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Mtuxlakn Epyacia tou ¢oitntr EvBupiou MNewpylo

MPOAOIOZ

2TNV TTapoUoa TITUXIOKA QVTIMETWTTICETAI TO TTPORBANUA  €10aywyng
TPIOOIACTATWY YPAPIKWY O€ TTPAYHATIKO video XpnoIuoTIoOIWVTOG TNV AVOIXTH
oouita ypa@ikwy Tou Blender. H TTTuxiakr auTth avatrtuxinke ota TTAQiCIO TWV
ommoudwv Hou oTo TuAPa  pnxavikwy TAnpo@opikng pe  emBAETTOVTA
Kabnynth Tov K. KwvoTtavTtivo AlauavTtapa.

Me Tnv oAOKAAPwWOT] TNG TITUXIAKAG AUTG O avayvwoTng Ba gival o€
Béon va dnuioupynoel Ta BIKA Tou 3D avTIKEIUEVA KAl va Ta €I0AYEl OE Mia
TIPAYMATIKA OKNVI KABWG KAl VO OTTOKTHOEl PEPIKEG YEVIKEG YVWOEIG VIO TNV
Mnxavr) @uoikng Tou Blender, Ta UAIKA TwV QVTIKEIMEVWY OTTWG KAl KATTOIA
Baoikd TTpdypaTa yia oKEAETOUG yia animation.

270 1° Ke@AAQIO YiVETAl Hia YEVIKA €l0aywyr OTO TTPOYPAUMA KAl
egnyouvTal BaCIKEG AEITOUPYIEG OTTWG TNV HYETAKIVNON OTO TTEPIBAAAOV Kal TNV
Baoikn dlaxeipion TwWV AVTIKEIMEVWV.

2T0 2° KEQAAQIO TTEPIYPAPOVTAl Ol KATNYOPIEG TWV MOVTEAWV TTOU
XpnoigoTtroinénkav kabwg kal Ta UAIKA Kal ol TpotrotroinTég(modifiers) 1Tou Ta
TEPIBAAAOUV.

2710 3° KEQAAAIO YiVETQI Hia El0aYWYN OTIG AEITOUPYIEG TWV OKEAETWV VIO
T MOVTEAQ TOUG TTEPIOPIOUOUG KAl TIG OXECEIG TTOU AVATITUOCOOUV TA KOKKOAQ
TOUG METOEU TOUG Kal TEAOG TOUG OIAQPOPOUG TPOTTOUG ME TOUG OTTOIOUG
MTTOPOUME VA TOUG OUVOECOUE UE TO JOVTEAQ.

2710 4° KepdAaio g€nyeital n diladikacia AAYWNGS Twv TTPAYUATIKWY video
TTOU XPNOIYOTTOINBNKav yia TNV TTapaywyn Twyv animation.

2710 5° ke@AAaio TTepypdgovTtal ol dladikaoieg ou Motion tracking péoa
oto TepIBGAAovV Tou Blender wote 1O TIPdypapUa va eival o Béon va
KATtavonoel Tnv oknvh. AvaTITUOOOVTOl EKTETAMEVA Ol  OIadIKOOIEG TOU
Compositor Kal TwV JACKWY TTOU XPNOIKJOTTOIOUVTal 0T OKNVA.

2T0 6° Ke@AAAIO avatTTuocoovTal Ol OIadIKACIEG yIa TNV Trapaywyn
Kivnong oTa JovTéAa Kal Twv pubuicewy yia Tnv TTapaywyni Tou animation.

2T0 7° KEQAAAIO TTEPIYPAPOVTAI O OUVTOVIOUOG Kal Ol TEAIKEG
AETTTOMEPEIEG YIA TNV OAOKANPWON TOU animation TNG oKnNVNG.

270 8° KeAAaIO g¢nyouvTal ol dladIKaoieg Tou Rendering Kal Eaywyng
TWV ATTOTEAEOPATWY O€ EIKOVEG Kal video.

270 9° KEQPAAQIO AvaATITUCCOVTAI T TEAIKA CUPTTEPACHATA TNG £PEUVAG

TéNog Oivetal n Aiota Twv TNYyWV Kal TG BiBAloypagiag TTou
XPNOIMOTTOINONKE.
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EYXAPIZTIEZ

Mpwtou ¢&ekivioel n  TTUXIOKA B6a BeAa va euxapioTiow TOV
emBAETTOVTO KOBNYNT KUPIo AlopavTdpa yia TNV €UKaIpia va avaTiTuéw TIG
YVWOEIG JOU OTOV TOMEA TWV YPAPIKWY KABWGS Kal yia TNV kKaBodAynon Kai Tig
OUPBOUAEG Tou KaB' 6AN TNV dIAPKEIA TNG TTAPAYWYNAGS TNG TITUXIAKNAG.

MapdAAnAa Ba BeAa va €uxapioTACW TNV OIKOYEVEID HPOU yIa Thv
UTTOOTAPIEN Kal TNV BorBegia TTou Jou TTPOc@EpaV 0€ OAEG TIG OTTOUDEG UOU KAl
TNV oTadiodpopia pou. KaBwg Kal yia TNV CUPPETOX TOUG OTNV TTapaywyn
QUTAG TNG TITUXIOKNG. Mo ouykekpiyéva oTov Tratépa  pou, EuBupiou
AANEEQVOPO yIa TNV TTAPOXIN TOU XWPEOou, Kal TNV adep®r pou Eubupiou Kupiakn
yla Tnv BonBeia mmou Tpdoeepe oTNV ANYn Twv video Kal TNV TTPOETOIPNACIA
TOU XWpPOU.
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NEPIAHWH

H xprion Twv ypag@Ikwy, TNV CNUEPIVA €TTOXN, ATTOTEAEl Evav PEYAAO
TOpéa TNG TEXVOAoyiag divovrag Tnv duvatdTnTa OTnV TTapAywyr] €IKOVWY,
avatrapacTdoewyv Kal video 1TTou Ba ATav aduvato va TTPAyUATOTTOINB0UV
dla@opeTikd. OTTwG eival avapevouevo n duvardtnta xprnong TpiodIdocTaTwy
YPOQPIKWV E£Xel TTEpACEl Kal oTa video divoviag Tnv duvatdtnta dnuioupyiag
aAnBo@avr) aTTOTEAECUATWV.

MNa TNV €ilcaywyn OUVOETIKWY QVTIKEIUEVWY O€ TTPAyPaTikO video
MTTOpOUV va XpnoiyotroinBouv didgopa Tpoypdupata otrwg After Effects,
Nuke, Mocha Pro kai 3DS max. Méoa o€ autd Ta TTpoypAuUaTa BPICKETAI KOl
10 Blender 1o o1roio atroTteAei To TTPOYPAUKA TTOU XPNOIUOTTOINONKE YIA AUTAV
TNV TITUXIOKI).

To Blender TpoTiuAONKe £€vavil AAAWV  TTPOYPOUMATWY  KABWG
TTPOCPEPEI TTOAAEG dUVATOTNTEG OE TTOANOUG DIOPOPETIKOUG TOUEIGC OTOV TOPEX
emTegepyaoiag €ikdévag, video Kal ypa@ikwy, KATI TTOU To KABIOTA KATAAANAO
TTPOYpauua yia OAokAfpwon Project xwpig v xpAon OlaQOPETIKWV
epapuoywv. Eva dAAo onuavTikd TTAcovEKTNUA Tou Blender gival o1 atroTeAEi
Open source AOYIOUIKO TTOU €XeEl MEYAAN KOIVOTNTA va TO akoAouBei. Auto
EMTPETTEI OE €vav KAIVOUPYIO XProTn va Bpel TTAnpo@opieg Kal AUCEIS yia Ta
TTEPIOTOTEPA TTPOPAARUATA TToU avTINeTwTTiICEl. TEAOG TO Blender gival dwpedv
KATI TTOU TO KAvel TTOAU €AKUCTIKO O€ VEOUG XPNOTEG ME MIKPA 1 KaBOAou
EMUTTEIPIA OTA YPAPIKA.
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ABSTRACT

The use of graphics is a big field of technology, enabling the production
of images, representations and videos that would otherwise not be possible.
As expected, the ability to use 3D graphics has been passed on to videos,
enabling the creation of plausible results.

Various programs such as After Effects, Nuke, Mocha Pro and 3DS
max can be used to import synthetic objects into real Video. Along these
programs is Blender, which is the program used for this thesis.

Blender has been selected in contrast to other programs as it offers
many capabilities in many different areas of the image, video and graphics
manipulation, which makes it an appropriate program for Project integration
without the use of different applications. Another important aspect of Blender
is that it is an open source software that has a large community supporting it.
This allows a new user to find information and solutions for most of the
problems. Finally, Blender is a free software, making it very attractive to new
users.
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KE®AAAIO 1°: EIZANQI'H ZTO BLENDER

To blender ékave TpwTn Qopa TNV gU@avion Tou 10 1995 péoa atrd TNV
OAAavdIKn eTaipia Neogeo o€ pia TTpooTrddeia dnuioupyiag evog KAAUTEPOU
AoyiouIkoU yia Thv dnuioupyia 3D animation. O utreUBuvog Tou £€pyou Ton
Roosendaal Tpoxwpnoe apydtepa oTnv idpuon NG BIKIAS TOU ETAIPIOG PE TO
ovopa NAN(Not A Number). H etaipia Tou eoTiooe o010 Blender pe kevipikd
OKOTIO TNV TTAPOXN UTTNPECIWYV KAl EUTTOPIKWY TTPOIOVTWV.

AuoTuXWG, AOYyW TWV ATTOYONTEUTIKWY TTWANCEWV Kal TG dUOKOANG
OIKOVOUIKNG KaTtdoTaong, ol eTTevouTtég TNG NaN atropdcioav va KAEiocouv OAeG
TIG dpaCTNPIOTNTES OTIG apXES Tou 2002. Me atroTéAeopa va TTAWel N avaTtTuén
TOU AOYIOWIKOU. AUTO TTpowbnoe €va OnUAvtikO PEPOG TNG KOIVOTNTAG TOU
Blender va ouvepyaotei pge tov Roosendaal kar Tov Mdio tou 2002 va
onuioupyfoouv To Blender Foundation. AtmroteAei éva pn KePOOOKOTTIKO
idpuUMa TTOU TTPOXWPNOCE OTNV TTAPOXN Tou Blender wg avoixTo TTpoypauua.

Tov loUhio Tou 2002 o Roosendaal kardgepe va paléwel Toug
eTevouTég NG NaN yia va etrevduoouv oto Blender. Qotdéoco arraitnoav
mTapoxn 100.000 eupw cav empeRaiwon yia Tv emévduon. 'ETol gekivnoe n
ekoTpateia ‘Free Blender n otroia OUyKEVTPWOE TO ATTAITOUPEVO TTOOO O€
EQTA €OOPAdEG.

Emonpwg 10 Blender avoixtnke oto €upu koivo oTig 13 OkTwppiou
2002. Amé T1O01E n OouvexOueva autavopevn KolvoTnTa uTtooTnpilel TO
TTPOYPAUUA ONUIOUPYWVTAG TTPOEKTACEIG TTOU OlaTiBevial €TTi TO TTAEIOTWV
dwpeav TTpog OAoug Toug XpPAoTeC. Me autdv Tov TPOTTO TO TTPOYPAUMO
BeATiIWvETal cuveEXWG divovTag TN duvaTOTNTA VA CUYKPIBEI uE HEYOAUTEPQ Kal
OxI OWPEAV TTPOYPANPATA AVATITUENG YPOPIKWV.

®) blender’

Eikéva 1: To Baaiké logo Tou Blender uéxpr kar oruepa*

1Mnyn logo: https://www.blender.org/about/logo/
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1.2 Interface

To interface Tou Blender O01TTwg Kal TO UTTOAOITTIO TTPOYPOUMUA ATTOTEAEI
éva TTOAU €ukivnTo ouoTnua Tou Oivel T duvatdtnTa OTOV XPHOTNn va TO
Tapartroinoel Ye Baoel TIg TTpoTINAoEIS Tou. MapdAAnAa 1o Blender TTapéxel
£TOINOUG OUVOUOOPOUG TTapaBupwyv yia TNV SIEUKOAUVON TWV VEWV XPNOTWV
KaBWwg Kal Twv EUTTEIPWV XPNOTWV OTNV g€pyacia Toug. ZTnv Eikéva [2]
TTapoucidletal To Baciko Interface Tou Blender ékdoon 2.78

Eikova 2: kupio Interface rou Blender

1. 3d view port: atroTeAEi TN OKNVA TOU £pyOU Kal TO XWPO OTToU 0 OXEBIA0TAG
TTAPAYEl TO £PYO TOU.

2. Tool shelf: n epyaAeioBikn epTTEPIEXEI BATIKEG AEITOUPYiEG TTOU XpEIGlovTal
TAKTIKG 01O 3d view port. AlaxwpileTal o€ ouddeg yia KaAuTepn TTAORyNon.
Mpéter va onueiwBei 611 oto tool shelf TTpooc@épovral Asitoupyieg TTOU
ouvoéovTal Aueoa Pe TNV Asitoupyia TTou Bpioketal To Blender.

3. Information panel: AmroTteAgi To pevou ou TTapaBUpou Tou TTPOYPAUUATOG.
Emrpémel Tnv aAMAayry Tou layout Tou interface kaBwg Kal PaOIKEG
AeIToupyieg O6TTwG TTPOTIHACEIG dnIoupyia Kal aTToBrnKeuon vEou apxeEiou
KATT.

4. Outliner Window: To mmapdBupo autd trapoucialel OAa Ta QVTIKEIMEVA TTOU
givar evepyd otnv oknvr. Mag divel Tnv duvatétnta va emmAEEOUNE
QVTIKEIMEVA OTTWG KAl VA ETTNPEACOUUE TIG OXEOEIG JE AAAA QVTIKEIYEVA KAl
TNV 0pATOTNTA TOUG €iTE OTO render (KEQAAaIO 70) €iTe oTO viewport.

5. Properties menu: ATtoteAei TO TTIO0 PEYAAO Kal TTOAUTTAOKO Menu Tou
Blender. AoxoAeital pe puBpioeig mmou emrnpedlouv oAOGKAnpn Tn OKRAvn
OANG Kal EEXwPIOTA €va avTiIKEiuEVO. Ta UTTO-UeEVOU TTOU TO ATTOTEAOUV
eivai:
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o

Render: AoxoAeital ye TIG puBpuioelg utreUBUVEG yia To render
Render Layers: Ta otpwyuarta mmou 8a TutTTwBoUv To éva TTAvw OTO
GAAo kaTd To Render
C. Scene: AoxoAeiTal e pUBUICEIS TTOU aPOPOUV TNV OKNVA
d. World: PuBpioeic Tou kK6oPou TTou TTEPIBAAAEI TA AVTIKEIMEVA TNG
OKNVAg
e. Object: Mevou TTou a@opd TO AVTIKEIUEVO OTTWG TTAPANOPPWOEIG KOl
ouoxeTioelig yEow Group.
f. Constraints: AoYOA&iTal PE TTEPIOPICUOUG TNG OPACTNPIOTNTAG TOU
QVTIKEIMEVOU OE OXEON KE TOV €AUTO TOU 1] AAAQ QvTIKEINEVA
g. Modifiers: lMapapopewoelg OTTWG aU¢Non  YEWMETPIAG  Kal
TTOAATTAQCI00UOG TOU QVTIKEINEVOU
h. Data: PuBuiogig TTou agopouv Tn Jop@r TOU AVTIKEINEVOU
i. Materials: AQopd Ta UANIKG TTOU aTTOTEAOUV TO QVTIKEIMEVO
j.  Textures: Apopd TNV uen Twv material TOU AVTIKEINEVOU
k. Particles: Eilcaywyn particle effect oto avrikeipevo
I.  Physics: Eicaywyr] duvatoTATWY QUOIKAG OTO AVTIKEIUEVO

6. Property Panel: ATTOTeAEl UTTO-PEVOU PE PUBUICEIC TTOU ETTNPEACOUV TO
ETTIAEYMEVO QVTIKEIMEVO KABWG KAl TOV TPOTTO TTOU AVTIAQUPBAVOPOOTE TN
oKnvry OKNVAG.

7. Timeline: AtroTteAei TNV avatmmapdoTacn Tou XpOvou TTou £XeEl dlavuoel Eva
animation petTpwvrag o€ frames. ZuvoAik& TTpETTEl va uTtdpyxouv 24 pe 30
frames kAaBe OeuTEPOAETITO yia va dnuioupynBei oT0 AvBPWTTIVO WATI N
weudaiobnon NG opaAng Kivnong. Mepiocdtepa 010 KEPAAQIO 6.

o

210 3d view port €xoupe TRV duvaTtoTNTa Vo AAAAEOUNE TNV OTITIKY POG
Kabwg kai Tnv Béon atrd Tnv otroia BAETTouPE T oknvh. Mo cuykekpiyéva To
Blender £xel1 dU0 d10QOPETIKG CUCTANATA OTTTIKAG.

To Perspective projection pag divel Tnv duvartdtnTa va douue 10 3d
view port 6Twg Ba €BAetre TO avOpwITivo AT, AnAadr) avTikeipeva TTou
BpiokovTal 1o KOVT& @aivovTal ueyaAUTEPQ ATTO TA AVTIKEIMEVA TTOU €ival TTIO
Mokpld. ZTnv €ikova [3] PAémoupe 10 3d view port oe wireframe mode
(TTepI00OTEPA OTO £TTOUEVO KEPAAAIO )évav KUBO OTTOU N oW TTAEUPA TOU
QaiveTal MIKPOTEPN OE OXEON ME TNV UTTPOCTIVH.
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Eikova 3: Wireframe view o¢ perspective view mode

To orthographic projection dev QTroTeAEl IO PEAAICTIKY OTITIKF} TOU
KOopou. Mag divel Tnv duvatoTnTa va dOUUE TA AVTIKEIMEVA OTO idl0 pEyeBOg
ave¢dptnta atmd TNV amodéoTacn TOUug ATTO TNV KAPEPA. TNV eIkova [4]
BAEétToupe TOV iBI0 KUBO aAAG auTr] TR Qopd o€ orthographic projection kai
TTapATnNEOUUE OTI N TTiow TTAEUPd €XEl TO iB10 YEYEDOC E TNV UTTPOCTIVH.

Eikéva 4: Wireframe view o¢ orthographic view mode

Mépa ammd v alkayil TG omTiKAG TO Blender Tpooc@épel Tnv
OuvaToTNTA VA METAPEPOUME TNV OTTIK atmd udia Tuxaia Béon o€ pia
OUYKEKPIPEVN Béon oTo viewport. AUuTEG o1 BECEIC gival TTPOKABOPIOHUEVES KAl
MTTOPOUV va €TTIAEXBOUV pe TNV xpron Tou numpad Tou TTANKTPOAOYiou. Z€
TEPITITWON TTOU 0 XPAOTNG Oev €Xel auTd TO TTANKTPOAOYIO WTTOPEi va
EVEPYOTTIOINOEI TIG CUVTOUEUOEIG auTEG aTTd Ta User preferences eikéva [5] . €
autd TO pevou Oivetal kal n duvaTtdTnNTa OTOV XPNROTN va OpioEl KAl €va
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TIAAKTPO yIa TNV JEoaia podéAa TOU TTOVTIKIOU TTou €XEl IBIaITEPN onuacia yia
TNV KaBodriynon Tou XprnoTn OTIS TTAPAPNOPPWOEIS KAl OTNV KaBodrynaon Tou
oTn oKNvi.

A& Blender User Preferences - ] X
Interface Editing Add-ons Themes

Blender v EElE) Name

. q
" Continuous Grab

Trackball

n
v

Horizontal

Eikéva 5: User preferences

Me Tnv evepyotroinon Tou Numpad ptropei o xprioTng va evaAAlaxBei oTto
viewport Je Ta €S VOUEPQ :

e ©ToO front view pg 10 TTAAKTPO 1

e (OTO right view pe 1o TTAAKTPO 3

e OTO top view e To TTANKTPO 7

e oTO0 orthographic/perspective view pe 10 TTARKTPO 5

e OTO AvATTOdO0 View o€ oxéon Pe auTd TTou BpioKeTal HE TO TTANKTPO 9

e UE TN XPNon Twv TTANKTPpWY 2, 4, 6, 8 yiveTal TTEPIOTPOPNA TNG OKNVNG KATA
15 poipeg katd TIG KaTEUBUVOEIG KATW, apioTepd, O£gid kal TTAVW
avTioToIXA.

OT11Ww¢ 01 TTEPIo0OTEPESG CUVTOUEUTEIS OTO blender yivetal va aAAGgel Kaveig
TAV OTITIKA TOU KaI PJE TNV XPAOoN £VOG €I0IKOU JEVOU TTOU QAiVETAI OTNV EIKOVA

[6].
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View Persp/Ortho Numpad 5

Cameras

Left Ctrl Numpad 3
Right Numpad 3
Back Ctrl Numpad 1
Front Numpad 1
Bottom Ctrl Numpad 7
Top Numpad 7

Camera Numpad 0
Tool Shelf T
Properties N

® Objec

Eikova 6: View uevou yia nv aAdayn g omrikng

1.4 Agutepevovta Interface

Otmrwg mpoavagépbnke 170 Blender £xel Tn duvardtnTa TTAPAPOPPWONS TNG
OIETTAPAG UE BACN TIG TTPOTIUACEIG TOU XPAOTN. AUTO UTTOPEI va Yivel KAVovTag
KAIK TTapaTeTapéva oTo onueio tou utrodeikvuetal  otnv Eikéva [7] kai
TpaBwvTtag TPOog Mia kateuBuvon. Me autdv Tov TPOTIO OnuIOUPYOUVTaI
avTiypaga Tou interface Ta oTroia PTTOPOUV VA YETATPATTIOUV OTO ATTAITOUNEVO
TTapdBbupo atrd TNV €mAoyA 0To de€IG TTAVW UEPOG TOU TTapabupou.

Eikéva 7: Znueio avriypaeng Interface
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AuTtry n diadikacia PTTOPEl va gival TTOAUTTAOKN yIa VEOUG XPrOTEG £TOI
10 Blender mrapéxel €roiya interface ammdé OTTOU O XPROTEG MTTOPOUV va
epyaoTtouv. Mg Baon tnv Eikova [8] BAETTouue TIG €TTIAOYEG O€ layout.

MNa autrv TNV TITUXIAK XPENOIMOTTOIN8nKav:

Eikova 8: Ymapyovra Layout.

e Animation
e Compositing

e Default
e Motion Tracking
e UV Editing

e Video Editing

Animation: To Interface autd xpnoidoTtroicital yia Tnv PeAtiwon Tou
animation kaBwg emTpETTEl TNV pETaKivnon Twv keyframes. Ta Keyframes
avaTrTuooovTal oTo KEQAAaio 3.2.

Compositing: AtroTeAei éva atmd Ta onuavTikoTepa Interface tou Blender.
Emrpémel Tnv eicaywyr) material o€ avTikeiyeva Pe TN xprion €vog €IKOVIKOU
TTEPIBAAAOVTOG. 21O TTEPIBAAAOV auTO cuvdudalovTal KOPBO! yia TRV dnuioupyia
TOU UAIKOU TTOU B0 aTTOTEAEI TO AVTIKEIPEVO.

Default: AtroteAei 10 kevipikd Interface. EOdw avoiyel 10 Blender kara tnv
eKKivnon kal TTepIAaPPBAvel Ta BAcIKA yia TNV TTAPAYWYH IKAVOTTOINTIKWY
QATTOTEAECUATWV.

Motion Tracking: H OdieTa@ry autl QOXOAgiTal PE TNV  avayvwpion
XOPOKTNPIOTIKWY O€ TTPAYMATIKO video woTe va gicaxbouv 3D avTikeipyeva
divovTag pia pealioTiKA aioBnon.

UV Editing: AtroteAei éva oxeTikd atrAd Interface 1Tou BonBdel TV eiIcaywyn
textures oTa AVTIKEIPEVA.
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Video editing: Auty n OleTagry  xpnolgotroindnke 10 AlydTepO.
XpnoigoTroIntnke Katd Tnv oAokAnpwaon Ttou render og KABe oknvry yia Tov
OouvOUOOUO TwV €IKOVWY TTou Trapdyoviav og éva €viaio animation. ¢
TEPITITWON TTOU eKTEAEITE n dladikaoia ot LexwploTEG €IkOveG ava frame
MTTOPEI VO OUVEXIOTEN KAl va OTaUATACEl N O1adIKOCia OTTOIAdNTTOTE OTIYUN Kal
Va CUVEXIOTEI apyOTeEPA. Z€ TTEPITITWON TTapaywyng video atreubeiag autd o€
ouppBaivel.

2€ avtibeon pE TA TTEPICOOTEPA TTPOYPAMMATA O KEPOOPAS KAl TO
TTovTiKI 01O Blender armmoteAolv U0 dIAQOPETIKA TTPAYUATA TTOU PTTOPOUV va
eTNPEAOOUV PE BIAPOPETIKO TPOTTO Tn oknvrl. O KEépoopag atroTeAei €va
€IKovidlo oTn oknvi TTou Bupidel ocwaoifia AéuBo. AuTO TO €IKOVIOIO UTTOPEI Va
METAKIVNOEI TTATWVTAG TO apIOTEPS KAIK TOU TTOVTIKIOU.

O képoopag autdg opilel €va OnuEIO 0T OKNVI TO OTTOIO TTPOCPEPEI
YEWUETPIKEG OUVTETAYUEVEG.  AUTEG TIG OUVTETAYUEVEG WTTOPOUPE va TIG
XPNOIUOTTOINCOUKE VIO va OnNUIOUPYROOUUE QVTIKEIMEVO R va €XOuue €va
onueio avagopdg yia diagopeg TTapapopewocls. Etriong dua kdvouue tnv
avaAoyn €TTIAOYT) UTTOPOUUE VO OPICOUNE VA ATTOTEAEI TO KEVTPO ETTIPPONG £TOI
WOTE VA TT.X. VO TTEPIOTPEPETAI TO AVTIKEIMEVO PAG YUPW ATTO TOV KEPOOPA KAl
OXI TO KEVTPO TOU.

To 1TovTiKI a1ré TNV AAAN XPNOIKOTIOIEITAI VIO TNV ETTIAOYA AVTIKEINEVWV
ME TO Ot&i KAIK 1 TNV €viaon TnG Tapaudp@wong. Autd yiverar pe Tnv
QATTOPAKPUVON TOU TTOVTIKIOU PETA TNV ETTIAOYI KATTOIOG TTAPANOPPWONG AT
10 tool shelf A amd kaTToIa CUVTOUEUON.

¢ pia oknvAl Bewpolpe avtikeiyeva OTI UTTopEl va emmAexBei kal va
OexTel KATTOIO €TTECEPYQTia OTTWG TTAPAPOPPWan 1 aAAayr TNG YEWMETPIOG
TOou. TOo oUVOAO TwV avTIKEINEVWY @aiveTal oTto Outliner Window tTou utrdpxel
oto Default interface mavw 6e€1d OTTWG Kal o€ AAAa interface TTou TTapPEXEN TO
blender. Ta avTikeipeva aviikouv o€ KATNYOPIEG:

o Ta mAéypara(Meshes): avTikeiyeva pe Baon Ta TTOAUywva TTOU
atroteAouvTal atro Kopugég(vertices), akpeg(edges) kal TrpoocwTtra(faces).
Eival o Mo ouvnBiouévog TUTTOG QVTIKEIPEVOU.

e O1 kKapTrUAeg(Curves): O1 KaUTTUAEG €ival avTIKEIMEVA TTOU ATTOTEAOUVTAI

aT1TO KAPTTUAEG 1) EUBEieC ypaPUES TTOU XelpiovTal e Eva GUVOAO onuEiwv
eAéyxou. To Blender éxel U0 BACIKEG HOPPES KAPTTUAWY, KAWTTUAEG Bezier
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Kal kautruAeg NURBS. Mtropouv va xpnoigoTroinouv w¢ JovoTTaTia yid
TOV €AEYXO GAAWYV QVTIKEIUEVWV.

Emeaveieg(Surfaces): Mia emmigavela gival Tapopola e va TTAEyua, aAAd
QVTi VO ATTOTEAEITAI ATTO KOPUPEG, AKPES KAl OYEIG, Ol ETTIPAVEIEG OTO
Blender opiCovtal atré éva ouvoAo kapTTuAwyv NURBS kai Ta onueia
EAEYXOU TOUG.

Metaball: Ta avTikeiyeva Metaball ival povadikd pe Tnv IKavoTnTa va
“NlwovouV” To éva e To AANO Kal va dnPIoupyrRoouV pia JeyaAuTepn dour.
Eival ebxpnoTa yia pia ToikIAia @€ 1Tou TTEPIAaUBAvVOUV JACEG.

Keipevo(Text): To avTIKEIUEVO KEIPEVOU ETTITPETTEI TNV EICAYWYI] KEIMEVOU
oTnv TPI0dIACTATN OKNVA 0AG.

2keAeTOI(Armatures): Ta avTiKeieva OKEAETOU €ival BOUEG TTOU
atroteAouvTtal atmrd cuvdedepéva ooTd. MTTOpOUV Va XpnoluoTToinouy yia
TNV TTAPAPOPPWOT AAWV aVTIKEIMEVWY. Ta 00TA gival 181aiTEpa XpAoIUa
yia TN dnuioupyida TwV TTPOCONOIWCEWYV HE BIOAOYIKOUS OpyaviouoUg
KaBwg Kal Pnxavikoug.

MAEypata(Lattice): Av kal otTnv eAANVIKA peETa@paon Ta lattices kal Ta
Meshes cival TToAU dla@opeTIKES Evvoles. Ta lattices putropouv va
XPNOIUOTTOINBOoUV YIa VA TTAPANOPPWOOUV AAAQ AVTIKEIYEVA O€ TTAPOUOIO
TPOTIO UE TOUG OKEAETOUG.

Keva onueia(Empty): O TTpwTapXIKOG OKOTTOG TOUG Eival va
XPNOIMOTTOIoUVTAl WG ONUEIa avapopdg, JeyEBOUG Kal TTPOCAavaTOAIoHOU
OTOV TPIOOIAOTATO XWEO. AUTO Ta ETTITPETTEI VA AEITOUPYOUV WG TTOAU
I0XUPOI EAeyXOI TTOANQTTAWY KATAOTACEWYV KOI QVTIKEIMEVWV.

OuIANTAG(Speaker): XpnOIUOTTOIEITAI TTI0 TTOAU yIa TNV dnuioupyia
TTAIXVIOIWY ATTOTEAWVTAG UIA TTNYF KATTOIOU XOU HECA OTO TPIOOIAOTATO
TTEPIBAANOV.

Kauepa(Camera): OTTwg KAPEPES TTPAYMATIKOU KOOHOU, T AVTIKEIMEVA
KApepag kabopidouv Tn BEon Kal TNV OTITIKA TTOU TTPOBAAAETE TN OKNVA.

Mnyég ewTtog(Lamp): Ta avTikeipeva QwTIOPOU €ival atrapaitnTa yia TN
QWTIONS TNG OKNVAG. YTTAPYXOUV TTOAAG €idn @wTIOUOU OTTWG TTPOPROAEIG,
aTTAEG AGUTTEG 1) akOpa Kal 0 106 0 AAI0G()pwTifovTag OAGKANPN TN OKNVr).

Medio Auvaung(Force Field): Me Toug atrAouoTEpPOUG OpoUG, £va TTedIo
duvapng ival éva onueio TTou dpa oav TNV Trnyr) KATTolag QUOIKNG
duvaPng O6TTwG 0 AVEPOGS i 0 HayvNTIONOGS. Ta TTedia 1I0XU0G
XPNOIUOTTOIOUVTAI KUPIWG YIa TIC TIPOCOMPOIWOEIG QUOIKAG oTo Blender.

Opadotroinon(Group Instance): Mia oudda cival €va UVOAO QVTIKEIEVWV

TToU opifovTal atrd TOV XPHOTN WS OXETICOPEVA NETALU TOUC E KATTOIO
TPOTIO.
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¥ Mesh
2 Curve
# Surface
& Metaball
F Text

x Armmature
H Lattice
A Empty

1)) Speaker

. Camera

¢ Lamp
&, Force Field

e’ Group Instance

Eikova 9: pevou gioaywyns avriKEILEVWY

Mia oknv] yia va e€ival ASITOUPYIK XPEIAZeTal Tpia TOuAdxioTov
avTikeipeva. MNa apx TTPETTEI va UTTAPXElI TOUAAGXIOTOV €vVa QVTIKEIUEVO OTN
OKNVN WOTE VA UTTOPECEl VA EPPavIOTE 0TV 006vn. XpeldleTal yia KAUEPQA N
oTToia €ival utrelBuvn yia Tov XwWpPo TTou Ba xpnoipotroinBei yia 1o render.
TéNOG xperdleTal pia TNy QWTOS N oTroia Ba TTapdyel TO WG TTou XPEIALETal
yla va Qavei To avTikeiyevo oto Render.

MNa v Tapaywyn avtikeipévwy 1o Blender TrepiExel BAoIKA YEWPETPIKA
OXAMOTa Ta OTToia PTTOPOUME va €I0Ayouue PE TNV ouvtopeuon shift+A kal
META OTO UTTO-PEVOU Mesh  emmAEyoupde  avTikeEipeva OTTWG KUBoug N
KUAiVOpoug. MTTopouUpE va €I0AYOUUE PE AUTOV TOV TPOTTO OOA QAVTIKEIMEVA
xpeldletal kai €mAEyoual g€ MO Ba egpyacToupe TraTwvTtag Oe€i KAIK. To
ETTIAEYMEVO QVTIKEIUEVO ATTOKTA £va TTOPTOKOAI TTEPIYPANUA WOTE VA EEXWPICEI
atTé Ta UTTOAOITTA.

MNa va emNPEacTEl N YEWMETPIA TOU QVTIKEIMEVOU TIPETTEI  vd
TOTT00€TNOOUE OE pIa €I0IKA AEITOUpyia PE TO QVTIKEIMEVO €TTIAeypévo. H
Aeiroupyia authl ovouddletal edit mode kal o€ QUTAV TNV AEIToupyia PE TN
ouvtépeuon tab, evw PéEXpl oTiyung BpiokéuaoTtav o€ Object mode. e Edit
mode JTTOPOUPE VO ETTNPEACOUME T YEWMETPIA POVO TOU ETTIAEYUEVOU
QavTIKEIMEVOU. BAETTOUME TN yeEWwMETpia O0a Paupeg BOUAec Tou opilouv Ta
onueEia TTOU TNV OTTOTEAOUV KAl OTTWG KAl TA QVTIKEIMEVA WTTOPOUMPE va T
ETTMIAECOUPE EEXWPIOTA KAI VA TA ETTNPEACOUE.
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2€ aQUTO TO onueio Ba TTPETTEl va avo@ePBei TTWG avayvwpideTal n
YEWMETPIA Tou avTikelévou. ‘Eva  avTikeipyevo  atroteAeital  ammd 1A
onueia(Vertices), TiI¢ akuég(Edges) kal rpéowTtra(faces).

Eikova 10: Asitoupyieg emIAOYNS yewuETpIaS

Ta vertices atmoTeAOUV ONUEIQ PE YEWYPOPIKEG OUVTETAYMEVEG OTO
XWPO. AUTEG Ol CUVTETAYMEVEG avTaTTOKpivovTal oToug agoveg X,Y kal Z yia 10
MAKOG, TTAATOG Kal UWog avTioToixa. AUO onueia OTo XWPO MPTTOPOUV va
ouvdeBouv pe pia akur(edge), evw OTav Tpia Kal TTEPICCOTEPA ONUEIa givail
evwpéva ptropei dnuioupyeital éva mpoocwTto(face). Ta mpdowTtta eival Ta
MOva oToixEia TTou Ba ep@avioToUuV KATd TNV EKTEAEON Tou render.

1.8 Etre§epyacia AVTIKEINEVWYV

H emmegepyaoia Twv avTikelévwy €xel MIKPEG dlagopég peTatu Object
mode kai Edit mode. O1 Baoikég AeIToupyieg TTOU gival KoIVEG Kal OTIG U0
KaTaoTAoelg gival TTepioTpo@r(rotate) ye Tnv cuvtopeuon r, YeTakivnon(grab)
ME TNV oOuvtOueuon g Kal KAIgAakwon(scale) pe tnv ouviopeuon s. To
TePIBAANOV Tou Blender dnuioupyei Tnv aicbnon Twv TpILV dIAOTACEWV UE
TNV XPAoN Twv TPIWV agovwyv yia TIGC OIOOTACEIG TOU XY KOl Z.
ExkpetraAAeuduevo autiv TV duvartotnta  kdABe  TTapaudppwon  TTou
TTPOAVAPEPONKE UTTOPEI VO EKTEAEOTEI PE OPIOUO KATTOIO Agova divovTag Tnv
duvatéTnTa va dnuioupynboulv PHovTEAQ JE HEYAAN AETTTOPEPEIQ.

2Tnv TEPITITwWon Tou edit mode Tépa atmmd autég TIG OUVATOTNTEG
UTTAPXOUV KOl OUVTOUEUOEIG YIO TNV EI00QYWYH TTOPATIAVW YEWUETPIAG, KATI
TTOU €ival  amapaitnTo yia TNV aognon Tng Troi0TNTag Twv  BACIKWY
YEWMETPIKWY OXNUATWY TIoU TTpoo@épel To Blender. AutéG ol Baoikég
AeIToupyieg eivai:

e [lpoékTaon(extrude) ye TNV CUVTOUEUON € N OTToIa TTPOEKTEIVEI éva PEPOG
TNG YEWMETPIAG dNUIOUPYWVTAG €va avTiypa@o TnG OUuvOedEUEVO PE TO
QPXIKO.
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e AaxTtuAidia Bpdyxou (edge loops). Ta edge loop dnuioupyouv “daxTulidia”
OnNMEiWY yupo atrd UTTAPXOVTA YEWPETPIO WOTE va augnBei n AeTrTopépEia.

e ’'EvBeon(inset). H ouvtoueuon i Tpoc@Epel TNV duvaToTATA dNnUIoUPYiag
EVOG TTPOCWTTOU PEOA O€ £va AAAO TTPOOWTTO.

XpNOIYOTTOIWVTAG AUTEG TIG OUVTOPEUOEIS yia Tnv Onuioupyia kair Tnv
ETTECEPYQTIA AVTIKEIMEVWY dnuIoupynenkav OAa Ta POVTEAA TTOU XPEIAOTNKAV
ylO TNV TITUXIOKI €PYQTia.
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KE®AAAIO 2°: AHMIOYPI'IA MONTEAQN

2.1 Katnyopieg HOVTEAWYV

Me TNV OAOKANPWON TWV EI0AYWYIKWY YVWOEWV TTPOXWPAUE OTNV
onuioupyia Twv MOVTEAWV TTOU XPNOIYOTTOINONKAv yia Tnv TITUXiakr. Ta
MovTéAa avaAoya Pe TNV XPAHoN TOug Ta dlaxXwpeiCOUlE O€ TPEIG KATNYOPIEG:

e Baoikd povréha: Ta pyovréAa TTou €TTi TO TTAEIOTWYV BpioKovTal 0TV OKNVA,
auTa TTEPIAaPBAvVOUY TO QUTOKIVNTO Kal TOV BEPIOTH.

o AcutepevovTta povréAa: Ta PoviEAa auTd dev €XOUvV AUECN ETTIPPON OTN
oKnvr Kal Bpiokovral ekei gOVO yia TV dnuioupyia Tou KOOHPOU TTou
TepIBAAEl TO animation. Autd Ta QvTIKEiMEVO €ival Ta container TTou
BpiokovTal oTnV apxn Tou animation.

e Bononmikd povtéAa: Autd Ta povtéAa dnuioupyribnkav pe Baon Tig avaykeg
TNG KABE OKNVAG KAl XpNOIWOTTOINOnKav yia va dnUIoUpYoouUV OKIEG KOl TO
QVTIKEIMEVA TTOU KAAUTITOUV TO POVTEAD O€ DIAPOPES OTIYMEG TNG OKNVAG.
TETOIO HOVTEAQ €ival TO TTATWHA TTOU KIVOUVTAI TA OXNuaTa r Ta Tédia Jiag
KAPEKAAG KATT.

Eikova 11: 2knvn Tou TEAIKOU animation

21NV €Ikova [11] diakpivoupe OTI 0 BePIOTAS KPURBETAI WG £va BaBuod atod 1o
OO0 Tou Tpatreiou. MNa va dnuioupynBei autr n aiocBnon TotmoBeToUUE £va
BonBdnTikd povTéAo TTou akoAouBei Tnv oknvr oTIG dlacTAoelg Tou TTodiou. H
OouAeld Tou povTéAou egival va ggagavifel OTTOI0 PUEPOUG OTTOIOUOATIOTE
MovTéNou Trepvael atmd Tiow Tou. MapdAAnAa €va GAAo BonBnTikG povtéAo
atroteAei To dATTEdO TOU OTToIOU N OOUAEIA gival va dnUIOUPYEI T OKIA TTOU
TAUTICETAI PE TO TTATWHA.
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2.2 Modifiers

‘Eva onuavtikG XapakTnpIoTIKO TTou €xel To Blender atroteAouv ol
TpotrotroinTég(modifiers). O1 TPpOTTOTTOINTEG TTPOCPEPOUV TNV duvaTtoTnTa Va
EMTAXUVOEI N epyacia TTPOOBETOVTAG YEWMETPIA | KAVOVTAG TTOAAEG epyaaiag
TTOAU TTI0 YPAYOPEG KAl TTOAU TTIO €UKOAEG QTTO TO va YivovTav PE TO XEPI TOU
oxedlaoTrh. YTTapyxouv TToAAOI TpoTTOTToINTEG Yia dieukOAuvon To Blender Toug
dlaxwpilel o katnyopiec. KaBe €vag amd autoug €xel TTOAU OIQQOPETIKES
AEITOUPYiEG Kal PE OUVOUOOUOUG TOUG MTTOPOUV va dnuioupyndoulv TToAU
OIOPOPETIKA ATTOTEAECUATA.

Eikova 12: puevou twv diapopwv Modifier

lNa Tnv dnuioupyia autou Tou animation xpnoiyoTtroirénkav :

1. Array: OTTwg Aéel kKal TO Ovopa  avTiypd@El TO QAVTIKEINEVO OOEC POPES
Xpeldletal €xovrag Tnv amméoTacn Tmou €mMOuuEi o oxedlaoTAG OTOV Agova
TTOU €MMIOUEI

Eikova 13: Emideién Array Modifier
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2. Mirror: O TpoTToTTOINTAG QUTOG “XWPICEl” TO AVTIKEIUEVO OTN YEON Kal KABE
METATPOTIA TTOU YivETAI OTNV Mia TTAEUpd yiveTal Kal 0TV AAAN. ATTOTEAEI
évav 1I01aiTepa BondnTIKG TPOTTOTTOINTI) OTNV TTEPITITWON TToUu B€AoupE va
ONUIOUPYHOOUUE CUUMETPIKA HOVTEAQ.

© W/ Volvovao K5 /

Eikéva 14: Emideién Mirror Modifier

3. Subdivision Surface: ‘Evag ammd TOUG TTIO  TTOAUXPNOIYOTTOINKEVOUG
TPOTTOTTOINTEG KABWG ONUIOUPYEI TTAPATTAVW YEWMETPIO OTO QAVTIKEINEVO
TTOU TAEIVOUEITAI OUOIOPOPPA OTO JOVTEAO.

Simple

" Subdivide UVs

Eikoéva 15: Emideién Subdivide Surface Modifier

4. Armature: ZTnv TEPITTTWON TTOU BEAOUNE va dNUIOUPYROOUUE €va POVTEAO
TToU N B€0n TNG YEWWETPIOG TOU aAAGCEl TTPETTEI VO TO CUVOECOUNE PE €va
okeAeTO(armature) autd  ETTUYXAVETAI HE TV  XPAON autou Tou
TPOTTOTTOINTH).
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Add Modifier

Eikéva 16: Emideién Armature Modifier

Mia TTOAU onuavTikA 1810TNTA TWV TPOTTOTTOINTWY OTTOTEAEI TO YEYOVOG
OTI N TTaPANOPPWON Toug dev gival POvVIUN AAAG TTPOCWPIVA PEXP!I va TNV
MovipgoTroioel o XpHoTtng. AnAadn kauia TTapaudpewon o€ Ba eTnpedcel TNV
YEWUETpIA 1 Tnv KoTdotaon Tou WMovTiéAou. TMa va akupwBei  évag
TPOTTOTTOINTAG TTPETTEI AV ETTIAEXOEI TO X’ TTOU BpioKkeTal oTO TTAVW BeIG HEPOG
Tou K&Be Tpotrotmointr). lMapdAAnAa Tratwvrtag Ta PeAdKIa PTTOPOUUE va
aAAGEoupe TNV O€IPd PE TNV OTTOIa O TPOTTOTTOINTEG £TTNPEAJOUV TO HOVTEAO.
ANNGCovTaG TN O€IPd PTTOPOUNE VA EXOUME DIOQOPETIKA aTTOTEAEOUATA. 2T
eTOpEVA TECOEPA €IKOVIOIO N KAUEPA OPICEl av O TPOTTOTTOINTAG Ba Qavei 0TO
Render. To pam av 6a @aivetalr oto viewport. O KUBOG av o TPOTTOTToINTAS Ba
@aivetal oTo edit mode Kal TEAOG TO TPIYWVO av N YEWMETPIa Tou povtéAou Ba
Taipi&lel pe Tov TpoTrotroiNT) oTo Edit mode. T€Aog OAol o1 TPOTTOTTOINTEG
é¢xouv Tnv emAoyry Apply TTOU vopiyotrolei TRV dpacTnpIdTNTa TOUG OTO
MovTENO.

2.3 Materials

Ta material(UAIKG) aTtTOTEAEI TO Xpwua Kal TNV UQH TTOU XapaKTNPIgel
éva avTikeipevo. ‘Eva avTikeipevo ptropei va €xel Tavw atrd éva material o€
OIAQOPETIKA onueia TNG yewpeTpiag Tou. O1 yopery Kal or duvatdTnTEG TTOU
éxouv Ta Material emnpedadovtal ammd TNV Pnxavr) render mTou €xel €TIAEXOEi
atré Tov XpAoTN. MepioodTEPa yia TIG unxavég render oto KepaAaio 8.1 . 2Tnv
TTEPITITWON TNG TITUXIAKNG AUTAG XPnoldoTroinenke n unxavl Render Cycles.
H pnxavi autr xapaktnpietal ammd PeyAAeg duvatoTnTeEG OTO PEAANICUO TNG
oKNVNGS KaBuwg kal TV Xprion duvatotitwy Cuda Cores dua TTpoo@épeTal aTTd
TNV KAPTA YPAPIKWY TOU UTTOAOYIOTH).
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Default

~ Multiple Impart...  Multiple Importan... ¥
b Transparent Sh... Linear

Opaque

Eikéva 17: Material tab

2€ TIEPITITWON TTOU O XPNoTng £mBuEi va epyacTtei oto Default Layout
16T¢ TINyaivel oT1o Material Tab Twv properties. Ekei ptTopei  va
TTPAYHATOTTOINCEI OAEG TIG duvaTOTNTEG TTOU TTPoc@EPEl TO Node Editor aAAd
€ival OpPKETA TTIO axPENOIYOTIOINTO €gaITiag TIG GBOANG HOPYRG TOUu OE TTIO
TTOAUTTAOKO UAIKA. M0 CUYKEKPIPEVA OE QUTO JTTOPOUE VO DOUE:

1. Oha 1o material Tou PBpiokovral evepyd OTO HOVTEAO TTOU EXOUME
onuioupynoel. MNa va mpooBEcoupue Ki GANO €TTIAEyoulE TO “+” TTAvVW OEEId.
MNa va opicouue a Pépn Tou povréAou Ba AdBouv To Kalvoupylo material
TOTE TA ETMAEYOUME KAl TTATAME TNV €TTIAOY KATW aTrd TO KOUTI ME TA
material  Tou Aéer “Assign”. Tlpémer va onueiwBei 611 Ta material
AapBdvouv xwpa oTa TTPOCWTIA TOU POVTEAOU Kal OXI OTIG OKMEG i TA
onueia.

2. 21NV evoTNTa Preview BAETTOUME Wia TTPOETTIOKOTTNON TOU QVTIKEIMEVOU POG
o€ éva TTPOKABOPIOPEVO QVTIKEIMEVO. TO QVTIKEIMEVO PTTOPEI va aAAaxTEi
ato TIG OeCIA eTIAOYEG 0€ TTEdio, o@aipa KUBO KATT. O OKOTTOG AUTAS TNG
avaTTapdoTacng €ival va EVNUEPWOEl TOV XPAOTN YIa TNV EUPAvION TOu
UAIKOU O€ €va TTI0 EUKOAO POVTEAO ATTO OTI OTNV KEVTPIKA OKNVI).
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3. Zmg evotnTeg Surface, Volume kai Displacement pytropouue va doupe Ta
oToixeia TTOoU atraptiCouv 1O material Tou €xoupe emmAeypévo.  Tlo
OUYKeKpPIPEVA TO Surface opilel TO UNIKO OTnNV €TTIQAVEIA TOU AVTIKEINEVOU.
To Volume opiel Twg Ba emmnpedlel TO QWG TO QVTIKEIUEVO WE TNV
amoppdéonon 1N Tnv avravdkAaon Tou. TéAog TO Displacement
XPNOIYOTTOIEITAI aTTO Ta textures yia va OwOoEl PEAANICTIKA) Uu@r] OTO
QVTIKEIYEVO DNUIOUPYWVTOG OKIEG EKEI TTOU OEV UTTAPXEI YEWMETpIA.

4. T€ENoG Og auTh) TNV vOTNTA PTTOPOUME VA ETTNPEACOUNE YEVIKEG PUBUIOEIG
yla T0 UAIKO TTOU PJOAIG dnuioupynoape OTTwG To Xpwpa TTou Ba €xel oto 3d
View Port ] puBuioeig TTou BEATILWVOUV TOV XPOVO Tou Render a@aipwvTtag
MN aTTaPaiTATOUG UTTOAOYIOHOUG.

O0oo 1m0 TTOAUTTAOKO TO UAIKO TOOO TTI0 OUCKOAO gival va dnuioupynbei o€
autd 1O TTapdBupo Adyw TNG atrAoikng Trapouciaocng Tou. E&aitiag autou
xpnoigotroindnke to Compositor Layout yia Tnv dnuioupyia KGBe UAIKOU yia
TA MOVTEAQ.

To Compositor layout atroteAcital évav O POAIKO TPOTIO yia TNV
onuIoupyia UANIKWV yIid TO QVTIKEIUEVA 1 yia TNV OKNvR YevikOTEpA. To
compositor layout xpnoiyoTrolEiTal yIa TNV €1I00ywWYyH TOU QVTIKEINEVOU OTO
Tpaypatikéd video kai Tnv weudaiocbnon 611 autd avhkel oTnV okNvr Xapn oTnv
TTPOoNUEIWaN TNG OKIAG. M0 TTOANG OTO KEPAAaIO [].

To layout TnG oOKnvri¢ auTAC atroTeAciTal ammd Tpia tabs TTou eival
Ola@opeTIKA atrd autd Tou default kal ek16¢ amd 10 3d Vview port Tou TTAEov
EXEI HETAPEPDET OTO KATW BEEIA PEPOG TNG OKNVAGS. AUTA gival:

1. Node Editor: atroteAei T0 MO onuavTikd tab Tou ouykekpiyévou layout. e
QUTO O XPrOTNG MTTOPEI HECW TWV KOPPBWYV Kal TwV CUVOECEWY PETALU TOUG
va dnuioupynoel TTOAUTTAOKa material pe eKTTANKTIKA €UKOAIQ Kal €AgyXO
TToU O€ Ba ATaV EPIKTOC PE TNV XPrion Tou utté-uevou aTto Default layout.

2. UV/image Editor: EmTpémer Tnv emmegepyaoia OUOdIGOTATWY OTOIXEIWV
OTTWG €IKOVEG N textures. To Tpdypaupa TTapExel Kal €10IkG Layout TTou
TTEPIBAANETE YUPW OTTO QUTO TO TTAPABUPO AAAG yia BIEUKOAUVON UTTAPXEI
Kal €dw. & autd TO TTAPABupo TTPoETOINAETOI TO MOVTEAO yIia va
“TEPITUNIXTEI” PE TO texture av UTTAPXEI.

3. 3D view: Edw BAéTTOUPE TO XWPO £pyaaiag TTou epyalouacTav oto Default
layout o€ pia TTIO CUPPIKVWHEVN €KdoON woTe va eoTidooupe oTto Node
Editor
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Eikova 18: Compositor Layout

2.5 Node Editor

To Node Editor atroteAei €va OUOKOAO OnNUEIO yia  APKETOUG
Kalvoupyloug xpAoTeg Tou blender eCaitiag Tng TTANBwpag dpacTnPIOTATWY
TTOU UTTOPOUV VA TTPAYMOTOTTOINBOUV KaBWGS Kal To apéTpnto TTARBOG TBavwy
OUVOUQOMUWVY VIO TOUG aTTokaAouuevoug KoOpBoug. O1 kéuPol o1 oTroiol
TTapoucidlovTal oa TETPAYWVA PE MIKPOUG KUKAOUG OTO aploTePd | oTo O€Ci
MEPOG 1 Kal OTIG duo TTAEUpEG TTou ovopddovTtal uttodoxég(sockets). Autoi ol
KUKAOI atroTeAoUv Ta onueia étrou cuvdéovtal ol KOPPBoI HETAEU TOUG yia va
TTapdyouv Ta UAIKG. To apioTepd KouudT atmoTeAsi Ta onueia étmou o KOPPog
OEXETAl €10000UG Kal To Otgi KOPUATI OTTOoU TTapdayel €¢d6doug. Mia ouyxvi
TTOPOMOIWON TWV KOUPWYV aTToTEAEI N TTAPOPoiwaon Toug he neBddoUg o€ Evav
aAyopiBuo. ‘Evag Baoikog kOPPBoG gaivetal oTnv €IKOva [19].

Eikéva 19: AmA6g kouBog Mix Shader

H ecioaywyrl kKOpBwv vyivetar ammd éva  €0IKO UTTO-PEVOU  TTOU
EVEPYOTTOIEITAI JE TOV iDIO TPOTTO TTOU YIVETAI N EI0AYWYI] AVTIKEINEVWY 0TO 3D
View Port, ye Tnv cuvtéueuon shift+a. Z1o yevou autd trepidauBdvovTal 6Aol
ol KOPBOI TTou PTTopoUV va eiocaxBbouv. ZuvoAikd oTnv €kdoaon 2.78 uTtdpxouv
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ouvoAikd 88 kdéuBol TTou PTTopouV va €ilcaxbouv 0 KaBévag Pe DIAPOPETIKA
Aeiroupyia. Or képPor opadoTrolouvTal O KATNYOPIEG yia TNV KAAUTEPN
TagIvéunon Toug.

Eikova 20: lMNapouciaon tunuarog Node Tree

MpauMES PTTOPOUV Va TPpaBnxTouVv aTrd TIG OeEi UTTOOOXEC €VOG KOUBOU
Kal va ouvdeBouv pe TIC aploTePEG UTTOOOXEG GAAoU KOpPBou. To apioTepd
KOUMATI O¢ pTTOpEl va ouvdeBei pe 10 apiotepd evdg GAAou KOuPBou Kal
avaloya 1o Oeti evdg KOPPBou de ptTopei va ouvdeBei ue To degi evog GAAou.
Etiong avdAoya pe 10 €id0C TNG €10000U O UTTODOXEG EXOUV DIAPOPETIKO

XPWHQ.

Kitpivo: ATToTeAEi UTTOBOXN XPWHATOG N OTTOI UTTOPE va TTEPIAAMPBAvE! Kal Eva
kavaAl Alpha. To kavaAl auté oupBoAilel TV dla@avela.

Ikpr: O1 uttodoXEG QUTEG €€dyouv 1 OExovTal ApIOUNTIKEG TIUEG Kal POVO
apPIBUNTIKEG TIMEG

Mof: YTtrodnAwvel TTANPOQOpPIEG yia cuvTeTayuéveG dlavUuopaTa Kal normal
TTOU XPNOIYOTTOIoUVTAIl KUPIWG Yia Ta textures.

Mpdoivo: XpnoiyoTtroigital amdé TV pnxavry cycles tou Blender vyia va
ouvdéoel KOPPBOUG oKiaong PETALU TOUG TTOU €ival KUPIWG utTEUBuUvOl yia TO
Baoiko xpwpa.
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Eikéva 21: TeAikog kouPBog e€66ou

MNa va utmopéoel va eu@avioTei 7o material Tédvw OTO AVTIKEIPUEVO €ival
ammapaiTNTo va €xoupe €vav €10IKO KOPPBo o otroiog ovouddletar Material
Output, eikdva [21]. Eival atmdé Toug Aiyoug KOuBoug TTou £Xouv POVo €10000UG.
AuTO o@eileTal OTO yeyovog OTI n €£0dog Tou KOuPou eivar oTto idI0 TO
QVTIKEIMEVO. Z€ TIEPITITWON TIOU QUTO O KOPPOG AeiTTel TO XpwPa TOU
QVTIKEIMEVOU Eival Paupo.

2.6 Textures

MOAAEG @opéc N xpnon UANIKwv pévwy Toug Oev apkKei yia va
onuioupynBei ia apkeTr] aAnBo@dvel ETIQAVEId OTO HOVTEAO TTOU  EXEI
onuioupynOei. Na va augnBei n aAnBoeaveia eVOG AVTIKEINEVOU TTPETTEI VA YiVEl
n xpnon textures. 'Eva texture atmroteAei pia €ikdéva n otroia TUAiyEl TO HOVTEAO
MOG KOl UTTOPEI va XPNOIYOTIOINGEI yia va TTPOCQPEPEI TO XPWHA TOU UAIKOU
OTTWG Kal To BABo¢ Tou. Me auTtd Tov TPOTTO dnuioupyouvTal TTOAU aAnBogavn
atroteAéopara.

lNa va TTPOETOINACTEI TO QVTIKEIMEVO va  XPNOIUOTTOINCEl éva texture
xpnoigotroigital To UV Editing Layout. H dourj Tou €ival oxeTikd atrAr pe dUo
Tapdbupa povo va 1o TePIBAAAouv. To UV Editor amd Se€1d TTou EMMITPETTE
TNV €mmeEepyaania Twv dUOBIACTATWY OTOIXEIWV TOU £€pyouU Kal atrd apIoTEPA TO
3D View Port o1o otroio epyaldépacTtav oto Default Layout.

Eikéva 22: ammoréAeoua texturing podag
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QoTtéo0o TIpIV YivEl N €l0aywyr TOu texture oTO QVTIKEINEVO (EiTE HEOW
KOuPBou r Tou Material Tab) trpétrel TTpwTa va TTPOETOIHACTEI KATAAANAQ TO
MovTédo. H diadikacia auth) ovouddlstar Unwrapping, Kai TTepIAQUBAvEl TNV
dladikaoia Katd TNV oTroia To JOoVvTEAO “CeTUAiyeTal” Kal aTTd TOV TPIODIAOTATO
XWPO UETAPEPETAI KATAAANAQ O0TOV dUODIAOTATO XWPO. AUTO YIiVETAI EQIKTO HE
TNV Xpnon Twv pagwv(seams). OI pa@ég atmmoTeAoUv Ta onueia oTta oTroia Ba
“KoTTel” TO YOVTEAO £€TOI WOTE VO XWwPETEl 0TV dUOBIACTATN E€IKOVA KATA TNV
d1adIkaoia Tou EETUAIYUQTOG.

Eikéva 23: Anuioupyia seams LIE KOKKIVO XPWHA

Ta onueia pa@nc gexwpilouv atrd TO KOKKIVO XpWHa Tou TTdvw OTO Kal
MOVO QKUEC TOU MPOVTEAOU JTTOPOUV va xpnolgotroinBouv. O1 aKPES TTOU
XPNOIhoTToIoUVTal OPICOUV Ta TTPOCWTTA TOU POVTEAOU TTou Ba diaxwpioTouv
KATd 10 EETUANIYHA. To pevoU TTOU XPNOIKOTTOIEITAI yIa TNV dnuIoupyia paguwyv
MTTOPEl va gu@avioBei e TNV ouvtopeuon (ctrl+e) kai ovopdletar Edge
Properties. '/ExovTag TIG AKUEG TTOU Ba XpNOIUOTTOINOOUV ETTIAEYUEVEG YiVETAI N
emAoynl Mark Seam. Apa n diadikacia £yive owoTd B6a doUPE TIG AKUEG Va
€XOUV ATTOKTNOEI Jia KOKKIVWTTA atroxXpwaon.

‘Exovtag dnuioupynaoel TIG EMOUNNTEG PAPES MTTOPET va AKOAOUBNOEI N
dladIKaoia Tou unwrapping pe TNV ouvtopeuon (U) EXovTtag eTTIAEYHEVO O Ta
TPoowTra TTou Ba yivel To EeTUNyua Toug. Me Tnv OuviOPEUGn QuTH
eM@aviceTal TO UTTO-PevoU UV mapping. 210 PJEVOU AUTO €UPAVICOVTAI APKETES
ETTIAOYEG VIO TO TTWG UTTOPED VA EETUNIXBOUV Ta ETTIAEYMEVA TTPOCWTTA.
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U\ Mapping
e
Smart UV Project
Lightmap Pack

Follow Active Quads
Cube Projection
Cylinder

Sphere Projection
Project From View

Project from View (Bounds)

Reset

Eikova 24: Mevou UV Mapping

H mrpwtn €mAoyn, unwrap, opiel To EETUNIyUa Pe BAon TIC paYES TTOU
éxouv oploTei. ZTnv emAoyrp Smart UV Project 1o Blender trpooTtrabei va
dlaxwpioel T0 PovTEAO KATAAANAQ pe BAon Tov €OWTEPIKO TOu aAyopiOuo.
ATtroTeAei pia ypriyopn pEB0dO KATAAANAN yia atmmAd povtéAa aAAd éoo TTio
TTOAUTTAOKO TOOO TTIO ATTOYyONTEUTIKA atroTeAéopaTa. H emAoyry  Lightmap
Pack xpnoigoTrolgital yia EeQITTAwPA TOU POVTEAOU KATAAANAQ yia Pnxavég
TTaIXvIOIWV AAAG N VOOTPOTTia €ival TTapOpoIa e TNV VOOTpOoTTia Tou Smart UV
Project. H teAeutaia 1diaitepn €tmAoyr atToTeAEl TO EETUNIYUA TOU POVTEAOU ME
TETOIO TPOTTO WOTE TA TTPOCWTTA TOU aveEAPTNTA OTTO TNV HOP®H TOUug va
METATPOTTOUV O€ TETpAywva. H emAoyr autry ovoudletan Follow Active Quads
Kal €ival mrepiotaoiakr). O1 Tpeig¢ €TMAOYEG projection TTou akoAouBouv eivai
KAaTAAANAEG yia Ta avadloya OTTAG YEWMETPIKA oXApaTta. TEAog o1 duo
TeEAeUTaieg €TMAOYEG KaBopifouv TO CedITTAWUA PE TETOIO TPOTTO WOTE VA
TaIpIAdel oTNV OTITIKA TToU £XEl 0 oXedlaoTnS oTo View Port. Mg tnv emAoyn
Reset emava@éperal To unwrap 1mou €xel Ndn yivel otnv default kardotaon
TOU.

A@ouU oAokAnpwBei auty n diadikacia n ducdidoTaTn avaTTapdoTacn
Tou povtélou @aivetar oTto UV Editor. YoTtépa eiodyetal n €ikéva 1Tou Ba
xpnoiyotroindei yia 1o texture. MTTopei 0 XpAOTNG va eTTNPedoEl Ta KoyipaTa
oT1o UV editor pe tov idlo 1po1TO TToU Ba £TTnpéade yewueTpia o 3D View Port.
AnAadr PTTOpPEl Va Ta TTAPAUOPPUICEI PE TOV TPOTTO TTOU ETTIOUMEI WOTE va
TaIpIddel KOAUTEPQ TO texture oTo HOVTENO.
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User Ortho

(x 12545 x 2335

Eikéva 25: AmotéAeoua dnuioupyiag seam yia 1o unwrap

MNa va xpnoiyotroin®ei 1o texture atrd 1o UAIKO Ba TTpETTel va ouvoeBEei
ME Tov KaTdAAnAo kéupBo oto Node Editor o otroiog gival utteuBuvog yia Thv
évragn Tng eikdvag oto Material Tou avTikeiyévou. O KOUPBOG auTdg PpioKeETal
OTO HEVOU ¢€loaywyng KouBwv(shift+a)>Texture>Image Texture. ‘ETol
€I0AyETAl £€VOG VEOG KOUPBOG O 0TToiog Ba dexTel TNV €IKOVA oav €TTIAOYR Kal
TTPETTEl va ouvdeDel Ye TO uTTOAOITTO BEVvTpo péow evog Diffuse kduBou. Ze
TEPITITWON TTOU €10axBei évag kOPBog Image Texture Xwpi¢ TNV 0TTapén
evepyou texture TOTe TO material Tou povtéAou Ba atroktoel attd Default pwf
XPWHQ yia va KaTaAdpel o oxedlaoTAS TNV EAAEIWN TOU.

Eikéva 26: Avrikeiueva xwpic texture gaivovrar uof3

Mépa atrd TNV ouvdeon Tou ue Evav diffuse kOUPBO PTTOPEI £TTIONG VA
ouvduaaoTEl KAl JE KOPPBOUG TTOU aoXOAOUVTAI E TNV UQPr) TOU QVTIKEINEVOU
OTTWG 0 KOUPBOoG bump TTou pTTOPET Va dexTei dedopéva aTo pia eikéva yia
dnuIoupynaoel TNV aioBnaon TNG PG O€ £va AVTIKEIPEVO.
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KE®AAAIO 3°: EIZANQIN'H ZKEAETQN

3.1 RIGGING

Q¢ rigging xapoktnpi¢etal  n  dladikaoia  €I0QYWYAG  €VOG
okeAeToU(armature) o€ €va POVTEAO WOTE va UTTOPEI va KivnOei Katd Tn
dldpkela evdg animation. H xprion OKEAETWV egival atrapaitntn yia Tnv
TTAPAUOPPWON TNG YEWMETPIAG TOU HOVTEAOU KaATA TNV OIAPKEID €VOG
animation.

3.2 Keyframes

MNa va &eKIVAoEl TO KOUMPATI TOU animation TTPETTEl TTPWTA VA YiVEl
katavonTto n diadikacia Tou keyframing. Ta keyframes 1réve XEpi x€pI HE TOUG
OKeAETOUG KOBWG Kal pia otroladntrote diadikacia TrepIAauBdavel animation. Me
TNV xpnion Keyframes opietal amd 1OV XPAOTN n kKaraotacn (B€on,
TEPIOTPOPN 1 MEYEBOG) TTOU €TMBUPEl va €xel éva QvTIKEipeEvo Ot €va
ouykekpipgévo frame Tou animation. To blender TTpoo@épel Tn duvaTtdTnTa VA
MNV Xpeladetal va opiooupe KABe frame &exwploTd oTtnv Oladikacia €vog
animation, xp€laZeTal HOVO va OPIOTEN N APXIKA KATAOTAON £VOG HOVTEAOU Kal
oe éva apyoTtepo keyframe va oploTei N TEAIKA KATAoTAON TTOU BEAEl va €XEl
QTTOKTHOEI HEXPI EKEIVO TO XpoVvikO didoTnua. ‘Eva keyframe eiocdyetal ammd Tou
utté-uevou Keyframe pe tnv ouvtoueuon (i). Z10 uTTO-pEVOU  auTtd divovTal
TTOAEG ETTIAOYEC yIO va OPIOTE TTOI0O XAPOKTNPIOTIKO Ba “KAeIdwOE” oTo
ouykekpipévo keyframe. Or eTIAOYEG TTOIKIAOUV avaAoya pE TIC avAYKEG.

Eikéva 27: Timeline bar

H mpdoivn Awpida oto timeline opilel To frame oto animation TTouU
BpiokeTtal n oknvrl auth TN oTiyu. Agou eicaxBei éva keyframe 10 {exwpilel
ammdé TNV KiTpivn Awpida Tou TTpooTiBeTal oTnv utrdpa timeline. OAa Ta
evoidueoa frames Ba Ta dnuioupyrnoel autéparta To blender yia va unv
xpeldletal va ToAaimwpnBei o oxediootig. O puBudg pe TOV oTToio Ba
ekTeAeaTei n dladikaoia opileTal ammd TNV ouvapTnon TTapeUBOARG TTOU OpicEl O
xpnotng. Atmé default n ocuvdptnon TTOU XPENOIYOTIOIEITAI €ival N KAPTTUAN
Bezier. H kau1rUAN authA &ekivagl apyd Kail EMITAXUVEI OTO HEOW TNG EKTEAEONG
Kal TeAeiwvel TGN opoAd. H ouvdptnon autr] TTPOTIUATAI O€  TTOAANEG
TTEPITITWOEIG KABWG divel TNV aioBnon Tng opaAoTnTag. QOTOCO Yia TNV Kivon
TwWV TpoXwv TrpoTiyaTal n Constant n otoia &ekivael otaBepd kal diaTnpei
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oT1aBepd pubud péEXPI TO eTOpevo keyframe. AuTO UTTOpPEI va TO Opicel O
XpnoTng oto graph editor To otroio Ba avatTuxBei oTo KEPAAaio 5.7.

H didpkela piag dpaoTtnpiotntag Twv Keyframe o€ mTpayuaTtiko Xpdvo
opiCeTal atrd 1o frame rate TTou €€l Opioel 0 XpHoTNG yia 1o idlo To Blender.
A6 default n mipn givan 24 frames ava deuTePOAETITO AAAG QUTO PTTOPEI va TO
aAAd&el o xprotng ato 1o render tab Twv Properties.

MNa tnv dnuioupyia evog OKEAETOU TIpETTEl va €l0axOei éva €10Ikd
avTikeipyevo amd 10 pevou siocaywyng(shift+a). lMNpémrer va eioaxBei éva
‘KOKKOAO’  péow TnG €mAoynig Armature—>Single bone. Méow autou TOU
KOKKAAou Ba dnpioupynBei 0 UTTOAOITTOG OKEAETOGS YIa OAOKANPO TO POVTEAO.

W Mesh
2 Curve
& Surface
& Metaball

Add an armature object to the scene

[
- Camera

® Lamp

A Force Field

F k Group Instance

Eikova 28: Eicaywyn BacikoU OKeAeTOU

‘Eva KOKKOAO €xel pia 101aitepn Oour o€ oXéon ME Ta uttOAoITTd
QVTIKEIYEVA TTOU PTTOPEI VA €10AYEI O XPNOTNG. ATTOTEAEITAI ATTO TPiA TUAUATA:

1. Tnv kopu@n tTou ovoudletal kepaAr(head) ammd 6mTou Ba TTapaxbouv Ta
uTTOAOITTa KOKKOAQ Kal Ba cuvdéovTal hE TO apXIKO OAa Ta KOKKOAQ TTOU
gival ouvledEPEVA PE TNV KEPAAN UTTOKOUV TO KOKKAAO KO QVTIYPAQPOUV TIG
TTAPAPOPPWOEIS TOU.

2. Tnv oupd (tail) Trou atroTeAei TO KATW PEPOG TOU KOKKAAOU KaI TO KOKKAAO
TTOU €ival OuvOEdEPUEVO E TNV oupd opilel TIC TTAPAUOPPWOEIS TOU
KOKKGAAOU.

3. TéNOG TO KEVTPIKO KOPUATI TToU ovouddetal cwua(body) kal ouvdéel Tnv
piCa pe TNV oupda.
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Eikova 29: KékkaAo oe edit mode

Me Tnv eicaywyr o€ edit mode ptTopei va 1mAeXOei KABE PEPOG aTrd Ta
TPi CEXWPIOTA Kal OTTWG ME TA UTTOANOITTO  QVTIKEIYEVA UTTOPEI  va
TTapapopPwBei. Ytrdpyxouv OUO TPOTIOI yIO TNV EI0AYWYH TTEPICCOTEPWV
KOKKAOAwV. Eite TTAvw 0€ UTTApXoVTa KOKKOAQ PE TNV OUVTOPEUON TTPOEKTACNG
(e) tTou opiCel autépaTa TNV Oxéon TOU VEOU KOKKAAOu o€ oxéon ueE 1A
uttéAhoima. AANIWG uTTopel va  €iocaxBei otn B€on Tou Kepoopa MPE TNV
ouvTépeuon(shift+a).

Ta véa KOKKOAQ TTou dnuioupyouvtal atroé Tnv pi¢a Tou ETTIAEYUEVOU
aTTOKTOUV auTéuaTa pia oxéon parent-child. H oxéon aut) €ival ammapaitnTn
yia Tnv diadikacia TTou akoAouBei Tnv dnuioupyia Tou OKEAETOU Kal auTh gival
TO posing. Ztnv oxéon “yovioU-traidiou” 10 “mTaidi” KOKKAAO TTPETTEl va
aKOAOUBEI TIG dPACTNPIOTNTEG TOU KOKKAAOU “yoviou”. QOoTO00 O yovidg dev
€ival UTTOXPEWMEVOG va aKOAOUBEI TIG dpaoTnpIdTNTEG TOU TTaIdIoU. To Traidi
WOTOCO MTTOpPEi POVO va TTEPIOTPAPEI YUPW OTTO TNV KEQPOAN TToU E€ival
OUVOEDEUEVO.

O yoviég evog KOKKaAouU pTTopEl va oploTei oTo €10IKO tab TOU property
menu TTou €xel dnuioupynBei yia Ta KOKKOAO TOo Bone tab. e autd T1o tab
MTTOPEI va opIoTEl 0 yovIOG KABwWG Kal GAAEG puBuiceig yia Tn oxéon METAEU
Toug. Mia onuavTikr) puBuion atroTeAei To dua Ba gival evwuévo 1o TTaIdI pE
TOV yoVvIO TOU. YTTAPXOUV TTEPITITWOEIG OTTWG OTOV OKEAETO TWV OXNUATWY POG
OTToU O€ XpeIdleTal va gival Ta KOKKOAO eVvWHEVA PETAEU TOUG yIa TV OWOTAH
AgIToupyia TOU rigging. ZTnv Kopu@r] autou Tou tab pag divetal €Tmiong n
duvatotnTa va oAAaxBei n ovouacia evog KOKKOAOU yia Tnv OIEUKOAuvon
avadnTnong Tou. 210 KATWw PEPOG BiveTal N duvATOTATA TNG EVEPYOTTOINONG TNG
10160TNTaG¢ deform TTou opilel Gua To KOKKOAO Ba eival oe Béon va eTnpeddel
YEWMETPIa 1 Ox1. AuTO €ival 1ID1AITEPA XPACIUO O€ TTEPITITWON TTOU O XPHOTNG
eMOUET va €xel KOKKOAA TToU €ival atTAd uTTeUBuUva yia GAAa KOKKaAa Kail Oxl
YEWMETPIQ.
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" Local Location

Eikéva 30: Bone tab €101k6 tab povo yia okeAsToug

3.4 Anpioupyia OKEAETOU OTNV TTPAEN

A@ouU £xel OAoKANPwWOEi TO JOVTEAO, OTNV OUYKEKPIPEVN TTEPITITWON TO
QUTOKIVNTO, TTPOXWPAUE OTNV dnMIoUPYia Kal ElI0aywyr) OKEAETOU. ZUVOAIKA Ba
XPEIOOTOUV 9 KOKKOAQ yIa TO JOVTEAO TOU auToKIvATOU Kal 10 yia TO HOVTEAO
Tou Oepiotr). O BepIoTAG xpeldleTal TTapatmmdvw  yia va  emTeuxBei N
TTEPIOTPOPI KAPOUAIOU KOWINATOG.

To Kkevipikd KOKKAAO ME TO oOToi0  Eekivape Tnv Oladikacia TO
ovopadoupue Master KOBWGS TO CUYKEKPINEVO KOKKOAO gival UTTEUBUVO yia TNV
METAKIVNON OAOKANPOU TOU OKEAETOU KAl TO TOTTOBETOUUE PTTPOOTA Kal TTAVW
aTrd TO JOVTEAO HOG.
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Eikéva 31: KokkaAo Master

MeTd €l0dyoupe Ta KOKKOAQ TTOU gival uTreuBuva yia TV TTEPICTPOVPN
KGBe podag. ZUuvoAIKa éxoupe 4 TéTola KOKKaAaA. [Mpétrel va 600¢i 181aiTePn
TIPOCOXH WOTE Ta VEQ KOKKAAQ va dnuioupynBoulv oTo PECO TNG KABe pddag
KAl va Pnv TotroBeTnBei e To XEPI yIa va €xouue TEAEIa TTEPIOTPOPN. AuTO TO
TTETUXQIVOUME PE TNV ouvToueuon shift+s 1Tou ep@avilel éva pyevou otnv B€on
TOU TTOVTIKIOU TO OTTOi0 KaBopilel TNV OX£ON TOU KEPOOPA ME TA AVTIKEIMEVA.
‘ET01 0TO pevou emmAEyoupe “cursor to selected” €xovTag emmAeypévn YOvo TNV
poda. To Blender Ba ToTTOBETAOEI TOV KEPOOPA OTO KEVIPO TNG ETTIAEYUEVNG
yewpeTpiag. ‘ETol mpooBéToupe TO vEOo KOKKOAO e  shiftta kal  TO
TTEPIOTPEPOUNE ETOI WOTE va TAIPIAZEl PE TNV TTEPIOTPOPA TTOU BéAoupEe va
amroktiooupe. Opifoupe Ta TTiow KOKKaAa va eivalr maidid Tou Master. Ta
MTTPOOTIVA KOKKAAQ Ba £xouv WG yoveic dUo KOKKaAa TTou Ba dnuioupyroouuE
META.
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Eikéva 32: KokaAa utretbuva yia tnv mEQITOOP TWV TPOX WV

KaBe dxnua €xel Toug dUO PTTPOCTIVOUG TPOXOUG va UTTEUBUVOUG YIa va
aAAaCel kateuBuvon. ‘ETol amd Tnv oupd Twv OUO WPTTPOCTIVWV TPOXWV
TTIPOEKTEIVOUME 2 vEQ KOKKOAQ TTou Ba cival utrelBuva yia TNV TTEPICTPOPN.
Opifoupe WG YOVEIG TwV PTTPOCTIVWV TPOXWV TO avAAOYyO KOKKOAO divovTtag
TTPOCOXH va opicouue 6T 8¢ Ba eival ouvdedeuéva. ‘ETol Ba TepIoTpEPovTal Ol
MTTPOCTIVOI TPOXOi VW oI TTiow 6x1. Opioupe wg yovio To Master.

Eikéva 33: KékaAa utreUBuva yia 1nv oTpoen TwV TPOXWV
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MNa va diarnpriooupe 1o KOKKAAO Master kaBapd atmd UTToOXPEWOEIS Ba
onuIoupynoouphe OUO oKOPa KOKKOAG TTou Ba ekTeAouv TIG PondnTikEG
AeiToupyieg Tou Ba avatrtugoupe OTn ouvéxela. To éva KOKKaAo Ba eivai
UTTEUBUVO YIa TNV TTEPIOTPOYPN TWV TPOXWV O€ Oxéon PE To Master €101 WOTE
oTav To Master peTakiveiTal ol Tpoxoi Ba TrepioTpépovTal. To KOKKaAo auTd Ba
TO ovoudooupe Mast kal Ba €xel wg yovid To Master. To deUTEPO KOKKOAO Ba
EXEl WG yovio To Mast Kail gival UTTEUBUVO YIa TNV OPUOVIKR TTEPIOTPOPN TWV
KOKKOAWYV TWV TPOXWV. TO KOKKAAO auTd To ovouddoupue Turner.

Eikova 34: KokkaAa Turner kar Mast

2Tov @¢epioTh) Ba eicdyoupe Eva akOpa KOKKaAo TTou Ba gival utteuBuvo
yla TNV TTEPIOTPOPN TwV AETTidWYV, TO KOKKaAO autd Ba ovouaocTei Blade kai
OTTWG KAl PE Ta KOKKOAQ yIa TIG POOEC TTPETTEI VO PPOVTIOOUE VO TOTTOOETNBEI
OTO KEVTPO TNG YEWMETPIAG KAl va €XEI TNV OWOTA TTEPIOTPOPN.
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Eikéva 35: KékkaAo utreUBuvo yia 1i¢ ATTides

3.5 NMpoxwpnuéveg XEOEIG METASU KOKKOAWYV

Omwg  Tpoava@épBnke  dnuioupyrioaue OUO0 KOKKOAG Ta  OTToia
mpoopépouv Bonbeia oto Master pe okommd va ekTeAOUV TTOAUTTAOKEG
OpacTnPIOTNTEG OTTWG TNV TTEPIOTPOPH TWV TPOXWV KAl TNV OTPOYR Twv
MTTPOOTIVWYV TPOXWV WE BAon Tnv TTepIoTpon Tou Master. MNa va eKkTEAEOOUNE
TIG TEXVIKEG QUTEG TTPETTEI VA UTTOUME O€ MIa €I0IKN AEITOUpYia TTOU €XOUV JOVO
ol OKEAETOI KAl auTh ovopddleTal Pose mode. MTTopoUuEe va UTTOUPE O€ AUTRV
TNV Acitoupyia Tratwvrtag ctri+Tab. e auti Tnv Asimoupyia ptropei va
ETTNPEACTEI N TTAPAUOPPWON TwV KOKKAAWV Kal  va opIoTouv TO
TTpoavagepBévTa keyframes yia 1o animation. MNpémel va onueiwBei 611 étav
BpiokduaoTe o€ Pose mode Ta €mMAeyPEVA KOKKOAQ €XOUV UTTAE TTEPIYPAUMO
€vavTl TOU KiTPIVOU TToU gixav yia va exwpilel o axedlaaTAg TV AsiToupyia
oTnv oTroia BpiokeTal.

Evw BpioképaoTte oe Pose Mode ptropouue va xpnOIPOTIOINCOUNE £va
emTTAéov tab oTo property panel Tou ovopdadletal bone constraint. Ze autd 10
MEVOU MTTOPOUPE VO TIPOCOECOUUE TTEPIOPIOUOUG OTA KOKKOAA WOTE va
QVTATTOKPIVOVTOI PE OUYKEKPINEVO TPOTIO O€ OXEOn ME AAAO KOKKOAQ TTOU
opiCoupe epeic. Avaloya pe TOV TTEPIOPIOPO Ta KOKKAAQ Aaupdavouv Kai
OlOQOPETIKO XPWHO WOTE va yivetal eUKoAa kartavonTtd TI cuufaivel oTo
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OKEAETO. ZTNV TTEPITITWON PAG Ol TTEPIOPIOUOI TTIPOKAAOUV éva yoAaloTTpAcivo
xpwpa. O1 TTePIOPIOPOI av Kal €XOUV TTOAAEG OMPOIOTNTEG PE TOUG KOIVOUG
TTEPIOPIOPOUG TTOU TTPpooPEépel TO blender ovopaoTiKa €xouv OIOQOPETIKEG
EOWTEPIKEG AEITOUPYIEG KAl XPNOIPOTToloUvVTal POvo o€ pose mode o1roTe
ETTPETTE VA OIAXWPIOTOUV ATTO TOUG OXEDIOOTEG TOU TTPOYPAUMATOG.

ZEKIVAPE JE TOV TTEPIOPIOUOG O OTToiog Ba cival utTelBuvog yia Tnv
TTEPIOTPOPH TWV TPOXWV O€ Ooxéon ME TNV Kivnon Tou Master. O 1TepIOPIOPOG
TTOU TTETUXAIVEI TNV A€ITOoupyia TTou €mmBuPoUue ovopdaletal transformation.
Xpnoluyotroigital 6Tav BéAoupe va dpacTNPIOTTOIEITAl TO KOKKAAO TTOU €XOUWE
ETTIAEYUEVO OE dia dpaoTnpIOTNTA VOGS AAAoU. AuTr N dpacTnPIOTATA PTTOPEI
va gival OI0QOPETIKA atTrd auTAV TTOU EKTEAEI TO KOKKOAO TTOoU B€Aoupe va
OKOAOUBOUE.

‘ETol autd TTOU BEAOUE Va ETTITUXOUUE €ival KATA TNV OIAPKEIA TTOU TO
Mast 6a peTakiveiTal TTPOG Wia KaTeUBuvon TOTE OI POBES Ba TTEPIOTPEPOVTAL.
KaBwg o1 pddeg kal To Mast €ival Taidid Tou Master 101€ he TNV Kivnon Tou
Master Ba kivouvtalr OAa kal Ba TepIoTPEPOVTAl Kal O pOdeg. 'ETOl OTO
transformation opioupe WG OTOXO TOV OKEAETO TTOU £XOUME dNUIOUPYAOEl Kal
w¢ KOkkaAo 1O Mast. EmAéyouue Tnv €mAoyr) Extrapolate kaBwg pag
ETTITPETTEI VA KAVOUE TOUG TTEPIOPICHOUG TTIO OUOAOUG.

2TNV OUVEXEIQ €XOUPE OUO HEYAAEG €vOTNTEG TO Source Kal TO
Destination. Ze auTég opifoupe TNV OpacTnEIOTNTA TNG TINYAGS Kal TTWS BEAOUUE
va aAhaxtei amdé TOv TTPOOPIoHO. TNV TIEPITITWON Mag B€éAoupe va
METATPEWOUNE TNV OpacTnPEIOTNTA Loc 0€ ROt. 2TV OUVEXEIA ATTO EPTTEIPIO
opioupe oTov agova Y 10 min=-6 kal To max=6. ZTov Touéa Destination 1TOU
a@opd TOo KOKKAAO TTou B€Aoupe va elodyoupe opifoupe otov dova Y TO
Min=-360 ka1 To Max=360. 'ETol KdBg @opd TToU TO POVTEAO OAOKANPWVEI TNV
amoéoTaon ion Me 6 povadeg Blender o1 pddeg Ba oAokAnpwvouv pia

TTEPIOTPOPH.
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5.7

v Extrapolate

Eikéva 36: Bone constratint tab pe Transformation Constraint

O A6yog 1Tou KAvoupue auTiv TNV aAAayrp yovo oTov Y yivetal KabBuwg
BEAOUME TO QVTIKEINEVO va TTEPIOTPEPEI TIG POOECG TOU aveEdpTNTA OTTO TOV
YEWMETPIKO dEova oTov OTToio BpiokeTal. AUTO UTTOPOUNE VO TO OPICOUUE QTTO
TNV €vOTNTa Sspace Tou PBpioketal KATw a1d 10 Destination. 2Ti¢ dUO QUTEG
€MMAOYEG opifoupe TTOI0 CUOTNPO CUVTETAYUEVWY Ba AdBouue uttéyiv yia Tov
TTePIopIoUO autdv. ‘Etol opioupe tnv emAoyr Local with Parent yia tov
TTPOOPICUO WOTE va Aaupaveralr uttoWIlv N dpacTnEIOTNTA TOU Yoviou Tou
KOKKaAou, kal local space yia Tnv 1Tnyr. 'Exovtag opioel Kal TIG 2 €TTIAOYEG O€
Local TrapaTtnpoupe o011 0 dgovag Y opiel To “utrpooTd’.

O emépevog TTEPIOPIOCPOG WE TOV OTToi0 Ba aoyoAnBoupe eivalr o
TTEPIOPIOPOS IMNa TRV ApUOVIKI OTPOPH TwV TPOXWV YE BAon Tnv Kivnon Tou
Mast lNMou utrakouel To Master. Na apxnv Bétoupe évav TTEPIOPICUO OTA
KOKKOAQ TTOU €ival utrelBuva yia Tnv OTPo@r] WOTE va akoAouBouv Thv
TEPIOTPOPN TOu Turner TTou dnuioupyrnoaue. ‘ETol B€Toupe €vav TTEPIOPICHO
TTOU ovouddZetal Copy Rotation. Autdg 0 TTEPIOPICUOG €ival IBIaITEPA aTTAOG Kal
avTIyPA@El TNV TTEPIOTPOPI TOU OTOXOU OTOV TTPOOPICHS HE BAon KATTOIOV
agova | 6Aoug Toug agoveg. Opifoupe va eivar o oTdX0G Kal n Tnyr Local
Space yia Toug Trpoava@epBEvTeg Adyous. Mia onuavtikiy aAAayr] TTou
Kavouue €dw TTEPQa gival OTI pelwvoupe To influence kaBwg o1 pddeg PeaNIOTIKA
TEPIOTPEQOVTAl HEXPI éva BaBud yia TNV OTPOo@r TOou OXAMOTOG Kal Oxi
TTARPWG €101 opiCoupe TNV emmippon o€ 0,3. Mpétrel emmiong va avagepOei Ot
KaBwG oI TOTTKEG OUVTETAYUEVEG Eival  OIAQOPETIKEG avaAoya ME TNV
TTEPIOTPOPI) TOU KOKKAAOU Oa TTPETTEI v QPPOVTIOOUUE VO TTEPICTPEPETAI TO
Turner 010 CWOTO Agova yia va OTPAPOUV CWOTA Ol PODEG.
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Add Bone Constraint

-

Local Space = L Local Space

Eikéva 37: lNepiopiouds aviypapns mepioTpoPns

2Tov idlo Tov turner B€Toupe €vav transformation TTePIOPICPO. Z€ auTOV
TOV TTEPIOPICKO Ba avTiypAWouuE TNV TTEPIOTPOPN Tou Gova Z Tou Master
otov G¢ova Y Tou Turner woTE VO OUVEPYOQOTEI KATAAANAQ PE Ta KOKKOAQ TNG
oTpo®nc. Emmiong petarpémroupe 1o source to destination mapping wWoTE 0
TOTTIKOG dEovag Z TnG TTNyNG va eival utreubuvog yia Tou GEoveg Y kal Z Tou
TTPOOPIoHOU. Mg auTdv TOoV TPOTTO N TTEPIOTPOPI) OTOV Z £TTNPEACEI TNV OTPOOYN
Kal TOU Y OTTWG XpPEIAdeTal.

v Extrapolate

Loc

Eikéva 38: lNepiopiouog Transformation yia tnv arpo@n Twv 100X WV
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Me autov Tov TPpOTTo OAOKANPWVETAI N dladikaoia yia To auTokivnTo. Na
TOoV BeploTh XpelddeTal éva akoua PBripa. AouAsuovtag oTo KOKKaAo Blade
opiCoupe WG OTOXO TO KOKKAAO Mast OTTwG Kal yia TIG TTEPITITWOEIS HE TIG
POdEGC. H dlagpopég Pe TIC AAAEC TTEPITITWOEIG €ival TO Yeyovog OTI OpifOUlE O N
TTEPIOTPOPN Va yiveTal KABe dUo Blender Units kai ox1 €61 woTe va yiveTal n
TTEPIOTPOP TTIO YPAYOPA Kal OXI UE TOV id10 puBud e TIC PODEC.

Add Bone Constraint

2

v Extrapolate

Eikéva 39: lNepiopiouds Transformation yia tie Aemideg

3.6 ZUvdeon ZKEAETOU ME TO MOVTEAO

Me Tnv OAOKANPwWON TOU OKEAETOU KOI TWV OXECEWV METALU TWV
KOKKOAWYV PTTOPOUUE TTAEOV VA TOV OUVOECOUUE JE TA MOVTEAQ pag. MNa va 1o
OUVOEOOUNE  ETTIAEYOUE TTPWTA TO MOVTEAO KAl WETA TraTwvTtag  shift
EMAEYOUPE KAl TO OKEAETO. MaTwvTag YETA TN OUVTOPEUON Ctrl+p epgavideTal
parent menu. 10 menu auto £€XOUME DIAPOPES ETTIAOYEG YIO TNV OUVOEDT) TOU
OKEAETOU HE TO PJovTENO. H ox€on TTou dNUIoUPYEITAI AVAPESO OE £VA OKEAETO
Kal €va POVTEAO €ival TTapduola PE TNV oX€on yovéa — TTaidlou, TTOU EXEI
avaeepBei. Qotéc0 avti va artroTeAei ouvdeon WHETAEU OAOKANPNG NG
YEWMETPIAG HE OAOKANPO TOV OKEAETO ATTOTEAEI YIa TTIO AUECT OUVOEON PETALU
ONMEIWV KAl KOKKAAWV.
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Eikova 40: EmiAoyn uovréAou Kar ueTd Tou OKEAETOU

To KouudT TOU PEVOU TTOU POG agopd atroTeAei To Armature Deform 1o
OTTOI0 gP@aviCeTal YOVO OTNV TTEPITITWON OUVOEONG TTAEYUOTOG UE OKEAETO.
Mpétrel va onuelwBei 0TI N oglpd €TIAOYAS TWV AVTIKEIMEVWY TTAICEl ONPAVTIKO
pOAo. MNMpwTa €TTIAEYOUPE TO HOVTEAO TTOU €XOUME ONUIOUPYNOElI Kal YUETA TOV
OKEAETO yIa va opicoupe OTI TO TO PovTéAO Ba yivel To TTaudi Kal 0 OKEAETOG O
YOVIOG.

MNa va egnyooupe T KAvel KABE €TTIAOYN TTPETTEI VA Yivel KaTavonTo N
évvoia Twv Bapwv(weights) ota kokkaAa. To Bapog opilel Tnv eTTippon TTou Ba
EXEl N OpaACTNPIOTNTA EVOG KOKKAAOU OTN YEWMETPIA KAI TTIO CUYKEKPIUEVA OTA
Verticies. To Bdapog traipvel TipéG ammd 0.000 péxpr 1.000. Ztnv Tipr 0.000 dev
UTTAPXEI KaUia ETTNPPON Kal TO XpwHa gival YTTAe kal otnv TiuA 1.000 utrdpxel
100% emppon pe KOKKIVO Xpwua. H kaBe etmAoyr ernpeddel Ta Bdpn autd Pe
O10QOPETIKO TPOTTO. Mo cuyKekpipEva KABe etmIAoyry Ba dnuioupynioel Vertex
Group pE Ta ovopaTa TWV KOKKAAwWvV TTou PBpiokovtal oto Object tab Tou
property panel. Kai kaBs group 6a €xel Sl1aQOpPETIKO EAEYXO OTA UTTAPXOVTO
OnMEia TOU TTAEYUATOG TOU HOVTEAOU.

‘ET0o1 Aoimmov emAéyovTag With Empty Groups 6a dnuioupyAoel groups
OTO OVOPOTA TwV KOKKOAWV Ta OTroia dev €xouv Kavéva BApog o€ Kavéva
onueio.  Autp n e€mAoyl TTPOTIUATOI O€ TIEPITITWON TIOU O OKEAETOC Oa
ouvOeBei 0 PNXAVIKEG KOTAOKEUEG KOBWG MAG ETTITPETTEI VO OPICOUE EPEIC Ta
onueia Tou Ba akoAouBouv TTola KOKKOAQ. Z& TTEPITITWON TTou BEAoupe va
OWOOUNE Hia TTI0 BIOAOYIKA OXE0oN METALU TOU OKEAETOU KaI TO PHOVTEAOU TOTE
emA€youpe With Automatic Weights. Autr) n €mAoyn divel autéopata PApog
OTn YEWMETPIA TTOU opifeTal aTTd TNV ATTOCTACH TOU onuEiou atmd T0 KOKKAAO.
TéNog n emAoyy With Envelope Weights cival Trapopola pe 1o With Automatic
Weights povo 1ou Aaupavel utrowiv 1o @akeho(envelope) 1Tou TrepIBAAEl TO
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KOKKaAO o€ avtiBeon pe Tnv default kardotaon 1Tou gival n idla N YewWMETpIa
TOU KOKKAAOU.

Eikéva 41: lNapddeiyua mpoowueiwans BioAoyikoU KOKKaAou

Na ta povréAa pag emAéyoupe 10 With Empty groups kaBwg Ta
oxnuarta dev atroteAouv BIoAoYIKEG KaTaoKeUEG. e Edit Mode eTTIAéyoupue Tnv
YEWMETPIa TTOU BEAOUMPE va UTTOKOUEI O€ KATTOIO KOKKOAO Kal UoTepa aTo tab
Object oTto Property Panel trnyaivoupe oto Vertex Groups Kai €TMAEYOVTAG TO
group PE To Gvoua Tou KOKKAAouU Kal Tratdue assign. ®povrifoupe 10 Weight
va givar 1.000 woTe n yewpueTpia va akoAouBei To KOKKaAo TTARApwG. MNa va
OlYOUPEWOUNE TO ATTOTEAEOHA, E£XOVTAG TOV OKEAETO ETTIAEYMEVO TTNYAIVOUME
o¢ Pose Mode €AéyXOUpE Qv KIVEITE N OWOTH YEWHETPIO JE TO KOKKAAO. 2TO
TEAOG TNG dIadikaciag opifouue TIG PODEG VA UTTAKOUV OTA KOKKAAX TTOU TOUG
QVTATTOKPIVOVTAI KAl TO CWHA TOU OXMNMATOG VA QVTATTOKPIVETAl oTo Master.
2TNV TTEPITITWON Tou BePIOTA OpifoUNE ETTIONG KAl TO KAPOUAI va UTTAKOUEI OTO
Blade.
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Master

o (P (O s oy
| - - O - - - - - - §

Eikéva 42: MNapddeiyua mpoowueiwons Unxavikou OKEAETOU

Mépa amd Toug U0 auTOoUG OKEAETOUG dnuioupyndbnke €vag akoua
ammAOG OKEAETOG yIa va €ival uttelBuvog yia To dvolyua Twv Bupwv oTa
container Trou Ppiokovtal oTnv apxl 1o Animation. O OKEAETOC aQUTOG
atroTeAeiTE ammd dUO KOKKOAQ TTou gival utrelBuva yia kKdBe BUpa Kal €va
KOKKaAO TToU Ba gival utteUBuUVO yia Ta dUO auTd KOKKOAA wg Master.

Eikéva 43: ATTAGS okeAeTOC yia To Container
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KE®AAAIO 4°: MPOETOIMAZIA VIDEO

4.1 NMqyn Video

Me TNV OAOKAApWON TwVv POVTEAWYV, T UANIKA KOl TNV €l0aywyrf Tou
OKEAETOU TTPOXWPAUE OTO ETTOPEVO ONPAVTIKO KOUMATI TNG TITUXIAKNAG
epyaoiag. Auto atroteAei TNV Afwn Tou Video oTo oTtroio Ba mTpayuatoTroinei
T0 animation. OTTwg €xel NON avagepBei oTnVv TITUXIOKN authl Ba ouvoeBEi
Tpaypatikd video pe animation Tou 8a TrapaxBei yEoo Tou AOYIOMIKOU TOU
Blender. Z& autd 1o KOPPATI AoITTéV XpelaleTal epyacia eKTOG TOU AOYIOUIKOU.
Mpétrel va Bpebei 0 KATAANAOG XWPOG KaBWG Kal 0 KATAAANAOG Xpdvog yia
™MV Aqyn Twv video. MNa TNV OUYKEKPIPEVN TITUXIOKN XPNOIMOTIOINONKE TO
ypageio ToUu OIEUBUVTA KAl TO ypa@eio Twv OACKAAWV €vOG ONUOTIKOU
OXOAgiou.

4.2 Zevapio

2TO OUYKEKPIYEVO animation €xoupe Tnv UTTapEn €vog ouvolou aTTo
container o€ oToia TTOU BpioKOoVTAl TTAVW O€ £Va YPAPEIO O€ Eva TTPAYUATIKO
XWPO. Z& éva atrd auTd BPIioKETAlI TO AUTOKIVNTO TTOU dnuioupyroaue. AitTAa
Movaxiké BpiokeTal éva ueyaAUTEPO container TO OTTOI0 XPNOIUOTTIOIEI TO UAIKO
OKOUPIAG TTOU UTTAPXEI Kal oTov BepioTr. Z& auTd BpiokeTal 0 idlog 0 BEPIOTAG.
Me autd Tov TPOTTO BEAOUNE va yivel katavonTtd OTI 0 BepIoTAG €ival €vag
XOPAKTAPOG TTou Oev €xel Tnv idla oxéon e Ta UTTOAOITTO OxXAMaTa Eival
ATTOMOKPO Kal ETTIOETIKG. ATTO TNV GAAN TO POVTEAO TOU QUTOKIVITOU E€ival TTIO
EUXAPIOTO Kal M0 €UdIABETO KATI TTOU YiveTal 10IaiTEpA Katavontd atrd TIg
TIPWTEG OKNVEG TOU animation.

Eikova 44: [Npwrtn oknvr} ue Ta container aro ypageio
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2T0 animation, To auTtokivnTo Adyw &vBouolaouou Kivei TO container
OTO OTT0i0 BpiokeTal HEOA. AUTO £XElI WG ATTOTEAEOUA VA TTECEI KAI VO XTUTTAOEI
eAa@pd 1o container Tou BepioTr). To auTokivnTo Byaivel aTTd TO container Kal
TTAPOKOAOUBEI TOV KalvOUPYIo KOOUO OTOV OTToio €xel Ppedei TTAvw OTO

ypageio.

Eikova 45: To éxnua Kiveital mdvw OTo ypageio

KaB®’ 6An tnv didpkeia autig TnG OKNVAG 0O BepioThg guttvdel Kal
TapoKouvdel To container Tou o€ pia TTpooTdleia va Byel. To auTtokivnto
TTapartnpei Tov 86pufo kal TTANCIALel va o€l TI ToV TTPOKOAEL. H kApepa aAAdGlel
KAl JTTaivel oTnv OTITIKA Tou BepioTh péoa atrd 10 container. O BgpIOTAG
KATOQEPVEI VA AVOIgEl TRV TTOPTA KAl EKVEUPIOPEVOG KUVNYAEI TO QUTOKIVNTO.
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Eikéva 46: O BepiaTig Kuvnydel 1o Oxnua

2TnVv TTopeia kateBaivouv amd 1o TPATTECI TOU ypA@EIOU KAl TO KUVAYI
ouveyiCetal o€ €va WIKPOTEPO ypageio. lMNepvave KATW atrd Eva TpaTTEQ Kal
@evyouv TIPOog TOv OIGdpouo. Edw yivetal ep@avi n 1010TNTA TTOU HOG
TTpoo@Eépel TOo Blender va KaAUWOUWPE €va QVTIKEIMEVO TTIOW aTTd TTPAYUATIKA
avTikeipeva. MepioodTepa 010 KEPAAQIO 6.4.

Eikéva 47: Ta oxnuara mepvave Katw armmo éva 1parédl
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MeTd ammdé pia ouvioun oknvrp oto OIAdPOUO TTnyaivouv o€ €va
MEYAAUTEPO YypaPEio OTTOU aveRaivouv o€ €va OUVOAO Yypa@eiwv XApIG O€ Hia
TTOAU BOAIKN) papTtTa @Tiayuévn atrd BIAia kal kouTia.

Eikéva 48: O Bgpiarris Kuvnydel To QUTOKIVITO OTO EYAAO ypageio

MeTd ammd €va pikpd Kuvnyntd cuvavtave éva peyalo Kevo avdaueod
oTa ypageia. To autokivnto KaBwg gival eEAa@PUTEPO PTTOPEI va KAvEl TO GAua
EVW O BEPIOTAC aTTOTUYXAVEI Kal TTEQPTEL. TO QUTOKIVNTAKI evBoUOIAleTal Je TV
ETTITUXIO TOU Kal TEAEIWVEI TO animation.

Eikéva 49: TeAeuraio koyudr Tou animation
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H diadikacia Ayng Twv Video xpeldletal 101QiTEPN TTPOETOINATIA
KaBwg TTaicel 101aiTEPO POAO O PWTIOPOG KAl N ETOINOCIA YIA TO XWPEO TTou Ba
KivnBouv Ta povtéAd. 2uvoAlikd uttdpyxouv 17 oOknvég o€ OAOKANpPo TO
animation. A6 autég o1 16 xpeidlovrav va An@Bouv atrd TO TTPAYUATIKO XWEO
Kal dia n otroia dnuioupyndnke péoa atrd 1o Blender. e kGBe oknvry, oTov
TTPAYMATIKO XWPEO, TTPETTEI VA UTTAPXEl Mo TTpOYyvwaon yia TO Ti 6a TTPOKUWEI
otov 3D Xxwpo aANiwg XpeldleTal va avaAn@Oei To video yia TNV CUYKEKPIPEVN
OKNVA.

To 1Mo onuavtiké KOPUATI auTthS TNG O1adIKaoiag ATTOTEAEN N €l0aywyn
‘onuadiwy” oT0 Xwpo Ta omoia Ba civar oe Bféon TO Blender va
XPNOIUOTTOINCEl  yIa VA Karavonoel Tn oknvrl. Autd Ta onudadia Ba
Xpnolyotroindouv oTtnyv diadikaoia TTou Ba avatrTuxBei oTo ETTOUEVO KEQAAQIO
TToU ovopadetal Motion Tracking. lNa ta onuddia xpnoipoTroinénkav KouudaTa
atmd TTOAUXPWHA XOPTIA Ta OTToia €ival APKETA MIKPA yia va €ival EUKOAN n
aTTOudKPUVON TOUG OTO post processing ,TToU ava@EPETal 0To KePAAaio 8.5,
OAAG KOl QPKETA PJEYAAQ WOTE VO PTTOPEN VA TA TTAPAKOAOUBNOElI O E0WTEPIKOG
aAyopiBuog Tou Blender.
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KE®AAAIO 5°: MOTION TRACKING

5.1 Eicaywyn oto Motion Tracking

Motion Tracking ovoudletar n odiadikacia Tou  diegdyeTal  OTaV
TTpooTTaboupue va ouvoEooupe Eva TTpaypaTiko Video pe 3D povtéAa Ta oTToia
Exoupe Onuioupynoel. Ta epyaAeia TTOU UTTAPYXOUV, TTPOCQPEPOUV TTOAAEG
duvatoTNTEG yIa TNV dnuioupyia PEAMIOTIKWY OTTOTEAEOUATWY OTTWG PE TNV
€100yWYN OKIWV KAl TNV TTPOCOP0IWaN TNG Kivnong TNG TTPAYMATIKAG KAUEPOG
Méoa atrd TNV KAPEPA TTou UTTApXEl 0Tn oknvr Tou Blender. Mépa até 10 idlo
TO TTEPIBAANOV TTPOETOIPNACIAG TNG KAPEPAG TTOU TTPOC@EPEl TO Blender peydio
poAo £xel kal To Compositor Setup TTou XpnolyoTrolgiTal yia Ta didgopa Layer
NG oKNVAG. AuTtd Ba avatrTuxBei 1Id1aiTepa 0TO KEPAAQIO 5.7.

5.2 Motion Tracking Layout

MNa va xpnoigotroijooupe TIG duvaTtoTnTeG motion tracking Tou Blender
Exoupe duo emmAoyEéG. Mtmopoupe va xpnoiyotroijooupe 1o Movie Clip Editor
window 1} JTTOPOUNE VA XPNOIKOTTOINCOUE TO €I0IKO layout TTou TTPOCQEPEI TO
Blender 1o otroio BoAikd ovopadletar Motion Tracking.

2€ aQutd TO XWPOo Kupiapxo poéAo éxel To Movie Clip Editor pe 1pia
dla@opPeTIKA tabs va eival agooiwpéva o€ autd Kal Jovo oTo TTAvw OedId
MEPOG VO pag TTpoo@épeTal n duvatdtnTa va doupe To 3D view port Kal TTwg
Ba dlapoppwbei pe To TEAOG TNS diadikaaiag.

Eikéva 50: Motion Tracking Layout
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KaBe éva atrd Ta 1pia Movie Clip editor ekTeAEi dIAPOPETIKI AgITOUpyia
Kal QaiveTal atro TNV €TTIAOYK view TTou €xel oploTEl. ‘ETO1 €X0UE:

Eikéva 51: Kouurtri eicaywyng video

1. Clip: og autAv TNV €TmIAoyr pag diveTal n duvaTOTNTA va E€I0AYOUNE €va
Video kai va emregepyaoctouue Trackers BAETTE Ke@AAaio 5.4 Kal PAOKEG
BAETTe KEQAAalo 5.7. AttoteAei To Default TTapdBupd oTo oTT0io EEKIVAEI TO
Motion Tracking.

Eikéva 52: Clip window

2. Graph Editor: ¢ autiv Tnv OTITIKI MUTTOPOUPE va OOUUE Mia ypa@ikA
AVATTOPACTOON TWV ETTIAEYUEVWV OTOIXEIWV KAl TTIO CUYKEKPIYEVA TWV
trackers 1ToU Ba BdAoupe oTnv OKNVA. Z€ QUTAV TNV avaTTapdoTach
BAETTOUE  KOKKIVEG KOl TIPACIVEG YPOUMEG TTOU  UTTOBNAWVOUV TNV
dpacTtnpidéTnTa TOU tracker oToug G&oveg X kal Y. & autd 1o TTapdBupo
MTTOpOUPE va Trapartnprijooupe av OAol ol Tracker akoAouBouv pia
TTapopola diadpour kKad OAn didpkeia Tou animation. & TTEPITITWON TTOU
KATT0I0G tracker €ival TTOAU dIAQOPETIKOG ATTO TOUG UTTOAOITTOUG TOTE i0WG
gival KaOAUTEPO va aTTOhaKPUVOED yia va kaTtavorioel KaAuTepd 1o Blender
TNV oknv. MTTopoulue va atTopakpuUvoupe €vav tracker €TmIAéyovTag Tov
Kal TTaTWVTOG TNV ouvTiépeuon delete A 10 TTAAKTPO X. H PTTAE ypauun
TTapouciddel Tnv opaAdTnTa PE TNV otroia To Blender katdgepe va
Katavonoel TNV 0paoTnEIdTNTa TG KAUEPAS OTO TTPAyUaTIKO video. MpéTTel
va onueiwBei 61 n karavonon dogv gival pia atmdAuTn €vvolia aAAd OXETIKN
Kal UTTOpEi va UTTdpEouv aevapia TTou n Kartavonaon ival KaArp aAAG oTnv
TIPAYMATIKOTNTA €ival AVETTAPKNAG.
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Eikéva 53: Graph Editor

3. Dope sheet: Xpnoigotroigital yia TRV atreikdvion dedopévwy atrd To Motion
tracking. Mo ouykekpipgéva atrelkoviCel Toug trackers kal Tov Xwpo dpaong
TTOU €X0OUV OTO OUVOAIKO video. ETriong TTpétmel va onuelwdei 0TI avaloya
ME TO TTARBOC Twv tracker otn oknvr o€ éva frame aAA&del TO Xpwua Tou
TAaiciou. Eivar kokkivo Otav Bpiokovral Alydétepo amdé 8 onueia
oupBoAifovtag Tnv UtTapén eAAeimmwyv tracker otnv oknvA. MNa va KAvel
TTEIOTIKN avatrapdaoTacn To blender xpeialetal Touhdyiotov 8 onueia. Ao
8 uéxpl 16 onueia n avattapdoTacn 6a atToKTACE! £€va KiTPIVO XpwHa. To
dope sheet atroteAei KOBAPA ePYAAEIO ATTEIKOVIONG XWPIG va €XEl EPYOAEia
yla TNV €TTeCEPYyaTia Twy tracker.

LS S S S RS S R
L O S Dt Gl S Sl I

L ﬂ Name

Eikéva 54:Dope sheet

5.3 Elcaywyn Video

MNa va elodyoupe 10 video TTou BEAOUUE va €TTEEEPYACTOUNE TTPETTEI VO
TO €l0dyoupe ammod Tnv €I0IKA €tmAoyh TTou Bpioketalr oto Clip View. Agou T0
glodyoupe MTTopoupe va 1o doupe aTov KEVTPIKG Xwpo Tou Clip view.

H emépevn diadikaoia TTou TTPETTEI VO EKTEAEOTEI TTPIV KAVOUME TO
OTIONTTOTE €ival va TTaTriooupe 1o KouuTTi Prefetch tmou BpiokeTtal oTo tool shelf
oto group Track | ye Tnv ouvrtéueuon p. Me autrjv Tnv €mAoyr 10 Blender
“‘poptwvel” 10 Video €101 WOTE va yiveTal TTO ypriyopn E€TTegepyaocia. Ze
TTEPITITWON TToU &€ TO KAvouue auTd 1o Video Ba @opTwOEei KATA TNV WP TTOU
TPEXEI MOVO TNV TTPWTN POPA £XOVTOG onuavTikh kaBuoTtépnon. Mtmopouue va
kataAaBoupue Tnv emtuxia Tng diadikaciag o1o Katw Pépog Tou Clip View pe
Mia ptrépa TTou yepidel uoP onpueia yia kaBe frame TTou £xel QOPTWOEI.
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Eikéva 55: Mof umépa karw arro ro Clip View

Edw Tmpémmel va onueiwBei 011 To @OpTwHA TTEPIOPICETAl ATTO dUO
onuavTtikoug trapdyovteg. To Blender mavra @opTtwvel Povo 600 xpeldleTal
yla To animation T1Tou ekTeAEI auTAv TNV oTiyun. 'ETol TTpétrel va opicouue 10
TARBo¢ Twv frame oTo animation va eival oto péyeBog Tou Video. Auto
MTTOPOUME VO TO KAVOUME aTTO yvwon 1 TTEIPAUATIKA QUEOUEIVOVTAG TO
timeline yéow TNG emMAOYNG end péXPI va KaAu@BEei To video.

O delTePOG TTAPAYOVTAG ATTOTEAEI N VAN TOU UTTOAOYIOTH TTOU £XOUNE
opioel va xpnoiyotroiei To Blender. Ao default To blender ¢ xpnoiuyotroiei
MEYAAO PEPOG TNG MVAMNG YIA va TO aAAGEoupE auTd TTPETTEI va AAAAEOUE TIG
mpoTiynoclis xprotn(User Preferences). O1 TTpoTINACEIC XproTn BpiokovTal
oT1o pevou File>User Preferences. AlQ@OPETIKG TTATAUE TNV OUVTOUEUCN
ctri+alt+u.

To User Preferences armroteAei éva EexwploTd TTapdOupo Pe TTOAAEG
pUBUIoEG TTOU £TTNPEACOUV DIAPOPA OTOIXEIQ TTOU DOUAEUOUV OTO TTAPACKNVIO.
AUTO TTOU pag agopd QUTAV TNV OTIYUA BPIioKETal 0TV evoTnTa System. 210
KATw PEPOC QUTAG TNG evoTnTag uTTapxel To Sequence/Clip Editor cache limit.
AANGCovTag Tnv TIPR o€ 5000 apkei kal e To TTapatrévw yia kabe Video lNou
XpnoigotroiNdnke yia 1o Animation. AgQou kdvoupe TNV aAhayrh TTataue Save
User Settings Kai €ipaoTe £TOIUOI.
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Editing

750 Ti (Display)

Eikéva 56: System Settings rou User Preferences

5.4 Eicaywyn Tracker

2€ APKETA onueia €xoupde avagEpel PEXPI OTIYUAG Tov Opo trackers. Ol
trackers atroteAOUV TETPAYWVA OXAMUOTA TTOU PTTOPOUNE VO EI0AYOUNE PECW
Tou clip view TTavw oTO video TTou €l0dyoupe yia emmeéepyaoia. Ta TeETpdywva
QuUTA €XOUV WG OKOTTO va avayvwpioouv €va Onueio oTn oknvr) Kal va To
akoAouBrjoouv péxpr TNV oAokAfpwon Tou video. “YoTtepa Ta dedopéva autd
TToU oUAAéyovTal atmd €va ouvoAo TETolwv tracker BonBouv 1o Blender va
QvVaTTaPACTACEI TNV TTPAYUOTIKA oknvr) oto 3D View Port.

Eikéva 57: tracker

O tracker yia va Karavoroel T0 XWPO TToU Tou ¢NTAPE va TTapakoAouBEi
avayvwpilel Ta diIdQopa xpwuata oTo Xwpo PoTiBou(Pattern Area) oe oxéon
ME TO XPWHA TTOU UTTAPXEI OTO KEVTPO TOU. TO KEVTPO TOU TO OIAKPIVOUNE QTTO
TO MIKPO ACTTPO TETPAYWVO JECA OTO MEYAAO TETPAYWVO.
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Mtropoupe va emTnpedooupe 1o PEYEBOG TOu tracker Kal TOV OUVOAIKO
XWPO avagATnong Tou TPAPRWVTAG TIPOG KATTola KateuBuvon Ta AoTpa
TETPAYWVAKIA OTIG YWVieg Tou tracker. MNpétrel va d06¢i TTpoooxr OuwS Kabwg
MEYAAOG XWPOG avalATNoNG UTTOPEI va TTPOKOAECEI KABUOTEPHOEI ] KAl aoaQr)
atroTeAéoUATA AV TTPETTEI VA ANPBOoUV TTOAAG XapakTnPIoTIKA uttowiv. E¢aiTiag
auToU 600 TTIO KEVTPAPIOUEVOG €ival o tracker pe KaAf 100ppoTTia o€ péyebog
T600 KOoAUTEPA atmoTeAéopaTa Ba e€ayel. Etmiong oto 6e€1d pépog Tou tracker
UTTAPXEI Eva XEPOUAI TTOU XPNOIKOTTOIEITAI IO TNV TTEPICTPOYPN TOU tracker.

MNa va giocdyoupe évav tracker ytmopouue va 10 KAvOupe atmd To tool
shelf Tou Clip View. lNa dieukdAuvon UTTOPOUUE va XPNOIUOTIOINOOUUE TNV
ouvtépeuon ctri+degi KAIK. Ze TTEPITITWON TTOU BEAOUPE va TOV PETOKIVIOOUUE
EXovTag Tov ETTIAEYPEVO TTATAUE g TTOU €ival N yeviki ouvTopeuon Tou Blender
yla Tnv petakivnon(grab). Etiong oto XepoUAl TTou BpiokeTal oTa deEIA TOU
tracker ptropoupe va aAAGgoupe TO pEyeBOG OAou Tou tracker 1} va TO
TTEPIOTPEWOULE.

A@ou eiodyoupe Toug tracker &ekiva n dladikaoia Tou idIou Tou
tracking. ©étoupe 10 timeline oto frame atd étmou BéAoupe va EeKIVAOEN TO
animation kal TTaTaPe TNV OUVTOPEUON Ctri+t €xovTag emmAeyuévo Tov tracker.
AIQ@QOPETIKA TTATAME TO TPUYOVAKI TToU BAETTOUME OTNV £vOTNTA track OTO KATW
MEpog Tou tool shelf. To blender Ba Tpé€el GAO TO video Kai Ba TTPOCTIABROEI
va akoAouBnoel, héow Tou eTmIAeyuéVou tracker, To onueio evOIaPEPOVTOG.
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Eikova 58: Kouurri track oto Tool Shelf

2€ QPKETEC TTEQITITWOEIC Ba dnuioupynBei TPpORANUa Katd auTrv Tnv
dladikaoia. AnAadn 1o Blender Ba xdoel 1o onueio. Autd utropei va cupei oe
TTEPITITWON TTOU TO OnueEio KAvel TTOAU éviovn dpaoTnpIdTNTa, 1 €TTEION TO
onueio dev gival EUKOAQ dlaxwpPicIPo atrd TO yUPO TTEPIBAAAOV 1} AKOPA ETTEION
0 TomroBeTIOONE OwoTd TOV tracker. To Blender 6a oTauatioer Tnv
dladikaoia oTo frame TTou AvTINETWTTIOE TO TTPORANUA. OToTE yia va AUCOUNE
TO TTPORBANUA eTTIAEyoOUE TO TTPONyoUuEVO frame Kal ToTToBeToUuE ToV tracker
o€ dla@opeTIKA Béon. H dladikacia auTtr) eTavaAapBaveral géxpl va @TA00UUE
oT1o TEAOG TOU video. ZTnv TTePITITwon TTou n dladikacia auth eTavaAngdei o€
TOAAG KovTivad frame TOTE €ival KaAUTEPO va atroppipBei o tracker kai va
emMAeXOei  €va  OIOQOPETIKO onueEio  yia TNV TTapaywyr]  KAAUTEPWV
QATTOTEAEOUATWV.

Apa ToTToBeTICOUNE TNV TTPACIVN PTTAPa Tou timeline o€ K&TTo10 onEio
a@oU oAokAnpwaoouue TNV dladikacia Ba doUUE Hia PTTAE YPAUMA Kal Jia
KOKKIVN YPOuUA N KAOe pia pe SIKA TNG onueia o dlIoQopeTIKEG BEOEIC. AUTEG
Ol YpPaupEéG OupPoAiCouv Tnv Béon Tou Kévipou Tou tracker o€ pia
TTponyoupevn B€on i yia erépevn B€on avrioToixa oTto timeline .
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Eikéva 59: Tracker kara tnv ektéAcon Tou tracking

YTTApYXOUV TTEPITITWOEIS TTOU aKOPa Kal av To Blender oAokAnpwaoel 1o
tracking pe emrtuxia Ba kdvel AGBog oTnv TTPOOTIABEIO TOU va aKOAOUBN o€l TO
onueio ptrePdeUOVTIOG TO ME KATTOIO GAAO OToIxeEio oTto Xwpo. Etor Ba
OKOAOUBAOEI €KEIVO TO OTOIXEIO BEWpPWVTAG OTI KAVEl owaoTr douAeld. Ae Ba
Bpel AdBog kai Ba Bewproel OTI eKTEAEI OPaAn TTopeia aAAG Ta atroTeEAéouaTa
Ba cival TToAU atroyonTeuTikd. ‘ETO1 ge TNV oAokArpwaon Tou tracking gival KaAo
va avatpEXoupe OAOKANPo 1o video pe Tov tracker emmAeypévo yia va
emRePaiuvoupE TNV diadikaaoia.

KaBwg trapatnpoupue 1o tracker BAéToupe 611 010 O¢egi pEpPog Tou clip
view oto avdAloyo Property Shelf umrdpxel pia evétnra track tmou Gua Tnv
¢edIMAwooupe utTopoue va doupe T “BAETTEI” O tracker. ATTO €Kei PTTOPOUNE
va OOUE TTIO EUKOAQ TOV XWPEO TTOU £TTNEEACEI TNV dpacTnPIOTATA Tou tracker.
Mtropoupe €701 va TTAPATNPIOOUKE OTITIKA TNV TTEPITITWOoN AdBoug Kabwg To
TTO0O0 KouviéTal O tracker péoa oTO onueio TTou Tou PBAAAUE va OKOAOUBEI.
KaBwg n diadikacia givalr TTOAEG @opEC AeTTTA TTpETEl va SivOUNE TTPOCOXH
woTe o tracker va akoAouBei 600 IO TOTA yiveTal TO ONUEI0 XWPIG va KAVEI
okautraveBdoparta. MNa va AUCOuUPE TETOIEG TTEPITITWOEIG OlIAYPAPOUUE TOV
tracker kai &avadokiyaloupe e€oTiAloviag ot €va Aiyo OlaQOpPETIKO Onueio
KOVTa 07O apXikd. Av auTtd de Tdoel TOTE ICWG €ival KAAUTEPO va ETTIAEEOUNE
AdAAo onueio yia va ToTToBeTACOUE TOV tracker.
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Eikova 60: Anpn¢ oknvn ue trackers

Tig TTepIo0OTEPEG POPEG Ol tracker oTig default puBuiceig Toug eival

ETTAPKAG VIO APKETEG OKNVEG. QOTOCO UTTAPXOUV TTEPITITWOEIG OTTOU N OKNVNA
€ival TTOAU TTOAUTTAOKN PE QTTOTOUEG KIVAOEIG OTNV KAPEPA I OKOPA KAl VA EXEI
trackers TTou egagavifovral Kal gu@avidovial o€ OIAPOPETIKA OnueEia Tou
animation. lNa va avTINETWTTIOTE AUTO YEYOVOGS UTTOPOUUE VA ETTNPEACOUNE TIG
puBuioelg Twv tracker divovrag Toug TrepaITEPW 1810TNTEG. AUTEG OI 1810TNTEG
Bpiokovtal oTo tool shelf otnv katnyopia Track oTnv utroevoTnTa Tracking
Settings. Méoa oTnv EvOTNTA AUTH UTTOPOUME VA KAVOUUE TA EENG:

Méoo Twv Presets pTropei va opioTei N KATACTOON N OTTOia KUPIAPXEi OTO
video. Apa dnAadn 1o video €ival ge atrdtoun Kivnon, aua gival BoAG KATT.
Mtropoupe va eAéygoupe troia kavdaAia Xpwudtwv RGB Ba emnpedoouv
TNV Kivhon Twyv tracker. Me autd Tov TpOTTO UTToPEi va BeATIWBEI N TToI6TNTA
divovTtag £€ugacn o1o BABOC TNG OKNVAG Kal OXI TOOO OTA XPWHATA.

Méoo Tou Pattern Size opifouue 10 pEyeBOC Tou Xwpou avalAtnong
MoTiBou kai Search Size 10 péyebog Tou Xwpou TTou Ba avalnTei o tracker.
To motiom model opiel TNV YETAPOPPWOEl TTOU Ba €0TIGOEI O tracker yia
TNV avadntnon uotiBou otnv oknvl. AnAadf dua Ba eomidoel oTnv
TTAPAuOPPWON TNV ETTIMAKUVON 1] TNV TTEPIOTPOPN.

Méoo TOou match opiCetal 11 Ba xpnoiyotroinBei cav Pdon yia TNV
avagAtnon g Kivnong 1mou Ba kdavel o tracker amd 1o éva frame oTo
ETTOUEVO.

H emAoyr Prepass kdavel dUo TTepAcuarta yia Kaoe tracker, 6TTou To TTPWTO
TéEpAcpa gival pia ogaAn TTapakoAouBnon Tng Kivnong tou tracker kai 1o
OeUTEPO TTEPACUA XPNOIYOTIOIEITAI  yIa TNV BEATIOTOTTOINCN TOU TTPWTOU
TEPACTPATOG.

H emAoyf Normalize xpnoiyoTtrolEiTal  O€ TIEPITITWON TIOU UTTAPXEI
evaAlayl Tou @QwTIOPMoU  oTnv  oknvrp divovtag Tnv  duvartotnTa
TTapakoAouBnong Tou onueiou. QoTOC0 auTd dNUIOUPYEI KOBUOTEPATEIG.
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e 2TnNV OUVEXEID UTTAPXEl MIO €vOTNTa ME Mia emAoyn kol 4 utrédpeg. Ol
MTTAPEC QUTEG XPnOoIdoTTolIoUVTal YIa TRV BeEATIOTOTTOINON TNG avalnTnong
MoTiBou aTov xwpo avalrnTnong:

o H emAoyr} Use mask xpnoipotroiei to Grease Pencil yia va opioel
OUYKEKPIPEVA onueia TTou Ba avadnTAoel o tracker.

o To correlation opiCel Tnv €AaxioTn TIUR OUOYXETIONG  MOTIBOU
avaueca oe duo frame Tou animation. Apya n TIUR €ival TTOAU
XounAf n avafitnon oTapatdel yia va dnAwoel TV 0TTapgn
TTPORAAUATOG.

o To frames limit opiel Tooca frame PITPOOTA yiO va KAVEl TNV
avalnrtnon oc éva frame katd Tnv diadikacia Tou tracking.

o To margin opicel TOV XWPO EKTOG OPiWV TOU XWPOoU avalrTnong TTou
MTTOpEl va xpnolygotroinoel o tracker yia va KAvel KAAUTEPN
avadnTnon o€  TIEPITITWON ToU  Oev  [BPIOKEl  IKAVOTTOINTIKA
atroteAéopaTa.

o TéNog 10 weight opiCel Tnv BaputnTta TTou Ba €£xel o tracker TToU
€loayBei oto TEAIKO solution TTOU Ba avatTuxBei OTO ETTOPEVO
KEQAAQIO.

Tracking Presets

R G

Keyframe

w
. - - - - - 00— - 1
G ]

Eikéva 61: MNpoxwpnuéves Asiroupyieg eeéepyaaiag tracker
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5.6 Solution

Agou TotroBeTriooupe TOuAdxioTov 8 tracker ©Tn OKnvrl KAl agou
€iMOOTE IKAVOTTOINWEVOI PE TA ATTOTEAEOUATA TOU KOBEVOS TTPOXWPANE OThV
emmépevn diadikaoia TTou ovouddleTal solution. O oTéX0g autig TNG dl1adikaaoiag
gival va xpnolgotroinBei n yvwon Tou TTPoékuye atmd To tracking kal va
avadnuioupynBei n dpacTnEIdTNTA TNG KAPEPAS KAl TO ONUEIQ TTOU OPICAE YIa
TTapakoAoubnon, va TotroBeTnOoUV OTNV OKNVA.

MNa va £XOUME IKAVOTTOINTIKA aTTOTEAECUATA TTPETTEI VO AGBOUPE UTTOWIV
TIC puBuicElIC TTOU  XPNOIYOTTOINENKAV OTNV  TTPAYUATIKA KAPEPQ  TTOU
XpnoigoTtroiNenke yia va AdBoupe 1o video. N0 cuyKekpIpEva TIG pUBUICEIG TOU
field of view (FOV) eite og Horizontal rj Vertical view yia tTnv idla Tnv KGuepa
Kal TOV @aKO TIou Xpnolyotroinénke. A@ou PBpouue autég TIGC pubuioelg
éxovtag emAeyuévn TNV Kapepa mTnyaivoupe oto Object Data TG KAPEPAG oTA
properties.

Orthographic Panoramic

Millimeters

Camera Presets

Eikéva 62: Camera tab éxovrag emAsyuévn tnv KGuepa

To panel autd €xel TTOAEG pubpioeic aAAG Ba €0TIGOOUME OTIG
pubpiceig TTOU a@opoUVv TNV TTPAYUATIKI KAUEPQ O€ OXEOon ME TNV KAPEPO
péoa oto Blender. H 1o Baoikriy puBpion atroTeAei 10 €id0G TNG KAPEPAG TTOU
xpnoigotroindnke. To blender MNMpoo@épel Tpeig SIAPOPETIKEG KAUEPES ATTO TIG
OTT0iEG 01 BUO UTTAPYXOUV OTOV TTpaypaTikd KOOoMo. H perspective atmoTeAei Tnv
TUTTIKI] KAUEPA OTTOU QVTIKEIUEVA TTOU BpioKeTal pakpuTeEPa atrd GAAa oTnv
OTITIKI TNG KAUEPAG @aivovTal PhIKpoTEPA avaloya pe 1o focal length i To FOV
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TTou €xel oploTei. H orthographic ammoteAei yia kauepa 1Tou dgv UTTAPXEI OTOV
TTPAYUATIKO KOOHO Kal divel TNV duvaTtoTNTA OTA AVTIKEIMEVA va @aivovTal idla
ave¢dpTnTa atmd TNV O1Té0TOON TOUG aTrd TNV KAuepa. TEAog Panoramic
XPNOIUOTTOIEITE OE TTEPITITWAN TTOU XPNOIUOTTOIOUME TTAVOPAMIKI) KAUEPD. 2TNV
TTEPITITWON MO XPNOIKOTIOINBNKE Wia TUTTIKA KAUEPQ dNAAd XPNOIUOTTOIOUNE
TNV puBuion Perspective. Mpémel av onueiwBei 611 avdAoya TIG pubpioelg
aAANGCouv Kal oI €TTOPEVEG ETTIAOYEG ME TIC OTToie¢ Ba aoxoAnBouue oTnv
OUVEXEIQ.

‘Exovrag emAeyuévn TNV Perspective camera PTTOPOUME  va
emnpedooupe 1o focal length Tou @akou eite o€ XINIOOTA €iTE O€ YOIPES yIa TO
FOV Ttou @akou. Mia dAAn €TTIAOyr QTTOTEAEI N OTPOPr) TOU PAKOU O€ KATTOIO
agova TG KApepag he Tov X va atroTeAEl To UYog Kal Tov Y 10 TTAAT0G. Mg 1O
clipping opiCoupe TNV €AAXIOTN Kal TNV MEYIOTR ATTOOTACN OTNV OTIoid N
Kauepa Ba avTIAaUBAVETAlI OTOIXEI OTAV OKNVI. ZNnUEia eKTOC AUTWV TWV
opiwv &€ Ba yivouv avTIANTITA Kal KOT €TTEKTOON O€ Ba yivouv render.

Mépa atrd TOov QAKO UTTOPOUME va eTTnPedooupe Kal To FOV Tng
Kapepag aANddoviag 1o HEyEBOG TOu aIoBNTAPa O€ KABETO Kal OPICOVTIO
FOV.Ze autiv Tnv &voTnNTa PTTOPOUME va eUTTAéCouue Kal éva Preset atmo
UTTAPXOVTEG KAUEPEG N KAl va Onuioupyrpooude OIKA pOG Kal va Ta
aTTOBNKEUOOUNE O€ TTEPITITWON TToU TO blender dev Ta €xel. TNV TTEPITITWON
TNG KAPEPAG TTOU XPNOIPoTToIRBNKE yia TNV AQwn Twv video &€ XPeIGOTNKE va
eTNPeEacToUV o1 pubuioelc autéc aAAd eival KaAd va onueiwbouv ol
duvaToTNTEG TNG TTPOCAPHPOYNG TNG KAUEPAG uEoa oTo Blender.

Nupvwvtag Tiow oto motion tracking oto Clip editor pymmopouue va
OAANGEOUME TIC PUBUICEIC TI TTPAYUATIKAG KAPEPAS TTOU Ba XPNOIUOTTOINCElI TO
Blender yia tnv diadikacia tou solution. To blender éxel amoBnkeupéveg
pUBUIoEIC yIa BIAPOPEG OCUOKEUEG TIG OTTOIEG UTTOPOUNE va doupe atrd 1o drop
down menu camera Preset. AIaQopeTIKA Ba TTPETTEI va BPoUpE TIG PUBNIOEIG
a1ré ToV KataokeuaoTh. Edw ptropouue va opicouue Tov aicbntpa CCD, 10
optical aspect ration kaBwg kai 10 optical center. Nevikd puBuioceig TTOU
a@OPOUV TNV idla TNV KAPEPA. ZTNV evOTNTA Lens PTTopoulE va TTNPEACOULE
puBuicelic ToU a@opouv Tov @akod. [Mlo Ouykekpigéva UTTOPOUME  Vva
emmrnpedooupe 10 focal length woTe va avTaTTOKpPIivETAl OTIC PUBMICEIG TOU
@akouU uag.
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Eikéva 63: PuBuioeig solution

AuTEG o1 puBpioeic e XpeEIGOTNKE va eTTNPEacTOUV KaBwg ol Default
TIUEG IKAVOTTOIOUV TIG QVAYKEC TNG KAPEPOG TTOU XPNOIMOTIOINBnKE oTnv
MEYOAUTEPO BaBuG. Na TN Awn XPNOIYOTTOINBNKE N KAPEPA TTOU TTPOCYPEPEI N
KivnTA ouokeul MLS 1Q talk Color.

OAokAnpwvovtag ye 10 property shelf Tnyaivouue apiotepd oto tool
shelf kal atmd ekei oTo solve tab. To TTPwWTO TTPAYUA TTOU TTAPATNPEOUE €ival N
evotnTa solve. MNMaTtwvrag 10 peydAo KoupTri solve ekivael 1o solution. lMpiv
oMW TTPETTEI va eTTNPedoouue Ta keyframe A kai B. Autd ta keyframe opiouv
TO apxIKO Kal To TeAeuTaio frame OTO oTTOI0 BewpoUue OTI UTTAPXEI N TTOIO
éviovn OpacTtnpidtnTa otn oknvl. Auté Ba BonBrioel 1o blender va kdével
KaAUTEPN avadnuioupyia TNG OKNVAG. 2€& TIEPITITWON Trou Ogv  EiJaOTE
IKQVOTTOINKEVOI aTTO TNV IKAVOTNTA Pag va Bpouue autd Tta keyframe armmod
Tadvw uTTdpxel N emAoyn va 1o Bpel To Blender autdépata yéow Tou checkbox
keyframe. H emAoyn tripod €ival yia Tnv TTEQITITLWON TTOU XPNOIKMOTTOIOUUE
TPITTOOO0 Kal £X0oUE OTABEPH KAPEPQ TTOU JOVO TTEPIOTPEPETA.
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Maothing

Eikéva 64: Solve panel oro Tool Shelf

A@ou TratAcoupe TO solve Ba &ekiviioel To solution kol pE TNV
oAokAfpwon Tou Ba doupe 01O KATW PEPOS Tou clip view TO solve error. To
O@AAPa auTo €ival éva avattOPeUKTO oQAAa TTou dOeixvel TNV atTdoTACh TTOU
Bewpnoe 1o Blender 611 €xouv Ta ONUEia TG TTPAYUATIKIAG OKNVIAG O€ OXE0N UE
TNV avadnuioupynuévn oknvrl. To o@AApa autd eTnpeddeTal atmmo TTOAAOUG
TTAPAYoOVTEG OTTWG TNV dpaocTnpidtnTa Twv tracker r tnv aotdBesia TG
Kauepag. Av n Ty €ivar kdtw Tou 0.3 onuaivel 0T €xoupe akpiBn
avatrapaywyr. Ao 10 0.3 uéxpr 1.5 Bewpolpe KaAf avarrapaywyn ME
oTafepd PEIWPEVN TTOIOTNTA KAl OE TTEPITITWON TTOU £XOUME TTAVW aTTd 3 TOTE
EXOUNE ONUAvVTIKO OQAAUQ. € QUTAV TNV TTEPITITWON Ba TTPETTEl va aAAAEoUpE
MEPIKOUG atmd Toug tracker f akdpa Kal va ¢avatpaBiEoupe Tnv oknvr.
Quoikd 10 o@aApa autd dev ival pia atrdAuTn TIPN €ITUXiag Tou Blender va
TTETUXEI TNV TTPAYUATIKA OKNVA. AAAG pia TTpOBRAewn TTou Bewpei OTI TTETUXE.
YTapXouV TTEPITITWOEIG TTOU TTAPOAO TTOU UTTAPXEI XAUNAS OQAAPA UTTAPXOUV
AGBn otnv avadnuioupynuévn oknvr). AuTO MTTOPEI va QVTIUETWTTIOTEN ME
d1d@popPOoUG TPOTTOUG:
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1. EmAoyr dI0QOpPETIKWY ONUEiwyY yia Toug tracker.

2. ANayry Twv puBuicewv TNG KAPEPOG OTA properties Tou Motion
tracking.

3. EmAoyy  dlagopeTikwv  keyframe — w¢  onueia €vrovng
OpaoTNPIOTNTAG OTNV OKNVA.

4. AMNayfy pubuicewv Twv tracker WOTE va QVTOTTOKPIVOVTOl O€
OIOPOPETIKEG OPACTNPIOTNTEG OTAV OKNVA.

5. ZTnVv XeIpOTEPN TTEPITITWON Ba TTPETTEI va Yivel vEa AN TNG OKNVAG
@pPovTiCoVTag va UTTAPXEl KAAUTEPN OTABEPOTNTA OTNV Kivnon TNng
KAUMEPOG KAl Vva UTTAPYXOUV TTI0  €UdIGKPITA onuadia  yia  va
XpnoigotroinBouv wg tracker.

TRl viD_20170708_20... mﬂ'ﬁ"%‘ & Tracking » | ma " %7 % &

Eikéva 65: Solution Error 1o Katw 0&€IG ELOS TNS EIKOVAS

O1 d10dIkaoieg TTou aKOAOUBOUV TTPETTEI VA TTPOETOINACOUV KATAAANAQ
EOWTEPIKEG puBuioelg Tou idlou Tou Blender TTou gival idlEg yia KABE atroTTEIpA
€1I0aywyng TpIodIAoTATWY MOVTEAWV O TTPayMaTIK oknvh video. E&aitiag
auTtoU auTéG ol puBuicelg uTTopoUlv va yivouv PECW TNG KATnyopiag scene
setup TToU BpiokeTal oTo KATW PEPOG Tou Solve tab oTo tool shelf. 'ETol
TTNyaivovtag o1o T€Aog Tou solve tab Ba douue pia evoTnTa TTOU OVOouAleTal
scene setup. AuTh n evoTNTA £XEl 2 KOUUTTIA TTOU €KTEAOUV TTOAU ONUAVTIKEG
Aeiroupyieg. To TpwTo KOouuTr TToU ovouddetal Set as Background kdvel Tnv
MO ATTA €pyacia TOTTOBETWVTAG OTNV OTITIKA TNG KAPeEPAg Tou Blender T0
Video T0 OTT0i0 £€XOUNE POPTWOEL.

To 0OeUTEPO KOUMTTI KAvEl OAEG TIC POCIKEG epyaciag Trou gival
aTTaPAiTATESG YIa va douAéwel To motion tracking. To koupTri autd ovouddetal
Setup Tracking Scene. lNa apxriv 10 Blender 6a tommoBeTACEl TOUG Trackers
oav onueia oto 3D View Port ta otoia ovoudlovrar empty. Ta empty
ATTOTEAOUV Onueia TTou Ogv €XOUV YEWMETPIA Kal TO PYOVO TTOU TTPOCPEPOUV
gival ouvteTayuéveg o1o Xwpo. Ommwe Kal KABe avTIKEIYEVO UTTOPOUUE va
eETNPEACOUNE TNV Béon TNV TTEPIOTPOPN Kal To PéyeBoc. QoTdéoo autd Ta
onueia gival ouvoedepéva UE TNV KAPEPA OTTOTE OTTOIAdNTTOTE OPACTNPIOTNTA
TTOU €TTNPEAdEl T empty TTPETTEl va Yivel atreuBeiag otnv KAPEPA WOTE va
eTTNPEACTOUV OAa aAAIG Ba TTapapopPwBoUV Ta aTToTEAECUATA Tou Motion
tracking. ATT6 autd 10 TTPWTO BAPA uTToPEl va emReRaiwdei n TToIGTNTA TOU
solution kaBwg n Béon TTOU Ba TOTTOBETNOOUV TO empty UTTOPEI va PNV
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Taipi&lel pe Ta avapevoueva. OTréTe yia va d1opbwbei n oknvr Ba TTpéTel va
¢avayivel 1O solution amdé TNV apxy AauBdvoviag  uTTOWIV  TIG
TTPOAVOPEPOPEVOUG TPOTTOUG AUONG.

Eikova 66: 3D Empties ornv omTiKn TN KAUEPLAS

To deUTEPO TTPAYHA TTOU KAVEI TO KOUMTTI QUTO gival va ToTToBeTACEl dUO
Kaivoupyia TTpdyuata otn oknvr. Autd atroTeAoUV Eva eTTITTEQO Kal £vav KUBo.
O kUBog atroteAei éva atmAd QVTIKEIYEVO TTOU TOTTOBETEITAI YIO VO TEOTAPOUUE
TNV TToI0TNTA TNG TEAIKNG epyaciag. To Tmedio armroteAei T0 xwpo TTou Oa
TUTTWOEI N OKIA TWV AVTIKEIWEVWY pag. O1 pubuiocelg TTou To TTETUXAiIVOUV auTo
ATTOTEAOUV TO TPITO TIPAYMA TTOU KAVEI QUTO TO KOUWUTTI TO OTTOIO €ival TO va
onuioupynoel Ta compositor nodes Trou gival utteUBuUva yia ToO render.

TéNog TTapdyel dUo Layer TTou XpnoigoTtrolouvTa ato TO Scene
compositor. Mo ouykekpiyéva dnuioupyei dUo Layer €va TTou gival utreUBUVO
yla Ta QvTIKEiueVa oTn oknvr] TTou ovouddletal foreground kai €va TTou gival
uTTEUBUVO yIa TIG OKIEG TToUu ovoudletal background. Ta layer autd éxouv
OIOQOPETIKEG PUBUICEIC KAl XPnOoIhoTToloUvTal aTTd TO compositor yia va
ouvBéoouv To TEAIKO aTToTéAEOA. IO CUYKEKPIPEVA UTTOPOUNE va SOUUE T
layer oto layer tab Twv properties. Autd Ba avatrTuxBouv TTEPETAIpW OTO
KEQPAAQIO 6.3 Kal 6.6. & AUTO TO ONUEIO AUTO TTOU TTPETTEI VA YivEl KATAVONTO
gival 6t Ta layer TommroBeTouvTal TO éva TTAVW OTO GAAO KATA Tn dnuioupyia
evog frame Tou animation. Me autdv Tov TPOTIO €ival €QIKTO va cuupaivouv
TTOAEG OPAOTNPIOTNTEG TAUTOXPOVA OTNV OKNVI XWPIG va eTTnPeAlouv dueca
N pia Tnv GAAN KATI TTOU XPEIAZeTal yia TNV TTEPITITWON Tou Motion tracking.

MapakoAouBwvTtag Tnv ikdva [67] Ba avatrTuEoupe TNV dpaACTNPIOTNTA
Twv KOUPwv TTOU OnuioupyouvTal KABwG UTTOPEI va XPEIOOTEN va yivouv
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aAayEg 10iwg o€ pia eTéPevn dladikaoia TTou ovopdadetal Masking. >uvoAika
EXOUME TPEIG KUPIEG €VOTNTEG Ol OTIOIEG €ival n KaBepia utrevBuvn yia
OI1aQOPETIKO layer TTou Ba TUTTWOEI o€ KABE dlaopeTIKO frame oT1o Render:

Eikéva 67: Baoiko Node Setup rou Motion Tracking

1. To TmpwTto 0oUvOAO KOPPBwWV TIpoETOINAlel TO video TO OTToIO
XpnoigotroloUpe yia 1o motion tracking . H diadikacia &ekivael pe tov
KOuBo movie clip Tou amoTeAei KOPPO €lcaywyng Tou video yia
emmegepyaoia. YoTtépa ouvdéetal pe  €vav  KOPBo undistortion  TTOU
XpnoigoTrolgiTal yia va kaBapioel 1o video atrd dId@opeg TTAPEUPOAES TTOU
dnuioupyouvTal Adyw TnG Kivnong TG KApepag. O eTdPevog KOUBOG TNG
akoAouBiag eival évag scale KOUPOG TToU TTPOCAPHOLEl TO HEYEBOC TOu
€l0ayouevou video pe To PEyeBOG TTOU £XEI OpIOTE aTTo TIG pubpicelg render
yla tnv diadikacia Tou rendering TTou Ba avarrTuxBei oTto Ke@dAaio 8.1.
TéNoG ouvdéetal pe évav KOPPBo colour mix. O kOUPOS autdg £xel WG €i00d0
OUO TTNYEC XPWHATWY TTOU TIG OUVOUACEI e TOV TPOTTO TTOU €XEI OPIOTEI UE
Baocel €vav  OUVTEAEOTH. 2TnNV TIEPITITWON MOG  €XEl  OPIOTEI WG
TTOANQTTAQCIAOPOG pe ouvTeAeoTr 0.8 TO ammoTéAEOA gival N ouvdeon TNG
€IKOVAG TOU video Pe TNV OKIA JE TNV KATW €i0000 va €XEl HEYOAUTEPN 10XU
atré TNV Tavw €icodo.
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Eikéva 68: Node setup urrevbuvo yia 1o Video

2. To deUTepO OUVOAO KOUPwv atroTeAei TO layer TnG OKIAG TO OTI0IO
ouvdéeTal he TO TTPpWTO layer péow Tou KOPPBOu TTOAAATTAQCIOCUOU
Multiply. AtroteAei TO TMIO0 TTOAUTTAOKO OUVOAO KOPBWV KoBwg eival
UTTEUBUVO YIa TNV OKIA OTn oknvr). Xpnoiyotrolei To background layer wg
€icodo péow evog render layer kOuBou. Agv XpnOIPoOTIOIED TRV idia TNV
€IKOva aAAG Tnv TTAnpo@opia Alpha TTou Trapayetal ammd Tnv okid. To Alpha
TTPOCYEPEI WG TTANPOPOpia OAa Ta onueEia evOIAPEPOVTOG TTOU UTTAPXOUV
oTnv oknvr tou d¢gv gival diagavr pe Xpwpa RGB e Ty 255,255,255.
AuTr} TTANpo@opia UoTepa TTEPVAEI aTrd £vav KOUBOo Invert o oTroiog OTTwg
Aégl Kal TO dvoua TOU QVTIOTPEPEI TNV ETTIAOYN €XOVTAG WG £€000 dONAAdH
OAa Ta onueia TToU OgV €XOUV KATTOIO ONUEIO €VOIAQEPOVTOG OTN OKNVH.
AnAadn 6Aa Ta onueia TTou dgv TTIAVEI TO ETTITTEDO TTOU XPNOIMOTIOIEITAI VIO
TNV oKId. H £€£000¢ auTou Tou KOUPBOoU UoTEPA CUVOEETAI E TV OKIA KAl TO
ambient occlusion TnNG OKIAG PEOW OUO KOUPBWV MIiENG XPWHATWY TTOU
€xouv opiaTei otnv Asitoupyia add kai ouvteAeoT 1.0. Me autdv Tov TPOTTO
ouvouadovTtal OAEG OI TTANPOYOPIEG XPWHATOG TNG TTAVW €1I0000U UE TNV
KATw €icodo pe BAaon Tov ouvteAeoTr. TEAOG N £€£000¢ Twv dUWV KOPPBwWV
ouvduddlovtal o€ évav TPITO KOUPBO MiENG XPwHATWVY TTou PpioKeTal O€
Aeiroupyia multiply pe ouvreAeotr 0.8. TEAOG cuvdéovTal e TOUG KOUPBOUG
TToU €ival utrelBuvol yia 1o video PEOW TOU TTPOAVAPEPONEVOU KOUPBOU
MigNG XpwudTtwy o€ katdoTaon Multiply.
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Eikéva 69: Node Setup umeubuvo yia tnv okid

3. To T1pito OUVOAO KOUPBwvV aTroTeAEl TO idI0 TO QVTIKEIMEVO XwpIig va
AauBaverar utrowiv n okid. Meow Tou Render layer kOupou cuvdEeTal Pe
évav kOuPBo Vector Blur TTou xpnolyoTrolgital yia va dwaoel Thv aicbnon
Kivnong OTO QVTIKEIMEVO O€ TTEPITITWON TTOU €iXe KATTOIO Kivnon KA Ta TN
d1dpkela Tou animation. H £€£000¢ autou Tou KOPBOU CUVOEETAI e TO GAAT
ouo péow evog Alpha Over kOupou KataAryovrag oTov KOupo ££6dou Tov
Composite. O k6ppog Alpha Over oe avtiBeon pe Toug KOPPBoOUG HiENg
ToTrOBETEN TO piXel TNG deuTEPNG €10600U aTa pixel TNG TTPWTNG £106d0U JE
Bdaon 1oV CUVTEAEOTA. ZTNV TTEPITITWON MAG O OUVTEAEOTAS €xel TiuR 1.0
oTrdéTE Ta pixel TNG €IKOVAG TOU QVTIKEIUEVOU TIOU QVTIOTOIXOUV OTO
QVTIKEIHEVO TOTTOBETOUVTAI TTAVvWw OTNV  €IKOVA  TTOU  €ival  Xwpig To
avTIKEiPeEVO. To TEAIKO aTTOTEAECPA AUTOU Tou KOMUPou ouvdéeTal e Evav
viewer KOUBO TTou Pag eMTPETTEI VA OOUNE TO ATTOTEAEOUA TNG dIadIKATIOG
TTAvw OTO idI0 TO compositor Kal PJe Evav composite KOUPO TToU aTTOTEAET
TNV £€000 atrd TO rendering.

Eikéva 70: Node setup urreUbuvo yia Ta avTiIKEiueva otnv oknvn
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5.8 Masks

IMoAAEG Qopéc xpeldleTal va BAAoupe DIKA PAG ONUEIQ OTO XWPO WOTE
va XPNOIYOTIOINCOUNE Yia Toug trackers. Puoikd auTtd Ta onueia TTPETTEN va
gexwpifouv otnv okNVvA KATI TO OTTOIO €ival TTOAU BOAIKO yia To Blender yia va
Ta akoAouBrioel aAAd Oxi yia To pdT Tou Beatr]. Ta onueia @aivovtal apuoika
Kal TpaBave Ta BAEpuata. ‘ETol TpéTTel va €agavioTouv.

MNa va Ta eapavioouye autd Ta onuadia atmmd 1o YAt Tou Beatrh aAAd
Oxi ammé 1O Blender Tmpétrel va xpnoigotroiooupe HAokeG. O PAOKEG
KAAUTTITOUV €éva PEPOG PIAG €IKOVAG TOTTOBETWVTAG Wia Kalvoupyia €iIkOva OTn
Béon 1nc. MNa va eodyoupe pdaokeg oTo video Oa Trpémel  va
xpnoigotroiooupe 10 Clip View Ttou Motion tracking. Méxpl OTIYUAS
epyadopaocTav oto TeEPIBAAAOV tracking, Twpa Ba 1o aANdEoupe kal Ba
gepyacTouue oto Mask.

Eikéva 71: Mask mode rou clip view

Edw 10 Ul aAAalel kaBwg TTAéov Oev yiveTal eicaywyn tracker aAAd
€loaywyrn aAwv duodIAoTATWY OXNUATWY YIa va dNUIOUPYNOOUME TIG HAOKEG
eite atrd 1o tool shelf eite pe Tnv ouvréueuon shift+a. Ta avrikeipeva mou Ba
onuioupyfiooupe Ba TOTTOBETNBOUV OTOV KEPOOPA O OTIOIOG TTAEOV UTTAPXEI
Tavw oTo frame Tou video pe TN POPPr) KUKAoU 1) TeTpaywvou. NMapdAAnAa
MTTOPOUME vVa dNUIOUPYNOOUNE DIKA PJag OXAMOTA YE TO ApPIOTEPO KAIK Kl TO
ctrl Tratnuévo. Me autdv Tov TPOTTO dnNUIOUPYOUNE £va OnuEio KABwG Kal pia
dykupa yia va 1o katreuBuvoupue. Me apiotepd KAIK Kal ctrl dnuioupyoupe Ta
ETTOMEVA ONMEIa TTOU €ival CUVOEDEPEVA PE TO TEAEUTAIO PMECO MPIAG YPAUMNG.
TNV TTEPITITWON TToU BEAOUNE va dNUIOUPYHCOUNE KAIVOUPYIO OXMHA yIia TNV
pMaoka TraTtdpe Oe€i KAIK TTadvw oTo frame Tou video. Me autév Tov TpOTTO
MTTOPOUME va dNPIOUPYROOUKE Kalvoupylo oxAua Kal KataAaBaivoupe OT1 dev
gival TTAéov eTTIAEYPEVO KABWG 01 YPOUUES TOU OXAMATOG €ival KOKKIVEG Kal OXI
aotrpeg. MNa va kAgioel T0 oxAua Tou dnuioupynoaue TTatdue alt + ¢ oTo
TTANKTPOAGYI0. Mg auTdv TOoV TPOTTO TO TEAEUTAIO ONUEIO TTOU TTPOCTEBNKE OTO
OXAMO EVWVETAI JE TO TTPWTO ONMEIO dNUIOUPYWVTAG Mid KUKAIKN HOP®H.
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Eikbva 72: ATTAEC UAOKES yia THV KGAUWn owv onueiwv

2TIG TTEPICOOTEPEG TTEPITITWOEIG N HOPPH KUKAOU €ival ApKETR Kal gival
QUTA TTOU XPNOIPOTTOINBNKE WG £TTi TO TTAEIOTWV OTNV TITUXIOKA auTh. ‘ETol
AOITTOV dNUIoUPYOUUE dia PJAOKA OTNV MOP@r KUKAOU Kal TNV TOTTOBETOUNE
Tévw aTTd KATTOI0 Onueio pe tracker TTou BEAOUPE va KAVOUUE va £E0QAVIOTEI.
Mpoocapudloupe 10 PEYEBOG KATAAANAQ PE TNV OUVTOPEUCH S £TOI WOTE N
MAOKA va KOAUTITEl Jia OOXPWHN TTEPIOXT YUPO aTTd TO ONEio.

O oT16x0¢ €ival To pEyeBOG va gival apKETA JEYAAO WOTE VA KOAUTITEI TO
OnNuadI TTou XPNOIKOTTOINCAUE AAAG OPKETA YIKPO WOTE va PNV KAaTaAauBAvel
TTOAU Xwpo atrd TNV yupw TTEPIOXA YIOTi N €mouevn diadikaoia KAAuwng mng
MAOKAG atmaiTtei va Pnv  KataAauPavelr TTOAU XWpo yia 1o aAnBogavi
atroteAéoparta. MNépa armmd 10 péyebog OTTWGS KAl TA OXAUATA TTOU ITTOPOUNE va
eTIGEoupE PEoa OTNV €IKOVA €TOI KAl €D UTTAPYXOUV XEPOUAIQ TTOU PTTOPOUV
va xpnoigotroinBouv yia 1o eEeIdIKeupéva oxfpaTa aAAAdovTag TNV hopoen
TWV KUKAWV.
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Eikova 73: 2uoxétnon tracker ue tnv avdAoyn uaoka

MeTd TTPETTEI VO QPOVTICOUNE N HAoKa va akoAouBei Tov tracker ka®’
OAn Tnv didpkela Tou Tou animation. MNa va 1o KAVOUHUE auTd ETTIAEYOUUE TOV
tracker Kal UOTEPA €XOVTAG TO TTOVTIKI TTAVW ATTO €va OonuEio TG PAOKAG
TTOTAPE TNV OUVTOUEUOT |. € TTEPITITWON TTOU XPNOIKMOTTOIOUCANE TNV KAQCIKA
MEBODBO €TTIAOYNG ME BECi KAIK TOTE Ba eTTIAéyauEe éva onueEio TNG HACKAG Kal OXI
OAn. H ouvtépeuon | pag emTpETTel va €MIAECOUME OAQ TA OTOIXEIA TTOU E€ival
OUVOEDEPEVA AUECA E OTTOIO OTOIXEIO EXOUME TTAVW TO TTOVTIKI. ‘ETOI £X0VTOG
EMAECEl TOv tracker kal TNV gAoka TTatdue Tnv cuvrtoueuon ctri+p. Me autdév
TOV TPOTIO EVEPYOTIOIOUME TNV OXEONn Yyovéa Traidlou ME TNV JACKaA va
akoAouBei Tov tracker.

EmavaAaupdavoupe Tnv diadikacia yia 6Aa Ta onueia TToOU €XOUME Kal
OIYOUPEUOUME OTI OI OXEON YOVIOU AEITOUPYEI PETAKIVWVTOG TNV UTTAPA TOU
Xpovou oTo timeline. KaBwg kivouue 10 timeline TTpocTraboupe OlyoupEWoupe
OTI N PAaoka TTEPIBAAAEI Kal KOAUTITEI JOVO OMOIOXPWHES TTEPIOXES. O AdyOg
TTOU MOG evOIa@EPEI aUTO Eival yIaTi N TEXVIKA TTOU Ba XPNOIUOTIOINCOUUE Eival
va €€QQAVIOOUNE TA oNUEIa TTOU KOAUTITOUV Ol HAOKEG KAl VO TA “YENIOOUUE”
ME TO XPWHATA TNG YUPO TTEPIOXNAG.

Na va 10 KAvouue aQuTO TTPETTEI va TTAYE OTO compositor Kal va
TTPOOBECOUNE HEPIKOUG KOPPOUG OTO KOWMATI TTOU €ival uTteEUBuvo yia Ta
d1d@opa Layer Tou video. ZTIG EIKOVEG TTOU AKOAOUBOUV BAETTOUME TI TTPOKAAEI
0 K&Be KOUPBOC LexwploTd pEoW £VOG viewer node.

1. Na apxn €ilcdyoupe €vav KOPPBo Mask kai €mmAEyoUpEe TNV PAOCKA TTOU
ONMIOUPYAOCALE.
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Eikova 74: Znueia ue uaoka @aivovrail e Aompo

2. Metd eiocdyoupe évav invert node woTe n ga@aviopévn(paupn) TTepIoXn va
yivel auTh TTou gival péoa o€ KaBe paoka.

Eikova 75: Aveotpauévn avamapdorach Twv JAOKWV

3. H pdoka avriyetwTietal wg Alpha data €101 ToTToBeTOUNE €vav KOPBO set
Alpha kai cuvdéoupe Tnv pdaoka pe 10 video. Me autdv TOoV TPOTTO OI
AOTTPEG TTEPIOXEG TNG MAOKAG PE TR 1 opifouv TTola Pixel Tou frame TOU
video 6a @aivovtal. Evw o1 paupeg eploxég pe Tipn 0 opiCouv troia Pixel
Tou frame &€ Ba @aivovTal dnuioupywvTag €101 “TPUTTEG” OTO Video.
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Eikéva 76: Zuvdean ue 1o video e kéuPo set alpha

4. TEMNOG TOTTOBETOUME TOV KOUBO inpaint 0 oT1Toio Ba yepioel TIG “TPUTTES” JE TA
XPWHATA T OToid TO TTEPITPIYUPICoUV peECcW MiIag HEBodOG linear
Interpolation(ypaupikr) TrapepBoAn). H iy Tou inpaint opilel katd méoo Ba
KOAUQBOUV o1 TPUTTEG avAaAoya ME TNV TIEPITITWON XPNOIUOTTOIOUME
O10QOPETIKO HEYEBOG. MpoTigoUPE va XPNOIMOTTOIOUKE PIKPO VOUUEPO YIa
va unv onuioupynBouv Trepiepya  ammoteAéopara, OTTwWG TO  va
XPNOIUOTTOINCEl XPWHATA  aTTO TTEPIOXEG TTOU OE pag agopd. AUTOG
atroTeAei Kal Tov AOyo TTou TTpooTTaBouue va €XOUPE OCO0 TTIO MIKPEG
MAOKEG YiveTal.

Eikéva 77: KdAuwn twv packwy péow evog inpaint kéuBou
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OAokAnpwvovTag OAeg TIG dIadIKaoieg €XOUNE oav aTTOTEAEOUA €vav KUBO ME
OKIQ OTO TTATWUA XWPIG va ¢aivovTal Ta onuadia.

Eikéva 78: OAokAnpwpévn sikéva xwpic onueia
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KE®AAAIO 6°: NMPOETOIMAZIA 2KHNHZ

6.1 NMpoeToipacia yia To Animation

Otrwg €xoupe avagépel To blender €xel dnuioupyrnoel To Foreground
kal To Background. Autd ta duo atroteAoUv dlo@opeTIKA layer oTa oTroia
MTTOPOUNE Va epyacToUpE OTTWG Ba epyaldpacTtav oto 3D view. MTTopoupe va
€I0AYOUNE KOl VA E€TTNPEACOUNE QVTIKEIMEVA OAAG OTTOIOBNTTOTE QVTIKEIMEVO
el0ayBei oto background d¢ Ba @aivetal kabapd oTo render KaBwWG N douAcia
TOU OUYKEKPIYEVOU layer eival va atroTeAei xwpo TTPOBOAAG TNG OKIAG Kal
KAAUWNG TWV QVTIKEINEVWY WG JACKA.

MNa va evaAdaxtoupe avaueoa ota layer emAEyoupe 1O €mOUPNTO layer
oto layer tab A xpnowyotroloupe TIG ouvriopeloelc 0-9 TOu  Kupiwg
TIANKTPOAOYioU. ZUVOAIKA PTTOPOUME Va €XOUME UEXPI Kal gikoal layer. MNa va
Taue ota layer 11-20 161 XpnOIYOTToIOUNE TNV cuvTtoueuon shift+(0-9). Méow
TOU scene setup Tou Motion tracking éxouue wg foreground 1o layer 1 kai wg
background 1o layer 11.

@ Object Mode  +

Eikéva 79: Scene layers

210 emoueva Ke@AAaia Ba avarmTufoupe Ta Ouo layer kabBwg Kal Ta
XOPAKTNPIOTIKA TOUG.

6.2 Environment textures

‘Eva TTOAU onpavTiKG OUCTaIKO yia TNV oAnBo@daveia TnG OKNVAG
atroTeAEl N duUVATOTATA CUVOUACHOU OTOIXEIWV TNG TTPAYMATIKAG OKNVAG KE TA
TpIodIdoTaTa avTikEigeva. O TTio aTTOTEAEOPATIKOG TPOTTOG YyIa TNV ETTITEUEN
QUTNG TNG OUOCXETIONG aTTOoTEAEl N €l0aywyr aviavakAdoewv kal ambient
QWTIOPOU OTNV OKNvr TTou Ba TTpoépxeTal amd tnv €ikéva A 1o video TTOU
EXOUE EI0AYEL
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Eikéva 80: Environment texture g€ éva amo avTiKELUEVO e YUaAT

To blender kavel Tnv xprion aQutwy TwV OTOIXEIWV TTOAU EUKOAN PE TNV
xpron e€idikwyv texture tou ovoudlovral environment textures. Na Tnv
KaAUTEPN XpPron Toug TrpoTeiveTal n Xpron 360° sikdvwy ) video aAAa yia TIg
QVAYKEG AUTAG TNG TITUXIAKNG MTTOPOUMPE va OPKECTOUME OTNV XPpAon Twv
video TTOU TTOU £X0oupE TTapdyel. [a TV elcaywyn evog environment texture
TTnyaivoupe ota world properties Twv Properties, eikova [81].
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Background

Eikéva 81: World menu

EmAéyoupe use nodes yia va emMTPEWOUNE TNV XPHON KOPMBWYV yia TNV
dnuioupyia Tou composition Tou KOGPOoU. "YoTepa €TTIAEYOUUE TNV MIKPT BoUAa
OITTAa oTO KEAI PE TO YKPI Xpwa Kal eTTIAEXOUUE Environment texture.

B rput ' B coo

Attribute Brick Tesxture Bright/Contrast Blackbody

RGEB i Gamma ColorRamp
Ervironment Texture Hue Saturation Value Combine HSW
Gradient Texture Imvert Combine RGE
Image e Pl Wavelength
Magic Te ] RGE Curves

Musgra

Moise Text

Point Density

xture

Wawve Texture

Eikéva 82: Emidoyég kGuBwv mou emnpeddouv Tov KOO0 THS OKNVAS
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Kdavoupe eioaywyry Tou video emAéywvtag Open. lMaparnpoupe OT1 TTAEOV
EXOUME MEPIKEG VEEG €TTINOYEG. ATTO auTég, €TTIAEyoupe TNV TO checkbox
autorefresh 1Tou Ba avavewvel To environment texture pe TNV aAAayr Tou
frame kai opioupe 10 TMEdi0 frames oTo TTANBOG Twv frames Tou animation
Mag. Me autdv Tov TpOTTO OAOKANPWOAPE TNV diadikacia aviavakAdoewy Kal
ambient @wTiIONoU otV  OKNVA pag  divoviag pia  onuavtikg  voTa
aAnBogavelag.

Background

Ervironment Texture

i

Maovie

/" Auto Refresh
Color

Linear
Equirectangular

Default

Eikova 83:Environment texture yia video

6.3 Background layer

To Background layer d&nuioupyATtal autopata PECW TNG ETTIAOYNAG
“Setup tracking scene” Tou motion trcking. To layer autd €ival utreUBuvo yia
TNV OKIA TwV POVTEAWV OTTWG Kal yia TNV XpHon TpIodIdoTaTWwY PJAOKWY OTA
MOVTEAQ yIa TNV KAAUWN PEPOUG TNG ETTIPAVEING TOUG aTTd TNV KAuepa. To layer
auTd dpa oTo layer 10 TTou XpnoiyoTtrolei To Blender yia 10 viewport.
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~ Use Environment
v Use AO

' Use Surfaces

' Use Hair

' Combined
viz

' Shadow
v A0

Eikéva 84: Background Layer

2€ QPKETEC TTEPITITWOEIC Ba XpelaoTel va emmnpedooupe 10 layer TTou
agopd TNV OKIA TTou Ba TTapdyeTal 0T oknvA pag. Autd UTTOPOUUE va TO
KAvouue TTOAU attAd TTIAEYOVTOG TO ETTITTEDO TTOU €ival UTTEUBUVO yIa TNV OKIA
Kal €TTnNpeddovTag TNV yewpeTpia Tou ot Edit Mode. lMpétel va dwoouue
I010iTEPN TTPOCOXA WOTE TO ETTITTEO0 va TAUTICETAI KATAAANAQ PE TO BATTEDO YIa
ToI0 PEANIOTIKG atroteAéopata.  ETriong omdnmorte kaAu@bei atmd autd T0
oamedo &e Ba @aiverar oTn oknvh, €101 TTPETTEI va O0B&i TTPOCOXN KAl GTOV
TPOTIO JE TOV OTTOIO €ival TOTTOBETNPEVA TO OVTEAD OTNV OKNVH.

6.4 PWTIONOG

O owTiIopog TwV Layer opiletal atrd Tnv idia TNy ewTtdg TNG OKNVAG.
AUTO yiveTal EQIKTO 0piCOVTAG TO AVTIKEIUEVO UTTEUBUVO yIa TOV QWTIONO (lamp)
va gival kalr ota duo Layer. AutO yiveTal €QIKTO PE TNV CUVTOMEUCN M TTOU
METOQEPEI €va avTIKEINEVO avapeoa oTa layer kal €mAEyovTag Ta layer TTou
BéAoupe pe 1o Bei KAIK Kal TV ouvTtdpeuon shift.
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Eikéva 85: ATAn mnyn owrdog oxediacuévn yia va 0oUAelel ae dUo layer

AapBdavovtag utr dyn TOV TTPAYMATIKO QWTIONO oTo Video TTpéTmel va

Tpooapudoouhe TV Béon kal Tnv éviaon TnNG QwTteivotnTtag. H Béon
eTNPEAeTal €UKOAA PEOW TNG OUVTOMEUONG METaKivnong. H @wrteivotnTa
MTTOPEI va eTTNPEaOTEl atrd 1o material panel Twv properties. Edw TTpétrel va
onueIwBouv Ta “€idn” TTNyNG TTou TTapéxel To Blender:

1.

Point: Atré default ka0 TTnNyA BpiokeTal oe Point gival n 1o atrAr yopen
OTTOU TO QWG TTAPAYETAI TTAVTOU YUPO TNG.

Sun: H gmAoyr} sun KAvel TIG AKTIVEG GWTOG va TINyaivouv TTpog Tnv idia
KateUBuvOon TNV OTTOI UTTOPOUE VA ETTNPEACOUNE HECW TTEPIOTPOPNG.
Spot: H emAoyry autr PETATPETTEl TRV TINYR QWTOG Ot TTPOROAEQ
€0TIACOVTAG TIG OKTIVEG QWTOG UOVO O€ €va ONUEIO TOU OTTOIOU PTTOPOUE
va ETTNPEACOUNE TNV OKTiVa PEOW TNG €IOIKAG ETTIAOYAG Size TNG evoTNTAG
Spot Shape.

Hemi: H emAoyrl Hemi €ivar évag ouvduaopdg Tou sun Kal Tou spot
dnuIoupywvTag ywvia ion pe 1800

Area: XpnOIPOTTOIEITAI VIO TV TTPOCOPOIWON TOU QWTICUOU TTOU TTapAyETal
atré TTapdbupa r atrd TNAEOPACTEIG.
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Hermni Area

" Cast Shadow

~" Multiple Impartance

Emission
At 400.000 "]

400.000

Eikéva 86: Lamp properties o€ emAgyuévn Adumra

6.5 BonOntikd MovTéAa

Ta BondNTIKA POVTEAQ Ta OTToIa EiXANE TTPOAVAPEPEI TA BNUIOUPYOUE
oT1o background layer kai 0 povadikdég OKOTTOG Tou gival va dnuioupyouv Tnv
aioBnon OT To avTiKeigevo TTEPVAEl TTIOW ATTO €va TTPAYHATIKO QVTIKEIPMEVO.
AuTO TTPOC@EPEl €va oNPAVTIKO OTOIXEIO PEAAICPOU KAl TO PHOVTEAD QUTA OE
XpelddovTal onuavTikK YewMETpia atmAd va akoAouBouv TTIoTA TO TTPAYMATIKO
OTOoIxEIO.

MepIkEC QOPEC Ta POVTEAQ TTOU dnuIoupyoUpE dev akoAouBouyv TTIOTA Ta
TTpaypaTikd povtéAa. Auté ocupBaiverl yiati n diadikacia Tou Motion Tracking
MTTOpPEI va pnv €yive pe TéEAEla emmTuxia TTapoAo 1o TI ékave To blender. Ze
QUTAV TNV TIEPITITWON EKPETAAAEUOUAOTE TNV duvaToTNTA  EI0QYWYAS
Keyframe kal avd Toktd Xpovikd SiaoThpaTta dlopBwvouue Tnv Béon Twv
avTIKEINEVWY. Me auTdv Tov TPOTTO UTTOPOUNE VO DIOPOBWOOUNE PIKPEG OTEAEIEG
XWPIG va xpeidletal va eravaAdpoupe Tnv diadikacia Tou Motion Tracking.
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Eikéva 87: Bonbntika avTiKeiueva yia Tnv KAAuwn twv avTiKEUEVWY

6.6 Foreground Layer

To foreground layer dnuioupynTal autépaTa PECW TNG ETIAOYNAS “Setup
tracking scene” Tou motion trcking. AtroTeAei TO layer 010 oTT0iIO BpicKOVTaI TO
MOVTEAQ OTNV OKNvA KABwWG Kal Ta povréAa Ta oTroia Ba TTapdyouv OKIG oTa
povTéAa Tou Background layer. To foreground layer xpnoipoTrolei 1o layer O
Tou interface yia Tnv TTapoucioon Twv PHOVTEAWY Kal XpnolpoTrolEi 1o layer 10
WG OKIA KAl WG JAOKA YIO TA JOVTEAQ.
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El) Foreground

/" Use Environment
/' Use AO
/' Use Surfaces

/" Use Hair

/" Combined

/| Vector

Eikéva 88: Foreground Layer

2710 foreground Ba €icdyoupe Kal Ba dnUIOUPYHOOUNE TA POVTEAQ POG
ME Ta oTroia Ba epyaoTouue. MNa va e€icdyoupe poviéAa atmmd GAAa Project
XpnoigoTtroloupe TNV Asitoupyia Append TTou TTpoo@épel To Blender.

6.7 Append

2UVOAIKG €xoupe 17 project oTta oTroia Ba gpyaldpaoTe Pe Ta idla wg
ETTIi TWV TTAEIOTWV PoVTEAQ. INa va unv Xpeladetal va dnNUIoUpYyoUUE Ta JOVTEAQ
amdé TNV opxn eKhETOAAeuduaoTe Tnv Asiroupyia append TTOU MOG
TTpoo@EépeTal ammd 1o File oto TMadvw pevou Tou Blender. Méow Tou append
MTTOPOUNE va el0ayoupe TTOAAG dlapopeTiKA oToixeia atrd GAAa Project.
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ctrin
crlo
Shift Ctrl O

<]
=
3
=
W
&

Ctrl Alt U
Ctrl U

Ctrl Alt O

Append from a Library .blend file

Eikova 89: Eicaywyn avrikeiuévwy péow tou append

‘Eva TTOAU 1010iTEPO XAPOAKTNPIOTIKO aTTOTEAEI TO OTI HEOW TOUu append
elodyeTal KGBe OTOIXEIO TTOU €ival OUVOEDEPEVO  UE TO QAVTIKEIUEVO TTOU
ETMIAEYOUNE va €l0Ayouue. ‘ETOI o€ TTEPITITWON TTOU €I0AYOUME TO PJOVTEANO TOU
QuTOKIVITOU Ba glcaxBei padi Tou Ta material Tou padi Pe Ta texture KABWGS Kal
0 OKEAETOG TTOU TOU €XOUUE EICAYEL.

2TNV €IKOVA PTTOPOUUE va OOUME TA QVTIKEIYEVA TTOU OTTOTEAOUV TO
Blender opadotroinuéva oe katnyopieg. H pdvn karnyopia 1Tou pag agopd
eival To Object.

[ Action

[ Armature
[ Brush

[ Camera

eLineStyle

Eikéva 90: lMNepiexoueva evog tutmikou Blender Project

6.8 ETOIMaOia AVTIKEINEVWV

AQOU €I0AYOUNE TA ATTAPAITNTA MOVTEAQ TTPETTEI VA TA TTPOETOINACOUE
woTe va Taipidfouv KAatadAAnAa otn oknvh pag. H Ajwn Tou video dgv €yive
ammd tnv idla amdéoTaon o€ KABe oknvry €101 TTPETTEI VO OWOOUNE TTPOCOXN
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WOoTE TO PEYEBOG TWV POVTEAWV va €ival OXETIKA TTOPOUOIO O KABE OKNVvi.
E@doov 1a povréAa pag eival ouvdedepéva o OKEAETO TTPETTEI VO OAAGEOUNE
TO PEYEDOG TOU OKEAETOU Kal OxI Tou POVTEAOU yia va  aAAGEel To POvTEAO
avaAoya.

TotmmoBeTolpe Ta POVTEAQ POG OTn OowoTr Béon Kal eKIvAPE va Ta
METAKIVOUPE HE BAON TO OEvAPIO. 2TIC ETTOUEVEG €vOTNTEG Ba avatrTuxBouv
ONMAvVTIKA onueia yia TRV avaTTuén autou Tou animation.

6.9 Eilcaywyn ota Physics

H eicaywyi VOPWV TNG QUOIKAG OTA MOVTEAQ, O OUYKEKPIUEVEG
XPOVIKEG OTIYMEG, BonBa onuavTikd oTo va 600¢i pealiopudg oto animation. H
QuUOIKN TTepIAaPBAvEl Kupiwg TNV eilcaywyn BapuTtntag, TPIRNAS Kal OpUAS OTa
avTikeiyeva. ‘Eva avTikeiyevo utropei va Ppioketal o€ pia atmd dUO KATACTACEIG
TAvw OTO B€ua TNG QUOIKAG. AUTEC atmoTeAoUVv n KATAOTAON passive Kal n
KaraoTaon active. Na va €1I0Gyoude PIa KATAOTOAOT QUOIKNG TINYQiVOUPE OTO
tab physics Tou tool shelf.

Eikéva 91: Physics tools oro Tool Shelf

H katdoTtaon active opilel OTI TO avTIKEineEVO Ba eTTNEEACETAI ATTO TOUG
KavOveg TNG QUOIKAG Kal Ba avTidpd pe AAAA QVTIKEIMEVO TTOU TOUG EXEI
el0ax0¢ei QuUOIKA. XpnOIPOTTOIoUKE TNV KATACTOON active O€ QVTIKEIMEVA TTOU
gival evepyd otn oknvh 6TTwG T OXAMATA i} TO container TTou TTEQTEL.

H katrdoTtaon passive ammd Tnv GAAn opilel OTI €va avTikeipevo Ba
eTNPEeadel GAAa avTiKeipeva TTou £€Xouv QUOIKA aAAG de Ba £xel TO 10 KavOveg
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QuUOIKNG. AUTA N AglIToupyia XPNOIKOTTOIEITAI OE TTEPITITWON TTOU BEAOUNE Va
EXoupe €va OATTeEdO OTO OTI0IO Ba TTEQPTOUV TA QAVTIKEIMEVA QUOIKAG yIaTi
aAIwg Ba £mme@Tav 010 Kevo. MNapdAAnAa ptropei va xpnoiyotroinBei yia va
OlOTNPNOOUNE €va QVTIKEIMEVO QUOIKNG aKivnTo OTAV E€PXETAlI OE E£TTAPN ME
GAa cwpata QuoikAg. Auté @aivetal 10I0iTEPA OTa container TTou Ogv
avTidpAave oTo container TTou TTEQTEI AAAG TO container Tou BepIoTr avTIOPAEI.

Otav éva avrikeiyevo yivetalr avrikeipevo @uaoikng (Physics Object)
ATTOKTA TTPACIVO TTEPIYPANMA KAl ATTOKTA OIAPOPES IDIOTNTEG TTOU PTTOPOULE
va ernpedooupe atrd 1o Physics Panel Twv Properties.

2TIG pubpiceig Tou active avTikelhévou €xouue TR duvaTtdTNTA VA
ETTNPEACOUPE TN MAla TOu avTiKEIEVoU. H pala etnpeddetal o€ KIAG Kal
Bewpoupe OTI N BapuTtnta givalr avaloyn TnS yng ota 9,807 m/s2. Ao mavw
E€XOUME BUO ONUAVTIKA KOUMTTIA TTOoU €ival utteuBuva yia To animation kai 6a
avaTTTUXBoUV OTO ETTOPEVO KEQAAQIO.

2tnv evotnta Rigid Body Collisions €xouue onUaAvTIKEG PUBUIOEIS TTOU
eTTNPEACOUV TOV TPOTTO TTOU OAANAOETTIOPA TO QVTIKEIUEVO UE AANQ AVTIKEIPEVA.
MNa apxnv PITOpoUE va eTTnpedoouphe 1o oxnua(shape) 1Tou atroteAei TO
KEAUQOG TOU QVTIKEIUEVOU. TO KEAUQOG auTd avaAoya ME TIG ATTAITACEIS POG
MTTOpOUNE va TO aAAdgoupue yia KaAuTepn aAAnAettidpaon. H emAoyl Mesh Ba
AGBel utr UTTOWIV OAN TN YEWWMETPIA TOU PJOVTEAOU Kal TTPOTIMATAI 0TV BEAOUUE
VA EXOUME €vTovn AETTTOMEPEIA. ZUXVA TTPOTIUATAI N €TTOPEVN E€TTIAOYH TTOU
gival n convex hull dnAadn KuptoU @Aoiou. H emmiAoyr auTh gival 6Tav dev pag
evOla@EPEl N atrOAUTN AeTTTOPEPEIO OTNV AAANAETTIOpaon aAAd pia yeviKn 10€a.
211G OUO QUTEC TTEPITITWOEIG MTTOPOUNE VA OpicOUNE €0W TOU €TTOUEVOU drop
down menu av Ba pag evdlagépouv ol modifiers TTou emTnpedlouv TNV
eMpavion oto povréAo pag(deform) 3 av Ba AapBdavoupe utroWIv GAOUG TOUG
modifiers(final). ATTé Tnv TPITN €TTIAOYN KAl PETA £XOUUE OIAPOPA YEWUETPIKA
oxnuarta Ta otroia Ba TTEPIBAAAOUV TO HOVTEAO Kal €ival TTEPIOTACIAKA.
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¥ Dynamic

- Mesh

Deform

Eikéva 92: Physics Bar ora Properties evog Active avTikeiugvou

ApoU emAéEoupe To KATAAANAO yia Tnv TrepioTacn  uag Oiveral n
duvatéTNTa va E€TTNPEACOUPE Tnv TPIBA TOU avTIKEIMEVOU TOo TTO00 Ba
avatrnddel KaBwg Kkal TNV amoéoTacn oTnv oTroia Ba eugavifovtal ol
ouyKkpouaoe€lg. MTTopoUpE va OpicoulE O€ TTOIO group Ba avAKEl TO QVTIKEIPEVO
WOoTE va avTidpd JOVOo PE TO CWHATA QUOIKAG TTOU AviKOUV oTo idlo group.

H TeAeuTaia evoTNTa POG ETTITPETTEI VA EAEYXOUME TO TTOTE Ba EKTEAEOTEI
QUOIKN OTO QVTIKEIMEVO Kal TTOTE Ba oTapaTAcEl. Mo OUyKeKpIgéva av To
avTIKEiuEVO Ba gival avevepyo TTpIv €pBel og eTTaQr PE €va AANO QVTIKEINEVO
QUOIKNG Kal TTO00 Ba eTNPeAeTal N YPOUMIKA KOl YWVIOKR TaxUTnTa PE TNV
Tapodo Tou Xpovou. Evwy otnv evétnTa damping PNTTOPOUNE VO OPICOUNE TOV
PUBPO pEIWONG TNG YPAMMIKAG KAl YWVIAKAG TaxUTNTAG WE TNV TTAPOodO TOu
Xpovou.
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To passive QvTIKEIPEVO €XEl TTAPOUOIEG PUBUICEIG PMOVO TToU Ogv
MTTOPOUME va €TTNPEACOUNE TN PACO TOU KABWG dev €XEl vonua agou Ogv
avTidopd otn Paputnta. [MNpémel va onuelwdel woTdoo OTI PTTOPOUUE Vva
eTnpedooupe OAeG TIG AAAeG puBuioelg OTTwG TNV TPIBA Kai To TTéoo Ba
avatrndouV Ta avTIKEiyeva TTévw 0TO CWHA.

¥ Mesh

Deformn

Eikéva 93: Physics Bar ota Properties evo¢ Passive avTiKeiuevou

6.10 Physics kai Animation

E@ooov kdvoupe €va avrikeiyevo active PTTOpOUUE TTOAU aTTAd va
TaTAcouue play kalr 8a apyxicouv va dpouv ol véuol TG PuoIkng, dnAadn Ba
apxioer va TEQTEl KOBWG dev avTIdopd e Kavéva AANO avTikeipevo. Aua
€1I0AYOUE KOl JEPIKA QVTIKEIEVA aKOUA, passive i active utropoupe va doUE
Kal TTwG OAANAOETIOPOUV MPETAEU TOUG. ZTnV TIEPITTITWON MOaG woTdéoo O¢
BéAoupe o1 Kavoveg TNG QUOIKAG va emdpouv o€ OAn Tn OIGPKEID TOU
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animation. Auté cupaivel yiati n QUOIKN atroTeAei éva dIKO TNG cUCTAPA KAl
OEV MOG QQrVeEl va eTTNPEACOUNE TO QVTIKEIMEVO PMEOW TOU CUCTAPOTOG TOU
animation. lNa va 10 KAvVOUPE aQuUTO TTPETTEI va ETTIAEEOUPE aAvAUECa OTA
kouuTtd Dynamic kai Animated.

Dynamic: Opicel 6T To avTikeipevo Ba eTnpedleTal atrd To cUCTNUA QUOIKAG.

Animated: OpiCel 611 10 avTikeipyevo Ba emnpedletal amd 10 OUCTNPO
animation.

Active

Fy .
¥ Dynamic

Eikéva 94: EmiAoyr) Dynamic /j Animated avrikeiyévou

Av €xoupe Kal Ta OUO KOUMTTIA €TTIAEyMéVA TOTE TO QVTIKEIMEVO
eTnpeddeTal atmd TO TEAEUTAIO OUOTNUO TTOU TO emnpéace. 'ETol yia va
MTTOPECOUME VO €KUETOAAEUTOUPE Kal Ta OUO cuoThuata Ba TTpéTrel va
XPNOIMOTTOINCOUNE BUO TEXVIKEG.

H mpwTtn TexVIKA atroteAei To keyframing. Méxpl oTiyunRg €xouue PaBel
o1 Keyframes ptraivouv o1to 3D View Kal a@opouv Tnv KATAoToon TOU
avTikeIgévou. QoTéo0 ptTopouue va BaAoupe keyframes o€ TTOAG TTpaypaTa
oT1o blender. lMolo cuykekpipgéva o€ TINEG aTTd dIAPOPA PEVOU Twv properties
KaBwg kal oe checkboxes. MNa va 10 KAvoupe aAUTO TOTTOBETOUPE TO TTOVTIKI
TTAvw a1Td TO KOUTI TTOU Pag evdlagEpel gpovTifovTag To timeline va gival oTto
frame 1TOU pag evdla@épel Kal TTaTtaue ‘i'. To KouTi Ba yivel KiTpIvo Kal OTTwg e
KaOe keyframe Ba Tmapaueivel €101 HEXPI TO €TTOUEVO keyframe TTou TO aAAGCEl.
ACiCel va onuelwBei OTI av PETOKIVAOOUUE TNV PTTAPa Tou XpOvou TOTE TOu
KouTi Ba yivel TTpAcivo oav £voeign 0TI KatTou £xoupe TotroBeTrioel Keyframe.
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~ Dynamic

& Com

Deform

Eikéva 95: Eioaywyrn Keyframe ora button

H TTpwTn TEXVIKA WOTOOO QPKEI PEXPI TNV OTIYUA TTOU ATTOPACIOOUE
va PETATPEWOUME Yia deUTEPN Qopd €va owua atdé cwua amd Dynamic o€
Animated. To TpépAnua 1moU dnuioupyeital €ival 611 amd Tn OTIyUAR TTOU
evepyoTroinBei deUTePN Yopda TOo animated 10 cwua Ba yupioel otV ApXIKr TOU
Béon. OmoTe auTi n TeXVIKA Ogv €ival KATAAANAN yia dpaocTnpIdTNTEG TTOU
evaANdooeTal TAKTIKG N KATAOTOON TOU QVTIKEIWEVOU. lMa autd €xoupe Tnv
OeUTEPN TEXVIKI).
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Eikéva 96: EmiAoyr Bake to Keyframes eivair teAeuraia wv Object tools

H deutepn TeXVIKNA atToTeAei To Bake to Keyframes. Me autdv Tov 1pdTTO
MTTOpOUME va “Wwrhooupe” To animation TTou dnNUIOUPYEI N INXOVA QUOIKAG O€
keyframes. H emAoyn autfi Bpioketar oto Physics tab Tou tool shelf. Agou
OAOKANPpwOEi TO WAOCINO TO AVTIKEIMEVO TTAUEI va Eival QAVTIKEIUEVO QPUOIKNG.
Omdéte 10 peTATPETTOUME EavA O€E QVTIKEIUEVO QUOIKNAG Kal TO KAVOUUE
animated. "Yotepa oTto frame Ttou BéAoupe va &avd EeKIViiOEl N QUOIKN
Bacoupue keyframe evaAAGooovTag 1o animated o€ dynamic.

% BNEE Local

nlE

o | K| &

SRR o syne :

] @ 5% vl d &

(2] (5

Eikéva 97: Baked Keyframes

6.11 Physics ka1 Armatures

Mépa ammd Ta container 1Tou Ogv €Xouv IOIAITEPEG ATTAITACEIS OTIG
A€IToUpyieg TOU OKEAETOU TOUG €XOUME Kal TO OXAMOTA Ta OTToia BEAoupE va
QVTATTOKPIVOVTAI OTNV QUOIKI aAAd KAl va yupvave ol TPoXoi Toug. QoTOC0 O€
MTTOPOUME VA €I0AYOUUE QUOIKI AUECO OTOV OKEAETO. Mia AUON TTOU UTTAPXEI
givar va BdaAoupe @uoik atreubeiag oto povrého. Qotdéoo authi n Alon dev
MOG ETTITPETTEI VA YUPVANE TOUG TPOXOUG TWV OXNUATWY TAUTOXPOVA.

H Auon Aoimmév oto mpofAnua eival va eKPETAAAEUTOUNE Evav
TTEPIOPIOPO TTOU pag TTapExEl To Blender yia Ta KOKKaAA. AUTOG O TTEPIOPICUOG
ovopaletar Child Of, eikdva [92]. O TTePIOPIOPOS AUTOG POG ETITPETTEI vd
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onuioupynooupe pia oxéon parent-child avaueoa oe éva KOKKOAO o€ pose
mode oa TTaIdi, JE £va AVTIKEIUEVO EKTOG TOU OKEAETOU WG yoviou. 2a yovid Ba
XPNOoIJoTTOINCOUE €va AANO POVTEAO OTO OTToio Ba Ot Ba €XOUPE OKEAETO
oA\d 6a Bdloupe physics. MNa va dnuioupynooupe TO avtiypago Ba
emMAECOUPE TO povTéNO Kal Ba Tratriooupe shift+D og object mode Mpémel va
000¢i Tpoooyn OTI TO avTiypa®o Ba UTTOKOUEI Kal autd OTOV OKEAETO. OTTOTE
yld va TO OTOUATAOOUMPE auTO ETTIAEYOUHE TTPWTA TO QVTiYPOQYO, WETA TO
OKEAETO pe TNV ouvTopeuon shift+dei KAIK kal TrTatdue alt+p. 10 pevou tmou Ba
eppavioTei eTIAEyoue clear parent. 'ETO1 £0UpE €va avTiypag®o TOU JOVTEAOU
XWPIG OKEAETO.

Add Bone Constraint

w

Eikéva 98: Nepiopiouds “Child of”

Baloupe Aoimmév Tov TTEPIOPIONO, O OTIoioG PpiokeTar ota Bone
Constraints Twv Properties €xovtag emmAeypdévo TO KOKKAAO O€ pose mode.
‘ETO1 €XOUE:

1. Za target Ba opicouue TO avTiypago Tou JovTEAOU TO OTToio Ba gival opatd
povo oT1o 3D View kai 6x1 oto Render kal Ba B€0oupe TNV QUOIKY TOU O€
box eikova[99].

2. 2ZTnv €voTNTA Vvertex group PTTOpoUpE va ¢nTHoOUME atmd TO KOKKOAO va
OKOAOUBEI KATTOIO OUYKEKPIMEVO WEPOG TNG YEWMETPIOG TOU POVTEAOU TO
oTToio Ba éxoupue opioel oTo Data tab Twv properties Tou povtéAou.

3. Z1a emdpeva checkboxes ptmmopoupe va ¢nTHOOUMPE va UTTOKOUEI JOVO O€
OUYKEKPIPNEVOUG AEOVEG KOl OE€ OUYKEKPIMEVEG dPACTNPIOTNTEG QVTi yIa va
EXEI TTAAPN EAEYXO TO POVTEAO.
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4. O emAoyég Set Inverse kai Clear Inverse agopouv tTnv Trnyr(origin) Tou
OKeEAETOU 0€ Ooxéon Pe Tou target. H 1Ty} atroTeAei To vonto “KEVTPO” TOU
MOVTEAOU Kal Opidel TO ONUEIO OTO OTTOI0 Ba OEXETAI OTTOIAdNTIOTE ETTIPPON.
A6 default To child Of Ba xpnoiuotroijoel cav TTnyn 1o target. KAt 1mou
oev eival €mBuunTd OTNV TTEPITITWON MOG TTOU O dpacTNPIOTNTEG TOU
okeAeToU yivovtar ot local space. ‘Etol o1 emAoyrp Set Inverse pag
EMTPETTEI VA aAAGEOUUE TNV TTNYHA TTOU Ba XPNOIYOTIOIEI O OKEAETOG KAl va
opicoupe Tnv default Tou. Apa BéAoupe va avaipéooupe TNV aAAayn
pTTOpOoUuE va emmAéEoupe Clear Inverse.

5. TéAog oTnV KATW PTTAPA UTTOPOUUE VA OPICOUUE TNV ETTIPPON TTOU Ba €XEI
TO MOVTEAO OTO KOKKOAO Kal KAT  €TTEKTACN OTOV  OKEAeTd. Oa
xpnoigotroiooupe Tnv Default Tiury oto 1.000 opifovtag TTARPN €Aeyxo OTO
KOKKQAO.

Active

v Animated

Eikbva 99: AvTikeiugvo QuUOIKAS yia Tov BepiaTn

6.12 Elcaywyr OTIG KAMTTUAEG

Ortav mmardue Tnv ouvtépeuon shift+a oto 3D view pummopoupe va doUpE
TTOMEG €mIAOYEG TTEPA aTTd TO va €l0Ayoupe meshes kal kKOkaAa. Mia
ONMAVTIKA  €TTIAOY  TTOU  €XOUME  Eival va  €I0dyoudEe  €TTionNg  Kal
KapTTUAEG(curves). O1 KAPTTUAEG PTTOPOUV va XPNOIWOTToINBouv yia TToAAoUG
AGYyOUG OTTWG TO va dNUIOUPYOUPE CWANRVEG Kal TTOAUTTAOKO OXAMOTA TTOU OEV
€XOUV TTOAAEG YWViEG. ZTNV TTEPITITWON Pag Ba TIG XPNOIUOTIOINCOUNE Yia va
dnuioupynooupue dladpopés TTou Ba akoAoubroouv Ta oxAuaTa pag. Me autov
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TOV TPOTTO Ba £X0OUPE KAAUTEPO EAEYXO OTNV dPACTNEIOTNTA TOUG PPOVTICOVTAG
va €xouv oTaBepr) TaxutnTa f €mMTAXUvon kKab’ 6An Tn diIdpKEIa TOU animation.
AuTtri n pEBOBOG €ival KATAAANAN yIa AVOIXTOUG XWPEOUG Kal OXl yia XwWPOoug
TTOU XPEIACETAlI AETTTOPEPNAG KivnOon. Z€ EKEIVEG TIG TTEPITITWOEIG TA KAQOIKA
keyframe €ival n kaAutepn Auon.

O1 KauTTUAEG €Xouv €va OnUAVTIKO TTAEOVEKTNUA O OXEon ME TA
meshes kal autd egival 0TI xpeiadovral AlyoTepN HPVAMN Yid va TTapdyouv
ammoTeAéOUATA  KOBWGS  XPNOIYOTTOIOUV  POBnuaTikéEG  ueBOdoug  yia  va
TTapaxOouv. ‘Exoupe dUO €idn KAPTTUAWY 01 OTTOIEG TTAiIPVOUV TO OVOPO TOUG
aTTo TIG AVAAOYEG HABNUATIKEG HEBOGBOUG TTOU XPNOIUOTTOIOUV:

1. Bézier
2. NURBs

8 <

Surface
Metaball

C Nurbs Curve
Text P
- O Nurbs Circle
Armature oA

|:"|' -11%1:

|
I

Construct a Path

A

! Lamp

Force Field

A, Group Instance

Eikova 100: Eicaywyn kaumuAwv arro 1o uevou Add

Kal Ta dUo €idn £xouv TTapOUOIES IDIOTNTES KAl N O1A@OPA TOUG £OTIACEI
OTO TIWG YiveTal n emeepyaia amd Tov UTTOAOYIOTA. ZTnNV TTEPITITWON MG
xpnoigotroinoaue pia KaummuAn NURBs 10U ovouddletal Path. H kapTTuAn
QaiveTal oa pIa €ubgia ypapu TNV oTToia JTTOPOoUNE va eTThpedooupe o€ edit
mode.
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Eikéva 101: KaumuAn oe edit mode

2¢ edit mode BAETTOUNE Wia KiTPIVN YPOUMN Kal hia uBgia pe BEAN TTPOG
Mia kateuBuvon. H KiTpivn ypauur OTTOTEAEITE ATTO TETPAYWVAKIA TA OTTOiA
MTTOPOUNE Va ETTIAECOUE YIA VA TA PJETAKIVIIOOUME PE TNV OUVTOUEUON “g” 1} va
TTPOEKTEIVOUNE KATTOIO GKPN ME TNV ouvToueuon “e”. Tnv eubeia atmd Tnv dAAN
O€ PTTOPOUUE VA TNV ETTNPEACOUNE APETO aAAG €TTNPEACETAI ATTO TOV TPOTTO UE
TOV OTT0i0 £TTNPEACOUUE TNV KiTPIVN ypauun. H euBeia auth cival To Path kai 6a

atroTeAei To TEAIKO aTTOTEAEO A apoUu Byouue atrd To edit mode.

6.13 KapTrUAeg Kal OKEAETOI

Na va ouvdEéooupuE TOV OKEAETO ME TNV  KAWTIUAN TTPETTEl VO
xpnoigotroiooupe Tov Trepiopiopd follow path trou Bpioketar ota Bone
Constraints oto pose mode. Tov TTePIOPICPO auTév Ba Tov BAAOUPE OTO
KOKKaAO Master kaBwg autd opilel TNV Kivnon Tou KABe oxnuartog. Oa
eMAECOUPE WG target To path TTOU dnuIoupynoaue. MpPoTou TTATACOUUE TO
KouuTri animate path mpémel va doUME TIG UTTOAOITTEG PUBUICEIG TTOU £XOUIE.
‘ET01:

1. Follow Curve: Opicel av To avTIKeipevo Ba akoAouBEi TNV KAPTTUAN.

2. Curve Radius: av 10 avTIKeigevo Ba peyeBUveETAl PJE TNV KAPTTUAGTNTA TOU
Path. Agv eTTnpeddel Ta KOKKOAA woTdOO.

3. Fixed Position: OpiCel 611 TO avTiKeEipeVo Ba peivel KOANUEVO o€ Eva onueio
TNG KAPTTUANG YIa KATTOIO XPOVIKO diaoTnua. Edw @aiverar idiaitepa n agia
Twv Keyframes.

4. Forward: OpiCel yéow TtmoI0U G&ova Ba akoAouBei To povtédo. O dgovag
auTdg gival Totmikog(local). OTroTE TIG TTEPICTOTEPES POPES Eival KATAAANAO
va xpnoiyotroloupe Tov default dEova y.
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5. Up: Opicel Tov GEova oTOV OTT0i0 TO YOVTEAO Ba TTPETTEI va QPOVTIOEl va
gival euBUYPAPUICHEVO.

6. Influence: ATToTeAei TNV yVvwOTH €TTIPPON TTOU £XOUME O€l o€ TTOANG GAAa
constraint.

Add Bone Constraint

G

v Follow Curve

¥ Curve Radius

Eikéva 102: Mepiopiouds Follow Path

A@oU opicoupe TIC puBuicelg TTou BEAOuPE PETA PTTOPOUMPE va
TTaToOUNE TO KoupTri Animate Path. MNMatwvtag 10, dua kKivjooupe To timeline
Ba OoUpE TO QVTIKEIMEVO va METOKIVEITAI TTAVvw oTo path. Apa B¢éAoupe
MTTOpOUNE va aAAGEoupe To path o€ edit mode yia va Taipidlel KatdAAnAa oTn
OKNVN. Z& PEPIKEG TTEPITITWOEIS WOTOCO TO KOUMTTi animate path dev eival
KAaTAAANAO KaBwg ptTopEl va uttdpxel n avaykn va aAAd&el n taxutnta Tou
QVTIKEIMEVOU I OKOPA KOl VO OTAPATHOEI TEAEIWG.

MNa va 10 AUooupe autd TTPETTEI VA EKUETAAAEUTOUUE pia 1810TNTA TTOU
€XOUV Ol KOUTTUAEG TTAvw oTo path animation. Autég ol puBpiocig BpiokovTal
ota Data tab Twv properties panel Tng KautUANG. MNnyaivovriag oto utrd
pjevou Path animation pmmopouue va doupe dUO PTTAPES Kal éva koupTri. H
TTPWTN YTTAPA ovopdadeTal frames. € auTiv TNV PTTdpa opifoupe mooa frames
avTigToixoUv OTO animation Tou path. AnAadr méoca frame Ba xpeiacTouv yia
va @TAoEl TO JovTéAO Tou path atrd tnv pia dkpn atnv aAAn. Autd 10 VOUUEPO
Ouwg gival oxeTikd. To vouuegpo TTou KaBopilel To xpOvo Tou animation €ivai n
emmépevn urdpa Evaluation Time. To evaluation Time opiel o€ TT010 frame Ba
€ival TO QVTIKEIMEVO Ui CUYKEKPIPEVN XPOVIKN OTIYUN O€ oXéon WE TNV PTTApPQ
frames.
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AnAadn:

Evaluation time

Oéon aviikeluevo = , Evaluation time < frames

Frames

AuTO pag Ocgixvel OTI TTPAYMATIKA AUTEG Ol OUO UTTAPEG OPICOUV TIPEG
a6 0.000 éwg 1.000. To Evaluation Time pTTOpoUpE va TO ETTNPEACOUNE HE
TOV YVWOoTO TPOTIO £l0AyovTag keyframes.

If
" Fill Deformed

Minimurm v v Radius

Eikéva 103: Path animation oro Curve tab pdvo yia ra curve avrikeiueva
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KE®AAAIO 7° : OAOKAHPQZH ANIMATION

7.1 Animation Layout

‘Exovrag oAokAnpwoel OAeg TIG dladIKaoieg yia TO Animation eival n
WPA TOU CUVTOVIOMOU Kal TWV AETTTOUEPEIWY. TO va €XOUME €va POVTEAO va
KAvel pia dpaoTnpidTnTa O0TO animation eival pia diadikacia TTou avaTrTuéaue
1I010iTepa OoTa TTPponyoulueva Ke@dAaia. Na €xoupe woTdoO0 TAvw aTrd €va
QVTIKEIMEVO VO OuyxpovifovTal OToV XWEO MPTTOPEi va eival apkeTd dUOKOAO
10iwg oTav £xoupe TTOAG keyframes Ta otroia Ba péTTel va aAAaxTouv. Na va
MTTOpOUPE va Ta aANGEoupe €UKOAA eival avaykn va €KUETAAAEUTOUPE TO
Animation Interface.

Eikéva 104: Animation layout

To animation layout poiddel ToAU pe 1o Default layout. Mdévo TTOU £XEl
2 kaivoupyla TTapdbupa.

1. Dope sheet: lNa apxn €xoupe 10 Dope Sheet. To ouykekpiyévo gpyadeTal
Aiyo dlagpopeTikd atrd 10 dope sheet TTou XPNOIMOTIOIEITAI OTO Motion
tracking. Aev ammoTeAei éva atrAO epyaAeio atreikdviong aAAd Eva epyaAcio
emmegepyaoiag Keyframe. MNa kdBe avTikEiyevo OTn OKNVr) TTOU €xEl €va
keyframe ptTopoUue va 10 doUUE ME TN HOP®R €vog dlapavtiou OTO
avaAoyo frame Tou timeline TTou Trapéxel. Kabe diapavTdki yTopoUupe va 1o
EMAEEOUPE KAl VO TO WETOKIVACOUME ME TNV ouvtoupeuon “g”. Kdavovrag
auTd pTTopoupe va aANG&oupe Tnv Béon Twv keyframes emiTaxuvovTag N
emPBpaduvovTag TIg OpacTNPEIOTNTEG TOU animation.

2. Graph Editor: Auté artroTeAei €va TTapdbupo TO OTTOI0 TO £XOUPE OEl WG

graph oto Motion tracking. OtTrwg kai 10 Dope Sheet €101 Kal AuTtd €ival

102



Mtuylokn Epyaocia tou ¢pottntr EuBupiou Mewpylo

TTOAU  OIAQOPETIKO. 2TO  OUYKEKPINEVO  TTAPABUpO  UTTOPOUMPE  va
eTnpedooupe TNV dpaocTnpioTnTa TWV keyframe oe Aetrrouépeia. Ze autd
T0 TapdBupo Ta frame pe dpacTnpPIOTNTA QAVTIMETWTTICOVTAl WG
YEWMETPIKEG OUVTETAYUEVEG TTOU OuvdéovTal Me €uBeieg oe didgopa
XpwuaTta avaloya pe Trolo oToixeio emrnpeddletal. OTwg kai oto Dope
Sheet uymopouue va emAéEouue Oid@opa  OlauavTdkia Kal va Ta
METAKIVIIOOUME AAAGCOVTAG O HaBnUATiKr AETTTOPEPEIN TIG DPACTNPIOTNTES
ava keyframe.

v J < Armature.003

50
- -

b < Master

Eikéva 105: Dope Sheet yia tnv 6paactnpidtnta Twv avriKEUEVWY

Mia TTOAU onpavTik dpacTnEIOTATA TTOU WTTOPOUMPE VO KAVOUUE O€

auTé TO TTAPABUPO gival va eTTnpedooupe TNV TTapePBoAr(interpolation) petagu
Ouo onueiwv. H TTapepBoAn pag emTtpéTrel va aAAGEoupe Tov pubud pe Tov
oTroio Ba karaAn&el To avrikeipevo atmod 1o éva frame o1o dAAo. Mag divovtail
TTOAEG €TTMIAOYEG AANG o1 TTIO XPNOIMOTTOINCIYEG €ival n ouvexrg(constant)
otTTou Ba TINyaivel amd TNV dia Katdotaon oTnv GAAN dueca Xwpig KATToIx
dpacTnPEIOTNTA. 2TNV TTEPITITWON AUTH TNG TITUXIOKAG XPNOoIJoTToInenkav duo
péEBoDOI:

1. H ypaupikn(linear) étrou utrdpxel oTabepr) TTopeia atro Tnv pia akpn PEXP!

TNV GAAn.

2. H Bezier émou n dpaotnpidotnta Ba &ekivael apyd Ba emiTaxuvel Kal Ba

KataAnyel otnv TeAIKA Béon TTAAI apyd.
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Set Keyframe Interpolation

Interpolation Easing [y strength) Dynamic Effects

[ Constant T _/ Sinusoidal -/ Back

“ Linear T 2/ Quadratic ~ Bounce
o -

/' Cubic
* Quartic
Quintic
/' Exponential

4 Circular

Eikova 106: Interpolation pébodoc yia tnv uerakivnon avaueoa ora Keyframes

A@oU opIoToUV O1 KATAAANAEG TAXUTNTEG KAl O OUYXPOVIOUOG Twv
OpACTNPIOTATWY UTTOPEI  ETTIOAPWGS va EeKIVAOEI N TEAIKA dladikaoia Tou
Blender yia Tnv eaywyn Twv ammoteAeopdtwy. To render.
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KE®AAAIO 8° : RENDER

To render atroteAei Tnv TeAeuTaia dladIKACIA OTNV KATAOKEUR €VOG
project oto Blender OmTTwg Kal T TTEPICCOTEPA TTPOYPANUATA YPAPIKWV.
ATtroTeAEl TNV diadikaoia dnuioupyiag eikdvag, video f RXou Pe BAcn Tn oknvn
Tou 3d viewport Tou Blender. To Blender éxer avarmTuel €KTEVWG TIG
duvaTOTNTEG YIa TTIO ATTOTEAECUATIKA render TTpOo@QEPOVTAG AUTHV TNV OTIYUN
U0 unxavég render pe pia TpiTN va BpiokeTal oTov opiovTa yia TNV TTOUEVN
ékdoon Ttou( Blender 2.8) Trou avapéveTal va avatpEWel TIG UTTAPXOVTEG
pMnxavég blender render kai cycles render. Na Tov OKOTTO TNG TITUXIOKAG AUTAG
Ba avamTuxBei n xpron Twv ndn umdpxoviwv pnxavwyv rendering. Mo
OuYKeKpIPEVa TIG pnxavég Blender Render kai Cycles Render.

To Blender Render armroteAei TNV BaAcikr MPnxavr) PeE TNV OTToid
Aeiroupyei 1o Blender kai €oTmidlel o pun aAnBogavr) ammoTeAéopaTa aAAd
kepdiovTag oe TaxUTNTA O OXEON ME TNV AAAN péBodo. Mpétel emmiong va
onueiwdei om xpnoiyotroiei TRV CPU yia va kd&vel Toug UTTOAOYIOPOUG TnG.
AuTO OTIC TTEPICCOTEPEG TTEPITITWOEIG Eival PN ATTOTEAECHATIKO KaBwg &ev
EKMETAAAEUETAI TIG OUVATOTNTEG TOU UTTOAOYIOTH OTO WEYIOTO.

MapdAa autd civar 1Mo ypAyopo atd Tnv pnxavh Cycles kabuwg
XpnoigoTtrolei Tov Tmapadooiakd TPOTTO yia Tnv Trapaywyn €E00wv. [lo
OUYKEKPIMEVA XPNOIUOTTIOIEI TTANPOQPOPIEC PYOVO OTTO TA AVTIKEIYEVA TTOU Eival
eppavr) atn oknvh. MNMapdAAnAa emmegepyddetal TTANPOPOPIEC XPWHATWY PNECTW
OKTIVWV OTTO TNV TNy  QWTOG Ol OTT0IEG XTUTTAVE TO QAVTIKEIMEVO Kal
QVTaVOKAWVTAlI TTPOG TNV Kapepa. Me autdv Tov TpOTTO TTOPAyEl ypriyopa
atmroTeAéopata Ta otroia dpwg Ogv gival TTOAU aAnBo@avr Kal TTPOTINATAI O€
TTEPITITWON TTOU BEAOUNE VO KAVOUNE TTPOCNUEIOEIS XWPIG aAnBogavela.

H unxavry Cycles Render atmmoTeAgi Tnv MO XpeNOIMOTIOINKEVN PNXAVA
onuepa oe oxéon he Tnv Blender Render. Auté ogeileTal o€ TTOAOUG Adyoug
KAl KUpiwg otnv duvartotnta va trapdyel TTOAU aAnBo@avr) aTToTEAECUATA.
AUTO o@eileTal 0TO yeyovog OTI KAvEl TTOAAG TTpdyuaTa SIAQOPETIKA aTTd TNV
GAAN pnxavr). MNa va opdyel pia eikéva AapBaver utroywiv OAa Ta avTiKEiyeva
oTnNVv OKNVvrl KAl TIG TTANPOQOPIEG PWTOG TToU Ta eTnpedalouv. lNa Toug
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UTTOAOYIOMOUG eKUETAANEUETal TNV GPU Kal PTTOpEil va eKUETAAAEUTEI O€
MeyaAo Babuo TiG kKApTeS ypagikwy Nvidia 1Tou £xouv TTupriveg CUDA.

Mia onuavTikr] dla@opd aTTOTEAEI O AVTIBETOG TPOTTOG AEITOUPYIaG O€
oxéon Pe TNV Baoikr punxavry. Evw n Baoiki unxavr Aauaver TAnpo@opicg
atré TNV TTNYN @WTOGC YIA TA XPWHOTA TWV AVTIKEIMEVWY OTNV OKNVI N MNXavn
Cycles OTéAvEl AKTIVEG ATTO TNV KAPEPQ Ol OTTOIEG XTUTTAVE TO QVTIKEIMEVO KAl
META avTavakAWVTAl. 2TNV TIEPITITWON TIOU XTUTTAOOUV TNV TTNYR QWTOG
ETTIOTPEPOUV OTNV KAPEPA TNV TTANPOPOPIA XPWHATOS TTOU TTPOEKUYE ATTO TO
avTikeiyevo yia 1o Pixel atrd é1mou oTtdAONnKe n akTtiva. AuTh n diadikaoia givai
TTOAU XpovoBopa Kal UTTOAOYIOTIKA akpIBri aAAd XPNOIUOTTOIEITAl EUPEOS AOYW
TWV PEAAICTIKWY ATTOTEAECUATWY TTOU TTPOCPEPEL.

Eikéva 107: Avarrapdortacn Cycles Light paths amé tnv kauepa?.

O1mrwg €xel mpoava@epBei N unxavr) render TTou XPNOIUOTTOINONKE yia
TNV TTapaywyr Twv animations eivar n Cycles. TMpétmel va onueiwdei oT
avadloya Tn pnxavr ol puBuioeig render aAAdfouv KaBwg n KABe pnxavA
TTPOOPEPEl DIOPOPETIKEG OUVATOTNTEG. TNV CUVEXEID Ba avatTTULOUME TIG
puBuioeig TnG Cycles.

2Mnyn ekovag :
https://docs.blender.org/manual/en/dev/render/cycles/settings/scene/render/light paths.html?highlight=ray%?20tracing
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GPU Compute

Render Presets

AR V| 24 fps

~ File Extensions

[%] avi JPEG v BW

Eikéva 108: PuBuiceic Render ora properties

MNa va aAAdgoupue TIG puBuioelg TTpétrel va TTaue oto Render Tab Twv
Properties. & autd 1o tab pag divovral TTOAAEG duvaTOTNTES TTOU £TTNPEAlOUV
TNV €¢0d0 Tou Project. Ta Tpia KOUMPTTIA TTOU BpPiOKOVTAl GTNV KOPU®H HAG
EMTPETTOUV Va EeKIviiooupe TNV diadikacia Tou render oTn Hop@r] €600V TTOU
emBOUpoUpE. o OuyKeKpINEVA WG €IKOva, wg video. To koupTri audio
EMTPETTEI TNV dUVATOTNTA OUVOEONG APXEIOU AXOU PE TOV NXO TNG OKNVAG. H
emAoyn display pag emTtpéTel va opicoupe TTou Ba ep@avioTei n £€£000G Tou
render oto display Tou Blender.

H emAoyr) Device €ival ydvo evepyoTToINUEVN OTNV TTEQITITWON TTOU
éxoupe evepyotroijoel Tnv Cuda yia 1o Blender diagopeTikd Ba gival opiouévo
otnv CPU autéuata. MNa va evepyotroinBei n Cuda Ba mpétrel va aAAGEouv
KAatrole¢  puBuicelic péoa amd TO Blender kai  atroteAei  ammapaitnTn
TTPoUTTO0e0N va gykaTaoTabouv ol katdAAnAol odnyoi Cuda oTov UTTOAOYIOTH.
Na va evepyorroinBei n Cuda yia 10 Blender Ttmnyaivoupe File>User
Preferences>System kal O0TO apiOTEPO MPEPOG pag OiveTal n €TmAOYR va
ETMAECOUPE TNV KAPTA YPAQPIKWY TTOU Ba XPNOIYOTIOINOOUUE. Z€ TTEPITITWON
TToU Oev UTTopEi va Bpedei N KAPTA ypa@Iikwy TOTE OEV €XOUV £yKATAOTABEI Ol
Cudnn odnyoi. Evepyotroioupye Tnv Cuda yia tnv oladikacia Tou Render
KOBWG PE TNV XPNOTN TOU ETTECEPYAOTH TNG KAPTAG YPAPIKWY PTTOPOUUE VO
EMTAXUVOUNE O€ PeYAAo BaBuod TNV TaxuTnTa £TTEEEPYQTiag TNG 66O0U.
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4% Blender User Preferences - ] X

Interface Editing Input Add-ons Themes

v Mipmaps

i‘

v GPU Mipmap Generation

vy "
OpenAL 16 Bit Float Textures

Stereo

2048 Automatic

ab[ap|an|ar|an

32-bit Float

Automatic Circle (HSV)
No MultiSample
None
4 Quadro M2000M (Display)
v Text Anti-aliasing

None

25
Eikéva 109: emidoyn unxavng emeéepyaaoiag yia Toug uttoAoyiouous

Me Tnv €vepyoTToinOn TNG OUOKEUNG E€TTECEPYQTIAG TN ETTIAOYNG HAG
TTPoXwpPAPEe oTnv evoTnTa Dimensions. e auTrv TNV &voTnNTa PTTOPOUME va
eTnpedooupe 10 PEyeBog o€ pixel TNG €€0doU KaBWGS Kal TTola aTrd Ta frame
TTou Ba yivouv render. Zta kouTid X Kal Y pumTopoUpe va opicouue TO uEyebog
oe Pixel yia tov dfova X kai Y 1TnG Kauepag. H upmdpa 1mmoocooTtol Hag
EMTPETTEI VA opicoupe TTOoa Pixel amd Ta peyéBn TTou opicaue Ba yivouv
render. 1o frame range opifoupe Ta frame lMNou Ba yivouv render kal péow
Tou frame step MTTOPOUPE VA QATTOQOCICOUME av Ba aTmo@UYoUUE va
Xpnoigotroiooupe  katmola  frame yia va  yAutwooupe Xpovo OTOUG
UTTOAOYIOHOUG.

AUTEG o1 puBuicelg gival ol TTIo BacikEG TTou opifouv TNV £€£000 o€ €IKOvVa
kal video kai opidouv TOV TTPWTO Trapdyovra kKaBuotépnong Tou render.
Mpétrel va onueiwBei 611 o€ avtiBeon pe Ta atmAd render oTnV TTEPITITWON TOU
Motion Tracking 6a yivouv ouvoAikd duo render yia KGBe frame TOU
animation. ‘Eva yia Ta avTIKEigeva Kal €va yia TIG OKIEG.

Mpoxwpwvtag otnv evoTnta Output YTTOPOUUE VA OPICOUNE TOV TUTTO
TOU apxeiou TG €600V KABWG Kal Tov XWpo atrodrikeuons. ‘Exoupe TTOANEG
ETTIAOYEG HOPPEG APXEIOU TTOU PTTOPOUNE Qv XPNOIUOTTOINCOUNE yia £6000. H
emAoyn auTtr) eTnpeddeTal TToAU kai atrd TnVv diadikacia render(eikéva,video 1
NX0) TTou xpnoiyotroifjooupe. ESw egivalr pia kKaAn eukaipia va avagepbei o
TPOTTOG TTOU OAANAoemMOPOUV O  dUO auTéG evoTNTEG OTnV £€£odo. [Mo
OUYKEKPIPEVA:

e Apa emAEgoupe €000 HOPPNG €IKOVAG Kal KAvouue atmAd render T1OTE n
£€000¢ Oa cival Pl eIKOva oTNV HOPQr) TToU €XEI ETTIAEXOEI.
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e Apa emAéEoupe €€000 pop@n¢ video kai kdvouue render animation n
£€€000¢ Oa cival £éva apxeio video oTn JOPPN TTOU £XOUME ETTIAEEEL.

e Apa emAéCoupe €000 HOPPNG EIKOVAG Kal KAVOUUE render animation 10T
n €€000¢ Ba cival Pia akoAouBia EIKOVWY OTNV OPQr) TTOU €XEI ETTIAEXOEI.

e Apa emAégoupe £€€000 HOPPNG video Kal KAvoupe aTrAG render TOTE n
£€€000¢ Oa €ival pia eIKOva Pe HopPn jpg.

TadE LWVIE
& BmP & cineon fT] AV JPEG
& Iris & ppx T AVI Raw

& PNG 3 OpenEXR MultiLayer % Frame Server
™ PG & OpenEXR ®] FFmpeg video
& JPEG 2000 3 Radiance HDR

™ Targa & TIFF

& Targa Raw

Eikéva 110: EmiAoyég yia tnv é€odo Tou Project

21NV e€mmAoyrn Quality prTopouue va OpicoUNE TO TTOCOOTO CUUTTIEONG
NG €€000U OE oxEon ME TNV €TIAOYN €C0O0U TToU ETTIAECAME. AUuTO €TTNPEACE!
TNV TTOIOTNTA TNG €IKOVOG AAAG aAAGdel TO pEyeBOG Tou apxeiou n default Tiun
gival apketr). TEAOG yTTOpOUUE Va opicoupe av n £€0d0¢ Ba €xel Tpia KavaAia
XpwHATWV(R,G,B) i éva kavaAl xpwudtwyv dnAadn acTrpdouaupn.

Sampling Presets

Path Tracing

4 Clamp Direct: 0.00 *
4 Clamp Indirec: 0.00 *
< Light Samplin: 0.00 *

Eikéva 111: puBuioeic yia ta deiyuara ava pixel mg¢ eikévag
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Mia TTOAU onuavTikry evotnTa Tou render tab atroTeAei n utro-evoTnTa
sampling. Z& autiv TNV €vOTNTO O XPNOTNG atroQacifel pubuicelg yia Ta
deiypara pixel TTou xpnoigotrolouvTal yia KABe pixel TG eikévag. AuTh n
evotnTa €ival povo evepyotroinuévn yia Tnv pnxavry Cycles. Ommwg €xel
TTpoava@epBei oTnv punxavr Cycles n k&uepa oTEAVEI OKTIVEG VT yia TNV TTNyN
QWTOC yia TNV dnuioupyia TNG €€66ou. To TTANBOC QUTWY TWV AKTIVWYV KAl Ol
YEVIKEG pUBUIOEIC TOUG aTTOQaCifovTal O€ AUTHV TNV EvOTNTA.

210 sampling preset PTTOPOUMPE VA XPNOIUOTTOINCOUME UTTAPXOVTA
Preset Twv TuBuicewv KABWG Kal va dnNUIOUPYACOUUE KAl VO OQAIPECOUNE
OIKA pag pe Ta Koupumd 4+ kal -, 210 €mmOuevo drop-down menu UTTOpPEi va
eAeXBei N péBodog Path tracing mmou Ba xpnoipotroindei. H default emAoyn
MOG ETTITPETTEI VA XPNOIKMOTTOINCOUE TIG TUTTIKEG PUBUIOEIG EVW PE TNV ETTIAOYN
Branched Path Tracing 1Tou emTPETTEl KOAUTEPO EAEYXO TWV AVATINORCEWV
TWV OKTIVWV.

Mpoxwpovtag oTnv evoTnTa samples PTTOPOUPE va ATTOQPACIOOUUE TO
TARBOG Twv delypdtwy TTOU Ba XpnoiyotroinBouv ava Pixel. 1o Render
atmmo@acifoupe TOocA Ba xpnoigotroinBouv Katd Tnv dladikacia Tou Render
evw oTtnv Preview atmro@aacilouue méoa dciyuara Ba yxpnoigotroinBouv étav
evepyoTtroloUue TNV Render Preview mode pe tnv ouviopeuon shift + z. 2e
TEPITITWON TIOU  EVEPYOTTOINOOUUE TO  KOUWUTTI Square Samples Ba
xpnoigotoinBouv Ta dtiyuara Trou opiocoupe otnv duvaun Tou 2. O
KATAAANAOG OUVOUAOHOG BEIYPATWY Kal JEYEBOG €IKOVAG ATTOTEAOUV TOV KUPIO
TTapdyovia TTou €TTNPEAdEl TO KOOTOG O€ XPOvVo yia Tnv Trapaywyn
QATTOTEAECUATWV.

Me tnv emAoyn Twv puBuicewv TIOU E€TTIOUPOUNE MPTTOPOUNE va
TIPOXWPICOUPE OTNV TTapaywyrn TG TEAIKAG €¢odou. MNa Tnv TTapaywyn Twv
ATTOTEAEOUATWY TTPOTIUAONKE N €gaywyn o€ €IkOveg avTi yia video. AutAq n
emAoyn éyive ouveldntd e€aitiag Twv PeydAwv Xpovwv Rendering TTOU
xpnacovrar yia n1v Trapaywyn Tou TEAIKOU video. g TIEPITITWON TIOU
xpnoiyotroifooupye TNV £€€000 video dua yia KAtoio Adyo oTapatoloe n
dladikacia render oT1o evdiGueco TOTE TO video Oa eixe KaTaoTpaQEi
avaykalovTtag Tnv diadikagia va eTravaAneBei. ‘Etol emAéyouue Tnv £€€000 o€
€IKOVEG Png yia 10 render.

Me tnv oAokAipwon Tou Render yia pia oknvr] €XOupe €va OUVOAO
eIKOVWYV Pe ovopacoieg Tmou gekivave ammd 0000.png. AutO TO yEYOvOG KAVEI
€UKOAN Tnv €mmouevn dladikaoia TTou atroTeAEl TNV €vwon OAwv auTwWV TwWV
€IKOVWV o€ éva TeAIKO video. Auto ptropei va emTeuxBei néow Tou idlou Tou
Blender xwpig Tnv avaykn xpriong £¢wrtepikou TTpoypAauuaToG.
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S EIEEIPE no sync

Eikéva 112: Video Editing Layout

Na Tov ouvduaouo Twv €IKOVWYV Ba xpnoiyoTroifjooupe 1o video editing
layout, TTou TTpoo@épel To blender. To TTavw degia TTapABUPO Pag ETITPETTEI VO
doupue 1O video TO oTTOi0 £XOUME €1I0AyEl OTAV OKNvrl. . To TTAvw apioTepd
atroTeAei éva atrAG graph editor TTou pag emTPETTEI VO BOUME TIG KAUTTUAEG
animation TTou €XOUUE OpPIOEl. ZTO KATW MEPOG €XOUME TNV PTTApa timeline.
TENOG OTn PEON €XOUME TO TTIO CNPAVTIKO TTapdbupo yia Tnv diadikacia TTou
BéAoupe va ekTeAéooupe, To video sequence edtor og AsiToupyia o€ AgIToupyia
sequencer. Edw pag emrpétretal va BAAoupe Awpideg ‘strips’ atmd €IKOVEG,
video, ] X0 Kail va Ta XPNOIMOTIOINCOUNE YIO TNV TTapaywyr g €¢6dou oTnv
oKnNvh Pag.

MNa va eicdyoupe pia Awpida eikdévwyv TTnyaivoupe otnv €mmAoyr] add kai
eMAEyoupe image. 210 TTapdBuUPO TTOU Pag avoiyel Ppiokoupe TO path Twv
EIKOVWV Kal a@ou TIG €TTIAEGOUME OAEG UE TNV OUVTOPEUON ‘@’ TIG EI0AYOUNE
oTnVv OKNVA.

Effect Strip

Add an image or image sequence to the sequencer

B [ o [co

Eikéva 113: Eicaywyn strip €IK6vwv
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Mia pwp Awpida Ba eupavioTei TTOU POg OEiXvel TO OUVOAIKO PEYEBOG
Tou strip KaBwg kal 1o path ammd omou dnuioupyndnke. MNpwTtolu OPwg
Eekiviooupe Tnv dladikacia Tou render TTPETTEI TTPWTA VA aAAGEoUE TNV €000
MOG atrd €IkOva oTnv popen video Mou €mMOUPOUYE. 2TNV TTEPITITWON MOG
ETTIAEYOUNE TNV HOPYN €CO00U avi. ZTNV OUVEXEIa TTPETTEI va TTAUE OTO KATW
MépoGg Tou render tab oOTnv UTTO-evOTNTA  poOSt-processing KAl va
QTTVEPYOTTOINOOUKE TO compositor. Me autdv Tov TPOTTO Opi(oupE OTI yIa TNV
TTapaywyn g €€6dou Ba xpnoipoTroinBei pévo 1o sequencer dnAadn To strip
TWV €IKOVWY TTOU £XOUUE OPIOCEL.

v Compositing Dither: _______0.000
v Sequencer

Eikova 114: EmiAoyég post-processing

TeAeiwvoupe Tnv dladikaoia TTaTwvTag animation oTo TTAvVW PEPOG TOU
render tab kair TTOAU cuvTopa €xoupe To TeAIKO video yia TV OKNvr TTOU
Exoupe oAOKANpwoel. H idia diadikaoia akoAouBeiTal Kal yia yia TIG UTTOAOITTEG
oKnNVvéG Kal Ta video TTou TTapdyovtal evwvovtal OAa padl yia TNV TTapaywyn
TOU TEAIKOU animation TnNg oknvrg.
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KED®AAAIO 9°: ZYMIMNEPAZMATA

To Blender amoteAei pia dwpedv ocouita aVATITUENG YPAQPIKWY Kal
eTTegepyaoiag €ikovag kai nxou. MNMapdAAnAa TTpoo@épel TTOANEG AeIToupyieg
OUYKEVTPWUEVEG OTNV idla oouiTa KaBIOTWVTAG TO €va OAOKANPWHEVO Kal
KATAAANAo TTpOYpaupa yia TTANBwPa Epyaciwy.

‘Eva onpavtiké TpépAnua woTtdéoo TTou avTiyeTwTriel To Blender
atroTeAEl N TEpAoTIa AUTH TTANBWPA dUVOTWTATWY TTOU UTTOPEI VO KOTAKAUCEI
TOUG VEOUG XPNOTEG KAl VO TOUG odNyrnoeEl OTO VA OTTOPOKPUVOBOUV attod TO
Tpoypauua. ‘Evag xpromg wotooo TTou gival dIaTeBEINEVOG va CUVEXIoEl va
TTpooTrabei Ba kartaAdBel o1 autry n TANBwpa d€ PTTOPEI VA AVTIUETWTTIOTEI
Ol0QOPETIKA, TTapdAANAa n koivotnTa Tou Blender cival 181aiTepa evepyr) Kal
augdvetalr dnUIOUPYWVTAG €va TIpAayuaTika TepdoTio TTARBOG tutorial kai
0dnNywvV yia TNV KaBodrynaon Twv VEWV XpnoTwV.

2TNV TITUXIOKN QUuTA avoTiTugoue KATTOIEG PBAOCIKEG AgIToupyieg Kal
€ENYACAUE €KTEVWG TA OUOTAMATO TTou PBpiokovtal TTiow amdé 10 Motion
tracking yia Tnv couita Tou Blender. Mo cuyKkekpipéva:

1. Anuioupyrioaue Ta POVTEAA TTOU XPNOIUOTIOINCOUE YIO TNV TITUXIOKK Kal
egnynoaue tnv diadikacia TnG dnuioupyiag Tou material Toug KaBWCS Kai
TOU OKEAETOU TTOU XPEIACETAI VIO TNV dNPIoUpYia TNG Kivhong.

2. Acitaue v dladikacia ARwng Video yia tnv dnuioupyia Twv animation
KaBwg Kal TOUG ONUAVTIKOUG TTAPAYOVTEG TTOU TTPETTEI va An@BoUv utTowIv
OTTWG Ta ONUEia yia Toug trackers.

3. EkteAéoape Tnv dladikacia Tou Motion tracking kai €idaue TIG aTTAPAITNTEG
pubuioelc.

4. AnuioupyAoaue PAOKES yia va KAaAUWoupe KAatdAAnAa Ta onudadia TTou
BaAaue oTnv oknvr Kal BEAape va e€agpavioTouv.

5. Anpioupynoaue 10 KatdAAnAo animation XpnolgoTTolwvTag To oUCTNUa
QUOIKAG Tou Blender Tng KAPTTUAEG KOBWG Kal TTEIpAgaue pepIKa Material
ME TNV evoAAayl  QwTIONOU  OTO  HPOVTEAO  TOU  QUTOKIVATOU
Tpoonueiwvovtag Flash

6. TéAog kAvaue render Tnv KABe okNvr LEXWPIOTA Kal Ta cuvdéoape OAa
Madi o€ éva TeEAIKO animation

Quoikd n dladikacia TTapaywynAs Twv AQWEWV Kal Twv animation dg
EyIve Xwpic Ta OIKEG TNG OUCKOAIEG Kal KOBUOTEPNOEIG. 2€ OPKETEG
TTEPITITWOEIG XPEIAOTNKE €TTAVAANWN TG AWNS Twv video oTnV TTPAYUATIKN
oknvn kabwg 1o Blender dev ATav og B€on va avayvwpioel TTAPwWS TNV OKNVA
aTTO TA ONUEIA TTOU TOU TTAPAOWOAHE.
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2€ AN\eg TTEPITTTWOEIG av Kal To Blender avayvwpioe tnv Kivnon 1ng
Kapepag dev ATav o€ BEon va avayvwpioel KATAAANAa Tnv B€on Twv onueiwy
otn oknvA. Autd TO QaIvOuEVo O@siAeTal  oTnv EAAEIYn TNG yvwong Tng
KAIMOKOG TNG OKNVAG. 2€ QUTEG TIG TTEPITITWOEIG ETTPETTE VA AVTIUETWTTIOOUNE
TNV oKNV KAatdAAnAa Xwpic va AapBdvouue uttoyiv Ta onueia mou Bswpnoe
OTI Bprike To Blender aAAd pe TNV KAtdAAnAn Béon TTou Bewpouue eueic OTI
ETTOPKEI.

YTmpxav Kal TepITTwoelg 6tou 10 Blender dev ntav ot Béon va
avayvwpioel oTnv eV'TEAEIQ TN Kivnon TNG KAUEPAGS. AUTO €iXE WG ATTOTEATHA
va xpeladetal n emdiopBwon autoU TOU QAIVOUEVOU PECA OTNV idla TRV OKNV)
ME TNV €AAXIOTN METAKIVNON TWV QVTIKEIMEVWY TTOU ETTNPEACOVTAV TTPOG TNV
owoTn KateuBuvon. Autd 1O {NTNUA @aiveTal £vTova OTNV TTEPITITWON TWV
MOOKWV KaBW¢ akoAouBouv TTIoTA Toug tracker TTou £XOUME OPIOEl.

‘Eva onuavtikd ¢ATnua atroTteAei n dia@opd avtiAnwng Tou ueyEBoug
ava oknvrl. Kabwg kabe oknvr €ToINAOTNKE Ot dIOPOPETIKG Project kal pe
KGBe oknvl va Aaupaverar ammd OIAQOPETIKI ywvia ETTPETTE va  Yivel
TTPOCOPUOYN TWV UEYEBWY TWV POVTEAO WOTE va TaIPIAlouv KATAAANAa OTO
TEAIKO animation.

114



Mtuxlakn Epyacia tou ¢oitntr EvBupiou MNewpylo

KE®AAAIO 10° : BIBAIOTPA®EIA

8.

9.

Mdpiog MnTo€AANG: ECopoiwon avBpwTTivng Kivnong hE Xpron TnNG
avoixTAg oouitag 3D animation “Blender”. Mruxiakn epyacia ATEIO(2014)
TOTTOG ZWKPATNG: ZXEdiaon 3-AIACTATWY TTAIXVIDIWY PE AVOPWTTIVN
Kivnon XpnoigotroiwvTag Tnv TTAateopua Blender. TTuxiakn epyacia
ATEIO (2014)

Toayelpidou Mapia : Zxediaon TPICOIACTATWY TTAIXVIOIWVY PE TNV AVOIXTA
oouita Tou Blender. MNtuxiakn epyacia ATEIO (2013)

Blender motion tracking manual:
https://docs.blender.org/manual/en/dev/editors/movie clip editor/tracking/

. Blender rigging manual:

https://docs.blender.org/manual/en/dev/rigging/

Blender Guru sicaywyr oTto Rigging:
https://www.blenderguru.com/tutorials/introduction-to-rigging
Blender Physics manual:
https://docs.blender.org/manual/en/dev/physics/

Blender Compositing manual:
https://docs.blender.org/manual/en/dev/compositing/

Blender Baoiké layout interface:
https://docs.blender.org/manual/en/dev/interface/window system/
Blender User interface:
https://docs.blender.org/manual/en/dev/interface/

Blender modifiers manual:
https://docs.blender.org/manual/en/dev/imodeling/modifiers/
Blender textures manual:
https://docs.blender.org/manual/en/dev/render/blender_render/textures/

10.Blender Curves manual:

https://docs.blender.org/manual/en/dev/modeling/curves/

11.Mask wiki manual:

https://wiki.blender.org/index.php/Dev:Ref/Release Notes/2.64/Mask Edit
or

12.Eycles Render Engine manual:

https://docs.blender.org/manual/en/dev/render/cycles/
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