Kall
oxeblaoTéC va Snuoupyroouv Suvaptkd, uPnAng molotntag ypadika amno dedouéva mou
avTtAoUV eKELVN TNV XPOVLKN OTLYUN €XovTag LeyaAn akpiBela otnv doun twv
OVTIKELLEVWY. ME QUTAV TNV VEA LOXU PN TEXVOAOYLa OL TTpoypapUaTIoTEG SVG elval o
B€on va dnuloupynoouv pia véa yevid edapuoywy n omoia Ba eival Baclopévn otnv
SladoyLkn Kal eEATOULIKEUIEVN ypadLKn TapdoTtaon.

H SVG avamtuoostal and to 1999 amd po opado €TAlplwV TNG TAYKOOULOG
oyopag xpnolpomnolwwvtac npodlaypadeg mou €0soe vwpitepa n Adobe kat n Microsoft
TNV POoNYoUHEVN XPOoVLA, To 1998. H véa auTr YAWooo ETUTPETIEL TPELG TUTIOUC YPADLKWV :
vpadlka vector , ypadika raster Kot ypadlkd KeLeEVou. MpadLkd OVTIKELUEVA TO Oomola
eival og PNG kat JPEG pmopouv va opadomnotnBouv pe okomod va HETOOXNUOTIOTOUV UE
Bdaon TNV apxLkn Toug Kataotaon. OMolodAMOTE MPOYPOUA OTIWE EVOG TIEPLNYNTAG LOTOU
o omoilo¢ avayvwpilet XML pmopel va amelkoviosl ewovo o popdry SVG
XPNOLUOTIOLWVTAG TNV MAATPOPHO AUTHE TNG YAWOOoOG. 2 avtiBeon e TIG¢ AAAEC YAWOOEG
n SVG £€xeL tv Suvatotnta HeTatpomng peyeBoug kat avaAluonc. Etol dev umapyxel
OTMWAELQ TIOLOTNTOC TNG ELKOVAC OKOMO KAL OV O XPOTNG XPNOLUOTIOLEL pLat TIOAD HUKPN
LCD 086vn kwvntou. Ektog amod tnv eukoAia tng Heiwong Kat tng dtepevivnong LeyEBoug n
SVG EMITPETEL KOL TNV EVOWHUATWON KELLEVOU PECA OTNV ELKOVA LE OKOTIO TO KELUEVO AUTO
va evtomieTal amd pla pnxoavr avalntnong Kol vo Umopel va petadpaotel eUKOAA OE
AaAAeg yYAwooec. Emiong ol SVG €LKOVEG UMOPOUV avTaywvLloToUV eUKOAa Toug Tumouc GIF
kat JPEG ol omolol xpnotpomnolouvtal cuxvotepa oTto Stadiktuo Kabweg pia vector elkova
urmopel va e€lval MOAU UIKPOTEPN OTO HEyEBOC HE AMOTEAECHO Vo HETOPEPETAL
ypnyopotepa.

S S
BITMAP OUTLINE

Jjpeqg .gif .png LSV

4. H bitapopd otnv mototnTo artelkoviong tn¢ Heyeduvancg evog svg
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1.4| RENDERING

Rendering eival n Stadwkaocia tng Snuoupylag pLag eikovag amo €va Povtélo (N
TIOAAQ HOVTEAQ OV avOPEPOUACTE OE OKNVI}), 000V adopd TA MPOYPAUUATE NAEKTPOVIKWV
urtohoylotwv. Eva apxelo mepléxel avtikelpeva og pia avotnpd kaboplopévn yAwooa n
Sdoun Oebopévwy. Oa meplEXel yewpetpla, amoyn, von, dwrtopo, okioon Kal
mAnpodopieg we meplypadr) TNG ELKOVIKNAG OKNVAG.

To Sedopéva TOU TEPLEXOVTAL OTO QPXELO TEPVOUV OTN OUVEXELM Of Eva
Tipoypappa avaiuong (rendering) yla va emefepyactolv Kal va Tapdyouv apxeio digital
image n raster graphics. O 6pog "rendering" pnopet va eivat kat 'avaloyio epaptAlog, Tng
"anmodoong evog KaAAtExvn" o€ pLa oknvr. AV KoL OL TEXVLKEG AETTTOUEPELEG TwV PEBOSWVY
render TIOIKIAOUV, OL YEVIKEG TIPOKANCELG TIOU XPELAlETAL VA EEMEPAOELG OTNV TAPAYWYN
poGg 2D ewovag amo plag 3D avamapdotacng amoBnkeupévng o€ €va  apxelo
neplypadetal wg graphics pipeline oe pla cuokeun rendering, 6nwg éva GPU. Eva GPU
elvar pla ocuvokeuny wavy va PBonBncel pia CPU katd tnv €KTEAEON TOAUTIAOKWV
urtoAoylopwv render. Edv pla oknvr) eival va $aivetol OXETIKA PEQALOTIKA KO
TPOPBAEYLUN KATW ATIO ELKOVIKO GWTLOUO, TO AoYLoULKO amodoong Ba mpémnel va AUCEL TNV
eflowon anddoong. H render eflowon dev avadépetal oe 6Aa ta pawvopeva wTtlopou,
oAAG elval €va YeVIKO HOVTEAO GWTLOUOU yLa ELKOVEG SNULOUPYNUEVEG QMO UTIOAOYLOTH.
«Rendering» eniong xpnowomoteital yia va meptypddel t Stadikacia umtoAoyLlopol Twv
edé o éva apyeio Bivteo povtal yla va mapayet To TeAko Bivteo.

To rendering ival éva amnod Ta onUAVITIKOTEPA EMLUEPOUC BEpata Twv 3D ypadikwv
UTIOAOYLOTWYV, Kol oTnV tpaén, mavta cuvdedepévo e Toug aAAouc. Xta graphic pipelines,
gival To teAevtaio onuavtiko BAua, divovtag tnv TeEAKN EUPAVION TWV HOVTEAWV KAl TWV
animation. Me tnv auvavopevn MOAUTIAOKOTNTA TWV ypadLKwV UTIOAOYLoTWV amnod to 1970,
£xeL e€eAxBel o€ EeXwPLOTOC TOUEQG.

EXeL XPNOELG OTOV TOMEQ TNG OPXLTEKTOVLKAG, TWV PBLVTEOMALXVIOLWY, OTOUG
TIPOOOMOLWTEC, TIC TAWVIEG N TNV TNAsOpaon KIA, TO KaBéva XPNOLUOTOLWVTOC HLa
SL0POPETLKN LOOPPOTILA TWV XOPOKTNPLOTIKWY KoL TWV TEXVIKWY. Q¢ Mpoilov, o upeia
mowAia twv renderers eival StaBgoun. Mepikol €xouv evowpatwbOel os peyaAltepa
HOVTEAQ KoL TTAKETA animation, LEPLKA €lval auTovoua, HEPLKA Elval Swpedv open-source
projects. 10 ECWTEPLKO TOU, O renderer €lval €va TIPOOEKTIKA OXESLOOUEVO TIPOYPOULA,
Baolopévo oe Eva EMAEKTIKO Helypa TwV KAAdwV Ttou oxetilovtal He :

* TNV $UOCLKN ToU GWTOG

e TNV omtikn avtiAnyn

*  TO pABNnuOTIKA Kal

* TNV avamtuén AoyLopLkou.
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1.5]| POST-PROCESSING

O 0pog post-processing (i postproc &v ouvtopia), XpnoLIOTOLE(TAL OTNnV
Blopnxavia video/Tawwwv yla thv BeAtiwon tng moLlOTNTAC ELKOVOC (CUYKEKPLUEVA OTNV
enetepyaocio Pndlakng ekovag), pEBoSOL TOU  XPNOLUOTOLOUVTOL OTL( OUOKEUEG
avanapaywyng Bivteo, (6mwg DVD-Video players), kalL o€ AOYLOULKO QvOTOQAYWYNS
Bivteo kat o transcoding. Emiong ouxva xpnotuormnoleital os real-time 3D rendering (omw¢
ota Bivteo-malyvidia) yla va mpootiBevral emumAéov e¢E.

Video post-processing ival n dtadikacia aAlayng tn¢ moldtntag tou Bivteo katd
Vv avanapaywyn (yivetat petd tn dtadikacia anokwdikomoinong). Poutiveg KALLAKWGONG
NG €KOVAC, OTIWG N YPAUMLKA TapeUBOAN, Stypaputkn tapeufoln, N kupkn mapepBoAn
umopel yla mapadelypa va yivel 0tav auvfAvetol To HEYEBOG TWV ELKOVWY, (T TTPOKELTAL
yla deypatoAnyiog (Heiwon n ocuppikvwon plag €wkovag) n to zoom (pey€EBuvon pLog
€lkOvag). Auto BonBa otn peiwon 1 andkpuPn WOWAWV KAl EAATTWUATWY OTO OPXLKO
Kwnuatoypadikd UAWKO. Eival onuavtikd va KOTavonooUUE OTL To prost-processing
neplhappavel mavra éva mape-dwoe PETAEL TNG TOXUTNTACG, TNG OMOAOTNTAC KAl TNG
€UKpIVELQG.

XpnoeLg Tou post-processing otnv mapaywyn Bivieo:

* [Anoléotepou yeitova mapeUBoAn

e [poputkn mapeuBoAn

e Aypappikn mapeUPoAn

e KuBuwn mapeppoln

e AwuPBikn mapepBoAn

* Empavela Bézier

e AswyparoAnyia Lanczos

o TpwuPBikn nf Tplypappikn mapepBoAn

* SPP (Statistical-Post-Processing) , Deblocking, Deringing, Sharpen / Unsharpen,
Requantization, Luminance alterations, Blurring / Denoising, Deinterlacing,
Deflicking
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ErutAéov, To post-processing xpnotuomnoleital eupwg o 3D rendering, el61ka yla
Bwreomatyvidia. Avti va kavoupe render 3D avtikeipeva amnsuBeiag otnv 06o6vn, n oknvn
yivetal mpwta render og éva buffer otn pviun ¢ kaptoag ypadikwv. Ta Pixel shaders
XPNOLLOTIOLOUVTAL OTN CUVEXELA YLa VA EPaPLOCTOUV post-process dpidtpa oto buffer tng
€lKOVAC TIPLV TO epdavicoupe otnv 00ovn. It epapuoyég oxediaong tumou Maya, Ta
effects auta, Ta epappoloUpEe ATTOKAELOTIKA oTnV TeAKN Stadikacia mapaywyng Tou
e€aywylpou. Na onuewwBel otL ta meploocotepa effects tou Maya, evtdocovtal ota post-
process effects, kaBw¢ umoAoyilovtal Kal anelkovilovtal povo Katd tov rendering.

MNapadelypata TETolwV £OE:

* High dynamic range rendering

* Bloom

* Motion blur

* Screen Space Ambient Occlusion
* Cel shading

* Crepuscular rays

*  Film grain simulation
* Depth of field
e Shadow mapping

5. Eqpapuoyr) Motion blur o€ kivouueva
QVTIKEIUEV

EMIAOTO2

MeAetrioaue tnv évvola tng tpitng dtaoctaonc otnv oxediaon, ta MAEOVEKTAUAT
TWV ypa@LKwV TUmou svg, tnv dtadikaoia rendering eéaywync amoteAéouatoc Kot Tt givor
Kat mote epapuolovtal ta post-process effects. AkoAdovOel n Aemtouepnc meptypapn tou
epyaleiov mou Ga ypnotuomnotjoouue (Maya).
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KEDAAAIO 2

AUTODESK MAYA

2.1| IZTOPIKO TOY MAYA

To Maya kotookevaletal 1o 1998 amo tnv kavadelikn etalpio Alias Systems
Corporation (ASC), HeTA amd TOAUETH QVATTUEN KoL ETELITA TNC CUYXWVEUONG TNEG UE TNV
WaveFront (WF). H ASC amoteAel Buyatpikn tng Silicon Graphics amoé to 1995 petd amnod
v eayopad tNG. Me KUKAO avavéwaong tng €kdoong Tou 9-12 pnveg, ptavel atciwg otnv
€kboon 7.0, 6mou kal yivetatl n eéayopd tng edappoyng amod tnv Autodesk. Amod tnv
€kboon 8.5 kal émetta n ovopaocia alkalel oe Autodesk Maya 2008 kot uloBeteital o
TPomo¢ avadopdc kal n avavéwon avamtuéng tou Maya oe etrjola Baon. Tpéxouoa
€kboon amoteAel To mpoodpato Autodesk Maya 2013.

H ovopaoia tou mpoidvtog eUnveVOTNKE Ao TNV 0AVOKPLTIKA WWOLKA YAwooa, otV
omoia To Maya avadéepetal otnv Bed tng 'PevdaiocOnong' (illusion).

O KWwOLKOG TOU TPOYPAUMOTOG ATaV apxlkd PBaclopévog ota The Advanced
Visualizer tng WT (e tnv BonBela tou omoilou Snuioupyndnkav ta Terminator 2, Jurassic
Park) kat PowerAnimator tng ASC. H Walt Disney Feature Animation cuvepyaletal oteva
otnv avamtuén tou Maya yla Tnv mopaywyn Tng tawiag tg Dinosaur. Tote peta amnod
anaitnon tg dlag, elodyetal yla mpwtn ¢opd To customizable interface oto Maya,
dnAadn n mpooappoyn tg ypadikng Slemadng Tou xprnotn Ue TtV epapuoyr, avaloya pe
TLG EKAOTOTE QTALTAOELG Tou. To Maya mA€ov xpnotluomnolel To Hotbox, mou amotelel to
o mpooappodaotpo Ul interface tool avaloya pe TiG eTUAOYEG Kal SLEPYOOLEG TOU EKACTOTE
XPNotn. Auto ouvetélece otnv paydaia eéamlwon tng edpapuoyng, oAAA Kal Atav
MEPWKWG umaitio twv standards Twv onuepwvwv avtiotowv user interfaces twv
Tploblaotatwy edpappoywv. Apxikd n scripting language mou xpnotonolovos to Maya
ntav n Tool Command Language (TCL) aAAG eykataAelmetal yla va xpnotponown8ei n MEL
mou eivat Baolopévn oto Dynamation tng WF kat udiotatal pe aAlayeg HEXPL Kal
onuepa. Emiong amod tnv €kdoon 8.5 kol €MELTA, EVOWHATWVETAL N UTOOTAPLEN TNG
avTikelpevootpadolg Python yla mepetaipw Agttoupykotnta.

To 2003 AapPavetl to Academic Award for Technical Achievement evw to 2005 o
Jos Stam, Edwin Catmull kat Tony DeRose tn¢ Alias Aappavouv ava to idlo Bpaeio, autn
™V ¢opd yla tnv avakaAuvPn kal avamtuén twv UToSLALPECEWY TWV TPLOSLACTATWY
empavelwy. To 2008 Bpafevovtal yla TNV avantuén Kal EVOWHATWON otnv ehappoyn
Twv Maya Fluid Effects, mou e€opowwvouv TV cupnepLdopd UYPWV UALKWV.
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2.2| XAPAKTHPIZTIKA TOY MAYA

To Maya xpnolgomolel tnv apxLtektovik node graph. Eivat plo mpooéyylon
povteAomoinong pe apBpwtoug KOUPBoug mou og cuvluacoud mapayouv €va ypadnua —
TEAKO HOVTEAO.

6 . Evbeiktikég xpnoelc Fluid Effects

Ytn oouita tou Maya nepthapfavovtal MAEoV Ta €€NC TTOKETA

* Fluid Effects : aAnBodavng eopoiwaon vypwv UAIKWY KaBWCE KoL 0TNV OIELKOVION
Kamvou, oUvvedWV Kal EKPAEEWV

* Classic Cloth : efopoiwon vdaocudtwv kal peaAlotiky kivnon Baocel kavovwv
dUOLKAG

e Fur : ToUviveg emidpaveleg TTOANATTIARG XPNOTIKOTNTAC
* Hair: E€opoiwon avBpwrnivwv palAiwv kedaAng Le xprion Suvapikwy curves

* Maya Live : EpyaAeio evtomiopol yia cUAANYN avBpwrivng Kuplw¢ GuUoLKAG
Klvnong

* nParticle : E¢opolwvel olvOeta Tplodlaoctata ep€ OMWG KATIVO, LYPA, OTIPEL KOl
oKovn

* MatchMover : 20vBeon CGI otoleiwv pe Sedopéva kivnong amno video

* Camera Sequencer : lNa dtataén moAAanmAwv AqPewv Kapepag kot Slaxeiplon oe
HLo eviaia oglpd KIVOUPEVNG ELKOVAG
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7. Tpamelouavtnio ue xprion tou epyaldeiou Classic Cloth

Ynootnpilelt mAnBwpa format tplodldotatwy apxeiwv otnv e€aywyn Kol eLoaywyn
TOUG Yyl Ouvepyaoia HE TIG EMLKPOTECTEPEC OQVIIOTOLKEG €DAPUOYEC. EvOelKTIKA
avadépovtal unootnpl{opeveg enektaoels : .bvh, .cpp, .fxa, .ge2, .iff, .ma, .mb, .mcfi,
.mcfp, .mel, .mll, .mp, .rtg, .skl, .spt.

8 . AmoTéAeaua UOVTEAOU UE XpronN TWV EVOWUATWUEVWV EQPE Fur kot Hair tov Maya
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2.3| MAYA EMBEDDED LANGUAGE

To Maya €pyxetol PE EVOWHOTWUEVN TNV YAwooa MEL. Auti eival pua scripting
YAWwooa 1ou XpnolHomoLeital yla tnv amAoloTeuon Twv Kabnkoviwv 3D oto Autodesk
Maya AoyLopLKO ypadikwv. OL TTEPLOCOTEPEG EPYACLEC TIOU UTTOPOUV Va ETUTEUXO0UV PEoW
Tou ypadwkol TmepBarlovto¢ (GUI) Ttou Maya, umopoUv — aviioTolo  va
npayupatonotnBouv pe MEL, kaBwg emiong Kol OpLOPEVEG epyaociec mou Sev eival
SlaBéopeg and to GUI. H MEL npoodépel pia péBodo emtdyxuvong Twv MepimAoKwyY n
EMAVOAOUBOVOUEVWY EPYOOLWY, KOOWC ETUTPEMEL OTOUC XPNOTEG Vo avadlavellel Eéva
OUYKEKPLUEVO OUVOAO evioAwv, ylo mapadelypa oto Stadiktuo, oe AAAOUG XPNOTEG TIOU
uropet va TOUC davel Xpnotuo.

H MEL elvat ouvtaktikd mapopota pe tnv Tcl kot tnv Perl. Mapéxel pepikn
Slaxelplon ™G MvAUNG KABwWC Kol SUVAULKOUC TIVOKEG Katavoung (dynamic array-
allocation) kot mpoodépel apeon mpocPaon oe Asttoupyieg Tou Maya. H mAeloPndia twv
Baolkwv evtoAwv Tou Maya eivat mpotumna oevapla (scripts) tng MEL.

Elvat apketd Tmeploplopgévn o€ OUYKPLON UE GAAEG  KUPLEG  YAWOOEG
TIPOYPAUUATIONOU. Aev  elval  avrtikelpevootpadelc kot Oev  €xel  Tponyuéva
XOPAKTNPLOTIKA, OTWCE Ta associative arrays. NMoAU Alyeg BEATLWOELG £XOUV YIVEL OE QUTAV
Ta teAevtaia xpovia kat otnv €kdoon 8.5 tou Maya, cuumneplAndOnke kat n Python wg
evoAAaktikn tTng MEL.
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2.4| NURBS — POLYGONS - SUBDIVISION SURFACES

POLYGONS

‘Eva moAUywvo gival pia n-oyng oxnua, mou opiletat amnod Tig ywvieg tou (kopudeg)
Kal oL €uBeleC ypappéEC HeTaty Toug (ota dkpa). Otav KATAOKEUA{OUUE HOVIEAO LE
moAUywva, amoteAeital ouvibwg amod Tpiywva 1 TETpAMAgupa , av Kol to Mayla
urnootnpilel MoOAUywva PE TEPLOCOTEPEC TAEUPEC. Eval MOAUywvo ammokoAs(tal Omwg
Tiponyouévws avadépape, we face kal Bewpeital wg TO YEULOHA TNG TIEPLOXNG TIOU
oplleTal amo TIg KOPUPEC KAl TIG AKLEC TOU.

NURBS
Mn opowopopda opBoroyikd B-splines (Non-Uniform Rational B-Splines)

Mn opolopopda - avadEpPETaL TNV TAPAUETPOTIOINGCN TNEG KAUMUANG. Mn evialeg
KAUTTUAEG ETUTPEMOUY, METAU AAAwvV, TNV Tapoucia TOAAWV KOUBwv, oL ormoleg
armaltolVTAL YL VO OVTUTPOCWIIEUOOUV TIG KAUTTUAEG Bezier.

OpBoloyikn - avadEpeTal TNV UTOKEIHEVN HaBnuatikr mapdoctacn. H dotnta
avtn erutpénel NURBS va eival akptpn conics (0mw¢ mapaBoAlkeG KUUMUAES, KUKAOUG Kot
eMelelg) kal emumAéov eAeVBepNC LOPDNG KAUTIUAEG.

B-splines - eival kot TUAMOTO TOAUWVUMLKEG KOUTMUAEG, TIOU £XOUV LA
TIAPOLETPLKI TIOPACTAON).

9. Nurbs vs Plygons
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SUBDIVIDSION SURFACES

H povtehlomoinon pe umoblaipeon emupavelag (subdivision surfaces), ivat évag
€UKOAOG TPOMOC yla TNV Snuioupyia MeEPUMAOKWY QVTIKELUEVWY, OMWE Ta avBpwriva
xépla. Zuvbualel ta KoAUtepa yapaktnplotikd tng NURBS kol TNG TMOAUYWVLKAG
povteAomoinong.

H umnodlaipeon emipavelwy EMITPEMEL TRV XPHON KOG eviaiag emidavelag, yla
povteAomoinon MoAUTAOKWY oxnuatwyv. Mwa eviaia emipavela vmodlaipeong Umopet va
€xeL Sladopetika enineda Aentopépelag o€ Stadopeg mMePLOXEC. AnAadn, LLo TLEPLOXT TIOU
€XEL €va OUVOETO OxAMO, HUMOpPel va €XEL TePLOCOTEPA onueia €Aéyxou mou Oa
MPOodWOoOoUV TNV AETITOUEPELD, €VW HLA AmAR TIEPLOXN Tou eival eminedn, xpelaletal
Alyotepa onueia eAéyxou.

EMIAOTOz

270 Kepadatlo auto, eibaue tnv Lotoptkn mopeia tou Autodesk Maya, kaSwc kat to
features mou meptdauBavel. Eénynioaue tnv XxpnoTikOTNTA TNG EVOWUXTWUEVNC Script
YAwooac¢ MEL kot eldaue tic Stapopec otnv xprion SLUEOPETIKWY TOAUYWVIKWVY UOVTEAWV
otn oxebioon. tn ouvéxela Ga avaAvoouue v SLadpaoTIKOTNTA TNG EQAPUOYNG UE
QVTIOTOLYEC KOl CUYKEKPLUEVD TOU Zbrush.
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KEDAAAIO 3

MAYA KAl ZBRUSH

3.1| ZBRUSH

Anpoupyndnke amo toug Ofer Alon kat Jack Rimokh, wWSputika oteAéxn tng
etalplag Pixologic. Apxika n epappoyr mapouctactnke otnv SIGGRAPH (striolo cuvédplo
ypadlkwv umoAoylotn), to 1999 kat kukAopopnaoe to mpwto demo Tng, pe €kdoon 1.55 to
2002. H otaBepn mAfov €kdoon 3.1, kukAodopel To 2007 evw n Pptavou e atoiwg to 2011
otnv Tpéxouoa TEtaptn £kdoan.

H texvoloyia mou xpnolpomolel, €xeL tnv ovopaocia pixol. Mwa Siobidotatn
OTELKOVION €VOC ypadlkoU armoteAeital amd ooueyédn pixel, ta omoia kal eival n
ULKpOTEPN umodlaipeon NG amewkoviong. To kaBe pixel Aoutdv amoBnkeUel TPELS
nmAnpodopiec. To XpwWHA TOU KAl TV AmoOotaon X,y anod tov KAOeTo Kot opl{oviio afova
otnv omola epdaviletal oto vonto S1odLACTATO THVOKA-TIAQLOLO TNG QATELKOVIONG TOU
ypadkoU. ETol tpoodLopilleTal e TA X,y TO CUYKEKPLUEVO pixel TTou avTLTpoowIeVEL KAl N
TPLTN TN ToV KWOLKO avtloTolyiag XPWHOTOC TNG EKACTOTE XPWHOTLIKAG TAAETAC TTOU
XPNOLUOTIOLOU LUE.

To Aeyouevo pixol oto ZBrush, mepthapBavel TI¢ LETAPBANTEG AUTEG TIOU EXEL Eval
pixel (x,y,color), aAAd TLg emeKTEivEL

To ZBrush Aoutov pmopel va amoBnkelosl mMAnpodopiec GwTLOHOU, XPWHOTOC,
UALKOU Kal BABoug Twv amelkoVI{OPEVWY OVTIKELMEVWY TIOU SNULOUPYOUHE. Anploupyel
HOVTEAQL TIOU EekvoUV HE OmMAEG PBAOLKEC OVIOTNTEG KAl HME TNV TPOOHETIKA —
AEMTOUEPELAKN TIPOCEYYLON GTAVOUV QTaPAAAN EUKPLVELA Kol TToLOTNTA, ayyllovtag ta
10 ekatoppUpLa TIOAUYWVA, oVA Snulolpynua.

Itnv t€taptn €kdoon evowpatwvetal To GoZ (Go Zbrush), mou umootnpilel tnv
TANPN oupBatotnta Twv POVTEAWV pag, otnv Stadikaocia ¢ TeAKAG e€aywyng Kat
gloaywyn Toug ota : Maya, 3ds Max, Cinema 4D kot Modo.
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H edappoyn ZBrush amotelel éva amd ta MALOV AMAPATNTO CUUTTANPWHLOTIKA
epyadeia Pndlakng oxedlaong poviéAwv oe Tpelg SlaoTtAoelg, avefaptntou PBaAoLKAG
edpappoyng avamtuénc 3D modeling. Aev xapaktnpiletal Aowndv anod tnv autovouia tou,
OAAG TEPLOOOTEPO WG N CUVOSEUTIKA edpapuoyn yia thv Snuwoupyia 3D povtéAwy, xwpig
OMWC QUTO va omoTeAel Kovova. ETKEVTPWVETAL Kuplwg otnv Snuoupyia  Kat
enefepyaoio evoc mesh, pe xpnon amiwv peBodwv. AkolouBel tnv sculpting texvikn
povtelomoinong, ot avtibeon pe ta Maya, Blender, 3DS Max KAmM. ota omoia
neplAappavovtal HeV KATOlo €pyaleiat TETOLOG TPoogyylong aAAd koablotouv tnv
Snuoupyia MOAUCUVOETWY HOVTEAWY, EMLTIOVH KoL AlYOTEPO AMOTEAECHATIKN Sladikaoia.
To Zbrush é€pyxetal va emovampoodloplosl Tov TPOMO avamtuéng tou oxedlacpou,
OUTAOTIOLWVTAC KOl EMEKTEIVOVTAG TG SUVATOTNTEG TWV APXKWY oTadlwv oxedlaouou,
HEXPL KaL TNV e€aywyn Tou.

To ZBrush emutuyxavel va dnuiloupyel povtéAa wolaitepa v PnAng AEMTOUEPELAC KOl
peaAlopou, mpooeyyilovtal Tov oxedlaopo pe tnv pEbodo enefepyaoiag tou mnAov. Auto
KaABLOTA TNV KOTOOKEVOOTLKY SLadlkacia TLo MPOoEyYYLoLUN KAl EUVONTH, CUVETTWG KAl TILO
TIAPOYWYLKNA.

Xpnowdormoleital, onwg avadpépdnke, Kuplwg o cuvdUACUO PE ePapUOYEG TUTIOU
Maya. To mesh oto ZBrush pmopel va xpwpatiotel, va epopuootel udn (texture), vAKa
KATL. Emeldn opwg to mesh autod Snuloupyeital yla va amoteAéoel anmAd Eva TUAUO EVOG
TOAUCUVOETOU Kol peyaAUTtepou project mou Ba douleutel oe avtiotolyn 3D edpapuoyn
(Maya, 3Ds Max...), oL tepetaipw enefepyacieg Twv W8LOTHTWY Tou mesh, &gv yivovtal oto
ZBrush. Baowotepog poAog xpriong Tou eivat Aoutov n dnutoupyia kot e€aywyn 3D object.

10 . Anutovpyia ypapikwv uPnAng Aentouepelaknc avaAuaonc ue to ZBrush
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3.2| IXEAIAZTIKH AIAAIKAZIA

MNa va katavonBet n SleukoAuvon mou mpoodépel n ocuvdUAOTIKA XPrion Tou
ZBrush, peAetovpe tnv Baowkn dwadikacio mou akoAouBel évag 3D modeller ywa tnv
Snuioupyia evog poOVTEAOU, HE OKOTIO TNV XPHon Tou ot edappoyn, Tawia i moyvioL.
Autn amnote)eital and 6 Baoika otadia :

11 . Baoikn ditadikaoio oxediaouou ue tnv Bondeta ZBrush
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(1) Anuoupyia mpooxediou — oxediaon oe xapti i umoAoylot SLodlaocTtatng
BonOnTKNG amelkoviong tou emMBUUNTOU ATMOTEAECUATOG KAl Baolkolu odnyou
avadopac.

(2) Zxebiaon Tou KoppoL Tou povTEAOU e Alya Baokd moAUywva. Kataokeualetal To
TPLOSLAOTATO OWHA TOU HOVTEAOU Tou Ba amoteAécel tnv Baon pog yla
nepeTalpw enefepyoaoia

(3) Eneepyacia povtédou. Mpoodidwvtag AEMTOUEPELEG KoL HOPPOMOLACEL OTO
HOVTEAO TO GTAVOUE OTNV TEALKN TOU elBu Nt popdn.

(4) Mépopa povtélou . Npoodidoupe 0To HOVTEAD TNV UGN Kal UALKO Ttou BEAOUUE va
€xeL. N'vwoTtn Kol w¢ GAaon XpWHATIOHOU Tou mesh.

(5) Kataokevaloupe To animation tou povtéAou epocov emBUOUUE Kivnon.

(6) To e€ayoupe otnv unxavn enetepyaciog tou project pag.

Mapatnpoupe Aowmdv OTL PeE TNV XpAon Ttou ZBrush, pmopoUpe va va
enefepyaotoUpe o€ auto omoladnimote anod tig paocelg (1) péxpl (4) tng dadikaoiag,
efaleidovtag TNV avaykn xpnong tpitng edapuoyng emefepyaciog e€lkévag TUTIOU
Photoshop 1 akopa kat tou Maya , epocov dev amoteAel KOPUUATL LEYOAUTEPOU project
bev pag amaoxoAel to animation.
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3.3| MESH XAPAKTHPA TOY ZBRUSH 2TO MAYA

‘Eva amnod ta o ouvOeta 16N Tplodldotatwy HOVTEAWY, €lval auTod Tou amatteital
otnv dnuoupyia xapoaktipwv. O aplBuog mMoAVywVwWY Tou XpeLtdlovtal yla va emteuyBel
N OWOTH AMEIKOVLON XAPOKTAPA €lvol UTTOTIOAAAMAGOLO TWV UTIOAOUMWVY UOVTEAWV TOU
neplBailovtog, KatL ou Sev TPoKAAeL EKTTANEN OtV AVOAOYLOTOUUE TNV AETITOUEPEL
TIOU €XEL ML TETOLOL OVTIOTNTA. Ta QvTikelpeva Ttou mepLtBAaAAovtog ouvnBwg eival
anotéAeopa ouvbuaopol ToAAwvV primitive (Baoikwv) TPLoSLAOTATWY OXNUATWY HE
QMOTEAEGUA TNV XPNoNn AlyOTEpWV MOAUYWVWV oTnV oUvBeon Ttoug. Elval auétpnteg ot
TEXVIKEG QTIELKOVIONG QVTLKELLEVWY XWpPou Tou Snuloupyouvtal gUkoAa kat &ivouv
opopdo teAKO anotéAdeopa xwplc va emiBapuvouy To rendering, elte auto eival o video,
elte oe mpaypatikdo xpovo oe edappoyn — maxvidl. Ta avikelpeva outd Umopouv
Katapxag va eival 0o Slactdcswv. To yeyovog Tou 0Tl SOUAEVOUUE O€ TPELG SLOOTACELS
bev onpaivel OtL §gv UMOPOUUE va XPNOLLOTIOIOOUUE SLoSLAOTATEC ELKOVEG, OTIWG yLa
napadewypa oto background evog tomiou. Adyw tng BewpnTikng anmdotaong, KATL TTOU
Bploketal umepPOALKA HAKPUA, OKOWN KoL av eival oxedlaopévo o Tpelg Slaotdoelg, dev
Ba alAalel Wblaitepa TNV MPOOTTIKA BE0ONG TOU OE OXECN HE TIG OPLOUEVEG KOVTLVEG OE
EUAC (N KAl TPWTOU TPOCWTOU) KAMEPEC. Etol emiBapuvoupe OAU AlyOTEPO TO TEALKO
OTTOTEAECHA KOl LELWVOUE TOV UTIOAOYLOTIKO pOpTo. To owoTod texturing kot n emtAoyn
OWOTWV UALKWV gival pla oAl eUkoAn Stadikacia, mou mpoodidel pealiotiky aiobnon
ota amAd primitives. Emtiong ta dtadopa edé eival ouvnBw¢ amotéAeopua epyaleiwv mou
EVOWMATWVOVTAL 0TO TIpoypappa. H duoikr, 0 dwTLoUOG, Ol OKLACELG KL TA CWOTA UALKQ,
pag SleukoAUvVouV oTnV povteAomoinon evog oknVIKOU.

H moAumAokotnta Twv XapoKtnpwv odeiletal oe mMoAAoUG AoylkoU¢ PpuoLkoUg
OAAQ KOl OXESLOOTIKOUG TTAPAYOVTEG. H QELKOVION €VOG XOpOKTHRpa €ival éva cUVoOAo
TMoAUCUVBETOU mesh MoAUYWVWV Kol auto odeiletal otnv GUOLKI TOUG TTOAUTIAOKOTNTA.
Katapxdg ag unv EEXVAUE OTL OL XOPOKTPEG €XOUV TOV TIPWTOPXLKO POAO OTO OMOTEAECHA,
elte pAGue ywa video, eite yla mouyvidl. Autd onuaivel OTL To POVTEAO pag auto Ba
amekovileTal SLAPKWG OTO TEAIKO OIMOTEAECHA KOL OL KAUEPEG O OSLOPOPETIKEG, TIOAU
KOVTLWVEG TOU OUWC amootacels. Mag evlladépel Aoumdv 8laitepa n AEMTOUEPNG Kol
KaAaloOntn amelkovion tou.

Ta moAUywva cuykeKpLpéva Tou kKedaAlol eival MOAU meplocdtepa o€ aplOuod. Av
OVOAOYLOTOUME OTL €va KEPAAL XOPAKTHPA TIPETIEL VO ATIELKOVIOEL CWOTA OAQ TAL Opyava
TOU TIPOOWTIOU, VO EEOLOLWOEL TA LAAALA KOL TLG TPLXEC TTOU UTIAPXOUV, VO OVOLYOKAELOEL
TO HATLA, VO ULANOEL, VO LOPPATEL KAl YEVIKOTEPQ VA EEOUOLWOEL OAEG TIC CUUTEPLPOPEG
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Tiou Poobidouv peaALOUO OL HUEC TOU TIPOCWITOU KAl OL CUCTIAOELG TOUG, KOBWG Kol OAEG
TG oLaitepeg UPEC TwV SLaPOPETIKWY ETILPAVELWV TOU.

Elval owoto yla évav modeller mou B€AsL var SnULOUPYNOEL KATL CUYKEKPLUEVO VOl
KATAOKEUAOEL €va Tipooxedlo-odnyo oe xapti. H Stadkaocia authy xwpl¢ va kpivetoat
amapaitntn, ouvnBWC EMITAXVUVEL TNV dnULloupyla Kol EAATTWVEL TO. pAApOTOL.

Jtnv OSwadikaoia Snuloupyilag evog xapaktnpa, Efekwaue oxedialovtag Ue
AEMTOUEPELA TO HOVTEAO Hag oTo Zbrush. Zekwvape amnd to kedpAaAl SLOTL amoteAel kat TNV
HEYAAUTEPN OXESLAOTIKN TPOKANGCN aAAA Kuplwg ylati eival To BaoIKOTEPO KOUUATL TOU
HOVTEAOU pa¢. To ocwpa amoteAeital amd amAouoTtepa TOAUYwWVA. XPNOLUOTIOLOULE
Baolkdtepa oxNnuata, avtiotabuilovtag tov peyaAo oaplOpo TMOAUYWVWV TG KEPOANC,
HEXPL TO TEALKO HaG amOoTEAECUA va KPLBEL emlBupunTo.

‘Exovtag ¢TAoEL 0TO TEAIKO HAC ATIOTEAECUQ, TO EMOUEVO Brpa elval n eloaywyn
TOU HOVTEAOU pag oto Maya.

Fvetal xprion evog avBpwrivou povteAou amo to www.digital3dmodels.com

MNa tnv e€aywyr Tou Ba KAvou e tnVv xprion tou Goz tou Zbrush.

H kaAUtepn péB0doG petadopd LoviéAou eival xwplg texture amnd to Zbrush oto
Maya yla va epaplocToUV €K VEOU Ta UAIKA. Oa doUpe Ouwe nwg yivetal n petadopd
QUTOUGLOU TOU MANPWG EMEEEPYACEVOU LOVTEAOU, LE UDN EOPUOCHEVN amo To Zbrush.

Evvololoyikd UV mapping eivat n dtadwkacia tou va mapayetal 3d povtédo amnod
Stoblaoctatn avamopaotaoch. MNa va eloaxBel autoUoLo TO LOVTEAD pag, Ba pEmeL va €XeL
UV mapping oto Zbrush. MNa va epappoocovpe to UV mapping, mnyaivoups oto UV Map
Kal O€toupe to UV Map Size og TIHEG amd 256 pexpt 8192. Ou BEATIOTEC KAl TIEPLOCOTEPO
XPNOLLOTIOLOUEVEC TLUEG eival petaél tou 1000 kat 2000, WOTE TO POVTEAO HaC va LNV
Xavel oxebov kaBoAou, oAAG kol va pnv emiBapuvel To TEAKO amotéAeopa. Emelta
SlaAéyoupe pia amo tic tpelg pebodoug UV Mapping mou mapéxel 1o Zbrush. (PUVTiles,
GUVTiles, AUVTiles), otnv ouykekplpévn nepimtwon to GUVTiles. To Zbrush avaAapBavet
oautopata tnv dtadikacio avadeong Uvs oTov XapaKTripa LaC.
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12 . To mesh tou yapaktripa oto Zbrush

To endpevo Brua eival n e€aywyn texture tou povtélou pag, Bacel Twv UV mou
epapudoape. Mnyaivoupe oto Geometry kot edpoocov €xoupe TOAAA subdivisions
avaiuong, aveBaloupe to emninmedo oto uPnAotepo subdivision wote va €xoupe akpLpn
edapuoyn tou texture oto povtédo oto Maya. Emelta mnyaivoupe oto Texture Map kol
emAéyoupe To New From kat tnv uéBodo edpappoyng tou texture mou edpapudoape oto
Zbrush (polypaint, masking, map, check, order). H e€aywyn pmopel va yivel emiong ue
Sladopetikolg TPOTOUG avaloya He TO €i60¢ tou map mou Béloupe (normal,
displacement map, k.0.k.)

AdoU teAelwoou e pe TNV e€aywyn Tou texture, emAéyoupe to Goz amnd to Tool. To
epyaleio umapyel oe ekdOOEL peTayevéotepeg Tou Zbrush 3.2. Autopata to Zbrush
eAEYXEL TIOLEG QMO TIC EPAPUOYEC TIOU UTIOOTNPLIEL EXOUUE EYKATEOTNUEVEG OTO CUOTNUA
pag. Autég eival ta Cinema 4d, 3D Studio Max, Maya kat Modo. EmtAéyovtag Aoutdv 1o
Maya, to Zbrush &ekwva tnv edpapuoyrn kot glodyel aneuBeiag to pHoviéAo pall pe T
edpappoopéva textures. To HOVTEAO POG lval €TOLHO Yyl emegepyacia oto Maya, OmwG
okplBw¢ oxediaotnke oto Zbrush.
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FE

Fluids  Fur

13 . To mesh ue tnv etoaywyn tou oto Maya

EMNIAOIoz

Eéepevvnoaue tov tpomo Asttoupyiag tou Zbrush, w¢ eoapuoyn oxediaong
moAuouvOstwv mesh. Eneita eéeTaoaue TOV TPOTTO AAANAETISpAONG TWV AVTIKEIUEVWV
arnd v e@apuoyn Zbrush oto Maya. Katavonooue mw¢ oL £PAPUOYEC QATTOTEAOUV
epyaleia twv omoiwv ta efaywyua ouvepyalovtal MANPwWS yla SLa@opeTIkoU €ibouc
eneéepyaocio kal xpron. 2To EMOUEVO KEQAAXLO EEKIVALE AETTOUEPWC TNV SnULoupyia ToU
mAavntikoU uag cuotnuatoc oto Maya.
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KEDAAAIO 4

AHMIOYPTIA TIAANHTIKOY 2Y2THMATOZ 2TO MAYA

4.1| AHMIOYPTIA PRIMITIVES

MNa tv Onuwoupyla Tou kaBe mAavntn, &edopévou OTL TA primitive mou
xpelalopaote eivat odaipeg, Ba ypnowuomnowinBel to NURBS sphere oe avtiBeon pe
TIOAUYyWVa, YLa OPOAOTEPO OTITLKO ANMOTEAECHA XWPLG YWVIEG.

210 viewport mou epyalopacte, mnyaivoupe oto -»Shading Kal GlyoupeUOUOOTE
OTL Xpnolpomnoloupe kamola péBodo shading amewkoviong kat oxtL wireframe, el6dAAwg dev
Ba umopoUue va BAEMOUUE TIG ETILDAVELEG TWV AVTIKELUEVWY, KABWE KAl EVEPYOTIOLOUE
T0 ->Hardware Texturing yla va €(OULE TIPOETILOKOTINON TwV textures mou Ba KAvouue
apply ota viewport, pag mptv tnv teAkn dtadikacia tou rendering.

Adou oxedlaocoupe to NURB primitive, cto >Channel box/Layer Editor, ekwvape
Slvovtag tou pla Sikla pag ovopooia. Auto yivetal yla va avTtiAapBavopacte eUKOAO TO
HOVTEAO OTO omoio avhkouv ol L8Lotnteg mou enetepyalopaote. H Stadikaoia Ba yivel
EMAVOANTITIKA yla OAou¢ Toug mAavAtec He Sladopetikd application texture kat
oupneptpopac UALkou. Ito name tou model Aoumov aAAaloupe to NurbsSperel oes Earth,
epooov EeKVALE VO KATAOKEUAGOUE TOV TIAQVITN YN KAl YLO VO XPNOLUOTIOL)COULE EVal
onuelo avadopag Tou avTLKELPEVOU Ttou enefepyalOUOOTE.

210 umopevolu —>Inputs tou Channel Box, BéAoupe va OlyOUPEUTOUUE TIWE TO TO
Degree eival Cubic kat oxt Linear. Autd 810t xavoupe ta mAeovektipata tg NURBS
KUKALKNG emidavelag oto rendering. To amoTéAeopa TNG YPAUULIKNC TIPOCEYYLONG Elval Eva
Nurb mou amnelkoviletal oav €va MOAUYWVLKO oxAHa, amAd eEopaluvovtag Ta edges Tou
wireframe. O Adyoc mou apxikd emAé€ape tnv pEBodo twv NURBS, ival akplpwg yla va
amodevyBel o MOAU peyaAUTtepoC aplOUOC MOAUYWVWY TIou Ba amnaltovoe pla odaipa yla
opaAn amewkovion oe polygon mesh. MNa va avénooupe tnv Aemtopépeta tn¢ Earth mou
€xoupue oto (6lo umopevou (Inputs), avEavoupue ta Sections kat Spans, mou avadEpovtat
oTovV X KoL y afova avtiotolya, o 25 kat 25.
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SHAPES SHAPES
Earth
mPuUTS

makeNurbSphere:

14 . Avénon Aenttouépetac touv NURBS sphere primitive

Me to Baowkd Channel Box tng Earth, Ba aoxoAnBouue apyotepa, otav dnAadn
Xpelaotel va aAAdoupe To pEYEBOC NG, adol KATAOKEUOOTOUV OAOL OL TAQVATEG. Oa
SoUAEPOUUE PE KALLOKWTEG AVOAOYIEG TWV TPOYHATIKWY HEYEBWV Twv MAAVNTWY Kal
QVTLOTOLXO AVAAOYLKEG ATIOOTACELG.

Ma va omelkovilel To HOVTEAO PO TOV TAQVATN yn, XPELAleTal va tou Swooupe
XpwHatikn vdn, Babog kal pwTtopeaAlopo cuunepLdopag UALKOU.

MNa va SWoOoUUE TO MPWTO UALKO otnv odaipa pag, kavoupe pe Ol KAk oTO
OVTLKELUEVO MOG Kol eTiAEyoupe —>Assign New Material. Zta evowpatwpéva UALKA Tou
Maya mou epdavilovrtal, emhéyoupe to Blinn. Autd wg UALkS, tpoodidel otov mAavntn
pnag tnv puolkn aviavakAacn mou €xeL To vepo otnv Baoikn mnyn ¢dwtopol (otnv
Snuoupyia pag amokAELoTIKA To NAlako dpwc). EEopolwvoupe pe autdv Tov TPOMo TtV
dWTOPEAALOTIKN) ATEIKOVION TNG yNG HAC O0TO NALAKO oloTnUa Kal tnv PBAcn HE TIG
1810TNTEC MOV ULloBEeTOUVTAL, Yla va epapudcoupe To texture. O TPOMOCG cUUMEPLPOPAG
avtavakAaong tou dwTtog ou epapUOCAUE OTNV YN, ONw¢ eival mpodaveg dev Ba eival
16log pe autn omowoubnAmote GAAou TAAVATA TOU hAlakoU cUOTAMATOG, €fattiog TN
uTapéng tou uypol oTolxelou. M TOUug UTOAOLTOUC TAQVNTEG XPNOLUOTOLOUUE TO
Lambert €vavtt tou Blinn. Ou umoAoutol mAavATteg 6ev €XOUV VEPO CUVETWG KAl TLG
8LotNTEG avtavakAaong mou HoALg mpoodwaoape oto Earth.
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15. Ot uéc Lambert kat Blinn

4.2| EODAPMOrIH TEXTURE

To emopevo Bripa sival to texture application. ©a XpNOLUOTOL)GOULE TIPAYLLOTLKAL
YPADIKA QTEKOVIONC TOUu TAQVATN TNG ync amod Sopudopo Xwpilg Pwtiopo. Mavra
eTMAEyouE texture Tou elval XpwHOTIKA 0pBO Kal opolopopdo Kal TOTE HE NoN
UTTAPXOUOEC LOLOTNTEG PWTIOMOU oTlypoturou. O dwTLoHOG Tpoodidetal and eudg Kat
OTto TOL UALKA KOl TaL aVTLKELpEVA TIEPLBAAAOVTOC, CUVETTWG OL QVTIOEOELC KAl OKLAOELC Elval
Suvaplkég. Aev pag xpslalovtal MOTE o TpLodlaotato meplBailov texture mou €xouv
TETOLEC LOLOTNTEC OTIC 2 SL0OTACEL TOUG, SLOTL TPOOdISoUV HOVIUEG KOl U EUEAIKTEG
LOLOTNTEC OUUTIEPLDOPAG ATIELKOVIONG OTA AVTLKELHEVAL.

16 . To apyiko texture tn¢ yn¢ mou Sa xpnoUOTTOL)OOULUE
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MNna va sdpappdooupe Aoutov to texture, mnyaivoupe otic WLotnteg tou Blinn
UALKOU Tou edpappooape kat oto Color avti va B€00Upe pla XpWHOTLIKA OmOXPWOoT), OTLG
16LotnTEC emAéyou e To File. Xtn cuvéxela mape oto - Image Name Kol To CUVOEOUE UE
To opxelo tou texture pog. H amelkovion twv texture pog apykd Umopel va sivat
TonoBetnuévn pe SLoPopeTIKN ywvia amod T emBupunt oto tplodlactato povieho. To
SlopBwvoupe, oAAaloviag¢ TNV ywvio TOMOOETNONG TOUC QMO TO UTIOUEVOU
—place2Dtexture kat tnv mapapeTtpo —>Rotate UV (tipég and 0 wg kat 360 o€ HOLPEG).
JuvnBw¢ emBupoUpe TIg aAAayEC ava 90 poipeg yla 0pBla Kal KABETN AmMeKOvVIon ToU
texture, og Ox€on MAVTO LE TOV VONTO YPOHLKO AEOVA TOU QVTIKELUEVOU LA,

To amotéAeopa eival MOAU KoOvtd OTNV QMEWKOVION TOU TAQVATA NG yng. To
HOVTEAO HOG OUWG HOLALEL TTEPLOCOTEPO PE USPOYELO MOPA HE TOV TAQVATN, KATL TIOU
odeiletat otnv ENAewPn uopueTplkig aviiBeong otn odaipa. Eival elkoAa avtiAnmto otL
TO KOMMATIA yNG €XOUV HEYOAUTEPO UYPOUETpO amd Tto oTabepd tNg OTABUNG TNG
BdAacoag. Na va nmpoocdwooupe tnv WOLOTNTA autr) Ba Xpnoluomolooue o Bump
Mapping.

17 . O mAavitng yn UETA TNV EQapOYN TOU texture
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4.3| BUMP — DISPLACEMENT MAPPING

To Bump Mapping €ival pia TEXVIKI TIOU XpnoLUomoLeital o€ OAa Ta Tplodlaotata
Tipoypappata enefepyaciag ypadikwy amno tnv dnuioupyia tou to 1978 amnd tov Blinn. O
pOAoG TOUu eival va efopolwoel {apwHATA, KOWOTNTEG, A0DIOKOUC Kol YEVIKOTEPQ
EOWTEPLKEC N €€WTEPLKEC QUEOUOLWOEL MLOG Aelag emipAvVELOG, ME OTOXO TNV TUO
PEQALOTIKI), UPOUETPLKI ATTEKOVLOH TNG.

AUTO TO EMITUYXAVEL HE TNV XPWHATIKA avtiBeon kot PwTEWVOTNTA TOU
Sloblactatou texture TOU XPNOLUOTOLOUHME TIAVW OTNV Tplodlaotatn emupavela.
MpokaAel ouVEMWCG HeYAAUTEPEC UPOUETPLKEC SLOKUMAVOELS, OTNV ETLPAVELR OTOU
UTIAPYXOUV €eVTOVOTEPEC OladopEG OTOV XPWHOTIOHO KoL OVTIOEoEl oTto texture,
0KOAOUBWVTAC TTAVTO TILOTA TOV APXLKO OXESLACUO TOU.

Ye avtiBeon pe to Displacement mapping, dev £xoupe mapapdpdwon Tou apxLkou
HOG HOVTEAOU TOPA POVO QTIELKOVION QUTWV OTnVv emidavela. Tuvenwe 6ev aANaloupue
HOPdOAOYIKA TO HOVTEAO Hag OAAG TNV gudavion Tou. Ta TAEOVEKTAUOTO Tou Bump
Mapping évavtt tou Displacement Mapping eivat SnAadn otL adrivel abikto popdoAoyika
TO MOVTEAO HaC XwPIC va aAAdlel Tnv uTdpxouoo YeWwUETpia Tou, mpoadidovtag tnv
PEQALOTIKI) TOU UWOUETPLKN QTELKOVION KAl TO BOOKOTEPO OTL £XEL TOAU HLKPOTEPO
UTTOAOYLOTIKO KOOTOG. AUTO onpaivel OtL avti va dnuloupynoel éva moAucUvBeTo mesh,
Slvel povo tnv omtik cuumnepidopd tou. Eival Aoutdv eUkoAa avTIANTTO ylaTl n xpnon
OUTAG TNG Texvotpormiag eival esuputata Swadedopévn Kuplwg oe ePpapUoOyEC TOU
EKTEAOUVTAL OE TIPOYUOTLKO XPOVO KAl ONUOVTIKO TO KOOTOG UTIOAOYLOUOG TTOAUAPLOUWY
OVTIKELLEVWY amoteAoU peva amo MAnBwpa moAuywvwy to Kabéva. ElSIka o avtikeipeva
mou amelkovilovtol HOKpud OANA  €XOUME QTMALTAOEL PEAALOTIKAG UWPOUETPLKAG
eudaviong, eivat SOKLO va XpNOLUOTIOLE(TAL YLa VA EAATTWVEL ToV $OPTO €pyaciag Tou
urtoAoylopoU tou TmepLBaAlovtoc. To Displacement Mapping mou mpoodidel kot
TpLodlaotatn peaAloTikn popdoloyia, XpNOLUOTOLETAL KUPLWG YL KOVTLVA QVTLKEIPEVA,
€6adn Kal yevikotepa elval KOAUTEPN N QMOKAELOTIKN XPHon Tou o€ rendering €lkOvag n
video, 0MOU 0 UTIOAOYLOMOG TNG TIOAUTIAOKOTNTAG TIOU ETLPEPEL YIVETAL Lo popa Xwpig
ETUMTWON OTO TEALKO LOC KATAOKEVATHAL.

Mo toug AOdyoug ou avadEpBnkav, otnV yn EMAEYOUME VA KAVOUE XPron Tou
Bump Mapping.
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18. Epapuoyn tou Bump Mapping kat pop@oldoyikn dtapopa tou ue to Displacement

Mo va eLodyoupe Ty WBLotTnTa , mnyaivoupe oto umopevoy Blinnl kot KALkApou e
oTLG LotNTEG TNG Emhoyng Bump Mapping. Emeldn 1o ed€ Ba Baoiotel maAL oto texture
TNG YNG TIOU XPNOLUOTIOLOUE, ETLAEYOUME Yl akopa pia dopd File kat to idlo apyeio oto
Image Name. MNa va dwooupe to value ou BéAoupe oto edg, mnyaivoupe oto Bump2D1
KoL xpnotpomnoloupe To slider tou Bump Depth. O Tipég mou maipvel eivat ano -5 péxpt
Kot 5. Auto ocupPaivel ylo va PmopoUpe va Tipocdwoou e aiobnon UPouG OTLG EVIOVES
avTBEoELG TOU Map oto BeTkO €UPOG TIHWY, OAAA Kal To avtiBeto BAabog pe xprion Twv
OPVNTIKWV TLHWV. META amod melpapatiopous Bétoupe wg TR to 0,09 oto Depth, mou
TIOLPAYEL TO TILO PEAALOTIKO ATOTEAECA ATIELKOVLONG.

19 . H yn uac peta tnv epapuoyn Bump Mapping
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4.4| SPECULAR COLOR

O mhavATtng pag Seixvel mMAEov peaAloTikog and amoyn udpng aAAd mapaTnPOULE
OTL and GWTOPEAALOTIKY) cupmepldopa, €xel Tnv dla avtavakAaon Blinn mou swcdyapue
OTO HOVTEAO MG yla TNV udATIVN EMIPAVELA TOU KAl OTA KOUUATIA TNG yNnG. EMAéyoupe
ano to Blinnl pevou tig W61otnteg tou Specular Color. EmAéyoupe kot maAl to File kat
Image Name 1o texture poag. MA€ov n avtavakAacn Tou vepou gival TOAU Lo €vtovh amo
auth TS ENPAg OMwG CUPPBALVEL KL 0TNV TIPAYHATLKOTNTA. O TEAKOC GWTLOUOG Tou nAlou
Ba avanapaoctadel StadopeTikd aAAA TTAEOV TILO PEAALOTIKA OTNV €MLPAVELD TNG YNG TTOU

Snuloupynoayge.

20 . Xprjon Specular Color yia tnv avravakAaon pn vddtivng meploxng

Me tnv 8la teEXVIKN, SNUIOUPYOUUE EMAVAANTTIKA OAOUG TOUC TTIAQVATEC TOU
NALOKOU HOG OUOTHMOTOC. XPNOLUOTIOLOUME OMwC avodEépape To Lambert w¢ material
€vavtl tou Blinn, plag kat dgv B€Aoupe cuumePLPOPEG AVTAVAKAACNC TWV UYPWV OTOUG
UTTOAOLTTOUG TTAQLVITEG.

21. Ot mAavrtec ToU CUCTHUATOC
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4.5|] ANNOTATIONS

BonBntikd oxedlaotikd epyaleio amotelel n elcaywyn oxoAiwv (Annotations). Ta
Annotations eivat BonONTIKA KeEIPEVA-TOUMEAEC TIOU ELOAYOULE OE £va HOVIEAO Kol
6oulelouv akpLBwWE pe Tov (8lo TPOTO, HE AUTOV TNC XPHONE comments 0€ £va KOUUATL
TIPOYPAUUATIOTIKOU Kwdika. Aev eudavilovtal oto tehdiko render, mapd HOvVo eival
eudavn ota viewports tou oxedlaopol, ywa va pag Bonbroouv va eviomiloupe Ta
OVTIKEIUEVA HOG. ITO TAQVNTIKO MOG cuotnua £pocov Oa €Ll0AYOUUE TO TIPOYUOTIKA
ovaAoyka HeyEOn otoug mAavnTeg, pag Bonba oto va evtomi{oupe ava Ao TN TNV
tonoBeoia Twv mMAavnTwy, aveéapTATWC TOU zZoom TNG TPEXOUOCOC TIPOOTTIKAG HaC. To
Kelpuevo pmopel va eival omotodnmote Kal Sev eival amapaitnTo va CUUTIMTEL PHE TNV
TIPAYUATIKI) OVOHOCIO TOU OVTIKELUEVOU TIOU £XOUHE N&N oplosl. Ta ELOAYOUHE OO TO
Create — Annotations, adol mpwTtioTwg Exou e eMIAEEEL TO AVTIKEIUEVO TTIOU ETMOUUOUE.
O£toupe Aoutov xaplv avadopdg Kal TPAKTLKOTNTOG oTov NALO TNV ovopaocio Sun, otov
Epun to Mercury K.0.K.

22 . Xprijon Annotations kat mpoBoAn touc oto viewport
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4.6| AHMIOYPTIA 2XHMATOZ ME XPHXZH CURVES

To endpevo Bripa sivat n Snuoupyia SaktuAiwv otoug MAAVATEC Tou Kpovou Kot
tou Oupavol. Ymapxouv O8LAPOPEC TEXVOTPOTEC yla TNV Snuloupyia avTioTowNng
KATAOKEUNG. Oa XPNOLUOTIOINOOUE QUTNV TNG Snuwoupyiag emipavelag amo leuyapt
KUKAWV, TOU ECWTEPLKOU Kal Tou e€wTepkol dnAadr KUKAoU Tou SakTuAiou.

Y10 top viewport, epooov BENoupe Tov SaktUALO o B€on opl{OVTLA OE OXEDHN HE
Tov mAavntn pag, emléyoupe to —> Create - NURBS Primitives kat - Circle kot
oxedlaloupe évav KUKAO. Ita —»Inputs, aAAAlou e TV TN Twv —>Sections og 60, yla va
€XOUUE opoLOpopdn AEMTOUEPELA QATIEIKOVIONG OE QVTLOTOLXlOL € QUTAV TIOU OpiloaE
otoug mAavnteg. O AOYOC TIOU ELCAYOUUE TEPLOCOTEPA Ssections, £XEL VA KAVEL PE TNV
TIOAUYWVLKH AEMTOUEPELD TNC eTLdAVELAC TTOU Oa epapUOOTEL Kal emeEnyeital MAPAKATW.
EnavaAapBavoupe tnv Sladlkaocio He Evov HKPOTEPO KUKAO. TNV CUVEXELA ETUAEYOULE
TOuC 2 KUKAouG Tou dnuloupynoope poll pe tov mAavntn Saturn kat €mAEYyOUpHE —>
Modify = Snap Align Objects - Align Objects, wote va €(OULE OE KOO KEVTPO OAA T
OVTIKELUEVA POC. ZUCXETI(OVTAC TA AVTIKEIHEVA HOG LE TNV TIPAYHOTIKA dwToypadio Tou
mAQVATN, AQUEOLOLWVOUHE TO HEYEDBOC TwV KUKAWV HOC HUEXPL VO MOG LKOVOTIOLEL TO
OTTOTEAEC QL.

23 . Anuoupyia rteplypauuato¢ daktuAiou ue xprion circle Nurbs
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Ma va Snuoupynooupe tnv emtpavelo PeTall Twv SU0 KUKAWV TIOU amoteAouv
ToV SOKTUALO, EMIAEYOUME TOUG KUKAOUG Kol Tinyaivoupe oto pevol —» Surfaces > Loft.
MA£ov €xoupe TNV emidavela Tou daktuAiou ou Kat Ba ovopdooupe SaturnRing. O Adyog
Tou xpnotponotnoape Loft avtl yia Planar 1 AAANG TEXVIKAG YEULlOHATOG emMLpAVELOG,
odelAeTal 0TO YEYOVOC TNG KUKALKAG popdoAoyiag Tou Saktuliou. Omwc mapatnpoUuE n
AEMTOUEPELA TOU HOVTEAOU HOC UMOPEL val aAAAEEL OTNV aKTIVO TNC EMLPAVELAC HOC UETA
o Loft, aAAQ n TEPLUETPIKI) TIOAUYWVLKA QVAAUGCN TIPOEPXETOL QTIOKAELOTIKA Qo Ta
Sections Mou opiloape 0Toug KUKAOUG, TipLv TNV dnpLoupyia Tng emipaveldc. Eloayoupe to
texture Tou pe tnVv yvwotn Stadkacia ano File oe Lambert UAIKO, evw eniong KAVOUUE TO
1610 kal oto Transparency, oUTwG WoTe va Swooupe Sladavela otov SakTuALo.

24 . Render tou top viewport tou daktudiou

O SaKTUALOG pag €xel SnuoupynBel cwotd aAAd n empAVELA HOG EXEL LNOEVIKO
OYKO, KATL TIOU TAPOTNPOUME av KAavoupe render oto front viewport. Mo va dwooupe
KATolov Oyko oto Ring oG woTe va amelkovileTal owoTd and onolodAMOTE OMTIKY YWwVia,
Ba dnuloupynooupe pla Seltepn dla emidpavela adou emAéEoupe Tov MAavATN Hag podl
HE TOug KUKAOUG pag, matwvtag to Ctrl +D (Edit - Duplicate). Baloupe tnv Tlun tTOU Y
translate oto 0.100, wote n &eUTepPn eMIPAVELX TOU SAKTUALOU VO ATEXEL EAAXLOTA QTTO
TOV 0PXLKO Hag, aAAd OpKETA wOoTe va Sivel Oyko otnv amoAuta optl{ovtia mpoBoAn tou
TAQVATN HOG. AUTO TIOU OUMTOUEVEL EVOL TO YEULOMA TOU KEVOU HETAEU TwV SAKTUALWV.
EmiAéyoupe ToVv apxko PEYAAO €€EWTEPLKO KUKAO HUE TOV SUTAOTUTO QVTIOTOLXO TOU Kall
epapudlouvpe €ava to Loft. To 6L0 KAVOUUE KOl OTOUG E0WTEPLKOUC KUKAOUC. Oa
oANG€ou e TO transparency oTtnV KATw £MmdAVELA TOU SAKTUALOU, WOTE VO NV €XOULE
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ETUKAAUTITOEVN OTELKOVION TOU texture, aAAA Kal tTng MAAIvNC €€WTEPLKNG EMIPAVELOC
TOU yla Toug iSloug Adyouc. Kevtpapoupe €ava Tov TEALKO pag SAKTUALO OE OXEON UE TOV
TIAQVATN KOl £XOUME £TOLUN TNV ATEIKOVION Tou Kpovou. MNa va opyovwooupe OAa Ta
OVTLKELLEVA TIOU KOTOLOKEVAOTNKAV YLa SAKTUALO LLE TOV TTAQVATN, TA ETUAEYOUUE Hadl Kot
ano 1o Edit — Group, ta slodyoupe os €va Group mou ovopaloupe FinalSaturn. Emiong
dpovtilovpe mavta va StopBwvoupe to KEvipo (Pivot) Tou teAkoU poag oxnuotoc. To
emBOLUNTO elval ocuvABwWG TO TEALKO HAC OXNUO vo €XEL Kalvouplo pivot kal OxL Ta
EMUEPOUG TOV OXNUATWY TIOU TO amoteAoUlv, SLOTL otnv meplotpodr kot avéopoiwaon
B€houvpe eviaia ouvumepidpopd. EIGAAWC TO OXAMOTA — KOUUATLO TIOU QTOTEAOUV TO
TeAKO pag group, Ba emnpealovral avefdptnTa oTIC aAAayEC, Xwplg va Kpatdve tnv
OXETIKN HopdoAoyia TouC. AUTO TO EMITUYXAVOUUE HE €TAoyry Tou Group Kol emAoyn
Modify - Center Pivot. Mo meTuXoUHE TNV cUUTEPLPOPA OTO TEALKO OG OVTLKELMEVO, N Bl
emAoyn TPEMEL va €Xel EPOPUOOTEL KAl OTO EKAOTOTE QVTIKELUEVO WOTE OAQ TOUC va
£€xouv nNén kowo kévtpo. Na emonpavoupe OtL to Group, TO POVO TIOU KAVEL €lval va
Aewtoupyel w¢ pLla cUANOYN OVEEQPTNTWY QVTIKEIMEVWY HE Eexwploteg 1OLoTNTEG. MNa
KaAUtepn Slaxeiplon Twv OVTIKELWEVWY OOV Eviaia ovTOTNTO XPNOoLUomoloUpE To Edit —
Parent.

25 . Renders ueta tnv dnutouvpyia twv SaktuAiwv

AkolouBwvtag tnv bla akplpwg dadikacia, katackevaloupe to FinalUranus
(mAavtng Oupavog pe daktuAlo).
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4.7| AHMIOYPTIA OQTEINHZ MHIHZ HAIOY

JUVEXEL EXEL N KATAOKEUN TOU nAlou, Tou Ba gival KoL To KEVTPO TOU CUOTHHATOC
pac. Mo tnv dnuwoupyia tou, xpnolpomowoUue &ava pwoe NURBS odaipa mou tnv
ovopaloupe Sun. Agv pog amaoyoAel n Aentopépela ¢ odaipag S10TL auto mou Ba sivat
opato and autrv oto Render pag, dev Ba eival to 6o to oxfpa aAAd ot LBLOTNTEC TOoU
material mou Ba Béooupe. Ito Assign New Material, Ba emiAééoupe to SurfaceShader
UALKO. Ao ta Surface Shader Attributes, To pévo mou pag amnaoxoAel eival to Out Glow
Color. Me auto Ba mpoodidoupe efwtepikry Adudn oto object pag, n omola sival pev
opatr) povo oto Render poag, aAAd Kal uTtEpKOAUTITEL omoladnmote AAAN WBLoTnTa UALKOU
TOU owpatoG. Elodyoupe to texture tou nAiou pag amd File pe tnv yvwotr mA£ov
Stadkaoia. Adpol to TomoBeTriooupe cwotd pe ta oxetika UV Offsets kat Rotation, ota
viewports, oL aAAayeg pog dev sival epdavig kot To object pag daivetal va punv €xet
OUTIOKTHOEL KALVOUPLEC LOLOTNTEG. 210 Render opuw¢ BAEmoupe To amotéAeopa t¢ Aaudng
Tou surface shader.

26 . Out Glow Color effect ue kevtpiké ambient light pwtiouov
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Ma va mMpooSwooupEe Tov PEOALOUO TIOU amalteital oto project, Ba mpémet va
amodwOel motd 0 dwTlopoG. O AALOC Aotdv ovtag n Bactkdtepn Ny ¢wtog, Ba mpémnel
va €lvol To onpeio amo omou auto SlaxEetal oto epLBAAov.

Kavoupe xprion amd ta Rendering tou Ambient Light. Auto eival ¢pwTlopog mou
Staxéetat omni (un kateuBuvopevog) oto meplBaldlov, opolwopopda Kal ohalpLka,
geKLvwVTAC amo To KEVTPO Tou (onueio tomoBetnong oto neptBaAlov pac). To ovoudlou e
SunLight kat nnyaivoupe ota Attributes.

Y10 Color Ba emiAé€oupe TO KABAPO AEUKO yla VO €XOUME TILOTH amodoon Twv
XPWHATWY OTA UTIOAOUTO. QVTIKE{PEVA pag. Adrivoupe To Intensity otn emthoyn 1,0. H
minyn dwtog pag PploKETAL OTO CWOTO CNUELD HE TNV OWOTH €vtaon, OUwWC 8ev €xoupe
OKLAOELG, N KOAUTEPA OKOTEWVA ONUELD, OTO TOW MEPOC TWV UTIOAOUTWV TTAQVNTWVY HAC,
€Kel 01OV TO dwc Sev Ba Empemne va Ta emnpedlel. AUTO TO EMITUYXAVOUUE Le To Ambient
Shade Attribute, pe to omoio opiloupe T0 MOCO PeYAAeC Ba €ival Ol OKOTEWVEG OTioOLEG
ETUPAVELEG TWV OVTIKELUEVWY TIOU €pxovTal ot emadn Ue To dwg. Elodyoupes tnv TN
0,567 kal to amnotéAeopa TG Aapdnc tou nAlou mMAnolalel Katd oAU MEPLOGOTEPO TO
TIPAYLATLKO.

Eniong oto Color Balance pewwvoupe tnv T tou Color Gain ywa va Eexwplilel ot
Karolo Babuo to texture pag, oAAG Kal ylo va pubuicoupe tTnv €vtaon tng €EWTEPLKAG
dwtewvotnTaC.
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4.8| AHMIOYPTIA TEXTURED BACKGROUND

21O TOTio pag Sev €XOUpE €loAyEL KAmolo poOvto. AUTO UTopel va emiteuxBel pe
SLadopec texvotporieg. Mia amo aUTEG elval TNS XPHONEG UPNC AVTLKELUEVOU.

Eneldn) Aoutov to background mou B€Aoupe va XpNOLUOTIOL)COUE OTO GUOTNUA
HOC, TIPETEL VO QTIELKOVIIETAL OWOTA KoL VO OVTAMOKPIVETOL OTNV oAAayrn TG ywviag
Bfaong plag kol Ba TMapaoKeuAooupe animation, SnULOUPYOUME HLa voNTA HEYAAN
odaipa. H odaipa autr Ba eivat moAl peyaAUTepn amo Toug TAAVATEC MO, TOUG OTOLOUC
Ba mepAapBAVEL OTO ECWTEPLKO TNG KoL Bt AMOTEAECEL TO O €UAG OEUITO GUVOPO TNG
Kivnong tN¢ KApepag Hag. Emopévwg emedy to povio B€houpe va  alAdlel
kataokevaloupe éva NURBS sphere mou ovopaloupe space. Me autryv tnv TEXVOTPOTLO
TIPETEL v KaTtavonBel OtL n teAkn Kapepa e€aywyng dev Ba TPEMEL val KIVELTAL EKTOC TNG
odaipag pag avtrng, S1otL alwwg dev Ba umapxel povto Kot paAiota Ba mapepPAarAeL
otV €udAVION TWV UTIOAOLMIWY QVTIKELMEVWY. KaBlotoUpe AOUOV OTNV GUYKEKPLUEVN
TeEpUMTWOon to péyebog tou space UTEPSUTAAOLO TNG VONTHG QKTLVOC TIou oxnuatilel o
AALOC UE TOV TeAsutaio mAavAtn Pluto, oOUTWC WOTE va PNV UTAPEOUV EMUTAOKEC. To
dovto pog Ba sival to applicable texture tou space. Eva texture amoteAeital and pia
empavela. Otav oe autd edappootel Eva material, autd sival opatd kat amo tg duvo
TIAEUPEG TOU. Zuvenwg to material mou Ba elodyoupe oto space, Ba amewoviletal
KOLVOVLKQA KOl OTIO TNV €0WTEPLKN TAsUpa NG odaipag. Elodyoupe Aowutov €va Lambert
UALKO, Kal He Tn yvwotn dtadikaoia texture amo File, epapuolovpe to emBUUNTO O EUAC
background tou Swaotiuatog. Emiong Ba dwooupe Stadavela pe To Transparency otnv
uvodn yla va givat Atlyotepo éviovn wg GOVTo o€ oXEoN LE TOUG TTAAVATEC HOG.

27 . Xprion texture aVTIKELUEVOU WC POVTO
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4.9| AHMIOYPTIA MAYA PAINT EFFECTS BACKGROUND

H mponyoUpevn texvotporia amattel oAU AlyOTEPOUC UTIOAOYLOTIKOUC TTOPOUG YL
ToV UTtoAoyLlopo tng kat Sivel tnv PeuvdaiobBnon tou tplodidotatou background kat oto
animation, eUel¢ OPUWG ylot OLOPPOTEPO ATIOTEAECHA OTNV OKNVI KA Ba KAVOupE xprion
Twv gpyaleiwv PaintEffects tou Maya. Zekwvape naAL dnuoupywvtog éva NURBS sphere.
To oKeMTIKO pag ival To dLo. To MAavNTLKO poG cuotnua Ba Bploketal péoa otnv odaipa
0UTA CUVEMWC Kol Tipooapudloupe avaloya to péyeBog tng. Exovrtag emileyuévo to
huevou Rendering, mnyaivoupe otnv emiloyn PaintEffects kat kAikdpoupe to Get Brush...
Ano 6w emAéyoupe to eibog Brush mou Ba edappootel and to Maya, wg effect otn
Snuoupyia pag. 2to Visor mou avoiyel BAémoupe OAa Ta evowpatwpéva Brushes tou
Maya. Ta Brushes eival otnv ouvcia mpokataokevaocpéva MEL mou evowpatwOnkav pe
TOV KOpod oto Maya Kol UTOPOUE TIAVTA VA T TIOPAUETPOTIOL|OOUE, EVW OTWG £ival
AoyLKO, va KateBAaooupe amo To SLadiKTuo MeEPLOCOTEPA 1] AKOUO VO KOTAOKEUACGOULE TO
6ko pag. Ta effects mou B€Aoupe va edaPUOCOULE OTNV CUYKEKPLUEVN TEPLTTTWON,
Bpiokovtal oto Galactic. Oa emiAé€oupe to Galaxy.Mel. To effect yivetat kitpwvo otav eivat
TO evepPYA ETUAEYUEVO, KATL TIOU TIPEMEL VA EAEYXOULE yla va Yivel owotd application.
AdoU TO EeMIAEEOUUE, TAPOTNPOUME OTL UMOPOUUE va oxXeSLACOUUE OTO Vviewport
YPOUUEG, OTIC omoieg Ba epappootel To Brush effect. Emeldn opwg B€Aoupe to $poOVTO pag
va elval epdaveg and kabe omtiki ywvia kal oe kabe didotaon Ba edpapUOCOUUE TO
effect otnv odaipa mou dnuloupynoape.

iew Tabs Help

Paint Effects Ocean Examples Fluid Examples Fluid Initial States Hair Examples Toon Examples nCloth Examples Effects Assets
(=1 V:/Maya/Maya2012/brushes,/
airbrush
animal
cityMesh
clouds
electrical
feathers
fibers

fire

flesh
flowers
flowersMesh
food
foodMesh
fun

funMesh
galactic
glass

glows
grasses
hair

LOCCLOULUOLULLLLLLLLLULLU

liguid
markers
metal
objectsMesh
oils

28 . Maya Paint Effects
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ApXIKA ETUAEYOUE TNV 0dalpa TIOU KATAOKEUACOE ylo XpRon wg container Tou
edé pag. To Maya pag Sivel tnv duvatotnta va Kavou e tnv epappoyn tou effect o éva
ovTikélpevo (oxnua — emdavela), pe random application kot OxL amapaitnta
{wypadilovtag to. Exovtag Aoutov tnv odaipa pag emdeyuévn, nmnyaivoups Eava oto
PaintEffects — Auto Paint — Paint Random kot KALKAPOUE TO TETPAYWVAKL TwV Settings.
Eudaviletal to popup Twv Mapapétpwv tou Brush mpw tnv edappoyrn TOU OTO
OVTIKElpEVO. Emteldn Aoutov Béloupe mAnBwpa aoteplopwy, Ba auvénooupe ta Spans oTLg
max TLHEC ToUG, Ttou eival 25, Ba aveBacoupe Alyo to Random Offset yia tnv tomoB£tnon
Toug, Ba pewooupe to stroke length oe 0,0150, S16TL Ta aotépla pag €ival oxedov
odalplkad Kol OXL YPOUUEG evw TENOC, Ba aveBacoupe to Sample Density oto péyloto 10,
yla voL EXOUHE TNV PEYAAUTEPN TMUKVOTNTA CWHATIS WY oTnV emidavela.

Ot mapapetpol mou aAAaloupe Sev £X0UV KOVOVA KoL E0PTWVTAL ATTO TOV TPOTO
mou Béhoupe va mpoPaloupe to KaBe effect. Tic TWWEG TG oploaps, pe afova TNV
Snuoupyia SLaCTNUIKOU XWPOU HE TIOAAG CWHATIOLO AoTEPLOHWY. AV TO anotéAeopa ev
po¢ avorolel, aAAALOUE TIG TIHEC KOl KAVOUUE render PEXPL TO TEAKO AMOTEAECUA VO
glval kovta oto embupunto.

Mapatnpoupe OtTL peTa to application tou effect, ol aocteplopol daivovtol wg
KOukidec mavw otnv odaipa pog, oe omolodnmote viewport. EmMeldn n odaipa pag
SnuoupynBnke amha ywa va dwoel to doxeio epappoyng tou effect kal dev Béloupe va
eival opatr) ota teAka renders, amnod to Attribute Editor tng odaipag pag, mnyaivoue oto
default texture mou €xeL Né6n epappocpévo, otnv mepimtwon pog Lambert, kat av€avoupe
To Transparency otnv HEYLOTN TN, WOTE N odaipa cav aVTLKEIEVO va PNV lval oparth,
Tapa Hovo To amotéAeopa tou PaintEffect.

Jtnv ouveéxelo aAAAaloupe TIG TapapEéTpoug Tou effect kot T eAéyxoupe oto
render, p€XpL va. HaG LKAVOTIOLEL TO amotéleopa. ESw emiong Sev umdpxel kavovacg aldd
ooBnTkn. Tig mapapétpouc autég Tig aldaloupe amnod to Galaxy tou Attribute Editor, kat
Ba avadepbolV PEPLIKEC TTOPAUETPOL TIOU XPNOLUOTIOLHONKOV OTO CUYKEKPLUEVO project.
To Global Scale emnpealet to péyeBog tou effect, oto Brush profile opiloupe tnv
amelkovion tou Brush strokes aAAd kat tnv mukvotnta — maxoc¢ toug, oto Shading ta
xpwpata twv owpatidiwy, oto lllumination otoleia e€wtepikol pwtiopov, Shadow
effects ylwa eudavion okldoswv, Glow yia 10 xpwpa oAAd kot éviacn ¢wTILoUoU ToU
Slaxéouv ta ocwpatidia kat Flow Animation yla sloaywyn Kivnong tou epé oe Babog
XPOVou aAAd Kal TpOTo Kivnonc.
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29. To render tou Galactic Paint Effects
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4.10| OBJECT MANIPULATION

XPNOLUOTIOLWVTOG TOV TOPAKATW TtivaKa, NPOe n oTyur va otpEPoupE Thv ywvia
TOU KABe MAavATN 0TNV avtioTolyn TPAYUATIKI TOU.

@ € ¢

Neptune
30°

30 . lwvia kAiong ko TEPLOTPOPNC TWV TAXVNTWV

Y10 viewport front, B€Aoupe va meplotpéPoupe Tov KABE MAAVTN O OXEON LE TOV
aéova tou Babouc z. Apou erhé€ou e Tov MAAvATh, Ttnyaivoupe oto Channel Box / Layer
Editor. Xto Attribute Rotate Z BAaloupe TIG HOIPEG TEPLOTPOPIC LE APVNTIKO TTPOONUO,
WOTE N Mmeplotpodn TwV MAAVNTWY Va £ival TOUTOCNUN HE auTh Tou umnodeiypatog. To
amnotéAeopa deixvel wg €N :

I W R R T

31. KAlon twv mAavntwyv oto front viewport

51 amo 79



Mtuxlakn epyacia tou dotnth TUTUAN Mavayiwtn

OL mMAavnTeg pag Ba MPEMEL TWPA VA ATIOKTACOUV TO TIPAYHOTLKO TOUG OVAAOYLKO
uéyebog. Me xprion tng oeAidag :

http://sciencenetlinks.com/interactives/messenger/psc/PlanetSize.html

opiloupe w¢ onueio avagpopdg tov NALo kol emAEYoupe otadlakd kabévav amd Toug
mAavntes. Opovriloupe to péyebog tou NnALou ota Scale tou Channel Box (Scale X, Y, Z), va
elvat 1. To ratio pag Selyvel tnv avahoyia peyéBoug mou £€xel KABe mAavAtng o€
ouvaptnon e tov NALo. MNa tov Mercury 1. To ratio elvat .277. AnAadn o mAavrtng RALOG
elvat 277 $opég peyohutepog amd tov mAavntn Epurl. Me amin péBodo twv TpLWV
uroAoyiloupe to HéyeBog Tou MAAVATN o€ ox€on e To HEyeBog 1 mou €xoupe oploel otov
NAo. Itnv mepimtwon tou Epun autd eivalr 0,0036, pe otpoyyulomoinon 0,004. To
VOUUEPO auTd eival mou Ba sloaxBel oe 6Aa ta Scale Twv afOVwWV TOU CUYKEKPLUEVOU
mAavntn. Me enavaAnyn tng Stadikaciog, BEToupe TV cwoth avaloyia Twv peyebwv ot
OAOUC TOUG MAQVATEG.

32. Ta avaAoyika pueyedn twv mAavntwv
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Mtuxlakn epyacia tou dotnth TUTUAN Mavayiwtn

4.11| XPHZH GRID T'A AMNOZXTAZEIZ ANTIKEIMENQN

To enmoépevo PBApa eival va tomoBetnBoUv oL TMAAVATEC OE CWOTA OVAAOYLKEC
OMOOTACELG HETOED TOUC.

Mptv va €EKIVACOUUE TNV HETAKIVNON HOVTEAWV, Ba GpOVTICOUUE va EXOUHE T
OKAOVNTA OVTIKELUEVA HOC, OTO AMOAUTO KEVTPO. Ta OVTIKE(UEVA auTd €lval n AALOG, TO
space, KoL To ambient light pac. Na va yivel autd B£toupe oto Channel Box €kactou
OVTIKELPEVOU TV T 0 ota Translate X, Y, Z. ‘Etol Ta avrtikeipeva tomobeTouvtal o0To
KEVTPO TOU grid, mou avaAUETaL TAPOKATW, KAl QTOTEAOUV TO AMOAUTO KEVTIPLKO ONUELO
oavadopdac yLo TIG AMOOTACELG TWV TTAQVNTWV.

MNa avoaAoylkn petadpoaon Ba xpnoLUOMOLCOUE ToV VOO Tou Bode (Titius-Bode
Law). O vopocg autog eival pia amAn pébodog mou pag Sivel TNV avaAoyLkr andotacn ano
Tov NAlo, Tou kAaBe mAavntn. Ev oAiyolg n pebBodoloyia Tou VOHOU YEVWVLETOL QMO TOV
0pLOUO TNG andoTaong Tou afova TNG yng amo tov Ao, Ke tnv T 1,0. Autiv amoteAsl
Kol TNV AEYOUEVN OLOTPOVOULKN povada. Eival dnAadn n povada HETPNONG OMOCTACEWY
€VTOC TOU NALOKOU ouOoTAMATOC, UE avtiotowia tng 1 a.pu. = 149.597.870.691 + 30
uétpa. Oco eivat dnAadn n améotaon nAlou kot yng. O TUMOC UTIOAOYLOUOU TIOU
XPNOLUOTIOLE(TAL Yo KAOe mMAavNnTn a, EEKWVWVTOC O AUTOV TILO KOVTA oTov NALo armod
glvato:

a=4+n

otav to n maipvel Tég O, 3, 6, 12, 24 48, ... 6nAadn eival dutAdolo tng
T(PONYOUHEVNG TLUAG

To amotéAeopa Slalpeitat pe to 10 yla TWHEG OE OOTPOVOULKN Hovada UE
anotéAeopa tnv Ekdpaon :

a=04+03-2m

OTIOU TO M TtAlPVEL TLWEG -2, 0, 1, 2 ...

MNa Toug e€WTEPLKOUG TTAQVATEG, N AmOoTAcn Ao Tov NALo gival oxedov dumAdola ,
Qo AUTHV TIOU £(X€ 0 AUECWE TTPONYOUEVOG TTAAVATNG.
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Planet k T-B rule distance (AU) Real distance (AU) % error (using real distance as the accepted value)

Mercury| 0 04 0.39 256 %
Venus | 1 07 0.72 278 %
Earth | 2 1.0 1.00 0.00 %
Mars | 4 16 1.52 5.26 %
Ceres' | 8 28 277 1.08 %
Jupiter | 16 52 520 0.00 %
Satum | 32 10.0 §.54 4.82 %
Uranus | 64 196 192 208 %
Neptune| 128 36.6 30.06 29.08 %
Pluta’ 256 7722 39.44 95.75 %

33. Ot avadoyikég amootaoelg Twv mAavntwy Baoel tou Bode Law

H emitevén NG owWOTAG AMOOTOONG TWV MAAVNTWVY UMOpPEL va yivel pe TOAAOUG
TpoOmoug oto Maya. Epeic Ba emhé€oupe Tn HéBoSO TMOU AvANMTUCCETAL CUVOPTAOEL TOU
grid. To grid eival to opllovtio TAEyUQ, QMOTEAOUUEVO QMo (0a TETPAYWVA, TOU
eudaviletal oe kABe viewport. Anuloupyeital amo tov yy' KABeto kal xx' oplloviio agova,
mou dnuoupyolv pwa Slobldotatn empdvela. e kaBe povada tou kabs afova,
oxedlalovtal ypapupUEG MapAAANAEG TTPOG TOUG AEOVEC, KAl OL YPAUUEG QUTEG SNnULoUpyoLV
Ta teTpaywva tou grid. To grid amoteAel oxedlaotikd unmoPfonbnua, cuvenwg dev eivat
gexwplotn oviotnta kot dev epdaviletal oto rendering. MNa va gpdavidovpe 1o Grid oe
€va viewport mou 6ev ¢aivetal, emhéyoupe Show - Grid amod To menu Tou viewport 6To
omolo 1o xpelalopaote. To i6lo LoXVEL Kal yLa Tnv anokpuPn tou. And to Display — Grid
TIOTWVTAG TO TETPAYWVAKL TWV LELOTATWVY TOU, UMOPOULE VA TIOPOUETPOTOLICOUUE TO
Grid, onwg emBupovpe. ANaloupe To HEYEDOG TPoPOANG Tou o€ units (povadeg —
TETPAYWVA) TIAVTA OE TETPAYWVIKN popdn (N povada aAAayng epoapudleTal TouTtoxpova
OTO TAATOG Kal UNko¢ tou Grid oxnuatiloviag LOOMAEUPO OXAMO OOXETWG TLUWV),
UTOSLLPEDELG EUPAVIONG TWV YPAUUWY KABWG Kol SLAPOPETIKO XPpWHA OE YPAUUESG ava
povada mou eueic opiloupe.

AA\Gloupe Aowmov tnv povada tou grid og KATL HEYAAUTEPO QO TO VONTO UOG
mAaiolo — 6plo TNG oknvAg, ou amoteAel to space NURB. Mia Tl Tou pag KAAUTTEL
elvat to 120000. 2to Grid Lines Bétoupe to 1 yLa va €X0UE OG0 TO SUVATOV EPLOCOTEPES
YPOUHEG Kol oTo Subdivisions To 5 mou €lval oL ECWTEPIKES YPAUUEG - UTTOSLALPETELG TIOU
eudavilovtal oe kaBe andotacn povadag. Otoupe kat oto grid line color dtadopetikod
XPWHOTLOUO (KOKKLVO), WOTE VOl TO XPNOLUOTIOL)COUE WG onUelo avadopdgs. BAémoupe
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TIAEOV HE KOKKLVN QmoOXpwon TG YPAUUEC TIOU ATEXOUV amod Tov NALO Kal HeTafl Toug 5
eVOLAUEDEG LN XPWHOTLKEG YPOUUEG. Mot Tov Mercury amo Tov vopo tou Bode, éxoupe tnv
Tun 0,4. Metpaue Aowtodv oto grid 4 kOkkiveg subdivision ypapuég. EmAéyoupe Ttov
TAQVATN HaC KOl XpnoLUomoloU e To gpyaleio Snap to Grid. To epyaleio BplokeTal Kat
ota handlers Twv snap He €lkovidlo Tov payvAtn, oAAG Kol oo To menu KATw omo To
Modify. To epyaleio auTO HETAKIVEL TO QVTIKEIUEVO TIAVTA OE CUCYXETLON UE TA CNUEL TOU
grid. Meplopilel SnAadn TNV Kivnon HOVO 0T CNUELO TTOU TIPOKUTITOUV OO TLG TOUEG TWV
subdivision ypappuwv tou grid. AouAevovtag oto top viewport AOLTOV, UETOKIVOUUE TOV
Mercury oto 40 onpelo TOUNG TWV KOKKWVWV TIAEoV Lines tou grid. Autd Ba amoteAécouv
KoL To onuelo avadopdg pag. Baocsl Bode tomoBetoupe tov Venus oto 7, tnv yn oto 10
K.O.K.

Mercury

NURBS Surface Hi

Components

NURBS Surface Display
Tessellation

Texture Map
Displacement Map
Render Stats

Object Display

Node Behavior
Extra Attributes

Notes: MercuryShape

34 . Xprion tou Grid otnv oxebiaon
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4.12| TIMELINE KAl FRAMES

Mpwv va Eekwnooupe tnv dwadikacia epapuoyng omolwaodAmote Kivnong, eival
amapaitnto v aAAAEOUE TNV TIPOETUAEYUEVN TN TOU aplBpol Twv frames amelkoviong
ava OSeutepohento (fps), oe auty mou emBupoLpe. Epeic BEAoupe TO TEAIKO pOC
animation, va mapoy0Oei pe 24fps. Mnyaivoups oto Window — Settings/Preferences kat
otnv umokatnyopta Settings. ESw Bplokoupe To Time katw amno ta Working Units. Ao to
dropdown menu, emAéyoupe to Film (24 fps). Otav oL anattioslg pag sivat StadopeTIKEG,
Baloupe TNV Skl pag custom tun frames. Ot aAAay£C oTNV TLUH QUTH OMWC £lval AoyLko
umopel va au€noouv umEPPOALKA TOV UTIOAOYLOTIKO ¢OPTO, KATL TOU €ilval gUKoOAQ
katavonto. MNa éva PBivieo evog Seutepolémtou ota 24 fps, to Maya Ba e€ayel 24
rendered elkoveg, evw avtiotolxa ota 60 yla tnv 6la Sidpkela video, Ba kavel
UTtEPSUTAAOLO UTTOAOYLOMO. ZUVETIWG TIPETEL VA YIVETAL OPXLKA, TIOAU TIPOCEKTLKN ETUAOYNA
Twv fps, avaAdyws Twv OXESLAOTIKWY QAMAITACEWY, TPV TNV €€aywyn Tou TeALKOU
animation.

21O KATW MEPOC Tou interface Tou Maya Kol TAvw akplBwe amd tnv Unapa tou
Mel, umtapyxel pla aplOunuévn pumapa. Auto sival to timeline, To omoio amelkovilel Tnv
PO KLvNONG TWV QVTIKELUEVWV HOG, O SLAdOPETIKA OTLYULOTUTIA TOU XpOVou. AvadEpeTal
oe frames kot pag anacyoAel amokAelotikd otav BEloupe va dnuloupynooupe Kivnon.
Oa oANdfoupe tnv mpoPoAn kat to mMARBoc twv frames. Ito Settings/Preferences
ninyaivoupe otnv umokatnyopia TimeSlider kat adrvoupe ta Playback kat Animation start
frames oto 1, evw B£toupe Ta end o€ omoladnmote T BEAoupe. Oa BANOUUE APYXLKA TNV
T 500,000. H emidoyn auth €UKOAQ TPOTIOTIOLELTAL apyoTeEpA amo to timeline, pe amin
gloaywyn VEwV TIHwv. Auto mou BéAoupe ouwc eival To timeline va amnewkovilel ta frame
o€ TpAyUaTikd xpovo. Xto dropdown Playback Speed, emiAéyoupe 1o Real Time kal
napatnpeoUue otL Sivel oe fps, autd mou €xoupe Ndn oploel oTo project pag, otnv
nepimtwon pog 24 fps.

e« |4 |4 o » »l »l »l

Mo Anim Layer No Character Set =

35. To Timeline tou Maya
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4.13| AHMIOYPTIA TPOXIAZ KINHZHZ

MNa va €EOUOWWOOUUE TNV Kivnon Twv TMAAVNTWY, TIPEMEL MPWTIOTWG Vo TNV
pueAetnooupe. O kABs TMAAVATNG KIVEITOL TTAVW OE KUKALKN) TPOXLA oo Tov afova nALo.
JUVENWC OAoL oL mAavnTeg meplotpédovtal YyUpw oMo auUTOV HE SLadOpEeTIK OUWC
Teplodo. Itov mopakAatw Tivaka BAEmoupe otnv otnAn orbital-period, tTnv Siapkela oe
XPOvLa, TIoU XpelaleTal £vag MAQVATNG Yl va KAVEL Pl TTARPN Tiepidopd yUpw amd Tov

I
nALo.
. . |Equatorial s, Orbital _ Orbital period Inclination .| Orbital _|Rotation period _ |Confirmed . .
Type e nalig M= TP e AU} 7| (years)® T to Sun's equator (') T |eccentricity ~ (days) O ) © | |z O
Mercury 0.382 0.06 0.39 0.24 338 0.206 58.64 0 no minimal
Venus 0.949 0.62 0.72 0.62 386 0.007 -243.02 0 no Co,. N,
Terrestrial planet -
Earth™ 1.00 1.00 1.00 1.00 7.25 0.017 1.00 1 no N, 0,
Mars 0.532 0.11 152 1.88 5.65 0.093 1.03 2 no CO, N,
Jupiter 11.209 378 5.20 11.86 6.09 0.048 0.41 66 yes H,, He
Satumn 9.449 95.2 9.54 29.46 551 0.054 043 62 yes H, He
Gas giant
Uranus 4.007 14.6 19.22 84.01 6.48 0.047 -0.12 2 yes H, He
Neptune 3.883 17.2 30.06 164.8 6.43 0.009 0.67 13 yes H, He
Ceres 0.08 0.000 2 25-3.0 4.60 10.59 0.080 0.38 0 no nane
Pluto 0.18 00022 = 297493 248.09 17.14 0.249 -6.39 4 no temporary
Dwarf planet | Haumea 0.15<0.12 | 00007 = 352-514 282.76 28.19 0.189 0.16 2 ? ?
Makemake ~0.12 00007 38.5-831 309.88 28.96 0.159 ? 0 ? P
Eris 0.19 00025  37.8-976 ~B8T 44.19 0442 ~0.3 1 ? 70

36 . OL KV oEL§ TwV mAavnTwv

AUTO TIOU TIPEMEL VO UAOTIOLAOOUME €lval Tnv avtlotolio tng Kivnong Twv
nmAavntwv oe frames pe mAnpn avoaioyia.

Apxlka& Ba TPETEL va OPLOOUKE TNV TPOXLA Kivnong tou kaBe mAavntn. Ma va to
netuXoupe Ba KAvou e Xprion Twv curves. Oa SouléPoupe Eava oto top viewport. Amo
To Curves pevou emidéyoupe to NURBS Circle. EmiAéyoupe Eava to Snap to Grid epyaleio
TPV OXESLACOUUE TOV KUKAO yLa Vol EpapUOCOUE TNV TPOXLA EMAKPLBWE OTA OVTLKEIEVA
HaC. ZeKWVAUE TNV oxedlaon amo To KEVTPO Tou NALOU, IOV €ival Kol n apxn Twv afovwy
TOU grid, KoL TO EMEKTEIVOULE WOTE N OKTVOL TOU va epapUOOEL OKPLPWE OTO KEVTPO TOU
TAQVNTN HaG. ITNV MEPLTTWON TOU MPWTOU Uog rAavtn Mercury, n aktiva tou KUKAou
niou oxedlacape Ba Gtacel otnV 4n KOKKLVN ypaupn tou grid, 6on akplpwg eival SnAadn
KOlL N amooTacr] Tou amod tov AALo. O KUKAOG Tou SnULOUPYHOAUE AMOTEAEL KAl TNV TpOXLA
Tou Neptune, kot tov petovopaloupe oe NeptuneTrack. Emiong auv€avoupe ta Sections
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ano ta Inputs tou circle ota 50. EmavaAnmuikd SnpuloupyoUUE OAEG TIG TPOXLEG TWV
mAavNTWV. AUTO TTOU EVEL VO OPLOOUHE TWPO £lval N Kivnon oToug MAQVHTEC.

Mo va ELOAYOUE Kivnon €vOG OVTLKELMEVOU OE [l TPOXLA, ETIAEYOULE aPXLKA TO
U0 avtikeipeva. Mnyaivoupe oto Animate — Motion Paths — Attach to motion Paths kat
praivoupe ota settings tou. ¥to Time range Oa sm\é€oupe to Start/End, wote va
oplooupe TNV apxn Kat To TEAog tng Kivnong tou mAavntn. Ito Start time Ba ewoayoupe
™V T 1, ywori Béloupe n kivnon va ekwvael ano to 1o frame.

H Ty mou Ba elodyoupe oto End time, gival kal autr ou Ba TPEMEL va €pXETaL
0og avaAoylol HE TNV MPOYHOTIKA Kivnon twv mAavntwyv. 2tnv otAn Orbital period tng
€lKOVAC (36), £€xoupe TNV SLAPKELD TNG Kivnong o€ xpovia, ULag TANPOUG TEPLOTPOPNG
gvog mAavntn yupw amo tov nAo. Metadppaloupe pe omAni pEBOSO TwWV TPLWV TIC
OVOAOYLKEC KLV oeLg os frames :

Mercury 74460
Venus 189252
Earth 310250
Mars 583270
Jupiter 3.679.565
Saturn 9.139.965
Uranus 26.061.000
Neptune 50.881.000
Pluto 76.631.750

Ot TIpég ou mpogkupav Ba eival ol TLHEG ou Ba eloayoups oto End Time tou
KABe TAQVATN, WOTE VA UTIAPXEL AVTLOTOLXLON TNC Kivnong Toug. MpLv TIG ELodyoups, Ba Tig
HUELWOOUME OAeC Kata €va Pndio yia otpoyyulomoinon kot eukoAia. Na eronuavOel ott
To unko¢ frames tou timeline, Ba mMpémel va gival TouAdxLotov 600 To pnko¢ frames tng
HEYAAUTEPNC Kivnong mAOVATN. ZUYKEKPLUEVA, TOUAAXLOTOV 000 To MAKog frames tou
M\oUTwva Kol oUTO yla va S0UHE OAOKANPN TNV Kivnon tng meplotpodng tou,
TOUAQ)LOTOV pLa ¢popa.

Kavovtag Aowutov attach tng tpoxldg kivnong tou kaBe mMAavATN HE QUTOV Kal
natwvtag play, BAémoupe OTL €xel Oviwe amodwbel ocwotd n avaloylo otnv Kivnon.
MapatnpoUpe OUWG WG KABe mMAavNTNG adol eKTEAECEL pHia TIANPN TIEPLOTPOdI), HEVEL
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£TELTA AKIVNTOG 0TNV OpXLKN Tou B€on, kaB' 0An tnv dldpkela tou animation. Xpelaletat
Aowmov va BAAoupE TtV Kivnon twv mAavntwv Stapkn emavaAnyn, avefoptnTtwe Tou
UNKOUC TOU animation.

‘Exovtag emiheypévo tov TAAVATN Tou O€Aoupe, mnyaivoupe oto Window —
Animation Editors kat avoiyoupe tov Graph Editor. to View mataue Frame all, yia va
gudavicoupe OAn TNV Kivnon Tou OVTIKELPEVOU. Epdaviletal plag popdng ypadikn
TmapAaotacn, mou oUpPBoAilel Tnv umapxouca kivnon tou mAavhtn. Me click n drag
eTUAEYOUE OAOKANPN TNV YpodLKA TTAPACTOCN Kol tnyaivoupe oto Post Infinity katl oto
Cycle. Twpa matwvtag To play, mapatnpoUue OtTL n Kivnon tou mAavntn nailel adlakomna
Kal ouvexopeva, ooa frames tou timeline kat va eloayoupe. Me autr tnv dwadikacia
edpapudloupe TNV Kivnon og GAOUC TOUC TTAQVITEG TOU CUOTHHATOG LG,

37. H tpoxia tou Neptune
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4.14| EXPRESSIONS KINHZHZ XTO MAYA

KaBe mAavAtng KAVEL EKTOG amd tnVv TePLopA TOU OTOV NALO, Hia TIEPLOTPODLKN
Klvnon Tou gautol tou, otov KaBeto afova y, mou opiletol and To KEVIPO Tou. Ao TNV
elkova (30), €xoupe tnv dopa meploTpodnc Tou kabBe mAavAtn (6e€ldotpodn —
aplotepootpodn), evw amnod tnv otnAn Rotation period tng elkdvag (36), tnv dldpkela os
NUEPEC IOV XpeLaleTal 0 KABe MAQVATNG yla vo EKTEAECEL pLa TARPN Tteplotpodr). O Adyog
mou AapBavoupe umoyn T SUO AUTEC TAPAUETPOUC, £ival yla va avamapaotadel
duoLKa n Kivnon XPOVIKA, 0€ GUVAPTNON HE TO UTIOAOLTTO 0UVOAO TwV mMAavntwv. Exovtag
KATAOKEUAOEL TIC TPOXLEC TOPELOC TWV TAavVNTWY, Ba UAOTIOLNCOUE TPpWTA TNV Kivnon
Tou KaBetou afova Tou mMAavnTn Le xprion Expression.

Oa mpémel va peletriooupe TG Stadopég xpriong Expression kat MEL kupiwg yia
Kivnon, yla va avtiAngdBoupe kaAUTEpA TNV EMIAOYN TNG TPWTNG EVAVTL TNG SEUTEPNC OTNV
OUYKEKPLUEVN TIepimTwon xprong. 2ta Expressions :

1) ‘Exoupe ameuBeiag mpooBoon oTA AVTLKEIMEVA HOC KAAWVTAC TNV OVOUOOLO TOUG,
evw otnv MEL Ba mpémel va yivel pe Xprion eVIOAWV OTMwc getAttr, setAttr,
getParticleAttr, rj setParticleAttr kot

2) MmopouUpe va kavou e ameuBeiag xprion Twv petaPAntwy time kat frame

Me tov kwdika tng Expression BéAoupe va dnpoupyrnooupe tnv Slapkn Kivnon
QUTN TWV TTAQVNTWVY, LE TPOTIO OV va PNV géaptdtal and tov aplBuo twv frames pag.
MOALg dnAadr oplooupe TNV TPOXLA TNG Kivnon Toug Kol HAALoTa o€ avaloyio petagy
Toug, oL MAavNnTes Ba Bpiokovtal og dlapkr) Kivnon, AoXETA UE TO UNKOG Tou timeline mou
Ba opiooupe. Opiloupe Kat' QUTOV TOV TPOMO TIG KIWWAOELG TWV HOVIEAwV Tou Oev
Tpomnomnololvtal aAAd kot 6ev BEAOUUE va OTOUATOUV OTO UNKOG OAOU TOUu animation,
avefdptnTa amd TV TEALKH SLAPKELA TOU. ZUVENWG Elval EUKOAQ AVTIANTITO OTL O APLOUOG
Twv frames 6ev pag amacyolel. Mag svdladépel OpwG o KwdIKAG TNG Kivnong Twv
QVTIKELUEVWY TOU Expression va BplokeTal € avTLOTOLXla PE QUTAV TNG TPAYUOTIKAG TWV
mAavnTtwv. MNa va kataAdBoupe mola Kivnon MPEMEL va YIVEL 0TOUG TTAQVATEG TIPETEL val
Toug efetaooupe oto Maya. KaBe mAavntng mepLloTpEPETAL QMO EVaV KEVIPLKO Afova.
‘Exovtag Swoel TNV ywvia kKAlong Tou kaBe mAavntn, to {nToupevo eival va Bpebel molog
amnod toug 3 afoveg (xyz) eival o kaBetog. EmAéyovtag oto Maya omolovénmote mAavntn
KAVOUE rotate ava afova yia va doUpe ta onueia avadopag Tou.
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EUkoAa Aourtov mopatnpoUpe OTL N Kivnon mou gival n emBuuntr, ivat autny otov
y afova. AuTo €XeL va KAVEL UE TO viewport dnuloupylag Tou KABs avTKEMEVOU OAAG Kall
ue to Offset application tou texture, yU' autd kat pmopel va diadépel kabe dopa. Me
amAn mapatipnon Kat Rotation Bplokoupe elkoAa tov afova avadopdc. H kKAnon twv
HLOVTEAWV OTO expression YIVETOL e TO OVopa Tou opioape f to default av ev to £xoupe
tporormnolosl. Edw mAéov avtilapPavopaocte OTL N ovopaciot TOU OSWOAUE OTOUG
TAQVATEC SEV NTaV HOVO yLla SLoXWPLoOUO ToUug aAAQ Kot yio EUKOAN avadopd Kal KANon
Toug otnv MEL kal ota Expressions onwg Ba SoUpe mopakAatw.

Oa KAVOUUE Xprion tTN¢ eVToAng rotate. MeAstwvtag tnv cuvtagn Kal To oplopata
mou embExetal, emAéyoupe TNV rotateY SwotL eival n kivnon otov afova mou oG
evlladépel. Oa dnuoupynooupe €va MEL Expression oto omoio Ba kKwSLKOTOWCOUUE
OAEG TIC KIVAOELC TwV TAavNTwyV. Mnyaivoupe oto menu Window-Animation Editors kat
emAéyoupe TO Expression Editors. Xto Expression Name &ivoupe tnv ovopooia
SelfRotations otnv ouvéxela mnyaivoupe oto Expression yla va ELOAYOUME TOV KWOLKA.
Itnv MEL, n kKAfon &vOocg QVTIKEWWEVOU Kal N avadopd O aUTO YIVETAL UE TNV ovopacia
Tou. AkoAouBel n telela (.) kot €melta n KAon NG evtoAng. MNa va Sdwooupe kivnon
Aoundv otov Mercury, eLoayoupe oto Expression :

Mercury.RotateY =;

KaBe evtoAn tng Mel teAewwvel pe tov xapaktipa (;). H evioAn pog eival cwotn
OUVTOKTLKA, OAAQ TO QVvTKeipevo pag 6ev €xel kapia kivnon, &lotL dev oploape tnv
ToxutnTa pe tnv omolia Ba kwvnbel. Oa yivel xprion tou time. To time moAAamAactaletal e
TOV YyVWoTo teAeoth) (*). Me amAn péBodo Twv Tplwv Katl onpeio avadopdg tnv tun 10
otnVv yn, Bplokoupe TIC TIUEG TtEPLOTPOdNC Tou afova tou KaBe mAavntn. Ol Tpég Ba
OOTEAECOUV TOV CUVTEAEOTH TaxUTNTOC MEPLOTPODNG TOU time. TEAKWE T TIEPLEXOUEVA
Tou expression SelfRotations sivat ta €€N¢ :
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Mercury.rotateY = time * 0.17;
Venus.rotateY = time * 0.4;
Earth.rotateY = time * 10;
Mars.rotateY = time * 9.7;
Jupiter.rotateY = time * 24.3;
Saturn.rotateY = time * 23.2;
Uranus.rotateY = time * 13.8;
Neptune.rotateY = time * 14.9;

Pluto.rotateY = time * 1.5;

Ta expressions pmaivouv oe epapuoyr) aneubeiag petd to applications toug. To
OTMOTEAEOMA TOUG elval evtedwg aveaptnto pe ta frames Tou project pag kot dev
EUMAEKOVTOL OTLG KIVAOELC TTOU €XouVv NéN epappootel pe onotadnmote peBodo. Mpoooxn
Xpelaletal otnv ocuvtaén TWV MAPAUETPWY KOL OTNV AMOCPAAUATWON TOU KWK, EVW
urmapxel BonBntikry yevvnAtpla expression otov Expression Editor, yiwa taxlUtepo

OTTOTEAEC QL.

EMIAOTO2

Kataokevaoaue éva olokAnpwuévo project @TIAYUEVO QITOKAELOTIKA Qrtd TO
Maya. Ano tnv Snuloupyior QVTIKEIUEVWY, UEXPL TNV EUPAVION KAl QWTOPEAALOTIKN
eéouoiwaon, uéxptL tnv xprion effects tou Maya kot kwdka ylo epapuoyn kivnong. 2to
EMMOUEVO Kal TEAeUTaio Ke@dAato avalvouue tnv teAikn Stadikaoia eéaywync Tou TEALKO

animation.
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KEDAAAIO 5

KAMEPEZ KAl EZEAI'QrH RENDER

5.1| XPHZH KAMEPAZ :TO MAYA

Mo TNV Tapaywyr TeAlkol animation Ba yivel xprion kauepag. Epooov €xoupe nén
edbapuooel TNV emBupntn Kivnon ota avtikeipeva Tou project pag kal dev BEloupe va
TNV EMNPEACOUE, ELOAYOUHE MLOL vONTA KAUEpa. AuTH €ival éva avtlkeipevo-gpyaleio
Tou Maya, yla e€opoiwaon BLVTEOOKOTNONG TOU TPLOSLACTATOU Xwpou. AnoteAel dnAadn),
€vav SUVAULKO TPOTO BEACNC, WOTE VA UTIAPXEL OATMOTEAECUATIKOTEPN Slaxeiplon porng tg
TPLOSLACTATNG ATELKOVLIONG, Yia TV Stadikacia e€aywyng animation.

camera: CAMERAShape

¥ Camera Attribu

38. Kauepa oto Maya

QG avTIKElPEVO, N Kapepa SEXETAL TIOAAEG OO TIG PACLKEC TIAPOAUETPOTIOL|OELG
(scale, move, rotate KAm) KoL €l0Ayel KawoUupyleg OLOTNTEC mpoBoAng. la va
Snuioupynooupe pia Kapepa rinyaivoupe oto Create — Cameras — Camera. Me tn yvwoTh)
Stadwkaoia, tnv petovopalovpe o CAMERA yla sukoAia avadopdc. Na €monUAVOULE
OTL WITOPOUHE VA EXOUUE TAUTOXPOVO TIOAAEC KAUEPEG O €va project kal £melta va
oplooupe ta xpovika Sdlootripata ota omoia Ba mpoBAAAeL n kaBspia amd AUTEC. ITIG
6Lotntec tou Attribute Editor pumopoupe va oAANGEOUE TNV ywvio B€acong TG KAUEPAS KOt
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to focus tNG. MmopoUUe va XPNOLUOTOLNOOUPE KamoleG omo TG default Tupég
Sladpopetikng Kapepag, emidéyovtag oto Film Back to Film Gate. Epeig 6a emlé€oupe tnv
35 xthtootwv TV Projection kdapepa. MmopoUue va SoUpe TG SLadOPETIKEG ATEIKOVIOELG
ova Taco OoTwyun, matwvtag Panels — Perspective Kol €MIAEYOVTOG TNV KAUEPO TIOU
B£Ahoupe. To viewport mAéov pog Seixvel akpLBWGE TNV MPOOTITIKN TIOU €XOULE HECA OO
TNV KAPEPO Kal TO MWE akpBwWE Ba amewovioTel oto TeEAkO animation. Afla avadopdc
eival ta Depth of Field, mou puBuilouv to BaBog Béaong, to Environment mou opilel tnv
nipoPoAn ¢ovtou otnv KAapepa Kat to Output Setting, TOU €XEL v KAVEL E TIC OPATEG
oAAQyEC OTOV TPOTIO ATELKOVLONG TNG KAUEPAC, KOTA TNV Stadikacia tou rendering.

‘Exovtag eloayel TG emBUUNTEC PUBUIoELS oTnV KApepa, NPBe n wpa va TG
dwooupe kivnon, xapalovtag tnv mopesia mou Ba akoAouBrjoel. Tnv kivnon Ba tnv
oplooupe pe tov oplopo key frame animation oto timeline. To key, eival otnv ouvcia éva
frame — ota®uoc Tou timeline, oto omoio onuatodotoluvtal ot aAAayEC TNG Kivnong. Auto
Soulelel wg €€n¢. Mnyaivoupe oto frame tou timeline to omoio onupatodotel To TEAOG
pLog kivnong. Ooco Bplokdpaote os auto to frame, pEpoupe TNV BECN TWV OVTIKELLEVWY
otnv B€on mou B£Aoupe va Bplokovtal oto cuykekplpévo frame. Emelta elodyoups €va
key a6 to Animate — Set Key, ) matwvrtag to mARKTpo (S). 2to timeline pog napatnpol e
otL ota frames mou umtapyouv keys, epdavilovrtal pHe KOKKIVEG YPaUUES. Matwvtag to play
ano 1o apxkd frame péxpt to frame tou key, mapatnpoUue OtL To Maya €xeL nén
avaAdaBel va dnuloupynoesl TpoxLa opaAng kivnong. Me tnv texvotporia auth, £xoviag
TIAVTA ETUAEYUEVN UOVO TNV KOUEPO HOG, TNV UETAKWVOUUE oTa SLadoxIlKa onuela B€aong
mou B€Aoupe va amelkovilovtal otnv TeAkn efaywyn. TNV MEPUTTWON HAG, KPOTAUE
TIAvVTa KaTA vou, Twc ta 24 frames, avtiotolyilovtal oe 1 SEUTEPOAETITO MPOYHOTLKOU
XPOvVou. Juvenw¢ umoloyilovpe ta frames mou Ba xpelaotoupe, moAAamAactalovtag To
24 pe ta deutepoAenta animation mou B€Aoupe va e€dyoupe .

JuvoAika frames animation = (frames/SeutepdAemnto) * Seutepodenta Sitdpkelac

JuvoAika SeutepOAenta animation = cuvoAikd frames / (frames/SeutepoAemnto)
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5.2| TEAIKH EZATQI'H RENDERING

Me tnv oAoKANpwaon TNG Kivnong TG KAUEPAC, EPXETAL N WPA TNG TOPAYWYNC TOU
animation. Ol puBuioelg tou render yivovtat and to Option - Render Settings tou Render
View. Elval KOWVEG yla elkOva Kot video.

dfglhjgofldihjfgsdihlodfiiglsthiljhsfsfhijhlsfdlipsfglicihdfgs New_Project/images|
animation.0001.jpg
: animation.1200.jpg
Image size: 1280 x 720 (17.8 x 10 inches 72 pixels/inch )

slur production

¥ Color Management

fanagement

¥ File Output

Field Options
Raytracing Quality
Motion Blur

Render Options

Renumber frames Memory and Performance Options

39. Render Settings tou Maya

Apxka dpovtiloupe va €xoupe emAeypévo to Software Maya Renderer, évavtt Tou
Hardware Renderer. Autd cupPaivel 510TL To TeAeutaio, Sev umoloyilel Ta meplocoTEpPQ
post processing effects, Ray Tracing wWbotnteg kat ta Maya fluid kot pn effects. Ita
common adnrvoupe tig default Tipég pwtiopoL tou Color Management kat opiloupe oto
File Name, to ovopa tou apxeiou mou Ba mapaxbel. Ito Image Format €xoupe OAeG TIC
SlaB€olpeg emAOYEG SLOPOPETIKWY TUTIWV OpXEiwv Tou umootnpilel To Maya. Edw
UMOPOULE va €EAYOUUE, aVAAOYO LLE TOV TUTIO TNG EMEKTOONG TOU QPXELOU, OE €LKOVO,
oslpa elkovwy 1 format video. EmAéyovtac enéktaon Blvteo OnMwc my avi, LMOPoUE OTLG
puBuUioELC TOU, VO OPLOOUUE TNV TOLOTNTO CUUTiEONC Tou. AuTd cupPaivel mavta oe
ouvaptnon Pe Ta encoders TIOU €XOUE TIPOEYKOTECTNUEVA OTO cUOTNUA MoG. MLag Kot
emBUpOUE va Tapayoupe Bivteo, daivetal autovonto va emAé€oupe kamola popdn
eMéKTAoNC BIvTeD. ITNV MPAyHATIKOTNTA OUWC N HEBodocg autn dev eival n BéAtiotn. H
HEBOSOC OV XPNOLUOTIOLEITAL TIEPLOCOTEPO ATIO TOUG EMAYYEAUATIEG TOU XWwpPOoU, gival
outn ™¢ e€aywync Twy frames o€ eLKOVEC Kol EMELTA N XPHON TOUG yla tapaywyn Bivteo.
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AutO oupPaivel emeldn, av ylwa omolodnmote Aoyo Slakomel To animation katd tnv
Stadwkaoia tou rendering, To TEAIKO apxeio animation Ba eival pn mpoofacipo Kat
OUVETWC Axpnoto. A¢ pnv &exvape mwg n umoAoylotiky Stadikaoia rendering, sivat
TeEpOOTIOU UTIOAOYLOTIKOU KOOTOUG. Me tnv péBodo Xpriong €lkovwv, av SloKomel To
rendering, UTOPOUE VOl GUVEXLOCOUUE TNV Mopaywyn Tou amno to frame mou oTtapdtnoe.
Emiong pmopoUpe va eAéyfoups TO QMOTEAECHA TIOPAKOAOUOWVTAC TA TPWTA TEALKA
frames kot va SLaKOPOULE 1) TPOTOMOLCOUME TNV Mopeia. Emiong eival mo €UKoAn n
Slaxelplon kKoppatiwyv tou project. Oa emdé€oupe Aoutov to JPEG wg to format tng
e€aywync, mou pEpPeL TOAU KAAO AOYO TOLOTNTOG — GUUTTLEONG.

Yto Frame/Animation ext , emAéyoups tnv popdr) ovopaoiag Twv £EQyOUEVWV
opxelwv evw oto Frame Padding, tov aplBuo twv Pndiwv mou BEAoupe va €xoue otnv
ovopaotia. @povtiloupe n popdn va sival tumou filename.##.ext. Autd onuaivel otL ta
opxela Ba €gouv otnv apxn To OVOUO TIOU OPLOOUE, EMELTO TOV aplOUO Kol TEAOG TNV
enéktaon. Eav n eméktaon Sev Bploketal oto TEAOC, Ta apxeia Ba sival pn avayvwoluo
oo 1o cuotnua. Mpooéxoupe MOAU €miong otov aplBud tou padding. Av yla moapadstypa
0 aplBuog twv frames mou Ba mapaxBouv sival TpuPrdLog, Ba MPETEL VAL ELOAYOULIE TIUEC
Aavw Tou 3. Y& mepimTwon aplBuou e€aywync apxeiwv peyaAlTepo autol Tou padding, n
apiBunon yivetat Aaboc and to Maya kat xavetat n aAAnAouyia Tou animation.

Yto Frame Range opiloupe 10 Mpwto Kal TeAeutaio frame tng e€aywyng. Oa
napaxbouv 6nAady Oha ta frame petafl TOU TPWTOU KAl TOU TeAeuTaiou,
oupnepAapBavopévwy autwyv. Me amAd Adylo e€AyOUHE TO KOUUATL TOU animation mou
XPOVLIKA Xpelal{ONAOTE.

Yto Renderable Cameras, emAéyoupe TO view N TV KAPEPA otnv omola Baociletal
To render pog. Xtnv meplmtwon pag, entAéyoups tnv CAMERA, eddoov Souleloupe pe
OUTAV KOl APVOULE TLC UTIOAOLTTEC ETILAOYEC WG EXOUV.

Yto Image Size opiloupe TNV avaAluon mou Ba £xeL To TEAKO amotéAeopa. Epeic Ba
emAé€oupe To HD 720 kat Ba adpriooupe tig default Tipég tou, evw oto Render Options,
dpovtilovpe va €xoupe amoemideypévo to default light tou Maya, ylati aAwg Ba
TIAPOKAUPEL TIC PWTEVEG TINYEC TIOU E£XOUME £lodyel Kal Ba edpapudosl oe OAa Ta
OVTIKELUEVA TOV (610 PN PEAALOTIKO GWTLOUO.

Jto Anti-Aliasing Quality tou Maya Software, puBuiloupe tnv moloTNTA TOU
antialiasing oto teAlkd apyeio. Avadoplka va moupe Twe antialiasing sivat n pébodog
efopdAuvong OMAOoTAG QTELKOVIONG oTa pixel, Tou oupPaivel amd TNV Omomelpa
TPOoPBOANC €vOC vonta TEAELOU TPLOSLACTATOU OXNHUATOG, OE €VOl TIEPLOPLOUEVO TIAEYUQ
OTOLXELWV amelkovIong pixel, Omwc eival auto tng 000vNnG. e peyaAuTepeg aVaAUOELC KoL
LE TIOLOTIKOTEPO antialising, éxoupe KAAUTEPO OMTIKO amotéAsopa. Epeic Ba emAé€oupe
w¢ Quality to 3D Motion Blur Production oto Highest Quality.

Oa adr)ooUUE TIC UTIOAOLUITECG EMLAOYEC OTLC TLUEG TIOU €XOUV.
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MNa va yivel e€aywyn twv 0Awv twv frame oe apyelo oto range mou opioape
emAéyoupe to Render-Batch Render. Itnv dwadikacia tng tplodldotatng oxedloong pog
BonBaeL n amAetn RAM oto cuotnua, evw otnv Stadikaoia Rendering n woxug Ttou
enetepyaoTn HaC Kol KUPLWGE 0 LEYAAOG aplOUOG TTUPHVWY TOU.

5.3| MAPATQIH APXEIOY BINTEO

To amotéAeopa ¢ Stadkaociag tou rendering ival pla cwpeia aplBunpévwy
JPEG. lNa va napayBet Eva teAko video, Ba XpnOLLOMOLCOUUE TNV avTioTtoln edbapuoyn
HUETATPOTNG EIKOVWV O animation, tTN¢ €mMAOYNG HOC. XPNOLUOTOINONKE TO WIKPO KO
ehadpu freeware Photolapse, MOU TOPEXEL OTMOKAELOTIKA QUTIV TNV AELTOUPYLKOTNTA.
Opilovtag to source Tou otov dpakelo mou mepLéxel ta JPEG, ¢ppovtiloupe ta FPS va ival
ibla pe auta mou oploape oto Maya (24). Ie Swadopetikn mepimtwon Ba €xoupe
0UEOUOLWOELG OTNV TaXUTNTA Kol SLAPKELD TOU TEALKOU QIMOTEAECUATOC, OE OXEON TIAVTA
HE TO apXLko. Emelta pe to Create Movie, e€ayoupe To animation pag¢ os popdn video.
Itnv emloyn codec, Ba To0 adricoups acuprmnieoto. To TeAKO avi Ba To €l0AYOUME OTO
Movie Maker amé o6mou 6a amodacicoupe Kal TNV cuprmieon mou emBUUOUUE, HE
KpLtrpla LEYEBOUG KoL TTOLOTNTOC.

—Jm [MOVIES] =

40 . TeAko eéaywyiuo animation ue xprion PhotolLapse

EMNINOIoz

MeAetnoaue 8nua Bnua tnv Stadikaoia mapaywync teAikou eaywyiuou video Le
NV Xpnon Kauepac UEXPL To TeAko render. Eidaue tov tpomo allda kot ta onueio oto
onoia nmpemel va dSwoouue Baon yla mopaywyrn €Vog alodnTikoU OoMOTEAECUATOC, OF
ouUVAPTHON TTAVTY UE TO UTTOAOYIOTIKA KOOTN KOl TIC EKAOTOTE QITALTOELC UAG.
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2YMMNEPAZMATA

To Autodesk Maya amoteAel €va mavtoduvapo oxeSlaotikd epyaleio. Eival pa
OANOKANPWUEVN EMAYYEALATIKY) coulta Tplodlaotatwy ypadikwy mou e€eAixbnke os pia
urmtepmAnpn edappoyn. EXel éva TEPAOTIOU OYKOU EKTOTILOUO TIPOEYKATECTNUEVWVY
epyaAciwy Kal N AELTOUPYLKOTNTA TOU ETIEKTEIVETAL ONUAVTLKA HE TNV Xpnon plugins tng
Autodesk aAAd kol Tpitwv Kataoksvaotwv. H ekpddnon tou Interface tou eival pa
dlaitepa emimovn Sdwadikacia mou clyoupa OpwG avtopoiBel Tov xpriotn mou SlabEtel
Xpovo. YrmepBoAilka moOAUTIAOKO Kol SUOYXPNOTO yla TOV apXAplo, O OXECN TAVTIA HE T
avtiotoa Ul Tou avtaywviopou. TEAKWS OpwWE, avtapoiBeL tov xpriotn mou Ba £€pBel ot
xpovia TpPn, auvéavovtag Kkatakopuda TNV MOPAYWYLIKOTNTA Tou. Auto cupBaivel Aoyw
Tou TARpoug customizability mou mapéxel, kat TG TOAAEC eVAAAOKTIKEG UEBOSOUG
gpyaociog ylwo omolodnmote amnoteAeopa, kablotwvtag tnv dwadikacio oxedlaong un
VPOUULKY), HOVOSIKA TIPOCOPUOCUEVN OTov KABe oxebtaoty Kot eguéAiktn. O
EVOWHOTWUEVOG Renderer gival apKeTA MOLOTIKOG OAAG LOU EKOVE EVTUTIWON N ToXUTNTA
ToU alyopiBuou umoAoylopol Tou TeAKOU e€aywylpou, KaBwe Atav taxUTATn Kl HE
evepyonolnuéva oAa ta physx, post effects, pwtiopolc kat oklaoelc. Aflo avadopag sivatl
olyoupa to character rigging, mou avrkel ota kopudaia mou KukAodopolv otnv ayopad
ouUTAV TN oTyun, evw ta fluid kot paint effects Tou ektoéelouv To ALEONTIKO ATTOTEAEGHAL.
H Autodesk mapéxel apoyn umootnplén Kol To MPolov avamtuoosTal Kal e¢eAioosTal
SLapKWG.

Moté Ouwe N SoUAeld evog KAAGOU OTWG elval AUt TNG TEXVNG OEV LKOWVOTIOLELTOL
arnd Pl edappoyn. Autd ocupPaivel eite emeldr) KAMOLEG UTIAPXOUOCEG AELTOUpYLES,
yivovtal amlouotepa, €ite MAPAYWYLKOTEPA N KoL aKOpa KOAUTEpa o€ OLadOPETIKEG
ePapUOYEG, EVW AAAEG ETIKEVTIPWVOVTOL OE CUYKEKPLUEVA KOMUATIA TNG OXESLAOTLKAG
Stadkaoiag. To meplocdtepo whEALUO, €ival n TP He 600 1o Suvatdv To TOAAA
epyaAeia, kal xprion Ttoug avdaloya e TNV ekdotote mepiotacn. H ouvABela kat
pnebodbevpévn okéPn elval katd kavova amoloeq otov KAAATEXvn Tou avalntd To
KALVOUpPLO Kal TO SLadopeTIKO. ZUVETIWG O KaBEvag dnULloupyel pLa EVIEAWG TPOCWTILKN
por oxedlaopuoU Kal mPocappOlEL TNV epyacia Tou otnv edapuoyn, OxL To avtibeto.
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Bprikat To Zbrush éva KATAMANKTIKO €PYAAE(O KAl N AVONTOOTIACTO KOMUATL TNG
Tplodlactatng oxediaong, avefaptritou Baotkng epappoyng. O Tpomog dnuloupylag Kot
AemToUEPELAG €lval PEXPL OTYUNG QEEMEPAOTOC. ZexwpLoa to Maya yla tnv Stadikaoia
Tou animation kaBwg PBplokw tv Pplocodia Tou TOAU QNMOTEAECUATIK OTOV TOUEQ,
napaAAnAa opwg to user interface tou 3DS Max tou Blender kat tou Cinema 4D oAU 1o
dAKO oToV XproTn Kal eUKOAO 0TV eKUABnor tou. Elval yeyovog otL to Maya eival moAu
SUoXPNOTO Kal EMIMOVO yLa Tov pwTtdpn. Emiong Eexwpilw to Blender otig TeAeutaieg tou
ekd0ooelg. Exovtag avaoyediaoel to Ul kal mapapévovtag dwpedv, Sgv UTIAPXEL KAVEVAG
AGyoC yla va pnv dokLpaoTel pv amod kabe epmoptkn €kdoaon. Aev KAAUTITEL OAOKANPO TO
ddaopa Twv EPMoplkwy, OAAA TNV KoAUTTEL TtV TAsoPndia Twv oxXeSLACTIKWV
QTALTAOEWV.

Maya's Base Mesh Tbrush’s Defailing

41 . Eneéepyaoia povréAou ano to Maya oto ZBrush
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EMNINAETMENEZ NHIEZ ANO TO AIAAYKTYO

http://forums.cgsociety.org

irc channels : #cgtalk , #maya
http://www.everythingdmaya.com
http://www.digitaltutors.com/training/maya-tutorials
http://www.wonderhowto.com

http://www.digital3dmodels.com/products-page/freematerials/human-male-
zbrush-free/

http://nineplanets.org/

http://advmaya8tutorials.blogspot.com/2007/09/nurbs-v-polygons-v-
subdivisons.html

http://www.smashingmagazine.com/2009/08/27/the-ultimate-collection-of-maya-
3d-tutorials/

http://www.hongkiat.com/blog/100-maya-3d-tutorials-beginners-intermediate-
advanced-users/

http://www.pixel2life.com
http://www.worldofmaya.com
http://www.creativecrash.com/maya/
http://www.3d-tutorial.com/tutorials.php?cat=17
http://www.3dmayatutorials.com
http://www.codeproject.com

www.youtube.com

http://www.cgtutorials.com
http://forums.autodesk.com/
http://simplymaya.com/
http://cg.tutsplus.com/articles/web-roundups/72-magnificent-maya-tutorials/

http://www.mayamodeling.com/
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http://www.thegnomonworkshop.com/store/category/167/Free-Maya-Tutorials
http://www.freemayavideotutorials.com/
http://simplymaya.com/autodesk-maya-training/category.mhtml?cat_id=23
http://www.mayavideotutorial.com/
http://www.getatutorial.com/tutorials/Maya/pagel.html
http://www.learning-maya.com/

http://forums.tutorialized.com/maya-77/
http://www.swinburne.edu.au/design/tutorials/maya-video-tutorials.php
http://www.getatutorial.com/tutorials/Maya/Animation/pagel.html
http://www.mayatutorial-s.info/videos/solar-system-maya-tutorial

http://books.google.gr/books/about/Mastering_Autodesk_Maya_2012.html?
id=pn_SHKNwbPYC&redir_esc=y

http://www.pymcu.com/mayaExample.html
http://www.wikipedia.org/

http://www.usedhamilton.com/classified-ad/E-learning-Courses-for-Autodesk-
Maya-Affordable-3d-animation-courses_15590384

http://forum.codecall.net/topic/48599-3d-solar-system-in-maya-85/

http://download.autodesk.com/us/maya/2009help/index.html?
url=Syntax_Differences_between_expression_and_MEL_syntax.htm,topicNumber=
d0e170240
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OPOAOIrIA - AEZIKO

animation : H toyxeia mpoBoAn oelpdg amo swkoévag, e otoxo TV dnuloupyla Tng
PevdaioBnong tng kivnong. Ita ypadikd UTIOAOYLOTWY, avadEpeTal oTNV mapaywyr Kot
e€aywyn teAkou video, pe otL dladikacieg autd meplhappavel.

annotatations : ZxoAla. 2to Maya eival n elcaywyn KELLEVOU WG AVOYVWPLOTLKO O
€VOL OVTLKELEVO YLa EUKOAOTEPN TTPOOPBacn Kot tPooAn Tou.

background : To ¢povto pLa okNVAG 1 EVOG OVTLKELUEVOU.

CGI (Computer generated imagery) : OAa ta ypadlkd mou €ival KATooKELACUQ
NAEKTPOVIKOU UTIOAOYLOTH.

expression (Maya) : Ekppdoelg evioAwv tou Maya, yla EAEYX0 TWV MAPOUETPWV
EVOG QVTLKELEVOU.

grid : To mAéypa oxediaonc. AmoteAsital amod (0eC O Amootaon KAOETEC Kal
0opllOVTIEC TEMVOUOEG euBeieg Kal UTtAPXEL W oXedlaoTikd umofonbnua. To vonto
MATWHA TNG Tpitng Stactaonc.

material (shader) : YAwo. Ztnv tplodiactatn oxediaon avadEPoupe wg UALKO, TLG
1610tNTEC OV MPOoodidoupe o€ Eva LOVTENOD, TTOU CUUTEPIAAUBAVOUV TOUG XPWHATIOMOUG
QTELKOVIONG KOl TIG OUMMEPLPOPEC GWTEVOTNTOC TOU QVIIKEWWMEVOU OAAA  Kall
avtavakAaong tou neptBailovtoc. Shader sival ta textures, ot pwtiopol, oL KAUEPES Kall
ta dtadopa shading utilities.

75 amo 79



Mtuxlakn epyacia tou dotnth TUTUAN Mavayiwtn

MEL (Maya Embedded Language) : NM\wooa oevapiwv tou Autodesk Maya, mou
avantuxbnke amo tnv (Sta yla amlomnoinon Twv SLadLlkacLlwy TN, UETA TNV eyKATAAEWPN
tou TCL

pixel : elkovootolyeio. H HikpOTeEpN uMOSLAlPEDN HLAG ELKOVAC TIOU aTtelkovileTal
o 080vn. To mMANBo¢ toug amnotelel TNV avaAuon tng 08ovng. Nepléxel ta dedopéva tng
B£0€wWG TNG OTNV ATIELKOVLON KOL TOU XPWHATOG TTOU TEPIAABAVEL.

pixol : H ovopacia mou £€6woe n etatpia Pixologic (kat Bacios tnv ovopaoia tng),
ota pixel Twv TPLOSLACTATWY ATIEIKOVICEWV TNG EPAPLOYAC TNG.

Plugin : Eva oUvolo otolxeiwv AoyLopLKOU, TIOU TIPOOBOETEL ELBIKEG LKOVOTNTEG OE
U peyoAutepn  edappoyr)  Aoylopkou. Tla  moapadewypa, Ta  plugins  mou
XPNollomolouvtal ocuviBwg ota MPOoypAUUATa TEPLiynong tou web eival ywa va
avamnopaywyn PBivteo, oapwaon wwv, Kot va eudavicel véoug TUMoug apxeiwv. Ito Maya
eival effects, renderers, kwdikag MEL kat shaders.

polygon : MoAUywvo. OL PIKPOTEPEC TPLOSLAOTATEC ETULDAVELEG, TO CUVOAO TWV
omolwv anoteAouv ta mesh.

post processing : H Stadikaoia BeAtiwong tng molotntag ypadkwv pe Stadopeg
pnebodoug, petd tnv Baowkn mapaywyn. MpocBétouv GpIATpa AMEKOVIONC KL TEXVOTPOTILEG
TPOMOMOLNONC TNC EUPAVIONG, LUE EKTEVH XPHON EOE.

Python : NAwooa MpoypapUATIoHoU. ApXIKA YAWOOO OEVAPiWV TOU AELTOUPYLIKOU
Amoeba. E€eAixOnke og aUTOVOUN YAWCOO TIPOYPAUUATIOHOU HETA TV 2N Kal 3n ekdoon
™G. TNV XopoKTNELEL N AVAYVWPLOLOTNTA TOU KWAELKA TNG KoL n €UKOALQ XPHoNG Kot
EKUABNONG TNG, TTOU OIMOTEAOUV KOl TOV QLUTOCKOTO NG Snuioupyiag tng. Avamtuoostatl
WG OVOLYTO AoYLoMIKO UTO TRV adeta GPL
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rendering : H Stadikaoia umtoAoylopoU Kal Snuloupylog oTyULoTUTIOU O€ eLkOva (N
Kal video) evog TPLoSLACTATOU HOVTEAOU, HECW OAYOPLBUWY TTIOU XPNOLUOTIOLEL N EKAOTOTE

ebappoyn.

TCL (Tool Command Language) : H Nwooa EvtoAwv EpyaAsiwv gival pla y\wooo
TIPOYPAUUATIOUWY CEVAPLWY TTOU AITOCKOTIOUCGE OTNV EVOTOLNGN TWV YAWCOWV QUTWV KoL
Beopodotnon otavtap, yw amoduyn xpnong Twv  SladopeTikwv - avefaptATwy
EVOWHOTWUEVWY YAWOOWV TIoU KaBlotoloayv Thv eKUABNor Toug emimovn Kal xpovoRopa
Swadikaota.

texture (texture application): Y¢n (epapuoyn udng). H amelkovion HLag LKOVOC
w¢ material og pla empdvela. H elkova autr) pmopel va eival pattern, oTLypLOTUTIO
duolkol UAKoU, dwtoypadia Kol yevikotepa omotadnmote popdr apxeiouv ypadikol
Siodlaotatng anewoviong(bmp, gif, jpeg, png, ico, ...)

Ul (User Interface) : Eival n Aeyopevn Alemadr tou Xpnotn Kal n opoAoyia tng
Bopnxaviag ywa va meplypapel tnv aAAnAemibpaocn tou Xpnotn Pe tnv pnxavh. GUI
(Graphical Ul), eivat n ypadikn avanapdotacn tng aAAnAenidpaonc autngc.

UV mapping : H tpomnocg pe tov omoiov nmpoBaAletal éva diodlaotarto texture, os
TpLodlaotatn enidpaveta. Exel va KAveL Pe TV TomoB£Tnon tou, eplotpodr], avactpodn,
emavaAnyn KA.

viewport : MapdaBupo npoPoAng. Ot SLadopeTIKEG OTTIKEG Ao Ywvia Tou project
[default : front (umpootvn), left (aplotepn) top (amd mavw) kot perspective (mpoormtikn)].
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OAHIOz XPHzZHZ AOrZMIKOY MAYA

Juppatotnta AELTOUPYLKOU CUCTAHUOTOC

To Autodesk Maya 2013 umootnpilel TIG TPELS ETUKPATECTEPEG TAATPOPUEG H/Y.

Windows XP, Vista, 7, 8 og ekbooelg Twv 32 kal 64 bit, Mac OS X kat Linux og Red
Hat rj Fedora 64 bit.

YTIOAOYLOTIKEC ATTALTHOELG

EAayloteg anmattioslg tng edpappoyng eival : enegepyaotng Pentium 4 1 AMD
Athlon kat avw, 2GB RAM yla 32bit kat 4GB RAM yia 64bit, 10 GB eAelBepo xwpo otov
okAnpo &ioko kal omotadnmote kapta ypadikwyv cuppartr pe to mpdétumno OpenGL.

H mpotewopevn ouvBeon eivat : Core Duo 1 Phenom kat avw pe 8GB n
neploocotepn RAM.

H ebapuoyn diatiBetat kat nAektpovikad, evw mapéxetal download tng Tpéxovoag
€k6oong Tou Maya AVEU TIEPLOPLOUWY AELTOUPYLKOTNTAG Yo Soklpaotik mepiodo 30
nUepwv, otnv LotooeAida tng Autodesk (http://usa.autodesk.com/maya/).

Ot dpoltnTEC KoL Ol SLOAOKOVTEG EKTTALSEUTIKWY WOPUUATWY, Urmopouv va Adfouv
KAlWOL xpnong tou Maya mAnpoug Asttoupylkotntag amd tnv Autodesk Education
Community (http://students.autodesk.com/), pe povadikd TePLOPLOUO TNV UTAPEN
watermark ota exports Tng epapuoync.
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