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INEPIAHYH

3TN CLYKEKPIUEV TTVYLOKY epyacio £xel dnovpyndei éva maryviol oto Aoyouikod Blender.
21006 TOL GLYKEKPUYEVOL £pYOV glval 1] dMovpyia ToV oy vidlov kabmg Kot 1 eKpainon
Tov AoyopikoV Blender. To cevdplo tov motyvidiov &ival 0 YOpaKTNPOS VO KATAPEPEL VL
TUPOPOANGEL OAOL TOL LTOVKAALO TTOV VTLAPYOVY UEGO GTO IO KO VO KOTAPEPEL VO PTACEL
HEXPL KOl TO TEAELTOHO OTAOIO MOV LWAPYEL — XTOYOG TOL TOALXVIOWOL OVTOV &lvarl va

YUYOYWYNOEL TOV YPNOTN, 0POV CNUEPO 1) YLYOY®Yia eivon oNUOVTIKO KOppdTt TG Cmng Hog.

To Blender givat éva Aoyiopikd 10 0moio ypNoOTOlEiTaL Y10 TPIOJIAGTATY LOVTEAOTOINOT),
texturing, rigging, skinning, animating, rendering xAm. Emiong ypnowomoteitoan yio
onpovpyia TPGHAGTATOV OLOOPACTIKAOV EQUPUOYDOV OTMOC motyvidla, Tovieg, Kvovueva

o010 KTA.

[T kdtw avaeépovtal ot TAATEOPUEG TOL VILAPYOVV Yo TOL ToLYVidlo KaOdS Kot yio To £i0n
TOV TOLVIOIDV OV LEAPYOLV ofuepa otV ayopd. Emiong, avagépovior ot unyovég
TOLYVIOLOV OV VILAPYOVV CNUEPE GTNV ayopd. AkOUn yperdletor vo [WANGOVUE Yo TNV
oxedlaon oAoKANp®oNg Tov Torvidwy 1M omoio omoteAsiton amd Tplon pépm: TV

Movrtelomoinon, to Animation kot tn Aoyikr Tov oy vidov.

AoV &ywve meplypa@n TOV TAOTPOPHOV Kot To €10m maryvidwwv Bo avapepBovdue ot
Movtelomoinon. Xtn Movtehonoinon meptypdeoviot ta £idn pHovielomoinomg mov vdpyovv
Yo TN dnpovpyia evog Tpiodidotatov poviédov. Ta &idn avtd givon to polygonal modeling,
to nurb modeling kot to subdivision modeling. Emiong, avoeépetor 1 dwadikacio
ONuovpyiog TOV TPICOACTATMOV AVIIKELEVOV TOL ONovpyninkay yu tv oyedioon Tov

moyvidron oto Aoyopkd Autodesk Maya. Emiong, éxet yivelr avagopd otn dnpovpyio Tov
YOPAKTIPA.

Otav €ywve meprypaen ™ Movtelomoinong Tov TPLedldoTaT®V HOVIEA®Y TOV TouyViolo0
&ywve avoeopd yio to Animation. Xto Animation avageépetatr to armature tov yopoKTHPa.
"Evag oxeletdg 0 omoiog Ba Kavel Tov yapaxtipa vo kivnbel Kot va tov epyoymoet. Emiong,
AVOPEPOVTOL O1 AELTOVPYiEG TOVL armature oto Aoywopkd Blender kot to epyodeio weight paint
ov pog Pondnoe va dopfdcovpe T YEOUETPIOL TOV YOPAKTAPO Y10 VO CUVEXIGOVUE LE TO
animation. MiuAfcope yloo Too actions mwov YPNOIUOTOCAUE Y10 VO ONUIOVPYNCOVUE TNV

Kivnon mov Oo mepmatd o yapakmmpoas, kKabmg kat yio o keyframes yio va dnpovpyncovpe



v kivnon. Emiong, éxet yivel meptypaen yuo tqv puduion piog oKnvng Kot To OTUoVTIKG
YOPOKTNPLIOTIKG TNG Y10 VO, QOIVETAL 0loONTIKA wpaia Kot evOlapEPOV OTMG Elval 0 QOTIGUAC,

o1 EIKOVEG VPTG (textures) kTA.

¥t Aoyikn tov moyvidiov meprypaenkav ta "Aoywd blocks” (logic blocks), to mAaiclo
(panel) mov Bpickovtar Tave avtd oto Aoyouiko Blender. "Eyive avagopd yio ta tpia £idn
mov ypelaletar yioo vo yivelt M Aoyik) mov eivar ot oicOntipeg (SENnsors), ov eAEYKTEC
(Controllers) kot ot evepyomomntég (Actuators) kabdg kot yia to Tt €ivar to Kabéva and avtd.
Emiong, avapépbniov ot katnyopieg mov vmdpyovv oto kobéva amd ovtd kot dei&ape

HEPIKEG Omd TIG AOYIKEG TOV dNULOVPYNCOLE GTO Tty VioL.

210, TEPOUATIKE OTOTEAEGLLOTA TEPTYPAPTKOV TO OTOTELEGLATO TOV EPMTNUATOAOYI®MV TOV
onuovpyndnkav. Télog, ot HEALOVTIKY| EPYOCIA KO GTO CUUTEPAGHA EXOLV avapepOel ot
peAlOVTIKEG PedTidoel mov Bo kKdvape 6To oLy vidol AOYy® TOV TEPLOPICUEVOD Y¥POVOL TTOV
pog 060nke. XLTO0 CUUTEPOUCUO KOVOUE M0, OvO@Opd Yoo OAQ TO MO TOVE® TOV E£YOVLE
avagepbel.  Anladn, TG TAATEOPUES TOLYVIOIOV KOl TO €101 TOLYVIOUOV TOL VIAPYOLV
onuepa, yio T oyedioon oAokApwong evoc maryvidoh mov eivar m Moviehomoinom, T0

Animation kot 1 Aoytkn Tov Ty vidlov.
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EIXATI'QI'H

210 GUYKEKPIUEVO £pYO €YEL Yivel 0 oyedacuOc Kat 1 avamtuén evog moyvidod. To epyodeio
TOL YPNOCIUOTOMONKE Yo TNV VAOTOINOT TOL TayVidoy eivan To Aoyiopkd Blender, to omoio
EMTPENEL OTOVG YPNOTEG VAL ONUIOVPYNGOLY T SIKA TOLG TPLGOIICTATA LOVTEAX, KIVOUUEVQ
oxédw kth. H dnpovpyia tov moyvidion €xel og Pactkd otdyo Vo YoxoywyioeL TOV YpNoT,
a@ol M youyoywyio amotedel avardoonacto Kopudtt ot {on pog. IIpocsdiopilovtag tov TOTO
TOV TTOLYVIOI00 Y10 TO GLYKEKPEVO TTonyvidl Tov vAOTOMONKE aViKEL otV KoTnyopio dpdon
(action). O Mpwag tov TOrKVISIOY avalnTd To YOUEVO TOL GAOYO OV TO EKAEyav ot gxOpoi,
TEPVOVTAG PG amd dtdpopa pmap kot TupoPolel ta prmovkdAio Tov Ppickoviol Héca 6€ aVTE.
Téhog, T0 Kowd 610 omoio amevBiveTar 1o ToVidL awTd givon og veapd dropa niiog 15-20

YPOVDV.

Onwg avaeépbnke mo mhve PactkdTEPOg GTOYOG TOV CLYKEKPILEVOL £PYOL gival 1 dnpovpyio
eVOC oy vIdo Omov o ¥pNotns péca amd avtd Oa yoyaywyeitor. To moyvidt £yet vAomomOel
ue v xpnomn tov Aoywopkov Blender kot dAAmv devtepedov dobécipuwv epyaleimv Tov pog
dtvouv v duvatdnta dnpovpyiog TpeddcTatmy poviédwy. "Exet dnuovpynBet Eva moryviot
oV amoteAeitan omd Tov Pactko Npwa, To TPIGOLAGTATA AVTIKEIpEVO KOOMG emiong, amoteAsiton
and éva, cvykekpyévo apBud emmédwv (levels). Emiong, n svuypnortia eivar évag omd touvg
OTUOVTIKOVG GTOYOLS OV TPEMEL vl AAPel vwdyn o oxedotng evOg moyviolod Katd tnv
onovpyia viomoinong tov. o va BewpnBel o agoddynon evypnotiog emruyng TPENEL O
YPNOTEG TOL TOLYVIOOV VO EKTEAECOVV TO ToyViol akivovva, gvyapLoTa Kol yevikd eSaptdton
amd to OG0 KOAG pmopel 0 ypNoTng va ypnoylomomicsl to mouyvion. Me ) Ponbewa
EPOTNUATOAOYIOV TOOVOV VO EVTOTIGTOVV TPOPANLATO EVYPNCTIOG TO OTTOL0L OV T AVOADGOVE
Bo Ppovpe dedopéva oV pHE TNV OVOALGT TIVOK®V Kol YPOeIKOV o pog odnyfoovv oe

ocvumepdopata wov Ho pog fondncovv oty opoAn exilvon toug.

viii



1 Xvvageic Epyaoieg

1.1 Ewayoy

Ta niektpovikd mouyvidlo €govv yivel avamdOGTOCTO KOUUATL TG oLyypovns Cmng Hag.
Atopa kdBe nAkiag ypnotpomolovv tétolov eidovg maryvidw. Tétowov €idovg moaryviowo
yperdlovion o povada £vOeiEne, Omme Eva LOVITOp, 1 (o ThAedpaon N po. 006vn otnv
omoio avamopicTaTol T0 GEVAPLO TOL TToyVdL. O YEPIGUOC OUMG TOV TOYVIOIDOV GTOV
VITOAOYIOTN OouTeEl TANKTPOAGY10, TOVTIKL 1| €01KA Yeplothplo. Omwg joysticks (Zyqpa 1),

gamepads (Zynpe 2) 1 e&edikevpéva Tnktpa tAonynong (Haiyviore vmoioyiety, 2011).

Sxnua 1. Joystick Sxrnuoa 2. Gamepad

Aviloya pe to kpumpw mov Ba  ypnoipomomBovv  umopovv va  yivouv  ddpopeg
KOTIYOPLOTOMGELS TMV oy VOOV avTtdv. [ mapdostypa té€toto kpinplo Ha pmopovoe va

elval n ovokewvn, N NAKia oty omoio argvBovetat, To BENA, TNV GLVOETOHTNTA KTA.

1.2 Koveoreg TarvViot@dv

H xAacok] mAat@oppo oy vidldv eivar ot niektpovikoi vmoAioyiotéc. Ta mepiocdtepa
oy vidle Tov KLVKAOPOPOHV GTNV ayopd £YOVV €POPLOYN GE MNAEKTPOVIKO VTOAOYIOTH.
[MopdAinio vrapyovv kot eEeldkevUEveg TAATEOPUEG TOL €ivol €101KES Yo oy violo

vroloytoth. To Arcade (Xyfua 3) eivat éva cdotnuo matyvididy to onoio taldtay o€



Sxfnua 3. Arcade

opba otdon tov cdpatog. Ot dnuovpyieg Twv Arcades eotialov mepLoodOTEPO TNV
dnuovpyio CHVIOU®Y N} UM TOLYVISLOV Kal Ogv E01vav EUQOOT) GTN AETTOUEPT OVATTTUEN TNG

otopioag N tov yapaktypwv (Novak, 2" Edition, o). 80).

‘Eva. GAAo cvotnuo moryvidudv gival ot KOVGOAEG, Ol 0moieg ¥PNOLULOTOOVVTAL KLPImG Yo
oy vidlo 6To omiTL pe TV ¥pHon ¢ tAedpaons. Ot Tpelg peyoddtepeg KOVeOLeS onuepo
omv ayopd eivor to Sony PlayStation (Xyfquna 4), to Nintendo Wii (Zyqpe 5) ot to
Microsoft Xbox (Zyfquna 6). Ot kovoOreg givar OTIAYUEVEG OTOKAEIOTIKG Yo Toyvidlo o€

avtiBeon e TOVG NAEKTPOVIKOVG DITOAOYIGTES Ol 0010l deV TPoopilovTal yio TEPIECOTEPES

Sxnua 4. Sony Sxnua 5.  Nintendo IxAua 6. Microsoft
PlayStation Wii Xbox




KOl OLOPOPETIKEG YPNOELS. X anTO TO onueio TPEMEL v S1ELKPIVIOTEL OTL TOL GLOTHLOTO
KOVGOA®V £YOLV TO OLVATNG TOLOTNTAG YPOUPIKA amd avTd TV vroloylot®v. IlapdAinia
VILAPYOVV Kol G€ KPOTEPO LEYEBOC CLOKEVEG Ol omoieg €ivarl duvatodV vo peTaPePHOLV
onmovdnmote. Tétoeg eivar to Nintendo Gameboy (Zynfpa 7) kot to Nintendo DS (Zymiqpa 8),

OLOKEVEG, Ol OTOLEG GTNV TPOLYUOTIKOTNTO £XOVV dNUovpyndet e1d1kd yiao

e S

Zxfua 7. Nintendo Gameboy Zxrjuce 8. Nintendo DS

moyviolo.  Avtifeto Omog To Kwntd TMAEPOVO YPNOLLOTOOVVTOL MG TANTQOPUES Yo

rayvidio (Novak, 2™ Edition, oel. 81, 85).

1.3 Eion moyyviorov

"Evog 010popetikdc dlaywplopodg pmopel va yiver pe fAcn 1o xopokTnNploTikd TOV Totyvidolon
(game play). Ta movyvidia dpdong (action games) amoteAovvtal omd amooToAéS. Oétovton
OTOGTOAEG TTOV TPEMEL VO EKTEAEGTOVV, KOl £TCL GTOKTOVVTIOL YPHOTA, 1) EEKAEWOMVOVTOL
GAAec amooTtolég M d1Gpopa. avtikeipeva Tov givarl Pactkd yio tov npwtoyoviot| (Hagyvio
opaons, 2011). Mo kotnyopio wouyvididV SpAoNe mOL YPNOOTOOVVTOL TOAD GLYVA
amoteAovv ta Shooters games eivar éva €idog moryvidov Spdong kol amotehodv TNV
TAEOYNQlo TOV To VIOV dpdone. Xkomog tov shooters games eivat va mopofoAnfovv ot
aVTITAAOL Kol O TaiyTNng vo. GUVEXIGEL TIC AMOCTOAEG YWPIG VO GKOTMGEL TOV €0VTO TOL

(Shooter game, 2011).

‘Eva dAho €idoc mayviduov eivar ta moyvidwa wepiméteiog (adventure game). Xe 110100

eldovg moaryvidw maiytng vwobetel Tov pOAO TOL TPOTAY®VIOTY. AkoAovOeitan o 1eTopio



HEGO amd TNV omoio. 0 TPOTUYMVICTNG TPETEL VO EEEPEVVIOEL KOl VO, EMAVGEL TPOPANUATAL

Kot ypieovg yo va cvveyioet (Adventure game, 2011).

Ta 74 (puzzle game) moyvidwo givar moryvidia Aoyikhg mov vroypapupilovv v emilvon
yplipwv. Avtol ot ypipot &ivar TOTOL AOYIKNG, GTPOATNYIKNG, OVOYVOPIONG oYedimv Kot
o vidll TOV GTOYEVOVV GTNV OAOKANP®ON AEENC. Xe TETO0L €100VG Ty Vidl O EAEYYOG
TOV ToYVIOD Oev €0TdlEl ©€ KAMO0 YOPOKTNPA. X avtod TOL €00V moryVioln
neptloppdvovior cuvnBmg HopPES, ypodUata N cOUPOAN Kol O TalYTNG TPEMEL GUECO N

ELLESO VO, T YEIPLOTEL 6 éva ovuykekpiuévo oyxédio (Puzzle video game, 2011).

Ta mayvidwa polwv (role playing games) sivol motyvidio oto omoio 0 maiyng ovaappdvet
0V pOAO €VOG yapokTNpa KoOMOG ektudicoetor 1 wotopio. Ot maiyteg avalopfdavovuv Tovg
pOAOLG OTO TAOICO MG aenynong HECm o dadikociog ANYNG OmoeACE®V 10 TnV
avdAnyn tov yopoktnpa. Ot dpdcelc mov ovaiapPavoviol 6to TANIGI0 TOv oy VIS0
pmopel va TeTOYOLVY N akopa Kot va arotoyovv. Kabdg n wotopia e€ehMocete mpootiBevtan

véa otoyeio kot 6e&10tnTeg 1 epyadkeia (Role playing game, 2011).

‘Eva mouwyvidr mpooouoiwong (Simulation game) emyeipei va ovamopootioel SpactnplotTnTes
™ "mpaypatikng {ong "He TNV HopeY| EVOC Touy VIS0 Yo SopdPoVG GKOTOVS OTTMG Eivat N
KAThpTIon — ekmaidevon.  Zyetikd mapodeiypato yio tétoov €idovg maryvidw eivar to

TOAEKA oy vidia, emyelpnoswv kTA. (Simulation game, 2011).

Téhog, éva Ao €ldoc moyvidudy gival to Toyvidw oparnyikic (Strategy games) énwg to
okdktl. Ot mailyteg amoutodv v OOYEPICTOVV £V TEPLOPIGUEVO GUVOAO TNYOV Y10 VO
EMTOYOVV TOV GTOY0. ZYeOOV OAOL TO MO VIO GTPOTINYIKNG ATOITOVV TPOTO CKEYNG Kot

ocvvidmg ToAD VYNAY eniyvoon g katdotaong (Strategy game, 2011).

1.4 Mnyovég Toryvioimv

ENUEPOL VTTAPYOVV OPKETEG UNYOVES TOLXVIOIDV TAPOUOLEG HE TN Hnyov Toyvidov Blender.
To Crystal Space eivor éva Aoyiopukd yioo v avantoén TPLeolioToT®mV EPAPUOYDV
YPOUUEVEG TN YADOOO TPOoYpappoTicpod C++. Xpnowomoteital kupioe yio T dnuovpyia
TOVIOIOV KOl YEVIKA umopel va ypnowwomomBel yio omolodnmote €100¢ TPLoOAcTITNG
ansikovions.  Eivor emiong elevBepo Aoyiopikd kot pmopel vo TO  YPNGULOTOUCEL

onowoodnmote (Crystal Space, 2011). Emiong pa dAAn unyavn moryvidov gival to Panda3D.


http://en.wikipedia.org.wiki/strategy-game
http://en.wikipedia.org/wiki/Crystal_Space

Etvon g pumyavi) oy vioro erenBepng xpriong 1 omoia meptAapBavet ypapikd, Mo Kot GAAE
wKavotNTeg mov oyetilovion pe TN omuovpyio TPoddoTaTOV Toyvdlwy.  H yAdooa
TPOYPOUUOTIGUOD TTOV XPNOILOTOLEITOL Yiot TNV avartuén mayvidod eivor i Python (Panda
3D, 2011). Tékog, o GAAN unyovy motyvidov givar - Ardor3D.  Eivow po pmyovn
TaVIdlov 1 omoio eivo ypappévn ot yAdooa tpoypappaticpot Java (Ardor3D, 2011).


http://en.wikipedia.org/wiki/Panda3D
http://en.wikipedia.org/wiki/Ardor3D

2 Emokoénnon cvotipotog

Storyboarding

U

Movtelomoinon

U

Animation

U

Aoy

Y7o storyboarding mopovoidlovtotl eKOveC e el TOL £x0vV okomd vo. dei&ovv Twe Oa
eaiveral To mayvidl petd ™ onuovpyia tov. To storyboarding sivar onpoavtikd yloti pog
Bonbaer oto 11 B akoAovONcEL GTN dNUIOLPYID TOV TOLYVIOOD KOl Yo VO €YOVUE oL
oAOKANpOUEV €KOVOL Yoo TNV OAn dnuovpyia tov. v Movtehomoinen €xovv
onuovpynfel Oka to TpoddoTOTO HOVIEAD KOL O KUPLOG XopaKTpoag mov  Oa
ypnooromBodv yio T dnpovpyic Tov moyvidlov. Ta tpiodidotato avtd poviéha £yovv
dnuovpyndei pe v ypnomn tov polygonal modeling. Xto Animation divetat kivnon o dAa
To avtikeipeva mov ypetdlovian yio to moryviolr. Emiong, oto ovykekpiuévo ke@daiaio Oa
JoUUE TG VO EUYVYDCOVE TOV YOPOKTIPO TOL ToyVIOoL divoviag Tov kivnorn He

BonBeta Tov armature. ‘Olo avtd yivovton pe T Ponbeia tov keyframes. Xt Aoy givar



€0 mov yivetar M oAAnAemidpacn Tov moyvidod. Méow tmv "Aoywkomv blocks” (logic
blocks) ta omoio gival ON KATOEG TPOYPOUUATICUEVEG Agttovpyieg Bor dnuovpynoovy To
moyviot. X’ avtd ta "Aoywd blocks" vapyovv Tpia €idn yio TV Evoon avtdv TV "AOYIKOV
blocks™: o1 aicOntipeg, o1 eleykTég Kat o1 evepyomomtés. Avtoi givan mov fonbovv yia v

OAANAETIOpOOT EVOC ALY VIOL0V.



3 Movtelomoinon

3.1 Ewayoym

210, TPIOOACTOTO YPOPIKA TMOV VLTOAOYIGTOV 1 TPLodldotatn povieAomoinon  eivar m
SadKasion TG aVATTLENG OGS LOONUATIKAG OVOTOPACTOCTG OTOLUGONTOTE TPIGOIUGTOTNG
EMPAVELOG EVOC aVTIKEEVOD pe 101KO Aoyiopkd (3D modeling, 2011). Xt nepintwon Tov
TOLYVISIO00 TO TEPLEGOTEPN LOVTELD £xOLV dnuovpynBel oto Aoyouikd Autodesk Maya. To
OLYKEKPIUEVO AOYICHIKO divel o€ KAmolo Tnv ovvatdtnta va OMHovpyncel dtdpopa
tpodldotata poviédo. Ta TpodldoTate ouTé HOVIEAN AVOTOPIGTOVV Vo TPLGOAGTOTO
OVTIKEILEVO YPNOLUOTOLDOVTOS ONUEin € £val TPLOOACTOTO YDPO, GLVOEOEUEVD e O1BPOPES
YEOUETPIKES ovtotteg. Ta onueioc avtd 6t0  TPIGOIAGTATO YDPO AEYOVTIOL KOPLEEG Kot

OLVOLOVTOL LE TUNUOTO YPOUUDV GE Evo ToAvymvikd TAéyua (3D modeling, 2011).

[No ™ oyediloon tprodidotatmv povtéAwv vdpyovv dtdpopa €idn Hoviehomoinong yo va

dnuovpynOei éva povtéro. Apywkd to polygonal modeling (Zyqpe 9 ) eivar onpeia otov

—

Sphere Plane

Cube R Torus
A
Cylinder Cone

Sxnua 9. Polygonal Modeling

TPLGOAOTATO YMPO TO OTOi0. OVOLALOVTOL KOPLPES Kol GLVOEOVTAL e ELOVYPOLLLOL TULLOTOL
Yo vo oynuaticovv €va moAvyovikd mAfypa. Tétowov €idovg molvywvikd mAEypoTo
ypnoonoovviol kot oto Aoywoukd Blender. To mepiocdtepo tpiodidototo HOVTEAL

ofuepo givor @tiaypéva pe polygonal modeling enedn sivarl gvéMkta Kot 01 VITOAOYIOTEG
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UTopovV Vo T KataoToovy ypryopa. Emiong, ta moAdywva givorl enimedo Kot pmopovv va

TPOGEYYIGOLV UOVO KAUTOAES ETLPAVELES YPNOILOTOLDVTAS GAAa ToAbYwva (3D modeling).

To nurb modeling (Zynpa 10) eivar éva GAAho €idog povielomoinong. Ot nNUrbs empdveteg

opifovtar amd KapumbAeg ot omoieg emmpedlovrtal and otabuiocpuéva onueia eréyyov. H

Sxruo 10. Nurb Modeling

avEnomn tov Bapovg yia Eva onpeio Ba Tpafnéel v KapmdAn kovtd oe gkeivo to onpeio. Ta
nurbs eivo Agieg eMPAVEIEC TTOL YPNOUOTOIOVV IKPEG eMinEdES empaveleg. TETolov €idovg

nurbs empdveleg ypnopomolovvral oto Aoylopkd Autodesk Maya (3D modeling).

Téhog to subdivision modeling (Zyfpa 11) eivon

po EB0d0G TOL AVTITPOCOTEVEL L0

opaAn emopavew. H dwdwosio Eexva pe éva
TOAVYOVIKO TAEYUO, KO TTOHPVEL TO TAEYUO KOl TO
vrodwupel dnpovpymvtag véeg kKopveéc. H Béoelg

TOV VEOV KOPLO®V vroloyilovtolr 6to MAEYUA UE

Baon tic molég yerrovikég kopveég (Subdivision
surface, 2011).

Sxruo 11.Subdivision Modeling

3.2 XTOTIKG OVTIKEIPEVO LOVTELOTTOIN OGS

Y10 TAaiolo TNG GLYKEKPIUEVNG €PYOCIOG YPEWIOTNKE VA GYEOOGTOOV Ta pmop 7ov Oa
ypnowonomBovv apydtepa oto Blender yio v oyediaon tov oknvodv. Xto umop £xovv

tonofetnOel umovkdaiia ta omoio Oa TupoPolei o yapaxtpas. Ta prap (Zyqpa 12) avtd
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Sxhua 12. Anpuovpyia tov prap oto Aoyioukd Autodesk Maya

omog Exel avaeepbel mo mhve €xovv dnovpynbei oto Aoyloukd Autodesk Maya. o v
oxedlaon TV pmop YPECTNKE va xpnoipomondodv ta apyETuma  HOVIEAOTOINGNG M
aAMmg primitives modeling.  Avti n dwadikacio ¥pNOYOTOIEL YEOUETPIKG apyETLTA OTMG
UTAAES, KUAIVOPOLG KOVOVS KTA Gav SOUIKE oTotyEln Yo GLYKPOTAUATO HOVTEA®V. Ta 0QEAN
QVTOV TOV OPYETLTO Elval 1 YP1YOPN Kol E0KOAN KOTOGKELY KOl TO OTL OL QOPUES Elvar
LLOONULOTIKA TPOGIOPIGUEVES KOt AOAVT®MG akpiic. H apyétunn poviehonoinon sivor KaAd
TPOCUPUOCHEVT Y10 TEYVIKEG EPOPLOYEG Kot AydTeEPO Yo opyovikd oynuate (3D modeling,
2011).

[Ma v onovpyia AV TV prap ypeldotnke va ypnoyonombet to apyétvmo kvpog. Oumg
v vo. emektafel kol va SlapopemBel To pmap ypeldcTnKe va yivouv kdmoleg €oyég yio va
enektadel o0 kOPoc. Avtd yxel yiver pe v evtoln extrude (e&€ym) oto Autodesk Maya. Mg
v Bonbeia tov extrude 0 kHPog Exel SopopPwOel Kot Exel TAPEL Eva oyNUe TOL potdleL pe
umop.

Emiong, ywo v dnpiovpyio pePIKOV amd TV KOUPEKADV YPNCLOTOWONKE TO apYETLTO
KOPog, evd og pepwég GAAeg YpPNOHOTOMONKE 0 KOAWOPOG. TNV TEPINTMON 7OV EXEL
ypnouonomBel o kOPog Exet yivel pe e€oyéc (Eyua 13) pe v Ponbeia tov extrude étot

®oTE Vo ThpEL

10


http://en.wikipedia.org/wiki/3D_modeling

Sxnuo 13. 0 xdpog mov €xet yiver extrude yia

va dnuovpyndet  Kapékia.

TO GYNUO TNG KAUOOIKNG KOPEKAOS. XTNV TEPIMTMOOT TOL ¥PNCLOTOONKE 0 KOAVIPOS Yo
mv Paon g kapékAag €yovv evwbel kot GAAa apy€Tumo Yoo TV SIOUOPEMOT Kot
oAoxkANpwon ™G kapékAiag. Térog yuo v dnuovpyia tov Tpamelldv Yo ta pmap £XoVV
ypnowonomBel apyéroma dmwg kOPog Ko kKOAvopoc. ‘Exet ypnoyorombel kofog v tnv
Baon tov Tpomelion KOOMG Kot Yoo TO. TOSE TOVL. LTV TEPITTM®ON TOL KLAIVOPOL £xel
ypnowonomBel yio v Pdon tov Tpomeliov KOAVOPOG KaOMDS Kot Yy To wOSM TOV
tpomel100. Mg v o Tave meptypaen Kot dtadtkacio £xovv dnpovpyndet OAo o pmap wov

Bpiokovtot Katd TV d1dpKeELD TOL TOLYVIOL0V.

Emiong, GAAo oTOTIKG OVTIKEILEVA TTOL VTTAPYOLY GTO ALY VIOl Eival 01 KOUNAES Kol TO dEVTPAL

ta omoio. Tor PpéOnkav amd Sdpopes 10TOCEAdEC £TOoua Kol TO. TOmOBETNONKAY GTOV

TPLEOLACTATO YMPO TOL o VIdoD (Zynpe 14).
: — : :

Sxnua 14. Xxmvi omd to oy viot
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3.3 Xyeowuopnog YopaKTipo.

Aoy dnpovpyndnkav o Umoap ylo To oy viot dpyloe 1 ONUIOVPYic TOL KOPLOL YOPUKTHPO
OV 7oy vidlov. Méom tov Aoyicpkod make human dnuovpyndnke o yapaktipog (Eyxquo

15). A@ov dnuovpyndnke o yapaktipog oto make human éywve e€aywyn tov o€ Hopen

Sxnua 15, Xopaxtipog mov dnpiovpyndnke oto
Make Human

object (.obj) yw vo pmopéoet va eioaydei oto Blender to omoio déxeton t€t0100 €id0VG LOPPT.
AOY®D OU®G TNG TEPMAOKOTNTOS TOV YOPUKTNPA NTOV adHVOTN 1| E1G00YN TOL GTO AOYICUIKO
Blender. 'Etot, péoca amd 610@popec 16TOGEMDEG PPHKOALE £TOIO TOV YOPAKTHPA KOl TOV
tonobetoapue oto Aoywopkd Autodesk Maya. Amd exel tov mpocOécape didpopa
OVTIKEILEVO ETAV® TOV OTWG KATEAO KTA Y10 VO ONUIOVPYCOVE TOV YOPUKTIPO TOV EUEIS

eavtalopaotay (Zynpa 16). Otav tpocHicape Ol Ta ovTIKEipeEVO AOY® TOV OTL O

Sxnua 16. 0 kavohpylog YopoKTPOS
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YOPOKTAPOG OEV NTOV EVOL KOUUATL OAOG EMPETE VO, TOV EVOGOVUE LE TO. GAAL AVTIKEILEVA TTOV
elye emavm Tov Yo va yivouv OAa €vol Yo vo. LtopEGEL va Tov TomofetnBel 6To AoyloKo
Blender. 'Etot evoape oio to koppdtior poali. Oumg, Aoym tov 0Tt dev NTav TOAD amAn M
YEOUETPIOL TOV YOPAKTAPO, YPEWOTNKE Vo pelwBel yio va pmopéoel vo tomobetnOel oto

Loyiopuké Blender.

A@o¥ teleimoe 0 YOPOKTNPAG apyicape Vo, TPOGHETOVE TO LOVTEAD GTI) GKNVN T Omoial
givor o pmap, apyioe n dnuovpyia oto Aoylouko Blender tov vrorowmwv poviéhmv mov o
¥PNOoTomnBoHV Kot 6TIG VIOAOUTEG CKNVES, OT®G ival Ta Bouvd , 0 ovpavog KTA (Zyfquo
14). Emiong, péoa oamd O14¢popec 10T0cENdEG Pprikaue Stbdpopa HOVTELD T OTOio
xpNowonomdnKav yww v Onpovpyio TG OKNVNG OT®G KapnAeg, KAaktol KTA. Otav
TEAEIDGOUE PE TO HOVTEAD TOTE apyicape vo mpocOétovpe textures mivo oe avtd. To
texture image eivou 1 o Stadedopévn uEBOSOG Yo TNV EQOPLOYT TG GE Vo, TPLOOIAGTATO
povtéro. TomobBeteiton otnv empdvela Tov povtédov pe pia dadkacio Tov Aéygton texture
mapping. Ot ewdveg vong (texture images) dev €yovv kopio daPOPd amd TIC KOWEC
YNOLIKES POTOYPOPieg OAAG KaTd TNV S1ad1Kasio YopTOYPAPNOT VENG EWOIKEG TANPOPOPIES
TPOocOETOVTOL GTO HOVTEAD Ol OTTOIES VITOSEIKVOOLV Mo KOUUATIO TNG €KOvVoG Oa Tave otV

EMPAVELD TOV Tplodldotatov povtédov (3D modeling, 2011).

Téhog, n pOOoN g okNvNg etvor amd 1o onuavtikotepa Prpate oto moryviol. o va
ONUOVPYNGOLUE UL oKV YPEdoTnKay To. Hovtéla mov onuovpyndnkav. Emiong po
OKNVT €KTOC amd povtédla TepthapPavel OTICUO, KAPEPES KOl OTIONTOTE GAAO TO 0Toio Ha
onpovpynoet o oknvil. O eoTIoHOg givol €vo TOAD CNUOVTIKO YOPAKTNPIGTIKO Yo TNV
pOOon pog oknvig. Ommg Kot 6T TPAYHOTIKOTNTO 0 POTIGUOS Tailel onuavtikd poro
otV etk Kot tnv motdTNTe. (oG d0VAEdS. Ta amoTEAEGLATO TOV POTIGUOY UTOPOVV

va ennpedoovv T 01dheon avtod mov PAETEL T oK.

13
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4 Animation

4.1 Ewayoym

To Animation givot ToAd onuavtiko yio. ) dnpovpyio evog mayvidov. To Animation givon
Qo el amd TPIoIUCTUTES EWKOVES, OTNV TEPITTMON TOV TALYVIOOV, TOL GOV divouv TV
yevdaiochnon g kivnong. To animations 6to moyvidt TPETEL VoL VITAPYOLY Y10, VO KAVOLV TO
oy viol oodnTikd wo mpaio ko evolaeépov. To animation yivetoar pe ) Pondeln tov
keyframes. Ta keyframes givot puo oelpd and kapé ta omoio KaAeitol 0 ¥pos vo Sl Kot

) odpKeto piag Kivnong.
4.2 Keyframe

Ta keyframes kaBopilovv v apyn kot o Téhog oG opaAng petdpaocnc. Olo ta vTOAoUTA
keyframes mov Bpiokovton evoidpeoa vroroyifovtor avtopata. Mia akolovdio keyframes
kaBopilet Tt Ba det 0 Beatng koTd ™ ddpkela mov Ba mai&el n kivnon. Zto moryvidl pepika
keyframes £yovv dnuovpynOel yio Tig TOPTEG TOV UIAP Y10 VO UITOPOVV VAL OVOTYOLV OTOV

KOVTEDEL 0 Yopaktnpag oe avtés. [l katm ota oyfuoto PAEmovue to Keyframes otav

nopta eivor KAetot) (Zympa 17) kot 0tav 1) mopta givon avowkty (Xynpe 18).

Sxnua 17.Hnépto dtav eivor KAEOT
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Sxnua 18. H nopta dtav eivor avorktn

4.3 Skeleton keyframe animation

O yopaxtipog oTo moryvidl £xel éva cOVOAO amd OPACELS TIC OTOlEg TPEMEL VO EKTEAEDEL,
Omws o Topddetypo va mepmatd. Me 1o cOotnpo armature pmopoVue vo dNUIOVPYNGOVE
omoladNmote Opacn BELoLE Yo TOV yopakTNpa pog kot va mailel v ottyun mov Bélovpe

ypnoomowwvtog o 'logic blocks™.

4.3.1 XkeleTog

INa ™ dnuovpyia kivnong tov yopoktinpo pHog ypeldotnke 1o cvotnue Armature. To

armature (Zympe 19) sivat 6mog ot apBpmdCELS TV GKELETOV TV 0vOpOTOV TOV GOV

Octahedron

Sxhua 19. Armature kot B-Bone
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EMTPEMOVV VO, SIOUOPPAOCELS KO VO TOPOUOPPDOCELS TNV YEOUETPIO TOL AVIIKEIUEVOD GOVL.
"Eva armature dnpiiovpyeite cvvdéovtag kdmota Koppdtio petasd toug ta omoio ovopdlovrot
ootd (bones) (Eypa 19). Ta 0ootd avtd givorl onuUavTiKa yio vo {oVTavEYoUY — ELYUYDCOVV
TOV XOPOKTN PO 60oV. Ta 06TA HOG ETTPEMOVY VO LETAKIVI|GOVLE TO AKPOA TOV YOPOKTIPOL LLOG

e éva amho tpomo and 660 tov pavialopoaote (Bones, 2011).

4.3.2 Rigging

To rigging ypnowomoteiton ywo. tn onovpyio animations.  Eivar pia dwadikocio mwov
xpNoomoteital Kvupimg yio animation tov yapoaktipov. Xto rigging yo vo dnpovpynoei
évo, animation tov yoapaktipa yivetoar pe T yxpHoel tov ootmdv (bones). To ootd

YPNOLUOTOIOVVTOL Y10 VO TTOPAUOPPAOCOVYV KOUUATL TOV YOUPUKTPO.

A@ov olokAnpdbnke to armature to emduevo Prpo NTOV Vo KIVIGOLUE TO 0GTO QLTE TOV
onpovpynoope. Otav KIVNCOUE TOL 00T HEPIKO KOUUATIO TNG YEMUETPIOG OEV KIVOUVTAV.
‘Etot pe ) Ponbeia tov gpyodeiov weight paint mode pag BorOnoe vo dtopddoovpe avtd to

TPOPAN U TOV dnpovpyNnONKeE.

To weight paint (Zyfqpne 20) mode ypnoyomoteiton Yoo GALOYH TOV YEOUETPIKOV

YOPOKTNPOTIKOV (Kopupmv). H kdbe xopuen pmopel va punv etvor p€pog twv opddmv twv

Sxfnua 20. Weight paint
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KOPLO®V, ®GTOC0 umopel va £xel kdmowo "Bapog" otnv kdbe opdda. To "Bapoc" cupPforilet
mv enidpacn oto amotéhecpo. AAAGlovtog to Weight paint mode pmopeic vo dgig to
EMAEYUEVO OVTIKEIPEVO OE gAappy pmhe ypopa. To ypopa deiyver 10 "Bépoc" ¢ kdbe
KOPLONG TNG EVEPYNG OHAdOC. Mia KOpueY| oYedAGHEVN e UTTAE YpOUO OElYVEL €lTtE OTL TO
Bapog elvar undév, eite 0t dev elvan péca oe opdda, eite OtL dev givor oe gvepyn opdda.
Mmnopovpe va mpocdiopicovpe to Bapog g kébe Kopveng Loypaeilovtag méveo 610 TALYL
ue ovykekpyévo ypopa (Weight Paint, 2011). ‘Etot, pe v Pondeia tov weight paint mode
dopbaoape T Ye®UETPIO TOV YOPAKTAPO LOG YO VO UTOPEGEL VO TPOYMPNGEL GTO EMOUEVO
o1ad10 Tov givor To animation wov Ba yivelr otov yopaktipa yia vo tepmatd (walk cycle) oto

oy vioL.

4.3.3 Action

Méow tov armature pmopovpe va dNUIOVPYNGOLLLE OTOdNTOTE Opdot Béhovpe. Yrapyovv
Spopes dPACELS OV UTOPEIS VOL OTLULOVPYNOELS GTOV YOPUKTIPA Yiol TO oy vidr. M amod
QVTEG TTOL SNUOVPYNONKE KOl GTO CLYKEKPLUEVO TToyVidt ival O YOPUKTNPOS Vo UTOPEl va
neprota (walk cycle). H dnpovpyia tg xivnong €xet yiver pe ) Ponbeio tov keyframes.
Ta keyframes 6nmg avoaeépape Kot o mave gival po oglpd omd kapé ta omoia opilovv v
apyn Kot To TéA0G pog Kivnong. Xtnv mepinton tov moryvidoL pe tn Ponfela Tov 06TOV
Tov armature kdvaoype Ty Kivnon mov Bo TEPTATA 0 YUPOUKTPOS OTMG POIVETOL GTA O KAT®

oynuote (EZympa 21, 22, 23).

Sxnua 21. Walk cycle
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Sxrnua 22. Walk cycle

Sxrnua 23. Walk cycle

18



5 Aoy

5.1 Ewayoym

H pnyovi moyvidod Blender ypnoyonotei éva ypapikd cdotnua omd "Aoyucd blocks" yio va
eAEYYEL TNV Kivnon Kot va deiyvel Ta avtikeipevo g unyovig. H unyovn moyviowod umopel

emiong va enektobel péow tov python (Game Blender, 2011).
5.2 Eion hoywkav blocks oto Blender

To panel oto Aoyiopiko Blender givon exei mov kabopilet to Tt Ba ovpuPel péca oto mToryviot.
To Blender ypnowonotei éva ocvomua click and drag yio va dnuiovpynbodv ot Paoctkég
aAANAemdpaoel; Tov moayvidov. Xto panel tov Aoyiopkod vmhpyovy TPLOV  EWBOV

ovotuato Aoying (logic): to sensor, To controller ko to actuator (Sensors, 2011).
52.1 AwOnmipag (Sensor)

To sensor eivot évag arcOntpog mov avayvopilel pia popen €66dov. Avti 1 gicodog Oa

umopovoe va. givat Eva yelplotiplo N amhd évo kovuni (Sensors, 2011).

Ytov awcOntipa (Sensor) vmapyovv Katnyopieg Ot omoieg ypnouomomdnkov yio ™
dnuovpyic tov woyvidwy. Xy katmyopio "Always" o awoOntipag eivor mavto
gvepyomomuévog kot otélhel Betikd moud otov eleykrtr (Controller). "Evag awoOntipag
givon mavta evepyomompévog. Tloté dev eivon anevepyomomuévog (Sensors 1, 2011). Xto
"Collision™ yivetal o0ykpovon pe Eva AVTIKEILEVO GTO TTatyVvidl EvePYOmolEl Tov ouoOnTpo.
Y0ykpovon pe GALo avtikeipevo oto Toryvidl otéAlel BeTikd moAud otov edeykt (Sensors 5,
2011). X xatmyopio "Keyboard" otov éva kovumi mieotel otéAAel BeTikd ToAUd GTOV
eheyktn. Otav éva kovumi anelevbepmdveTor oTEAAEL apvnTIKO TOAUO oToV eleykT (Sensors
2, 2011). Xto "Near" oOtav mAnoidlovue OvTIKEIHEVO ©TO TouyVvidl €vepyomoleital o
awcOnmpag. O ocOnmpag evepyomoleitor dtav 61O Toryvidl Vo OVTIKEILEVO aviyveDETaL
(Sensors 6, 2011). Xt katnyopio "Property” o aicOntipag evepyomoteitol 6Tav T0 0KiviiTo
avTIKEipEVO 6To TTaryvidl dev eivar ico pe v T avty (Sensors 8, 2011). Télog, ot
katnyopio "Message" o awcOntipog oéxetor pnvopoto amd Tov evepyomomty.  Ortav
Aoppdver €va pnvopa, otéAleton OeTKOG TOAROC OTOV €AEYKT KOl OUECMOG META

axoAovOeitar Evag apvnrikog maiuds (Sensors 11, 2011).
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5.2.2 Eleyktig (Controller)

To controller eivar ot dloyelplotég o1 OO0l YPNCIUOTOIOVVTAL Y10, VO EVAOCOVY TOVG
alcOnpeg e Toug evepyomomtéc. Emtpémouv yuo éva mo obhvOeto EAeyy0 6TV EMKOVOVia

HETAED TV aodnNTNp®V Kot TV evepyomottadv. (Sensors, 2011).

210V eleyKTn €)El ypnoipomoindel g katnyopia yio tnv £veon tov pe tov evepyomomti. H
katnyopia avt givai 1 evtoAr] "AND". A&ioioyel Tov tedevtaio moApo mov hafav and Tov
evouévo aentipa. Av 10 6GOVOAO TV acONTpwv éotelre éva BeTikd TaApd, Evog BeTikdg
TOAULOC OMOGTEAAETOL GTOV EVEPYOTOUNTY. XTIV TEPIMTMOTN TOL £VOC N TEPLGGOTEPOL OO
T0UG a1cOnTpeg oteidovy éva apvnTkd TOAULO, €vog apVNTIKOG TOANOS GTEAAETOL GTOV

evepyomomtn| (Controller, 2011).

5.2.3 Evepyomomrig (Actuator)

To actuator eivat évag gvepyomomtic 0 0moiog OLGLACTIKA LETAPEPEL TNV KIvon HEGA GTO
moyvidl.  Avtd pmopel vo glvar 1 HETAPOPA €VOG OVTIKEWWEVOL WHEGO OTN KNV N 1

avamapaymyn evog fxov (Sensors, 2011).

Ytov gvepyomomtn £xovv ypnoiponombel apketég omd Tic Katnyopieg. M amd avtég gival
10 "Message"”. To "Message" otéddel Eva pnvopa gite keipevo eite property otov aucntipa
(Actuator, 2011). M @AM koatnyopio eivar to "Scene". O evepyomomtrg "Scene"
Swayepiletan Tic oknvég oto Blender. O gvepyomommg éxel oktd tpoOmOvS. Mepikoi and
avToNG elva:
Restart: Emavekkwvel tv tekevtoion oknvi Kol o TAVTAL GTN OKNVI £XOVV UNOEVIOTEL.
Set Scene: Al\GCer oKknvn Yo va emAéEel Ho GAAN.
Add Overlay Scene: Avtd kabiotd o GAAN okmvi kol v tomobetel mavem omd v

televtaio oknvn (Scene, 2011).

H xatnyopio "Edit Object” otov evepyomomt) oAAGlEL TN YEDUETPIOL TOV OVTIKEUEVOD,
mpocOétel avtikeipeva M 1o KataoTpEPEL Kol umopel emiong va aAAddEel to péyebog g
veopetpiag evoc aviikelévov. Eyxer mévie tpoémovg. Mepwol omd avtodg elva
Add Object: TIpocbéter éva avtikeipevo oto KEVIPO TOL TPEYOVTOG avTikEWEVOL. To
avtikeipevo  mov  mpootédnke  ypewdleton  va  givor  og  €va KpuvEO  CTPAOLLO.

End Object: Kataotpépet 1o avrikeipevo (Edit Object, 2011).
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Emiong, i dAAn xamnyopio eivar to "Property". Xpnowomowdvtag v OOTNTA TOL
EVEPYOTOMTY] UTOPEIC VO OALAEELG TV TIUN NG SOGUEVNC 1010TNTOS OO TNV GTLYUN OV O
evepyomomtg tebei oe Aettovpyia (Property, 2011). H katmmyopia "Sound™ ypnoylonoteiton
otav 0éAelg va mpochéceig o néoa oto maryvidl. Mia GAAN katnyopio tov Actuator sivot
70 "IPO". Ta Ipos dnuiovpyodvror pe ta keyframes kot ypnoipomolodvrot yio vo divovv
kivnon ota avtikeipeva pe ddpopovg tpémovg (IPO, 2011). X katnyopia "Motion" o
evepyomomtng kivnong opilel aviikeipevo o€ KIWWNGEL 1 TEPIGTPODT. Ynapyoovv
OLPOPETIKEG EMAOYEC amd TNV TNAEUETOPOPE GTNV QUOIKN KIVION TOV OVTIKELEVOV
(Motion, 2011). TéAog, N TeElevTAiO KATYOPIOl TOV EVEPYOTOMNTH TOL ¥PNGIUOTOONKE GTO
mayviol givan o "Shape Action". O gvepyomom g @opuag kivnong epydletat pe Kivnoelg
7oV givarl amoONKeEVUEVES GTO TANKTPO GYNUATOG TOV TAEYUATOG Kol Tomofetovvion pali 6to

TANKTPO GYNLLOTOG TOL dNULOVPYOV.
5.3 Aoy yopokTipo

IMo va kwveitan o yapaktpag ypetdotnke 1 Aoywkn "Keyboard™" otov aicOntipa kot n Aoyikn
"Motion" otov evepyomomrtr. Emiong otov evepyomomnth ypnopomombnke kot 1 Aoyikn

"Action™ 6ov Oa yivetar 1 kiviion mov o TEPTATA O YUPAKTNPOS OTMG PAIVETAL TTLO KATO.
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5.4 Aoy oknvig

Mo va avoiyouv ot Tdpteg 6TO Ty vidl ypnoomomdnke 1 Aoywn "Near" ctov aicbntipa

kot Aoy "IPO" 6tov gvepyomom i Onmg QoiveTal To KATM.

pCubel7.001 - Add | pCubel7.001

INa va e€agaviCovior ot umovkdieg Otav o ¥pNotg Tig mupoPoliel ypeldcTnKE GTOV

aeOntpa va tomobetn et 1 Aoywn "Collision™ kot otov evepyomomt to "Edit Object” yuo

va eEapaviCovtat. H Aoy mov ypnoomodnke eivat 6mmg Qaivetal mo KATm.

Lathe_NURBS3.080 | Lathe_NURBS3.080 | Lathe_NURBS3.080

H Aoy mov ypnoyono)Onke dtav o mtaiktng mupoPoAcEL TIG KOKKIVEG UTOVKAAES Kol Vo,
nhel ot oknvn "game over" sivor n €€ng: dtav ot {wég yivouv undév tote va yivel n oknvn
restart kot o gvepyomomtig va oteidel pivopo otov arsbntpo "bad bottles™” kot tote va mhet
ot oknvn "game over" pe v evtoAn "Scene”. To dudypoppa givor OTmMG QAivETOL TO

KATO.

H Aoywn mov ypnoyoronke yio va xavetr (oM 6tav mupoPoincet TiG KOKKIVEG UTOVKAAES
etvat: 0tav N umdia £pbetl e emaEn He pio amd T KOKKIVES WTOVKAAEG TOTE O EVEPYOTOINTNG
Ba oteiker uvopo otov aoBntipa "loose life". O acOntpag t0te B oteihel evioln

"property" otov gvepyomont yio vo. Tov apotpEcel pia omd Tig Lmég Tov oL EXEL.
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| sel State | se st | Actuators O Act

Plane.141 add | ‘ ; agd | Plane.141

[T kGt PAETOLUE TN AOYIKN TOV YPNCILOTONONKE OTOV TELEIDGEL O YPOVOG GTO O VIOl N

2"

oknvn va yiveton restart. O aisOntpog Oa oteidel v gviodn "property” yio va apoipécet
YXPOVO 0o T AemTA Kot 0 gvepyomomtg Ba oteilel uvopa "loose” otov acOnmpa. Tote

otov gvepyomomtn Oa vmdpyet m eviodn "Scene" mov Oa yivetonw emavekkivion  Tng

OKMVT|G.

H ovykekpyévn Aoyikn dnpovpyndnke yuo vo HETPA To. UITOVKAALD To ool TuPoPoAel o

naiktng. Otov n pumddo €pBel o€ eman| pe pio omd TG Provkdies, tote Bo mpocshiteTan Eva
070 mivaKa Tov Score. A@ov oteidel unvopa "scorecount™ o gvepyomointig oTov asOnTpal

0o Tapet v Tiun 1 yo vo tpootedel 1 povada 6tov Tivaka.
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Sel

bullet.001 0 i [ bullet.001

| Sel

planescore | £ ) planescore

21 mo kdto Aoykn Aéel 6t 6tav cuumAnpwBodv 16 pmovkdAia t0te 0 maiktng cvveyilel To
T viol Kot Tnyoivel otn oknvi 2 Tov givot Kot 1o 8e0Tepo 6Tdd10. ‘Eyovv ypnoiponombei o

katnyopia "Property" otov cucntipa kot n katnyopio "Scene” otov evepyomomnr).

Mo tov Mo éxer ypnoipomomBel n mo kdte® Aoywkn m omoia Aéel mavta va moilel o
ovykekpuévog Nyos. Exetl ypnoipwomombei otov arcbntipa n katnyopio "Always™ kot otov

gvepyomomt M katnyopio "Sound".

Plane.028 | Plane.028 | Plane.028
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6 Ilewpopoatikd amotericpata

10 Mo Kato oynua (ZyMua 24) BAEmovue TOV YOPOKTAPO. 0 0Toiog PpiokeTon péoa o€ Eva

amd To umap Kot mopoPorel ta pmovkdMa. To cvykekpiévo umap mov Ppioketar eivon 6to

TPMOTO GTAGI0 TOV oY VIS0V,

Sxnua 24. 0 yapoktipog BpiokeTol péca 6To umap Kot TupoPolet

Y10 mo kGt oynuo (Zyqpa 25) PAémovpe Tov YopakTHpa Vo £xel TOPOPOANCEL OA TO.
dompa pmovkdio mov Ppickoviol TAVEO GTO pmop Kot EYOLV pPEivel HOVO To KOKKLVOL

UTOVKAALL TOL 0Tt010L 0tV TUPOPOANGEL O YPNOTNG TOTE YAVEL 1o amd T1G LwES Tov.

Sxnua 25. O yopokmpog &gl mupoPoincel OAd To ACTPO UTOVKAALL TTOV

Bpiokovtol Téve oto pmap.
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10 mo KaTo oyfuo (Xympa 26) PAérovue v oknvi 1 onoio gu@avifetol pOAG 0 YPNoTNG

Eexwvnoet 1o maryviol. Otav o xpnotng natnoels to kovuni A 610 TANKTPOAdY0 TOTE EEKIVA

TO TTOLYVIOL.

Sxnua 26. H apyn oknvn 6to moyviot.

Y10 o khte oynua (Eyqpe 27) PAEmovue v oknvi 0tav 0 ¥PNoTNG TUPOPOANGEL TPELS
KOKKIVEC UTOVKAAEG KOl YOOl OAEG TOV TIC (WEC UETOPEPETAL GTN OKNVI OVLTH YO Vo

Eava&ekivioel To oty vidl amd v apyn.

Sxhua 27 H oxnvi 6tav yaveL o ypnoTng ToL moryviolov.
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7 A&wroynon woryviolov

7.1 A&widynon

Onwg avaeépnke o mave, n evypnotio givol £vag omd Toug OMUAVTIKOTEPOVS GTOYOVG TNG
dnpovpyiag evog mayviorov. ‘Etot, yia vo aEl0A0YGOVE TNV EVYPNOTIC TOL GLYKEKPILEVOD
TOLYVIOO0 YPEWAGTNKE 1 YPNON TOV gpwTnratoroyimv. Méca amd avtd aSloloynoope to
OGO EVOLLPEPOV NTAV 1| GUUUETOYN TOV ¥PNOTN GTO ToYVidL, TO TOGO EVIAPEPOV NTOV TA
YPAPIKA TOV TToLy VIS0V, TO GUAO TOL YPNOTH KAOMDS Kol EIGNYNOELS Y10 TNV KAAVTEPELGT TOV
oy VoL,  Metd v teMKn gpyacio 6to moyvidlt GUUTANPOONKAY GLVOAKE evvia
gpoTraToAdyl Yo TV oEoAdynon tov maryvidwv. H a&oddynon tov moyvidov €yve
SpopmV NAMKIGOV Kot @UA®V. Ta amotehéopota Qaivovtal 6TIG Mo KAT® TOPUCTACELS. XE
OUVOAO €VVED OTOUMV TO OTOTEAEGUOTO POIVOVTIOL OTNV O KAT® YPOUQIKY TOPACTACY|
(Avaypappa 1). Ta técoepa ota gvvéa dTopo NTAV ayOplo KoL TO TEVIE GTO EVVEN GTOLOL

nrtav Kopitcio.

5
4
3
2
1
0
ATOPIA KOPITZIA
M Series1 4 5

Ataypauua 1. DO

Ooc & TO © TOYN TOV T D, T TOTEAEGLLOLT tvovtol otnv @ T
Oc0 aeopd TO GUUUETO 0V TOLYVIOIOV, TO OTOTEAECUOTO OOIVOVTOL vV 0 KATO
yYpapikn mapdotacn (Awdypoppa 2). Znv gpd@tnon "mdco KavoTomuévos gicatl amd

GUUUETOYN OOV GTO TToyVidl" ta dVO ATOUA OO TO EVVED ATTAVTNGOV TAPO TOAD EVM TO. ENTA
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dropo omd o gvvén omdvinoav moAv. Kavéva dtopo dev éxel amavinoel Aiyo 1 kabolov.

I'evikd mopatnpode OTL Ta ATopo EUEWVOV OPKETE IKAVOTOMUEVOL OO T GUUUETOYN TOVG

oTO ToyVioL.

5

pil

3

2

1

0 A V4
MAPA MOAY NTO KAGOAQY
MOAY

W Series1 4 5 0 0

Alaypauua 2. LOPUETONN

Ooc0o agopd 10 6YESAGIO TOL TOLYVISIOD OO PUIVETOL GTNV TO KAT® YPAPIKN TopdcTaoT

(Avaypappa 3), ta 600 and ta VvEn ATOU GTNV EPAOTNOT "TOCO KAAG GYESAGUEVO NTOV TO

oy viol" amdvinoov mtapa ToAD, eved Ta entd dtopa ond To evvén amdvince moAd. Kovéva

amd ta dropa dev amdvinoe Alyo 1 kaBoAov. Tevikd mopatnpodue OTL T ATtopo EREvav

TOAD 1KOVOTOMUEVA 0O TO GXESIOGIO TOV TOLYVIOIOV.

7
6
5
4
3
2
1
0 A A
[TAPA NOAY [MOAY AIIO KABOAQY
M Series1 2 7 0 0

Alaypaupa 3. Zyedlacnog mayvioton
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Ady®m 10V TEPLOPIGUEVOL YPOVOL TOL pag 06OnKe d0ev umdpecav vo vAomomBovv Oca
npoPAémape v to moryvidt. ‘Etol pe ) dnuovpyio TV EpOTUOTOAOYI®V Kot pe TNV
Bonbela ovTOV TOV OTOU®V TOV TO GCUUTANPOGCOV TOVIGTNKOV AAON Yo KAALTEPELGN TOL
mayvidoLv. Mepikd and avtd mov Ba dAlalov oto oy vidl eivan mmg avti 1 ceaipa va eival
H0 oA WITAAC VO DITAPYE TO OYNUO TNG opaipac. Mo dAAN Topatipnon NTav TG ot
umovkdieg efapoviCovtay aAdd OBa MTav koAvtepa va omdve.  Emiong, Adyom ToL
TEPLOPIOUEVOL YPOVOL 7OV €ixe 0 maiktng Oa Mtav KoAVvTEPA Yoo TOPAdeLyo. oto Tpio
UTOVKAALL Vo dtvotav EETpa ypodvog 6To oty viol. ‘Eva dAdo TpoPAnua nTav n meplopiopévn
kivnon péoa 6to mayviol, €16t 6to péALoV Ba dropbvotay avtd To TPOPANUA LEYOADVOVTOG
TOV YOPo. AkouN ot Topteg Oa yivovtay To gVIAKPITES YiaTi Lepkol omd TOVG TOUKTEC dEV
Eexyoplav tic moptes. 'Eva onuaviikd koppdtt ot dopbwon tov maryvidod 6o ntav o
010%0¢. MéEca oto maryvidl dev vnpye 0TOXOG Yo Vo UTopel 0 YPNOTNG VO SNUOOEVEL TAL
pmovkdAo Kot avtd NTay €va amd To CNUAVTIKOTEPO TpofAnuata Tov moryvidrov. Eniong,
€val GALO OTULOVTIKO TPOPANL NTOV TMG OTA GTAdIN €V LINPYE UEYAAOS PaBUOC dueKOAING.
"Eto1 oto péddov Ba pmopovoape va avEncovpe tov fabud dvokoriog og kdbe oTAd0 Yo VoL
yiver 1o moyvidlr mo evdweépov. Télog, ektdg amd Ta pmovkdAie Bo NTav KAADTEPA VO O

YOPOKTNPOG Vo TUPOPOAOVGE Kt GALN AVTIKEILEVA Y10 VOL YIVEL TTO EVOLOPEPOV TO TOLYVIOL.
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7.2 Epotnpotoroyro

EPQTHMATOAOTIO ASIOAOTHIHE MAIXNIAIOY

1 Méoo KovoTTenEEYSS EICTI OTrd T CUPPETOXN oW OT0 TIarEvisl
M okl
Moko
Miyo
KaBokow

2 Nooo kahd NTov oREBINGREVD To TraIVIG:
Mapa okl
Mol
Miyo
KaoBokow

3 Moo KoPPdT Tou TTagvisol fTay 70 Mo eviiageEpoy

4 Kawe mig mpotdoog cag yia T BeATiwon Touw manpgnSiod

5 Ahka oydha

Ao
Kopmo
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8 Xovoyn

[T mave avaeépnkav to moyvidl Kot 01 KOVGOAES OV LIAPYOVV CNUEPO GTNV OyopPd.
Eniong, avagépnkav ta €i0n moyvidudv mov vdpyovy, Kabmg Kot ot UnyoveS TorvVioumV
TOV VIAPYOLY. AKOUN, WANCAUE Yo TNV 6Yedi0eN OAOKANP®ONG £VOG oY VIdL00 oL givat
n Movtelonoinon, to Animation kot m Aoy tov moyvidod. TNV HOVTEAOTOINOT
wepryphonkav To €i0n povteAlomoinong mov vmdpyovv KoOMOC kot M Onpovpyio TOv
yapoxktipa. Xto Animation avoaeépbnkav to keyframes kor mo¢ avtd Agrtovpyodv oTo
noyviot. Emiong, wiAnoape yio 10 6KEAETO TOV YOPOKTHPO, TO rgging Kabmg kat yo to
actions €161 ®oTE Vo UTOPECOVUE VO KAVOLLE TOV YOPAKTNP UG va Tepmatd. Téloc, ot
Aoyum tov moryvidoh meptypdenkoy to Tpia 10N mOv LVEAPYOLV Yoo Vo dnuovpyNndel N
Aoy oto mayviol mov givar ot AoOnmpeg, ot EAeyktég ko ov Evepyomomtéc. Mikfcape
Y T0 TL €ivol 0 KaBévag. Xe kdbe €100¢ VITAPYOVY KATNYOPIES TIC OTOIEG XPNCIULOTON|CULLE
oto mouyvidl. Télog, dei&ope pepikd mopadeiypato AOYIKNAG TOV YPNCUYLOTOUCUUE HEGOH GTO
oy viot.

Y10 Aoyiopukd Blender vp&av pepikoi meplopiopoi péypt TV OAOKANPM®GT TOL TaLyVIdLov.
Mepukoi amd avtodg eivar mmg dev pmopovoape vo Tpocshésovpe peydlov peyedoug ekdveg
TAVD OTIC EMLPAVELEG TOV AVTIKEILEVOV IE TNV dadikacio Tov Aéyetar texture mapping.
Eniong, n yeopetpio TV TpI60146TATOV AVTIKEILEVOV TOL dNovpYHONKaV ETpEnE Vo NToV

HELOUEVT KaTh peydro Babuod étol dote va propécel to Aoyiopukd Blender ta kotoothost.
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