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®a 10eia va evyaploTiom Wiaitepa Tov K. Xapdiapumo Mapyapitn, yio v fonbeia
TOV KOl TG TOAVTIUES GUUPBOVAEG TOV ENTAV® GTO KOUUATL TOL GYEIAGLOD YOPOKTNPOL

KOl TOV KIVIGE®V TOVG G€ LopPr] Animation.
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INEPIAHYH

H épevva avt) Kot 10 £€pyo oV amoppEEL Amd VTNV GTOYEVEL GTO VAL TPOTEIVEL LidL
TPOCEYYIoN 6T0 animation VO TO TPIGHO TNG KLTPLOKNG IOTOPLAG TNG TEYVNG EOIKOTEPL
oTov oyedlacpo yopaktipa. Kopla myn éumvevong amoteAet  pokpoypdvia i1otopia
™g téxvng ™ Kdmpov, 1 omoia €xetl tpafnet evolapépov oe viomovg kat EEvoUG
KOAMTEYVEG, Y0Pl ®oTOC0 va £xel alomoinbel 1060 oe Kivovpeveg toviec. To €pyo
0TOYEVEL GTNV AVATTVEN TEGGAPWV YOPAKTAP®V Yol pic vTobeTiky Tovio animation. Ot
YOPOKTNPES awTol givat faciopévol o apyaia edmAa ¢ Kurprokng mpoictopiog (
"Yotepn enoyng tov yaikov III 1600 — 1050 n.X.). Mécm tov 01060V TOVG,
TPOcdIOETE SOKPITH TPOCOTIKOTNTA / LOPPOAOYia, WOLOHOPON Kivnsloloyia,

€EQTOMKEVEVEG EKPPAGELS KO 1O10GVYKPOUGLOKT) TOPOVGIAL.

To £€pyo ywpiletatl oe dvo KHpla 6TASIA TO OTTOl0 AVATTOGGOVTOL TOPAAANAN. XTO TPDTO
6TAd10 etvan 1 Bepnrikn dtepevvnon dNUOLVPYING YOPOKTNPOV KOt L0 IGTOPIKT|
avadpopr| 6Ty mePiodo g VOTEPNG ETOYNSG TOL YOAKOD, GTO ELDMALY KOl TOV TOMTIGUO
G. £10 0EVTEPO GTASLO EIVOL O GYESUGUAC TOV YOPAKTIPOV LE ONUIOVPYIKT|
enefepyacia TG EKOVOG TV TPOIGTOPIKMV VWALV PACEL TOV apYDV GYEIAGLOD
YOPOKTNPOV OTOS 0V TOG EPAPUOLETAL GTN Propmnyavia TOV KIVLATOYPAPOL TOV
animation Kot GvVTAGOVTAG EUTVELGT A0 AAAOVS ONLOPIAELS YOPAKTIPES TUVIDV
animation. [TapdAinia yivetor Kataypoen g dadikaciog Onuovpyiag Toug He
QMOTOYPAQIES KO 1oL LiKpn avdAvon yio v Kabe pwtoypaeic. TELOC, dnpovpyronkav
KOKAOL KIVIIGEWV Y10 KAOE YOpaKTN P, LE GKOTO VO TOPOVGIACTEL 1] KIVIGLOAOYiO TOL

OTIG TTLO OPOUKTNPICTIKES TG EKPAVOELC.
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2yeO00 OGS YAPUKTI PO, KIVOUUEVT EIKOVA, VAL LOVTEAOV, KUKAOL Kiviong



ABSTRACT

This research and the resulting work aims to propose an approach to animation in the
light of Cypriot art history, particularly in character design. The main source of
inspiration is the long history of Cypriot art, which has attracted interest in local and
foreign artists, but has not been so exploited in animated films. The project aims to
develop four characters for a hypothetical animated film. These characters are based on
ancient figurines of Cypriot prehistory ( Late Bronze Age III 1600 - 1050 BC). Through
their design, they are given distinct personality/morphology, idiosyncratic kinesiology,

individualized expressions and idiosyncratic presence.

The work is divided into two main stages which develop in parallel. The first stage is a
theoretical exploration of character creation and a historical review of the Late Bronze
Age period, its figurines and culture. The second stage is character design with creative
manipulation of the image of prehistoric figurines based on the principles of character
design as applied in the animation film industry and drawing inspiration from other
popular animated film characters. At the same time, the process of character creation is
documented with photographs and a brief analysis of each photograph. Finally, motion
cycles were created for each character in order to present their kinesiology in its most

typical manifestations.
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