TEXNOAOI'IKO ITANEINIXTHMIO KYIIPOY

2XOAH EOAPMOXMENQN TEXNQN KAI EIIIKOINQNIAX

ITuyekn owwtTpipn

ANAIITYZH ITAIXNIAIOY ME TO

AOI'IEMIKO BLENDER

Mucaédlha Hoamayidvvn

Agpecdg 2011






TEXNOAOI'IKO ITANEINIXTHMIO KYIIPOY

2XOAH EOAPMOXMENQN TEXNQN KAI EITIKOINQNIAX

TMHMA ITOAYMEXZQN KAI 'PAGIKQN TEXNQN

ITuyekn owwTpipn

ANAIITYZH ITAIXNIAIOY ME TO

AOI'IEMIKO BLENDER

Mucaédlha Toamayidvvn

EmpAénov kadnyntmc Ap. Xapdioumrog ITovAAng

Agpecdg 2011



[vevpotika dkaoOpaTo,

Copyright © Mwaéira [omoyiévwn, 2011

Me emeOvroén navtoc dwkanmdpoatoc. All rights reserved.

H éykpion mg mroyokng epyaciog and 1o Tpnuo Ioivpéowv kot T'papikov Texyvaov tov
Teyvoroywov Ilavemomnuiov Kodmpov dev vmodnAdvel amopoititog Kot omodoyn Tmv

ATOYEWDV TOL GLYYPOUPEN EK LEPOLG TOV TuUNHaTOC.



Oa MBeia va evyaplotom aitepa tov KaOnynt] Ap. Xoapdiauro ITovAdn ywoo v
EUMIGTOCLVT] TOV HOL £0€1EE Ko Yo TIG YPNOYES SCLUPOVAEG KOt TV VITOGTNPIEN TOV OV

TOPELYE KATO TN OEPKELN EKTOVNONG TNG OMAMUATIKNG L0V EPYACTOC.



HNEPIAHYH

H ntuyokn avt gpyacia ekmoviiOnke oto Teyxvoroykd IMoavemotipo Konpov and 1o
Tunua [Holvpéowv ko I'pagpikov Texyvav vid v enifreyn tov kabnynt Ap. Xapdiapmog
ITovAAic. H epyasio ot £xel og 0épa v avarntuén moryvidiov pe to Aoyouikod Blender.
To loywouikn Blender moapéyst pa culhoyn omd epyaleio mov EMTPETOLY TV dNpOLPYio

TPLGOLACTATOV  TTEPIEXOUEVOV. Yuykekpyéva, TO

& blender Blender emitpémer v dnuovpyio. olokAnpwuévov

TOYVIOIDV, Yo TOPAOELYHO, TNV HOVIEAOmoinom,
Euwcéva 1: Logo Blender animation, texvnt vonuoovvn kth. O o6TdX0G OVTNG
™G SWAMUATIKNAG €ypaciog eivor 1 kaTovonon TV
KOPL®V EVVOLOV GYETIKA HE TO TOLYVIO VTOAOYIGTAOV KOl TNV €KHAONOCT TOL AOYICUIKOD
Blender pe amotélecpa TV EVOOUATOOYT TOVG GE L0 EPAPUOYT TOV GYESAGUOD KOl TNG

avanTuEng evog mayviorov.

H onuovpyio avtod tov mouvidlod oavikelr oty Kotnyopio miateopua dpdong
(platformers action), kat 6mmwg kGbe moryviol, dwudpapatiletar o 1otopia, KATO GEVAEPLO.
O mpotayoviotng eivar éva okiovpdkt to omoio ovopdaletar Churri, mov oto 1omOVIKA
onpaiver aydmn. Inpe avtd 1o dvopo enedn
TO OKIOUPAKL EPMTEVETOL M0 TOVELOPPN
oklovpiva, tqv Luna. Luna ota omovikd
onupaivel peyyapt. Mo pépa v kKAEPEL Evag
Kakdg, o Malo (=xaxdg) kot M oklovpiva
pixver Pelavidie omnv dadpoun, Yoo vo
umopet o Churri va v Ppel. Me avtd 10
oevlplo, to maryvidr mepilappaver dbpopa

Tplodtdotate otddw. To kabe otadlo eivan

évag KAETOG KOGLOG GTOV 01010 0 ¥PNoTNG-

TOKTNG, KOTA TNV SPKELD TOV Ty VIS0V,
Ewéva 2: Behavion
elvar eiebBepog vo mepmynbel péoa oto
TPLOOIAGTATO KOGHO OOV OAANAETOPA LE TO
avtikeipeva Tov mayviowov. Emiong, o kdbe otddo vmhpyel pia KAEWGT] TOPTA OTOL O

ToiKTNG TPEMEL Vo TNV 0voi&el Yo vo, TEPACEL 6TO €mOUEVO oTddlo. Méoa 1o oTAd



VIapyovv Kpupupéva Peravidta, 0mov o maiyng Tpénetl vo to. Ppel, £To1 doTE va avoiEel v

ToOPTO.

O BaowkotEPOG GTOYOC TNG OMMAMUATIKNG £pyaciag, sivatl va TposeEp® 1o aicOnuo TG
guyapioTnong oTov maikTn 0oV 0 ¥PNoTNG Vo Umopel va Eepedyel and v Kabnuepvi tov
pOVTIVOL. INUovTiKy  ovoeopd  gival 1 Kotnyopiot OV AmOVERETOL €vo. oLy Vidl
YPNOLOTOIDVTOS Kata Bdom Ta kpitipla mov opilovrot Yo kdbe nAkia yio TG Tovies Ko T
DVD. To mayyvidlt amevBoveton oe modd nikioc 8 etdv ko dve. Xvvibwg ovty n

Katnyopia eivol yvootd amd To KIVOOUEVE GYEGLA Y10 TOdLd.
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EIZATQI'H

To Blender mpocépel éva véo kat povadikd Tpdmo yio va eEgpevvnon g d1adpacns
pIodoTaTOV Ypagpikav. Eivalr éva Aoylopukd mov €yel (o TANP®G OAOKANPOUEVN

TPIOOIAOTAT ONUIOVPYID KOl OV EXEL OAOL TO s

gpyoleio yioo TNV mpaypotomoinon animation pe
TPoOAoTATO.  YPOPIKAL. Olo  ovtd 10
YOPAKTNPLOTIKA, dIVEL GTOV KAAMTEYVN oL TTOAD
OHOAn pon epyaciog omd TO OYESWIGUO, TN
SUOPE®OT|, EPYLY®OT Kot €ntl TN dnuocicvon
0V TpLedidoToTov mepleyopevo. [Wickes, 20009,
o.1 — Brito, 2008, 6.6 — Mullen, 2007, 6.3]

Ewova 3: To Aoywspko Blender

‘Eva onuovtikdé pépog tov  AOYIGUIKOV
Blender givar to game engine. Méoa amd Tto
game engine, Oo yivetor aAinAenidpacn péca oe €va TPLoOAOTATO KOGHO GE TPAYLLOTIKO
YPOVO, EAEYYOC HETAED TMOV OVTIKEWWEV®V, TO OTTOl0L UTOPOVV VO OAANAETIOPAGOVY LE QAL
avtikeipeva oe avutov to epiPdAiov. To game engine eival 1 kapdld evOg Taryvidlo0 Kol
arotedeiton omd Seopa pépN. 'Eva pépog eppaviCer tov 1p1odidototo KOGUO Kol To
avtikeipeva oty 006vn , to oY€0610 Kol TV €mavacyediacn Tov oknvav, Kabdg Kot to
avtikeipeva va, aAlalovv. 'Eva GAlo pépog agopd ™ Ayn ano@dcemy mov yiveTal HEca 6T
moryviol otav vmapyovv 2 1 meplocdtepol Opopol va axorovBicelc. 'Eva dAlo pépog
TPOGOUOIMVEL TNV PLGIKN, 6w 1 PapdtnTa, adpdvela, opun Kot ovte KabeEnc. Qotoco,
éva GAAO PEPOG aviyveDEL TOTE TO. AVTIKEIHEVA GLYKpovovTol HeTa&h Tovg, evd €va dALO

Kweitol oto ydpo. [Mullen, 2007, 6.267]

Ot avBpomor mailovv mayvidww Yoo TOAAOVS O014Popovg AGYOLG KOl TO Tatyvidw
ouveEYDG eEEMOGOVTAL.  ZTNV SIMAMUATIKY] oLt €pyacia, o Pacikdtepog oTdY0g TG, £ivarn M
Onpovpyio TOL TALXVIOOD YL AOYoVS youyaywyiog, dtvovtog otov maiktn 1o aicOnpo g
evyapiotnong.  Avtd €xel OC amoTéEAECHO, O YPNOTNG OPATMETELEL OMO TO AYYOG NG
kaOnuepvng Comg. H daokédaom tov moryviolov eivar pia ektpony| mov Pubilel Tovg maikteg
o€ €vO EVOALOKTIKO KOGHO, GUUUETEXOVTIOG TPOYUOTIKA Kol EEYVOVTOG TPOSMPVE OTL 1

duadpacn apopd Eva EIKOVIKO KOGLLO.



Ewéva 4: TIadrd mov mailovv Taryvidla 6Tov NAEKTPOVIKG VTOLOYIOTY)

INUoVTIKN avo@opd glval 1 Katnyopio. IOV OmOVEUETOL £VOL ALY VIOl GOUG®VO UE TO
0éuo Tov dmwg M YA®ooa, ol avoaeopésg TS oeEovaMkotnTag, TS Plag Kot Tov TPOUOL,
ypNoponodvTaS Kato Bdon ta kptripia wov opilovrat yio kdbe nikia yio Tig Touvies Ko o
DVD. To ko6 oto omoio amevBuvetar To maryvidt eivar amd 8 etdv kat dve. Zovnbwg avt
N kotyopia givol yvootd omd to Kivovueva oyt yio moudid. YTapyel por S1opopeTikn
pOOIION QovTaciaG LE TO U PEOAICTIKA OTAQ, TTOV YPNOULOTOOVVTIOL Kol gV Ba vapyet
EIKOVA TOV PEOMOTIKOV Tpavpoticpudv. H yAdocsa Ba eivar mold fma ko dev Ba vrdpéet
€0TiooT OTNV GEEOVAAIKY] CLUTEPLPOPA TEPQ OO TIS OPASTNPLOTNTES ONTMOS TO PIANLOL KOl TO
aykoAoopo. Agv Bo VTapEEL Kapio 1KOVE TOV EMKIVOLVOV dPOGTNPLOTHTOV OTOL T UIKPE
ool etvar mBovo va aviypdyovv ¢ amotéAecua NG mpoomadelng tovg €€ TOL

TOLLYVIO100.

Xi



1 YHAPXOYXAAOYAEIA

1.1 To mayyvior kor 0 GvpOoTog

H mpoélevomn tov moyvidlon mpoépyetat Tpv amd ToAd
oAl xpovia. [ToArol epevvmtég, avBpomordyor Kot
APYOLOAOYOL OVOKAALYOV T YVAPLOL TOL TOLYVIOD amd TV
enoyn Tov opyoiov Avyvrtiov. XTI TOwyoypagiec TOLG,
dlakpivetor OTL To oy vidlo MtV TOAEUIKE, aKpoPaTiKd Kot
yopevtikd. Ta moudd émonlav pe kpikovg, tO&a, akdvTa,
otepavio, ofovpec k.o  Evag apyoordyog  Pprike éva
emrpanello moyvior pe {aplo Kol S1d@opo GAAN KOUUATIOL
OV TO OMOTEAOVCAV, UECOH OTO TAPO €vOG PoctMd g

Arybmrov. [Kapkaiog, 2000, 6.10 — Huizinga, 1989, 6.9,11]

Ewova 5: O gapad Tovtayyopév

To moyvidt yivetar og €va Eexwplotd Kol evolagépov mapdyovta oty (N Tov

avOpomov. Edikd yio o moudi, To maryviot eivon 1 idwa tov, n Lon. Onwg eivatl anapaitmto o

aépog Kot To eaynto oty {mn Tov avlpdmov, 16t To moyviol eivan OTIKY avAyKn Yo TO

oudi. [Aapdkn, 1994, 6.7 - Huizinga, 1989, 6.9 - Képkoarog, 2000, c.1]

- H onpaocio tov mayvidon eivan

f

G6TOY0

' ' - ~—— TOAD GNUOVTIKY Yo TOV AvOpwmo. Xg

: KOs petayevéotepn @don g Long
tov ovBpdmov, ovalntd To moryviol
Yoo  Adyovg  dlapuyng omd v
Kabnuepvi poutiva, avoyvyns 1 Kot
amacyOAnons.  AkoOun To moyviol
AmOTEAEITOL OOV U0 EVOLOPEPOVTA
AmOcYOANOT]  TOL  YLYIKOD Kot
TVELUOTIKOD avOpOTOV OV EYEL MG
™  ouvaoOMUOTIKY]  TOL

gvyopiomon. [Aapdkn, 1994, c.11 -

Ewéve 6: To mondi kou To mwonyvidn Kaprarog, 2000, 6.3 — Novak, 2008,

6.72]



111 Exknowevtikd [Moyviow

Yrdpyovv matyvidwn wov £xovv dmpiovpyndel yioo okomos ekpadnong Kot TtoapdAinia
Yy vo, divouv otov Taiktn o aicOnua g dtookédaons. Avtd To matyvidw ovopaloviot
ekmondevTIKG oy vidwa (education) kot amevBvuvovtar Kupiwg oto Todd. To exmoidevtiKd
oy vidl €Youv ¢ oToY0 va evBapphVoLV TOL TOdLd Yo TNV avATTLEN NG AOYIKNG Kot
andknon de&loTNTOV Kol yvdong pe gvydpioto tpomo. Térowa maryvidwn mepthapfavovv
dlapopa Bépata OTmc yewypagio, padnuatikd, EAANViKY yAoooa. Xtnv Ewéva 6 givol to
moryviol "Math Blaster” to omoio givat éva and to moryvidio Tov pabaivovv ta modid v
apOuntikny (http://www.mathblaster.com/). To "Reader Rabbit" (Ewoéva 7) eivor évo

moyvior mov Ponbad ta moudd otnv ekudBnon g opBoypaeiag, AeSiloylo, avdyvoon,

emotun, padnuotikd k.o. (http://www.reader-rabbit.com/). [Novak, 2008, ¢.73]

Ewéva 6: Math Blaster game Ewova 7: Reader Rabbit game

1.1.2 Marketing & Advertising Game

Mepwd  GAAa  mouyvidla, Kvpiowg  To
niekTpovikd moryvidw OSnpovpynRdnkav yo
dwpnuion N Vv tpomdnon kdmoov mpoidvtog N
pag vampeocioc. H 10t0ceAda piog O10pnIoeTIKNG
etapeiog Tapéyel O100PAGTIKA oy vidwo e 6TOYO

vo KepdloovV TEPIGGOTEPOVS TEAATEG KO VL

yvopicovv koAvtepa ta mpoidovta tng. [Novak,

2008, 5.78-79]

Ewova 8: BK Bobble Bowl énpovpynOnke

v Srapipien s erorpiog Tov Burger King


http://www.mathblaster.com/�
http://www.reader-rabbit.com/�

1.2 Hlektpovika [ayyviowo

Ta nAektpovikd moryvidl eivor OTwg To Toyvidto TG modkn nAkiag, wov Pacilovrot
oV gvepyn ovppetoyn tov maiktn. O maikng €pyetol oe aAinienidpaon pe mpdowma,
Yopoktpeg Kot wotopies. Omwg kabe mayviol, £Tol Kot To NAEKTPOVIKA Toyvidlo £yovv
kaBopiopéva Opla, Kavoves, otOYOVS, OladKacieg kol amoteAéopata. H ocvppetoyn tov
moikTn pe Paom T EMTPENTOUEVEG OUOIKAGIES, EMYEPOVV VO EKTANPDOGOVY TOVS GTOYOVG
10V Ay viooL. Opwg yua va ekmAnpwdolv ot 6tdyot, Ba tpénet va avamtvybel n cuykpovon

Kot 0 avtayovicpos. [Kapkaiog, 2000, 6.3 - Xvpdkn, 2004, 6.3]

! ~

eSS TATION =

Ewova 9: Microsoft’s Xbox 360 Ewoéva 10: Sony’s PlayStation 3 Ewéva 11: Nintendo’s Wii

Ta TpdTa NAekTpoviKd Toyvidla dev TOTOHETOVVTOV GTO OTITL 1] GE YDPOVS OVONYVYNG
OALG MTOV EYKATESTNIEVO GE EPYACTIPLA, GE TOVETIGTILLA, OKOUO KOl GE GTPATOTEDA. XTO
OTPATOTEDD  YPNOIUOTOOVGOV  TO.  MNAEKTPOVIKA
moyviolo yioo KaAvtepn  ekpdOnon g Quouvog tov

exfpod ko  yo  dwpuyng omd TV oLeTNPN

ekmaidoevon.  Apyodtepa T NAEKTPOVIKG oL vidlo
&yovv gykataotabel oe didpopeg KOvoOAES Kat arcade
mhoTeopues.  Mepikég kovooreg eivar Microsoft’s -
Xbox 360, Sony’s PlayStation 3 a1 Nintendo’s Wii. 7
Opmg antég 01 KOVGOAES €YOVV TO O1KO TOVG OOKTNTN,

o omoiog dyxepilel avtég TIc mAateoppues. H povn

TAaTEOpUO. OV  dgv  €xEL  Olayelplotng  E€livor o Fucova 11 Hiezpovids Ynokoyiotiis
NAEKTPOVIKOG  VTOAOYIGTIG. O NAEKTPOVIKOG

VIOAOYIOTNG €Yl ToAOVG emelepyaotég (Pentium 4, Celeron, Core Solo, Core Duo, Core 2

Duo, Core 2 Quad, Atom, Athlon...), toALég kapteg ypagikdv (AMD, NVidia, Intel), apketd



Aerrovpywcd (Windows XP, Windows Vista, Mac OS, Linux) pe moAloO¢ cuvovacpodc
uwnung RAM (1 GB, 2 GB, 4GB, 8GB, 16GB) kot pe O10(OPETIKEG GLYVOTNTEG.
[Teprrappdaver mavto oonyd DVD, mAnktpoAdylo kot movtiki. 'Exet tmv dvvatdotmrta va

ocvvosetar kau oto Internet. [Novak, 2008, .4-5, 80-83 — Dunniway & Novak, 2008, ¢.28-29]

[ToAAG €idN oy VOBV avarTOYXONKOV GTOV NAEKTPOVIKO DITOAOYIGTH AOYO TNG LEYAANG
YOPNTIKOTNTAC Tov. KdOe €ld0¢ mayvidion avaivel Tov TpoOmo mov mailel 0 xpNoTG, TO OTIA
Kol 10 puOud TOv TAYVIOWL, KOl OKOpO, TNV OAANAEmidOpacn pe 1o Ypnotn. Ta
emikpotéotepa mayviowa sivat: TMayvidww Apdong (action games), TToyvidio otpatnyikng
(strategy games), IToyyviowa poiwv (role playing games), Ioyvidw oxéyng (puzzle games),
[Mawyvido e€opoimong (simulation games) kot Iayvidio mepurétewag (Adventure games).
(Novak, 2008, 6.94-106)

1.2.1 Hoyyviowe Apaong (action games)

Ewova 12: Sonic the Hedgehog Game

O Kvp1dTEPOG GTOYOC TV ToY VIOV dpdong eivar n ypryopn ektdEELon TOL €XOpOV,
ATOPELYOVTOG TAPUAANAL 1 avTtokatactpoer. Koatd v Sidpkein tov moryvidod, to
oy viole Opaong amattovV YPNYOPO GVIOVOKAOCTIKG KOl KOAO GLUYYPOVIGUO HOTIOV KOt
xeprov. Kopro yapakmmpiotikd givor n Atdtnra tov oyxedacpod. Aniadr| mpémel va givar

amAd Yo va Bondd tov ToikTn Vo ETIKEVIPMOVETOL GTO TALVidl Kol Vo avTdpd 6TO GOCTO



xpévo. O mepimhokog oyedoopdg dev Ponbd tov eyképoro vo emefepyaotel TOAAEG

CUUTANPOUATIKES TANPOPOpiec o€ Eva ypriyopo mepiariov. (Novak, 2008, 6.94-95)
1.2.2 Moyyvidw cTpatnykig (Strategy games)

Ta moyvidow oTpaTNYIKNG AmTOTEAODVTAL
and 1o KAaowO emrpomélio moyviol, yuo
Tapadelypua, TO OKOKL Omov 0 MOKTNG
opyovmvel Ko kobodnyel olOKANpeg opdoeg
vy Vv enitevén evog otdyov. H Bepatoroyia
TOVG TEPAAUPAVEL TOV TOAENO, TO EUTOPLO, TNV

Katdktnon edapov kot  Poocilovior oty

dwyeipion moHpwvV Kot avOpdOTIVOL SVVOULIKOD.

(Novak, 2008, 6.106)

Ewova 13: Xxak

1.2.3 Hayvidwa porov (role playing games)

Ta moyvidie poAwv onmpovpyndnkav to 1970. Xto mouyvidt avtd, o ToiKING
avOAOUPBAVEL TO POLO EVOG YOPAKTAPA, YL TOPAOELY LA, TOAEUL OTH, UAYO, 1EPElS, EOTIKG 1
KAépteg. Emiong o maiktng egepeuvd pmouvipodto, GKOTOVEL TEPATH KOl GUYKEVIPMVEL

Onoavpo. (Novak, 2008, ¢.100)

Ewova 14: Elder Scrolls IV Games



1.2.4 Moyvidw oxéyng (puzzle games)

Ta oy vido oKEYNG EMKEVIPOVOVTAL GTO VO ETIADEL O YPNOTNG KATO10 TPOPANATOG 1|
molh. O moiktng 0ev eAyyel KAMO0 YOPUKTAPO. X KOAMTOEC TEPUTTMOOELS LAPYOVV
moyviolw, avtod Tov €idovg, mov e&loTtopolv HIKPEG 1oTopiec. 'Eva GAAO yopakInploTikd
etvat 0 TpaypaTikdg xpovos, o omoiog £xel otoOY0 vo mepmAélel tov ypnotn. Emiong, sivan
o viol amAoy YEPOUOD HE MIKPEG TEYVIKEG amouthioelc. Evo omd ta mo dnpoeiin

mayvidwo oxéyng eivan o Tetris. (Novak, 2008, 6.99-100)

Ewoéva 15: Bejeweled Game

1.2.5 Hoyyviow eEopoimong (simulation games)

Ta moyvidwn eEopoimong emyepovv va
! OvOmOpAyouV GLGTNUOTO Kol UNYOVES HECH GE
éva €IKOVIKO TTEPIPAALOV, OTOL AELTOVPYOLV TIG
101eg OpOCTNPLOTNTEG KOl CLUTEPLPOPES OO TOV
TPAYUATIKO  KOGLO. Mepwd  mayviow
L €EOLOIMONG YPNGULOTOIOVVIAL GTO GTPOUTIOTIKG

Kol KOPEPYNTIKA 10pVUATO Y10, TNV KOTAPTION Kot

npoécsAnymn. Emiong £govv dnuovpynbetl kon ya

Ewoéva 16: Flight Simulator Games



Yyoyoymywovs okomovs.  Ta moaryvidw eopoimong mepilapfaver o abintikd moyvidw
(sports games), to mayvidwo Kotaokevng kot Swxeipiong (Process Simulations) kot to
moayvid odnykng e&opoimong (Vehicle Simulation) 6mwc givar to mayvidt "Microsoft’s
Flight Simulator. (Novak, 2008, ¢.103-106)

1.2.6 Hoyyvidw mepuréterog (Adventure games)

Ta moyvidww weputételng Paciloviar oty eepedhivnon, otnv cvAroyn, otnv Adon
yplpwv, 610 cevaplo kot oty okéyn. O maikng yepileton Eva xapakTipo TOV ToLYVISIOD
TPooTalDVTOL Vo €EEPEVVICEL TO YMPO, VO OAANAEMOPACEL WE TO OVTIKEIUEVO TOL
nep1arlovtog tov, kabmg emiong vo cuvopilel pe dalovg yapaktpec. (Novak, 2008, 6.97-
98)

Ewova 17: Bowja The Ninja Game



2 TEPII'PA®H IMAIXNIAIQN

2.1 Awypoppa

Concept

|

Storyboarding

Movtehomoinon

|

Animation

|

Game Logic

Awdypappa 1: H dnpuovpyio maryvidrov

H dnpovpyia mayvidon og Eva mpdypappo TpiedldoTatn LOVIEAOTOINGT, Eival apKeTd
noAbTAoKN dwadikacio, 6mov 1 ektéleon g amortel apketd ypdvo. H extéheon avt

aKoAovbel Lo cuykekpévn mopeio:

1. Concept: To apyikd otddl0 AauPdvel yevikég 10€eC Yo Vo GYNUOTICEL TNV
GUVOAIKT] €1KOVO TOV YOPUKTHPO, OTOVIDOVING YEVIKES EPMTNOELS OV oyeTilovTon
Yoo TV Omovpyic. Tov mavioy. Xy mEPImTOOoN TG €Pyaciag OVTNG, O
TPOTAYOVIGTAG KOV gival £va kpd apoevikd oklovpdxt (Churri), pikphg niiag,

10 onoio mpoomabel va Bpet TNV ayomnuévn Tov okovpuva (Luna).



2. Storyboarding: To otddt0 avtd, dnpovpyHOnKe 10 OKITGO TOL YOPAKTAPO ATO
po pkpn €pevval TG HopeNG tov okiovpov. Ta To YVOOTE YOPOKTINPICTIKA TOV

okiovpov elval N LOKPLE GOVLVTOTH OVPE KO TO TIGIVA TOV TOSLN GYETIKA LEYAAAL.

3. Movtghomoinon: Mia puéBodog avamapdoTaons EIKOVIKOD TEPPAAAOVTOG Etvat e
™V ONUIoLPYlo EIKOVOV KOlL YPOQIKOV ©TO VTOAOYoTH.  Avty m pébodog,
katopBovetar m Tplodidotatn poviehomoinon 1 omoia elvar M dwdwkocio
avATTUENG  AVATOPACTACTG OTOLOVONTOTE  TPIGOIICTATOV OVIIKEUEVOL HECH
E0IKOL AOYIOUIKOV.  Xg avtd TO OTAO0 NG €PYNCINS, OAOKANPAOVOVTOL Ol
YOPOKTNPEG KOl Ol TPIGOAGTATOL YMDPOL TOVL TALYVIOoD, To omoio gival QTIaypéEVOL
and OGPopPeES YEMUETPIKES OVTOTNTEG, OMWG O KVPOC, 0 KOVOG, 1 oPaipa K.AT..
Ola avtd ta oynuota, 6ty eivor cuvoedepéva HeTalh Tovg, GVVOETOLVY d HOPPT

Tprodidotatov meplexopévon. [a mepiocodTepn avaivcet yivetor oto kepdioro 3.

4. Skeleton & Rigging: H «xivnon tov yopoxtpo ota Toryviolo yio vo. mopEyet
TEPIGOOTEPO PEAMGHO 6TO animation, ypnowomnoteital n teyvikn tov skeleton kot
rigging. Avtf n teqVIKn, EI0AYETOL HECH GTO YOPAKTNPO £VO, GOGTNUN OGTAOV TOV
oynuatitouv 10 okeketd tov. To kdbe 0010 cLVIEETAL pE TAL OUTAOVA TOV,
dpovpydvTag Eve cOVOAO tepapyikmdv oxécewv (parent-child) avapesd tovg. To
0016 1ov amotelel To child emnpedletol amd v kiviion Tov 0GTov OV Eivon parent
oe avtd. Evd avtiBétoc n petakivnon tov ootod child dev ennpedlel to 06td

parent. T'ia meprocdTEPN OVAAVCEL YiveTal 0TO KEQPAAOL0 4.

5. Game Logic: To Moywopkov Blender éyet éva cvommua Game Engine, 6mov
onuovpyd v wyevdaichnon tov mayvidolov, kdvovtag onAadrn To YPNOTN Vo
TGTEVEL OTL O EIKOVIKOG KOGHOG elvan Tpaypotikds. To o1dd1o avtd avaiveTal 6To

KeQaiano S.



3 MONTEAOIIOIHXZH (MODELING)

3.1 Ewayoy

H povtehomoinon eivor pio odvOetn
dwdkacio yio v dnpovpyia tpledidotatmv
OVTIKELEVOV. [Noa  mapddetypa, o
KoAMTEYVNG oyedidlel TOovV  KOOUO, TOLG
YOPOKTNPEG KOL TO OVTIKEIUEVO TTOL TTEPLEYEL
T0 oy viol. Mo amd T 0VGKOAES AmOPACELS
etvat 10 TG Ba amEIKOVIOTEL TO TPIGOAGTATO
avtikeipevo. Ommg évog yAOTTNG, £T61 Kot ot
KOAATEYVEC otV povieAomoinon Ba mpémet,

apYIKd, VO 0VOADGOVY TO OVTIKEILEVO Kol VoL

vrodopnocovy to oyedtacpd. [Derakhshani,
2006, ¢ 87] Ewova 18: Movtehomoinon 610 Loyiopiko

Maya

3.2 Eion yeopetpiog

Yrdpyovv 3 £1on yeopeTpiog mov umopel o kabe KaAAMTEXVNS Vo dSNUOVPYNGEL d1dpopa
novtéla. Avtd to €idn yeopetpiag Aéyovrar: Polygon, Nurbs kot Subdivision Surfaces. Xto
TPOYPOULO AVTO, GOV EMTPEMEL VO ONUOVPYNCELS LOVTELD, YPTOLLOTOLOVTIOS Kl T TPid
€101 yeopeTpiog mov vapyovv, £meldr], T0 KAOE 100G CLUTEPLPEPETAL OOUPOPETIKE KoL EYEL

T1G O1KéG TOL KovOTNTES. [Robinson & Stein, 2007, 6.44 — Derakhshani, 2006, 6.87]
3.2.1 Polygonal modeling

Polygonal modeling givat évog amd tovg mo dtacntikods TpoOTovg o Vo, LOVTELO.
Eivail gvxola vo KOTaoKELOGTOVVY, YTl 11 emedveld g sivor andny. 'Eva and to xdpla
YOPOKTNPIOTIKE TOV, €lvar 1 Onuovpyic.  OTOOVINTOTE  CYNUOTOS, TPOCHETOVTOC
AETTOUEPELEC OE GLYKEKPIUEVEG TTePloyég mov ypeldletat. [Robinson & Stein, 2007, 6.46 —
Maestri & Larkins, 2006, .35-36]
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Ewoéva 19: Polygonal modeling

3.2.2  Nurbs modeling

Nurbs modeling sivar Baciouéva
oto. pofnuatikd ta omoio eivor mo
nepimioko amd OTL T LOOMUOTIKG TV
Polygons. O Adyog tov &ival nedn M
uovtelomoinon twv  Nurbs omoutel
neplocoTeP  emeepyacia. Kvpro
YOPOKTNPIOTIKO, €lvar 1 dnuovpyio
KOUTOADV GYNUATOV KOl YPOUUADV, UE
OTOTEAECUO. VO XPNOLULOTOLOVVTOL
opYAVIKES LOPQES, Omm¢ elvar Ta (oo
Kot 0 GvBpwmoc. Avtd To opyoavikd

oYNUoTO  ONMpovpyovvionl  omd  Ta

persp

Ewova 20: Nurbs modeling
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Aeyoueva Patch Modeling ta omoia éyovv ®¢ oamotéleopa ™V dnpovpyio. TOADVTAOK®OV

oynuatov. [Maestri & Larkins, 2006, ¢.19, 24 — Derakhshani, 2006, 6.90]

3.2.3 Subdivision Surfaces

Subdivision Surfaces evoopot®vovtal oty poviglomoinon tov Polygon kat Nurbs,
dtvovtag omnv onuovpyio, o opaAd kot opyavikd oynuoto. Ot KaAMTEXVES, Yoo TNV
dnuovpyia Twv Subdivision Surfaces, cuvnbwg Eekivodv pe ta Polygon modeling. v
CLVEYELD, YPNOIUOTOOVY TO. pabnuatikd tov NUrbs yw va opolomocovv Tig Tpayeig
emoeaveleg tov Polygong. To mopddetypo, yivetar edvkoin n petatponn omd éva Polygon
KOBo og o ceaipa, ypnowomoidvtag Subdivision Surfaces. [Derakhshani, 2006, .92 —
Maestri & Larkins, 2006, ¢.44]

Ewova 21: Subdivision Surfaces

3.2.4 Eidog yE®NETPIOGS Y10 EPUPUOY TALYVIOLDV

INo gpoppoyég moyvididv eivar kaddtepo 1 yprion tov Polygonal modeling emewdn
avTamodidel cmoTA To. PovTélo oto render, kabmg to mayvidt Bpioketor oe Agttovpyio. Ot
KOAATEYVEC TTOV OMUIOVPYOVV TPIOIACTATO TOLY VIO, TPOTILOVV v ONHOVPYOVV LOVTEAQ
yapmAng avéivong (Low resolution) yio va uropodv va amoddcovy 6moTd 6TO TPAYHOTIKO

xpovo. ‘Eva Ao yopaktmpiotikd tov Polygon poviédov, givarl 6Tt pmopei vo amoddost pe

12



amlég empaveleg mov givar ypRolueg yio Thv dnuovpyio character animation. Aniadn, to
Polygon eivat o €bkolo 6TV HETAYEIPION KOl GTNV KATAGKELY], OTAV TomobeTeic oKeAETO

kou texture ota tpiodidototo avtikeipeva. '’ avtd to Adyo, to Blender game engine

vrootnpiler v dnuovpyio. Tov Polygon povtélov. [Derakhshani, 2006, ¢.89-90,94 -
Maestri & Larkins, 2006, 6.35-37 — Robinson & Stein, 2007, 6.46,161 — Autodesk Maya
Press (the art of Maya), 2007, 6.77]

Ewoéva 22: Low & High Resolution

3.3 Static Object Modeling

3.3.1 Polygon

IIpwv v exkivnon g povielomoinon pe ta. polygon, Bo mpémel va KaTavonGOLE
cmoth 10 €100 NG YewpeTpiag mov BEAovpe va cuvBEsovLe KATO0 HOVTELD. XTO AOYIGUIKO
Maya, pag diver epyadeio yio vo eTeEEPYACTOVUE TV YEMUETPIO TOV GYNIATOG, £TCL MDOTE VAL
unv ypetdletan pabnuatikéc e€iowoec. [Autodesk Maya Press (Learning Autodesk Maya -
the modeling & animation handbook) , 2007, 6. 17 — Autodesk Maya Press (the art of Maya),
2007, 6.75-76]
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Selected Vertices

Selected UVs

Selected Edges Quad
Selected Faces

Triangle

Ewéva 22: Polygonal Mesh

Ta polygonal mesh gival molhandé oyfuoto Tov amoteAovvtal amd to. Vertices, edges,
faces ko1 UVS ta omoia tpomomolovvol yio. Ty Snuovpyio aviikelévmy Kot ivat moAl
ONUOVTIKG otV povtehomoinon kot otnv ven -+(texturing). Tao vertices sivat To onueio 6to
tprodibotato ympo. Ta edges sivar evopéva 2 vertices kot oynuotifovv po evbeio ypopuun.
Ta faces sival 3 1 mepiocoTepa vertices cuvdedeuévo peta&d tovg. Otav éva face éyel 3
vertices 10te oynuatiletal Eva tpiyovo, otoav éxetl 4 vertices, oynuatiletol TeTpAmTAEVPO Kot
otav éyel meplocotepa. vertices Aéyetor n-gons.  Ta edges kar to faces umopovv va
uetakiynbovv (moved), khpokobel (scaled) v va mepiotpagel (rotated), eved to vertices
uopovv povo vo. petakvnovv (moved). Ta UVS givar kGO empavela mov onpovpyeitot
0710 TplodldotaTo Ywpo Kot Kabopileton amd 2 dwotdcelg (U,v). Ot ovvietayuéveg UV
ypnopomolodvTal yio v torofétmon veng (texture). [Derakhshani, 2006, 6.89 — Autodesk
Maya Press (the art of Maya), 2007, .91 — Maestri & Larkins, 2006, ¢.37 — Robinson &
Stein, 2007, ¢.46,161,163]
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Plane

Prism

Soccer Ball

Ewéva 23: Polygon Primitives

Cylinder Cone
Torus Pipe
Platonic Solids Helix

To Moyopkd Maya mepihapfaver 12 apyéyovor tomotr oynudtov (polygon primitives)

T OTOl0L EIVOL GUVOLAGHOT AVTIKEWEVOV KOl GYNUATOV TOV TPOTOTOLDVTING TO GYNIO TOVG,

oynuotilovv éva embounto avtikeipevo. To dmddeka avtd aviikeipeva givat. sphere, cube,

cylinder, cone, plane, and torus, prism, pyramid, pipe, helix, soccer ball and platonic solids.

H yprion twv polygon primitive, yio tovg kahAtéyveg, eivatl To onpeio ekkivnon tovg, Adyo

TOV OTL T0 TEPICCOTEPO. GYNUATA AVTA, Elval KAEIGTA Ko TOLG divel TNV duvaTOTNTA, VO, TO

enefepyootodv pe gvkoloa. [Derakhshani, 2006, .94 — Autodesk Maya Press (the art of
Maya), 2007, 6.91 — Maestri & Larkins, 2006, 6.37 — Robinson & Stein, 2007, 6.46]

Ewéva 24: Extruding Faces

XpNOLOTOUDVTOG Ta polygonal
primitives, to Aoywopkd Autodesk Maya
mapéxel  Owpopa  gpyoreion  yioo vo  yivel
eneéepyacio. o avtd. ‘Eva onpavtiko
gpyalieio eivar to Extruding Faces to omoio
e€evyevilel to oynua, tpoe&éyovrag faces amd
éva polygon. H mpog&oyn avtn emitpénel 6to
oynua va petaxwvnBel (move), va kipokmOet
(scale) M «wor va wepotpagei (rotate).
[Autodesk Maya Press (the art of Maya), 2007,
0.91]
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3.3.2 Anmovpyio ZKnvev

O Kb6ouog TV TPIEdIAcTATOV SUdPUCTIKMOV EQUPUOY®Y, OT®MG &lval Ta motyviola,

nephapfdvouy amd OKNVIKA Kot yopoktnpes. Ta oknvikd emtpémovv G6to ¥pNotn va

aAANAETIOPAcEL e TO TEPPAAAOV KOl E TO OVTIKEILEVO TOV TOPEYEL, LEGO GE TPAYLLOTIKO

xPOVO. AVTO €xEl OC AMOTELEGLA, TOL GKVIKA VO TPOGPEPOLY TNV aicONGT TOV PEOAGTIKO

KOGLLOV.

Ewova 25: Aévtpo

To mayvior amotereiton ond mévte
oknvikd. To oknvikd tov moL Vo0
ocoumepAapfavooy  eEmTEPIKOLS KO
€0MTEPIKOVS ywpovs. O emtepkol
x®pot givar To dacog, N mhateio Tov Malo
kol n mwOAN.  Evd otovg ecmtepikong
YOPOLG TEPLOUPAVEL TO VIVOOWUATIO
kot to moAdtl. OAo ovté TO. OKNVIKA,
VIapyeL Lovo pa €€odo (mdpta) Odmov oe

KkaBoonyel 610 EMOUEVO GKNVIKO.

To apykd 014610, 0 YpNoTNG-TaiKTNG PplokeTon HEGA GTO OAGOG OTOL TTEPIEYEL FEVTPA

KOl HOVITOPLOL. H mepippaén tov ddcovg
arotereiton amd Pouvd. O ypnotng mpémer va
e€epevvnoeL To TPLOOIACTOTO YMPO, PpioKovTag Ta
déka Peraviola péca oe Vo AETTA YO VoL ovoiEet
1 TOPTA Kol VO TEPAGEL GTO EMOUEVO GTAO0. XTO
endpevo otddo eivar n mhateio Tov Malo, 6mov
exel mepi€yel téooepic mMAEVPES (mepippaln) omd
QOVTACTIKG KTipla, £€va  avTtoKivnto, JpOUovG,

nel0dpopovg kot éva ayaipo tov Malo. Xg avtod

Ewova 26: Kpefart

70 6Téd10, 0 TaikTNG B Tpémet va Wael ta dddeka Pedavidla, 6e ¥pdvo dVo Kol PIGO AETTA.

To tpito 614d10 0 YpNoTNg eivar oe €va vevodwpdrtio. To vavodwudtio £xel dvo KpePdtia,

ypagpeio, kapékiec, kKot BifAodnkn. Edwm, uéca oe téooepa Aemtd, o ypnotng Oa mpémetl va
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Bpet dekamévte Peravidla. Xto emdOUEVO 6TAO10, 0 TaikTNG Ppioketal o€ o TOAN Omov £xel
KaTOoTAHOTO, dPOHOLE, TELOSPOLOVG, TOAVKATOIKIES Kot auTokivTa. G TPETEL 0 YPNOTNG
va Bpet eikoot Baravioa, oe téooepa Aemtd. Kot to tehevtaio 6tdot0, o maiktng Ppioketon
pésa 6To mAAATL, GTO YOpo Omov PpiokeTon N ayommuévn tov Luna. Exel eivor or gpovpot,
OOV TPOPVAAGGOLV TO HOYAO, Yo va. umv avoiel n evAakr. O ypNoTnG-ToikIng £xel éva

AETTO XPOVO Y10 VO OVOIEEL TNV PUAOKT).

3.4 Anpwovpyio Xapoxktipov

Ewova 27: Churri — o Tpotay®@vieTiig TOV ToLVIS10
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Ye 6ha o oy viowa platformers action mepiiappavovv yapoktipes. Ot yapaxtipeg dev
elval amokAeloTIKA oyedopéva oe avBpomiveg popeéc. TToAréC @opéc or oyedlaoTég
OMNUOVLPYOVV TOVG XAPUKTPES GE HOPPEG LMV 1) 0OTO100MTOTE {OVTAVOV OPYAVICU®Y TOL Oal
LITOPOVV VO YOPAKTNPIGTOVV OC YOPAKTHPES. O GYESACUOS TV YOPAKTP®V EUTEPIEXEL TNV
e€MTEPIKN EUPAVIOT KOL TNV TPOCOTIKOTNTA TOVS, EVOMOUUTOVOVTOS HECH GTO GEVAPLO TOV
mayviowy. H tomoBétnom tov yapoktipa péco oto moyvidl, Oo mpénetl va eivar evydpiloto
Kot S10pooTIKd, 0KoAoLOMVTAG KAmo10vg 6TabePOHC Kavovee Tov matyvidiov. [Dunniway &

Novak, 2008, .103-105]

‘Eva amd Toug yopaktpeg Tou oy vidlol ivol 0 TPOTUY®VIGTHS, 0 0Toiog Eivat o o
ONUOVTIKOG péoa 6To ayviol. O TPOTOYOVIGTAG HETOKIVEITOL Kot OAANAETIOPE HEGO GTO
Tp1odtdotato EPPAAAoOV, TOV Omoio eA€yyetal omd TO YPNOTN-TOIKTN KOl TOPAAANAQ

Kabodnyel v otopia tov Toryvidiov. [Novak, 2008, 6.156-157]

Ewoéva 28: O yopaxtipae tov Christopher Plush, tov wayvidiot Yo Frankie

2NV SIMAOUOTIKY £PYOGI0, O TPOTAYMVICTNG Elvat éva HIKPO GKLOVPAKL, TOV AEYETOL
Churri.  Eivar oynpotiwopuévog pe polygonal modeling, Adyo g €OkoAng Kot aming
yveouetpiog Tov. To kOplo yapakmplotikd g eEmteptkng euedviong tov Churri givor to
HeYOAO KEQAA Kol WHATIO GE GYECN LE TO VTOAOUTO GO0, 1 LOKPLE POVVTOTY OLPE Kol TaL
MOWA  TOL OO GYETIKA peydho. To ocodpa Tov givonl TOpUEVO OO TO YOPUKTIPO TOL
Christopher Plush, tov moyvidiod Yo Frankie (http://www.yofrankie.org/). O yapaxtipog
avtdg glval £vag apovpaiog, TEPTATE GTO TEGGEPN TOV, EYEL LOKPLA TOSIO KO XEPLOL KoL [LoL
Aemth kot pokpld ovpd. To odpo tov Churri givon otn kdBetn Oyn, dnAadn TepmaTd LOVo pe

70, OVO TOV TTOOLO, PIKPE YEPLOL KO 0L LEYAAT], POVLVTMTY OVLPAL.

18


http://www.yofrankie.org/�

Ta devtepedovia poviéha eivar 1
ayommuévn tov Churri, m Luna kot o
anmayoyéac, 0 Malo. H Luna maipvet 1o id10
ocopatotvro  tov  Churri, pe ta  dw
YOPOKTNPIOTIKA TPOSMTOV, TPOSHETOVTOC,
TV TNV KEPAAN NG, £VOL LIKPO PLOYKOKL.
Eved o amoyoyéag éxer o tepatdpopen,
avOpAOTLYY] LOPYPT| TTOL TO GO TOV EIvVaL GE
oynua 1o kopovkl. Ilicow ot1o kafovkt

VILAPYOVV KMVOL oav ayKdoio eved prpootd

elvar Ta g€pra Tov o€ oyNua KuAivopov. To
Eucéva 29: Luna KEPGAL TOV EiVOL GOAPTKO, TO. LTI TOV GE
oynuo EAAEWYN, TO GTOMO TOVL givol apKeETH
peydio pe dvo putepd d6 vt Tov Pyaivovyv TPog To E£® Kol TOL OVTIG TOL Elvol PEYAA Kot

potepd.

Eniong vdpyovv piKpol yopakInpeg mov VIodNAMGVOLY TOVG PPOVPOVS TOV TOANTIOV.
Avrtoi ot ppovpoi Tpopuidccovy v Luna yio va unv v mtapet o Churri. Ot gpovpoi givar
€ GYNUO KOVOL HE HEYOAO GOOIPIKE HATIOL KOl €vo HEYGAO oTOUO OV TPOEEEXOVTOL dLO

uotePd dovTIa, dmmg £xet o Malo.

Ewove 30: O Malo (aprotepd) kot o gpovpég tov wolatiov (ds&10)



4 Animation

4.1 Ewoayoy

Animation weptlopfdvel v dnpovpyio pog oelpdc elkovav (6166100t0t0) 1| Oécemv

evOc povtélov (Tplodidotarto), €Tl Mote OTtov mapovcslalovtal o€ tayeion mpofoAn va

onpovpyeiton  yevdaiodnon g kivnong. H xivnon avty pnopet va dnpiovpyndei ko va

napovolaotel pe ToAhovg tpomove. [Mullen, 2007, o. 242 — Brito, 2008, ¢.258]

Ewova 31: Animation 6to yopti

4.2 Key frame animation

421 Ewoayoym

lNo o amh ot ypiyopnm -
KiVT]GT] SVég (XVTIKSIMéVOU YiVS’EU,l ug Animation at 0 seconds Animation at 1 second Animation at 2 seconds
mv xpnon key frame. H ypnon tov

key frame amoteleitar amd moALATAG

Apywd, ot animators ypnoipomolovcay TV
TAPOdOCIOKY)  TEYVIKY  amddoong NG kivmong,
oyxeoldlovtag €va oyédo 1 ekdva Tave og Eva yopTi.
Kafe oyédro dapépel eddyiota amd to mponyovUEVO,
€101 doTE va oynuatiotel n yevdaicOnon g kivnong.
Avt) v otiyun €xel Eemepaotel 0 TOPAOOGLOKOG
TPOTOG KOl To oYEdL dnovpyovvTol omevdeing oTov
niextpovikd vmoAoyioty. Ot animators onuepa,
YPNOLOTOLOVV O1APOPO AOYIGHIKA TPOYPALLOTO, Y10l
TOV OYEOGUO TNG €KOVAG KO TNV HETAKIVION TNg

Kivnong ko g KAUEPUS.

(]
)

(start)

()

kapé  (frames). Avtd  to  Kopé e e
tonobetobvton  "kKey"  yia  va

Animation at 3 seconds Animation at 4 seconds Animation at 5 seconds
npocdlopicovy v Oéon N Katdotoon (EATpael

gv(')g a\)'n](gluévou. To (XVTlKS{MSVO Ewova 32: H dnpovpyio Key frames Animation
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umopel vo. oAAGEEL BEom, pope1], YPOUN, OTEWVOTNTO 1 OTOONTOTE GAAN 1016TNTO. TTOV
ypedleTon Yo va, TAGEL TNV TEAIKT] TOL popen. [ kdmoleg amAég Kivnoels, n torofétnon
TOV TPOTOL Kol TOL TeEAevtaiov Key frame eivar wkoavomomtikdg yi v kivon &vog

avtikeyévov. [Brito, 2008, 6.261 — Mullen, 2007, 6.195,242 — Wickes,2009, 6.201]
4.2.2 Key frames animation in Blender

Y10 Aoywouikd Blender, n dnuovpyia kot eneEepyacio key frames animation yiveton
oto IPO Curve Editor. T'a mapdderyua, yio tnv tomobétmon "key" evog avrtikeipévov, a
TPEMEL, TPAOTO, VO, BPICKETOL GTO TPATO KaPE, Kot TATOVTOS TO I oV TANKTpoAoyiov, diveTat

n extvoyn Loc. [Brito, 2008, 6.262,266 — Mullen, 2007, 5.244 — Wickes,2009, ¢.209]

H onovpyia key frames animation oto moryviot, £yve otnv kivion g ndptag, OTov o
moikng mepvl 6t0 €MOUEVO OTAO0.  XTO
oTAd10 V0 Kol TEGGEPX, LVIPYE Kivnon ota
ALTOKIVNTO, OOV ONUIOVPYOVGOV TNV Kivnon
evog TETPpOYy®VOL.  XTO0 Tpito OTAS0, M
dnuovpyia key frames animation eivai oto
dvorypo g PProdnkng kot n kivnomn tov
poyAov. Emiong n kivnon tov gpovpdv Kot

TO GvNypo. TG QUAOKNG, OTO GTAO0 TEVTE,

éywve pe v ypnon key frames animation.

Ewoéva 33: To avtokivnto

4.3 Skeleton and Rigging

431 Ewayoy

Skeleton kou Rigging sivar pio dadikacion TOL ¥PNOYOTOlEITAL YL THV Kivhion TV
YOPAKTNPOV, £TGL OGTE 1 KIvnomn avtr] va eoaivetal Ommg yivetal otnyv mpoypotkotra. H
TEYVIKY] OVTH] TOTOHETOVVIOL OGTA OTO YOPOKTAPQ, YL TNV ONUIOLPYID TOV CKEAETOV.

[Mullen, 2007, 6.129-130 — Roosendaal & Wartmann, 2002, c. 144 — Hess, 2009, 6.127]

I va Tetvyet to ovotnpoe Skeleton kot Rigging, mpémet n dnpovpyia tov poviédov va,
eivo og yapnAn avaivon (Low resolution), pe anotéleoua 1 Kivion vo. anod®GEL GOGTA 6TO
Tpoypatiko xpovo. Evd dtav o oynuoatiopds tov yapoktipa gival oe vynin avéivon (High

resolution), ernpedlovrol moAAG TOADY®Va. 6TV Kivnon evog 06ToV.
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Ewcove 34:  Skeleton kan Rigging

4.3.2 Skeleton

Apywcd, yivetor mn dnpovpyio. okeAeTod TOL GTO
Aoyiopukd Blender yivetat pe v xpnom tov GLGTHOTOG
Armature. To ocvotnuo Armature omoteAeital omd o
oelpd and ootd (bones). To kabe ootd £xet root (apyn)
ko tip (dkpn). ‘Eva 0616 yio vo ene€epyaotei, mpénel va
Bpioketar oto Edit Mode. Xto Edit Mode yiveton n
npocheon Kat apaipeot Tov 06ToL, 1| petakivyon (Move),
neplotpagn (rotate) ko klpudkwon tov (scale). Axoun,
unopeic va ene&epyooteic povo to root (apyn) n to tip
(Gkpn) Tov ootov, emAéyovtdg to. [Mullen, 2007, 6.130 —
Roosendaal & Wartmann, 2002, o. 144-146 — Mullen
(Mastering Blender), 2009, 6.280 — Hess, 2009, ¢.130]

|
b
i
A
A
A

-

>

>

Ewove 35: Armature in Blender
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Ewéva 36: O okeleTdg TOO YOpUKTpO

To kGBe 00td cLVOEeTOL e TOL SIMAAVE TOVL, SNUIOVPYDOVTOG VO GUVOLO LEPAPYLIKAOV
oyxéoewv (parent-child) avdapesd tovg. Apyikd, to 0016 TOL OpileTarl cav parent, eivat to
0016 ¢ Aekdvne. Kabe ootd opiletor oav child tov mponyovuevov, kataAnyoviog €161 6Ta
dxpa tov yapaktpa. To 0616 mov amotelel To child ennpedletar and v kivion tov 06TOH
nov givon To parent g avtd. Evd avtifétmg, n petakivnon tov ootob child dev ennpedlet to
0016 parent. Anuovpydvtog to parent-child, eivar edkodo dtav to kKabe 00T6 £xel TV KN

tov ovopacio. [Roosendaal & Wartmann, 2002, ¢. 147 — Hess, 2009, 6.130]

4.3.3 Rigging

MoMc onpovpynOei o okeAeTOG, AUECSMOS LETA, YIVETAL 1] £VOGT TOV UE TOV YOPUKTI PO
dnAadn to rigging. H évoon avt, yivetal oto Pose Mode. Tlpdta, yivetal n enthoyn Tov
YOPOKTAPA, KOl HETA £yovtag matnuévo to TAnKTpo SHIFT Oa yivel n emloyr tov ckeleTod
(armature). TTotwvrag CTRL — P 6o dnovpyicet epapyicés oyéoeis (parent relationship)

aVALEGO TOL YOPOKTNPA KoL TOL oKEAETOV. emAéyovtag Armature. H smiioyn Create From
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Bone Heat cuvdéer avtopata ta vertices pe to ootd. [Mullen (Mastering Blender), 2009,
6.280]

4.3.4 Weight Painting Tool

Ortav €xet evobel 0 yopakTpaG Kol 0 GKEAETOS, OUECHS LETA, YIVETOL O EAEYYOG VIO TIC
dpaoelg (animation) mov O Kavel o yopaktnpoc. Avtog o éAeyyog yivetar oto Pose Mode.
e o0TO0 TO oneio, Otav HETAKIVEIG TO 00TO, UETOKIVEITOL TO HEPOG TOL YOPOKTIPO, CTOV
onoio Ppioketar o 00td. Av og mepintwon, kdmowa Vertices (onueio) Tov yopoKTipo dgv
nmpoopilovtal e KATO0 00TH, 1 OV Eival GUVOEdEUEVA LE TOL OWOTA 00TA, OMOTEAEG LN O
&yxel m mapapdpemon tov yapakmpa. H ypnon tov epyoreiov Weight Painting, sivotl o
€0KOAOG TPOTOC Y10, TNV d10pOwon twv vertices. [Roosendaal & Wartmann, 2002, ¢. 150-156
— Hess, 2009, 6.144-145]

Ewove 37: Weight Painting Tool
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To epyareio Weight Painting givat éva mvédo to omoio Loypapilels ta 00Td TOL £)O0VV
EMPPON TAV®O ©TO YopokTHpo. Avtd 10 gpyadeio, Tomobetel 010 YopokTHpa To Pocikd
YPOUTO (UTAE — KOKKIVO — KIPTIVO - TPAGIVO), LE AMOTEAEGLA O XPNOTNG VO KATOAXPOIVEL TO
LEPOG TOL YOPOKTNPE G6TO omoio emnpedletar évo ootd. H meproyn n omola €xet 10 ypdLUAL
umhe, dnAovel OtL dev emnpedlel T0 GLYKEKPUEVO 00TO MUV O6TO Yopaktipa. Evd ot
KOKKIVEG TTEPLOYEG ONAGDVOLV TNV TANPN €mppon. AVTO TO gpyaieio, dev umopeic uoévo vo
TPOGOETEC EMPPOEC OALA KO VO HTOPElS Vo aQOPECELS EMPPOEG OO TO OCTA TOL

yapaxtipa. [Roosendaal & Wartmann, 2002, ¢. 156-157 — Hess, 2009, 6.144-145]

4.3.5 Armature Animation

To Armature Animation givat ToAd onpovtikd yio v dnuovpyio Tov waryvidov. Ot
YOPOKTAPES TOV TOLYVIOOD TEPTATOVV, TPEYOLV, avamndovv pe v Porbela Tov Armature
Animation. H dnuovpyia tov Armature
Animation yiveton oto Action Editor.
To Action Editor avtikafiotd "key" yia
Ta 00TO TOL Armature Kot emTPENEL TNV
eneéepyacio. amd TG OPACES  TOV
yopoktipa oto Ipo Curve Editor.
Anhadn, epeoavilel TAnpopopieg oyeTIKd
pe TV TomofEnon Ko TV TEPICTPOPN
tov ooto¥. Ta "key" supaviCovtotl pe
kitpvoug poupovg, evd m  kdBet
TPACIVY] YPOUU OMADVEL TNV OTIyUn

oL PpIoKETOL TO GLYKEKPUEVO KOPE

(frame). [Mullen (Mastering Blender),
2009, 6.260]

Ewéva 38: Armature Animation

O YopaxTPOS TOL TALYVIOOD EYEL OLO OPACELS: TTepmatd Kot avamndd. H dnpovpyio
aVTOV TOV OPAcE®V Eyvav UE dlaoKeEdAOTIKO animation, £étol dote 0 ¥PNOTNC-TAUKTNG Vol
gvyaplotiétal otav mailel. o moapaderypa, OToV 0 YOPOKTNPOS TEPTATE, Kiveital de&id Kot
apPLoTEPE 1] POVVIMTH OLPE TOV, UETAKIVAOVTOG TO XEPLOL Kot To TOdL ToL TP d0Bev. Otav
avamnod O YOPOUKTPOS, LETAKIVOVUVTOL TA ¥EPLOL KOL 1) OVPEG TOV GTO, OPLOTEPE EVA TO TOSLML

oV Oe&1d.
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5 Game Logic

5.1 Game Engine

‘Eva amAd animation yivetoar ywoo tnqv onuovpyio tovidv.  Opmg 1 dnuovpyio
interactive animation yivetat yio thv aAAnAenidopacn tov ypnotn péca oto nepiPdArov. To
Aoyiopukov Blender éxet éva cvotuo Game Engine, 6mov dnuovpyd v yevdaicOnomn tov
TOLVIOD, KAVOVTOoS ONnAadn To Ypnotn vo ToTedEL OTL O E€IKOVIKOG KOOUOG &ivat
mpaypatikos. o mapdderypo, yivetor aAAnAeniopaoT pHéca o€ Eva TPLoOIAOTATO KOGUO GE
TPAYLOTIKO  YpOVo, €heyyog petald TV avTIKEWEVOV, TO Omoiol  UTOPOvV  Vva
aAANAemdpdoovy e GAla avtikeipeva e avtdv 10 TepiPdilov. Axkdua, to Game Engine
amoKoAgital 1 kapdd evog moryvidod, Adyo tov OtL divel (N oto mouyvidt.  Aniadn,
eneovilel Tov TPodIAcTATO KOCUO KOl T OVTIKEipeva otnv o06vn, 10 oY€do Kol TNV
emovaoyediaon tov oknvav. AopuPdver omo@dcelg mov yivetor pEGO GTO moLyviol Otav
VILAPYOVV 2 1 TEPLGGOTEPOL OPOUOL VO oKOAOLONoELS.  AKOUO, TPOGOUOLDVEL TNV QUOIKY,
omwg n PopdTa, adpdveln, OpuUn HE OMOTEAEGHO VO OVIXVEVEL TWOTE TO OVIIKEIUEVQ

ovykpovovtat peta&d Tovg, vd éva dALo Kiveitan oto ympo. [Brito, 2008, ¢.257,281]

B
g
8
:
B
o

Ewova 39: Blender Game Engine
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5.2 Logic Bricks

To Game Engine oto loyioukd Blender ypnowomotei éva cdothuo YpopiK®V OV
ovopdCetar Logic Bricks. To Logic Bricks amoteleitat amd sensors, controllers kot actuators
YL TV HETOKIVION KOl QOVEPOGCT] TOV OVIIKEILEVMV, GUVAPHOAOYDVTOS TO GE TPOYUATIKO

ypovo. [Brito, 2008, ¢.282 — Mullen (Mastering Blender), 2009, 5.307-308]

| sensars Sel Link Controllers Sel Link Actuators Sel Link
[ Armature | add | | Atmature [ sdd | | Armature [ sed |

]

Ewdéva 40: Logic Bricks

5.2.1 Sensors

Sensors (aicOnmpoag) yewpiletar v oution TOv TOLYVISOD Kol EVEPYOTOLEITAL GOV £Vag
npoypatikog owodnmpoc. T'a mopdaderypa, aviyvever cvykpovoelg (collisions), aicOnong
(Touch), andéotaon (Near). Otav évag arcnthpag evepyomoteital, TOTE ATOOTEALEL GE OAOVG
TOVG EAEYKTEG Ol omoiotl gival cuvdedepévor petald tov. [Brito, 2008, 6.282 — Mullen
(Mastering Blender), 2009, ¢.308]

5.2.2 Controllers

Controllers gvepyei ¢ 0 eykéPaiog Tov Tayvidlon. Xvvoéel To SEeNSOr pe to actuator.
AnAadn, cLAAEYOLV BEJOUEVO. TTOV OTOGTEAAOVTOL amd TOVg aicOntpeg (SENSOrs) kot ta

otélvel 6Tovg actuators. [Brito, 2008, 6.283 — Mullen (Mastering Blender), 2009, ¢.308]

5.2.3 Actuators

Actuators eivor to amotélecpa mov Ba cvopPel. Extelel dpdoeic dnwg n xivnon, n
dnuovpyio ovTIKEWEVOY 1 TO GKovouo Kdamowov fyov. [Brito, 2008, ©.283— Mullen
(Mastering Blender), 2009, 6.308]
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5.3 Game logic Character

| Sel Link | Controllers — [BEE | | Sel Link J

Amature | | i | | Amature |

............ Cantinu

Ewkéva 41: [log mepmatd T0 GKIOVPAKL KATE TNV SLAPKELY TOV TALYVIL0D

Ynv Ewkova 41, o yopoktpag eAEyyeTol omd T0 GKEAETO TOV Kol Y10 AVTO TO AOYO 1
ovopooio tov sensors, controllers kot actuators eivar Armature. Yto Sensor
ypnopwomombnke to Keyboard yw va yepiletor o ypnome maiktng ta Peldkio. Tov
nAnktporoyiov. To kdBe éva Keyboard Sensor avtictoryei 1o kéOe évo and to téccepa PéAn
oV TANKTpoAoyiov. Xto Actuators éywve m yprion tov Action koar Motion. To Action
Actuators givor n torobétnon tov armature animation tov yopoxtipa. To Motion Actuators
EMTPENEL TOV EAEYXO NG Kivnong evog aviikelpévov. Aniadn, umopel €va ovtikeipevo va

KIVEITOL KO VO TEPLIOTPEPETAL GTO YDPO.
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- - -
Sensars 1 1] | Contrallers | ae | Actuatars | oe

Armature | | Amature | | Amature |

Ewoéva 42: To mdnpa Tov yopaxtipa

Ymv Ewéve 42, o moiktg matdvtag to Space tov TANKIPOAOYiov, TO GKIOVPAKL
avomndd oto mepidilov pe v Ponbeia tov Armature Animation kot TavTOYPOVE AKOVYETOL
évog Myog mnonuotog. O Myog tomobeteitan amd to Sound Actuator, o omoiog eAéyyetl Tovg

Nyovg pnéca oto Aoyioukd Blender.

= . 1 . | = =
Sensars 1 Sel | Cantrallers | Sl | Actuatars | Sel

| Ammature | | Amature | | Ammature |

Ewova 43: H emump660£T1) 6KN Vi Kot 0 1](0G TOV TOL(VId100

Xtnv Ewova 43 ypnoyonoteitar Always Sensors o omoiog givar yio tv tomofétmon
KOO0V AVTIKEYEVOD TOL EVEPYOTOLEITAL TAVTO KOATE TNV OBPKEL TOL TOLXVIO0D.  XTO
o viol yuoo T epEdvion Tov appod tev Pelavididv, Tig {wég Tov ToyVISoD Kol TOL
xpOVoL, dnovpyndnkav ce Eex®PIoTEG GKNVEG YO VO UV UITOPOV Vo EEQUYOLV Ao TNV
006vn kotavoncovpe TV SldpKe TOL TorVdoL. Avtd, €xel O¢ amotélecua, va yivet

évoon tov Tpiov oknvov: Scenel, CameraScenel kot Life. Avt n évmon yivetoanw oty
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Scene Actuator pe tv emloyn Add OverlayScene. Emiong, n yprion tov Always Sensors

yivetol Kot pe TV TomofETnomn 1y ov 6To Touyviot.

5.4 Game logic Objects

54.1 Avrtokivnto

Ewova 44: To o0ToKiv|TO 6TO TOLYVidL

To avtokivnto Kwveiton pe key frame animation, pe v Bonbsia tov Ipo Actuator. Xto

Ipo Actuator toroBetovvtot 10 apykd kot teElko kapé (frame). To apywd kapé (frame) tov
avtokivitov eivar to 220 kou to animation telewdver oto 500 kopé (frame). To Collision
Sensor ypnoomoteitot Yo Ty ovykpovon dvo avtikeévov. Balovtag Collision Sensor og
éva avtikeipevo Ba mpenel apécmg petd vo totobeoetg pia wiotnta (property) oémov eivot
T0 GALO ovTikeipevo. XV mepinT®on avTh, TPOGOETES GTO GKEAETO TOL YUPOKTIPQ
property (Add Property) pe to Ovopo "player' (Ewkéve 45), pe omotélecua va
ypnopomombei oto Collision Sensor tov avtokwvintov.  Xto Scene Actuator, otav
CENANO T tomobetnoelg Restart, o apyicel Eovd amd v

apyn n oknvi. To Message Actuator ctéhvet
pvope oe OAo To. ovTikeipevo 1M o éva
GUYKEKPLUEVO OVTIKEIIEVO, OOV gvepyomoteiTat
oto Message Sensor. Xtnv mepintmon ovti, TO
avtokivnto otélvel ufvopa oty Scene "Life”

(Ewova 46) yio va yaoet po Lo o maiktng 6to

Ty viot.

Ewéva 45: Property tov yopoktipa
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_ ] e
Sensors EE | Controllers

Ewoéva 46: Xaver Lo 0 Taiktng 670 mayyviol

5.4.2 Belavidw

= [ o | [ s | =
Sensors | Sel | Caontrollers | el

Yelanidi Yelanidi

Ewova 48: To Behavior

E

Yelanidi

Ta Belavidlo 6tav GUYKPOVGTOLV e TO YopakTipa Ba tpémel va yabobv péca 6to

y®po ko B petmbel o apOpog Tov elovidwwy. Tote, n e£o@avion evOC OVTIKELLEVOL

yiveton pe to Edit Object to omoio emtpénet tnv mpocOnkm, enelepyacio 1 oKOpO KoL TV

Sy PO OVTIKELEVAOV. ZTEAVOVTOG UVULLA Yo TNV HelmoT Tov aptBpod Tov BeAavididy.

5.4.3 H mépra

Ymv Ewova 49, otav AaPet éva pnvopa n wopta "FinishVelanidia®, snidaver ot

terelooav o Pehavidle 6to y®po. AVTO el ©C amotédecpa M TOPTO Vo avoifel pe

keyframe animation (Ipo actuator).

Sensors

Ewéva 49: H kivnon g moptag
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| =e Caontrollers | Se Link | | Sel

HextLevel HextLevel | HextLevel

Ewovo 50: Next Level

5.4.4 Next Level

INo va mepdoelg to endpevo otdolo Oa mpémetl va pnelg péso otny mopta. Otav pmelg
uéoa givar évo pavpo Kovti 0mov otav o maikmg to ayyi&er (Collision), evepyomoteitan o
Scene Actuator. To mpdto, pe v emdoyn Set Scene, tomobeteig v oknvn oty omoia givat

TO €MOUEVO OTASI0 Kot 6TO devTEPO LE TNV emAoyn Remove Scene, smitpémel n daypoen

GKNVTG.

5.5 Game logic CameraScene

Kabe otadio (level) gixe diapopeticd ypdvo kot aptOpd PeAavididv, e omoTéAesU VoL
ovvdéovtar (OverlayScene) oto k6Oe otddio dwupopetikéc oknvée. H oknvn Life Bpioketar
oe Eeywplom) oknvr, Adyo Tov 0TI, OtV Ydoewg o (on, o xpovog kot o apliudg TV
Belovididv Eavapyilovv amd v apyn. Av n oknvy Life Eavapyivovoe and v apyn, tote

70 Ty viol ogv Ba Exave mMOTE.

5.5.1 ApwOpog Behavidrov

Ymv Ewéva 51 eivar o apiBuog tov Peravidiwv 6mov £xel property "Text" pe tov
apOpo 10. Otav épber unvopa score, tote B ypnoponowcet to Property Actuator yw v
apaipeon &vog Pabuov.  Otav o apBudg yiver pundév toéte Bo oteider pnvopa
"FinishVelanidia".
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. . | e |
SENsOrsS 1 | Controllers

Ewéva 51: ApiOpoc Tov fehavidridv
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6 Iewpopotikd Amoteréopota

6.1 Tloyyviov

Ewéva 52: Menu

Ewovo 53: How to play
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Ewévo 54: Scene 1 — Adoog

Ewova 55: Scene 2 — IThareia Tov Malo
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s ' ','0 3:57:17 &

Ewova 56: Scene 3 — Yavodopatio

——

Ewova 57: Scene 4 - TIéAn
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- ® 0:58:45

Ewéva 58: Scene 5 — Kaotpo

37



7 A&wioynon

H a&oldynon tov mayvidov mhpbnke oe 15 dtopa amd 8 ypovadv kot dvo, 6mov kibe
Kprtipo cvumeptlapfave v dadikacio oyedlacpod Kot avarTuéng Tov Tayvidiov. Me v
Bonbewn twv 15 atdpwv, xpibnke oe peydro Pabud n emrvyio tov moyvidwov. To
AmOTEAEG O, OVTO, €lxe MG oTdHYO TNV dOpOwom AabdV Kot TIg LEALOVTIKEG PEATIOGELS TOV

TOLLYVIO100.

7.1 Koataiinio yio mordld 8 ypovev kot ave

KatdAAnAo yia madia 8+

0%

0%

EKaBohou MAlyo BApkeTtd MKahd HMNoAl Kado

Adypappe 2: Kataiinlo yio tordnd 8 ypovav ko dve

Y10 daypappa 2, To KPITHPLO NTOV AV TO Ty Vidl amgvfHveTol o Tl 8 YpovmV Kot
dvo. Ta modd pe nhikia 8-13 ypovav (tnoav TeptocoTePa 0TAOLM, AOYO TNG ELYAPIOTNG
gwovag tov moryvidwd. To mpdoivo Tocooto gival ta dtopa pe nAkiog 18-24 ypovav, mwov

JEV KOTAPEPAY VO OLOKANPDOGOLV Ta 6TASL0L, AdY0 YPOHVOL Kot SVGKOAOG TOV TALYVIOLOV.
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7.2 Yvoyoyoywo Hayvior

Wuxaywytko Nawyvidt

0%
0% 1.0%

EKaBohou MAlyo BApkeTtd MKahd HMNoAl Kado

Awaypappa 3: Poyayoywko Hoyyvidn

7.3 BaOpoc Avokoiriog

BaOpog AuokoAiag

0,
0% 0%

EKaBohou MAlyo BApkeTtd MKahd HMNoAl Kado

Awdypappa 4: BaOpog Avekolriog
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O oyedoopdg Tov oY VIS0V PYIKE, GTO TPMOTO EMIMEDO, £ivol EVKOAO OAAL CTOSIOKA
yiveton mo dvokoroc. H dvokoArion Tov mayvidion €xel ¢ otdYo va To KaBoTA O)L Eval
€0KOoAO TayVidl Tov amd TV TPOTN Popd O mEPAcelg OAa ta. oTAdW, OAAG Bo Tpémel o

YPNOTNS-TOUKTNG Vo eEgpevvioet To TePPaALov, TailovTds To, TOAAEG POPES.

7.4 Totopio tov IHayyviorov

lotopia tou Nawyvidlov

6

HKaBohou MAlyo WApketd MKadd M Mol Kalo

Adypappa 4: Ietopica Tov TOL VOO0V

7.5 Xyeowwopoc Koopov kot Avrikepévoo

IxedLaopndag Koopuou Ko AVTIKELMEVOU

0%
"0% 7y

mKoaBohou MAlyo MApketd MKoald  m oAl Kahod

Avdypappa 4: Xyedroopoc Koopov kot Aviikelpévev
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7.6 Xvovolxn Ewova

Me Bdaoeic 11 aflohoynoelg @aivetor OTL Ol YPNOTEG OMOKAAESHV TNV HOLGIKN
dloKedUoTIKN Kot Un Papetn, o yopaktipos eival mold cvuradntikdc. Ikavoromdnkav pe
T £VIOVO, YPOUATO Kot TV OETIKN EVEPYELD TTOL VILAPYEL LEGO OTO Ty VidL, oKOMa, Kot TO
oTOY0 TOV oY VIS0V, TOL TPEMEL VO, TAGELS OAaL T PeAavidial Yol VO TEPAGELS TO ETOUEVO
otdol0. Kpatovoe evolapépov ot arlayéc mov vrdpyovv oe KGBe otddlo. Emiong oto
TEAEVTOIO OTASL0, TOVG GPECE TOL Ol PPOLPOL EGTPWYVAV TO YAPOUKTIPA YLOL VO UMV UTOPECEL
va ayyiget to poyAd. Ot meplocOTEPOL YPNOTEG OVGKOAEDTNKAY LE TOV EAEYYO TMOV KIVIIGEMV
TOVL YOPaKTNPa, Kot N0ehay TeptocoTepo Ypovo. Emiong dvokoiia Pprkav oto avéfacua tov

OKOALDV KO TOV OTOV ECTPOYVE TOV YOPOKTN PO TPOG TO TIOM.
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8 Xvumépoona

8.1 Melrovtikéc BedTimoElg

Y& HEAAOVTIKT] GUVEYLOT) TOL TTALYVIOL0V, TO oy vidl Ba pmopovce va dtopopPwOet
dwpopetikd. H apykn 10€a NTav 6tav 0 xapoaktipog Ematpve Peavidta, SLVAL®VE M
(QOLVTMOTH 0VPA TOV, gite peyardvovtag, eite aAlalovtag ypopnata. H ndpta oto Kabe
OTAJ10 VO, ETETPETE GTO XPNOTN e Evo armature animation vo omwdlel Ty ndpta, Tapd pe To
key frame animation. H diapudpemon tov ydpov 0o uropovoe vo a&romombei meptocdtepo,
TPocBETOVTaG TEPLoGOTEPN AemTopéEPELR. AKONA £TTioNG, TNV ONpovpyio TEPIGGATEPOV
otadimv, Yo Tapdostypa, o Toiktng va Bpioketatl ota yovia, péso otnv Bdlacco émov Ha
odnyd éva vrofpixlo, Thvw cTov ovpavo xepilovtag aepomAdvo, kKA. Avtd Oa &xel g
OTOTEAEC O, TO TOLYVIOL VAL €ivarn okOpO T TOAD SLCKESOGTIKO Kol EVYEPIGTO GTO XPNOTH-

oK.

42



BIBAIOTPA®IA

Autodesk Maya Press. (2007). The Art of Maya: An Introduction to 3D Computer Graphics
(4" ed.). Canada: Autodesk Inc.

Brito, A. (2008). Blender 3D:Architecture, Bluildings and Scenery. Birminghan: Packt
Publishing Ltd.

Guindon, M. A. (2007). Learning Autodesk Maya 2008 : the modeling & animation
handbook. Canada: Autodesk Inc.

Aoapaxm, I1. (1994). Ouadika waryvioio twv woidiov uag. Ava: Gutendery

Derakhshani, D. (2006). Introducing Maya 8 : 3D for beginners. Canada: Wiley Publishing
Inc.
Dunniway, T. & Novak, J. (2008). Game Development Essentials: Gameplay Mechanics.

Canada: Delmar

Hess, R. (2009). Animating with Blender: How to create short Animations from Start to
Finish. Elsevier Inc.

Huizinga, J. (1989). O avfpwmog kai o mwaryvior: Homo ludens. AGnva: T'voon

Kaprarog, E.N. (2000). To waidi koa to moryvior. ABqva: Tlatéin
Maestri, G., & Larkins, M. (2006). Maya 8 at a glance. Canada: Wiley Publishing Inc.

Mullen, T. (2007). Introducing Character Animation with Blender. Canada: Wiley Publishing
Inc.

Mullen, T. (2009). Mastering Blender. Canada: Wiley Publishing Inc.
Novak, J. (2008). Game Development Essentials: An Introduction (2" ed.). Canada: Delmar.

Robinson, M., & Stein, N. (2007). Maya 8 for Windows and Macintosh. United States of
America: Peachpit.

Yvpakn, M. (2004). Hlektpovikd moryvioia koi otaokeédaon uéow g ypnons H/Y kou

otadiktvov. Avaytdnke 6 Anpidiov, 2011, and
http://www.gnet.gr/images/stories/pc_games_entertainment.pdf

43


http://www.amazon.com/s/ref=ntt_athr_dp_sr_1?_encoding=UTF8&sort=relevancerank&search-alias=books&field-author=Autodesk%20Maya%20Press�
http://www.amazon.com/Game-Development-Essentials-Gameplay-Mechanics/dp/1418052698/ref=sr_1_4?s=books&ie=UTF8&qid=1304332902&sr=1-4�
http://www.gnet.gr/images/stories/pc_games_entertainment.pdf�

Wickes, R. D. (2009). Foundation Blender Compositing. United States of America:
Friendsof.

44



IHAPAPTHMATA

9.1 A&woroynon oy viorwov

A" MEPOX - Anuoypooikd Xtovysia

®vré: APPEN / OHAY

B” MEPOX - AwAdynon

1 - Aiyo

2 — IToAd Alyo
3 — Apketd

4 — Karo

5 - oAb kor0

KatédAinio yio modrd? (8+)

Yoyoymyud moyvior?

Kotavontd moryvio

BaOuo6 dvorkoriag

Iotopia Tov mayvidon

2ye0100UOG KOGLLOV KO OVTIKELEVOL
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2xed10o OGS PEATIGTOV HNYOVIGHOD

YEPIoUOD

2UVOMKN EKOVA TOY VIS0V

T cov dpeoet Katd TV S1dpKeLO TOL TALYVIOIOD?
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