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Iepiinyn
O oyedopdg yopoktpov Eekivoe amd TV TOAMOAMOIKY €moyr, OTOL ot AvOpwrol
Loypapilov péoca oe omnAlég Kot ocvveyiomnke péypt Kot onpepa, Aopfdavoviag kabs @opd
Swpopetikn Lopen. Me v onuepvi avartuén 1oco tov H/Y, 660 Kat Tov AoyIsiK®V 6Tov
KAGOO TOV GYESLOCLOD, POTOPENMGOD KOl KIvioNg, Ol YPNOTES £XOVV T SuVATOTNTA TOAADY
emoymv. Mo and avtég amotelel to ehebbepo Aoyiopukd Blender.org mov mpoceépetl pia
GELPE KOTAAANA®V EpYOLEI®V YI0L TNV YNQLOKT GYESIOCT XOPAKTIIP®V, Ol 0TTO{0L TN CUVEXELD.
umopov va Kivodvtol o€ 3D ydpo kot va mapdyoviol EVIVT®OGIOKA anoteléopata og Bivteo.
YV mapovca epyacio mopovcldleTal 1) LOVIEAOTOINGOT TETOIOV YNOLOK®Y YOPUKTHPOV Kol
oTN cvvéyela N kivinon Tovg oe 3D ydpo. Emiong yiverar mapovcioon tov duvatoTiTtOv mTov
TapEYOVTOL Kol GYO0ALALovTaL Ot 13onTePOTNTES TNG OL0dIKAGING TTOVL TPEMEL VAL TOVIGTOVV.
AEe1c KAWL Avoryto Aoyiouiko, frounyavikog oyeoloouog, WHPIoKoL YO poKTHPES.

1. Evoayoyn

To xwvovpevo oyédio givarl éva 6x£010 TOL dNULOVLPYEITAL GTO YEPL 1] GTOV VITOAOYIGTN,
pe okomd va oaivetor cav va €xel dnpovpyndel oto yxépt. Ta mo cvvnbiopéva
Kvoouevo, oxédia givar (oo pe avBpdmivn cvumeppopd. Anuiovpyodviol Yo TV
TNAEOPAGT), TOV VTOAOYIOT] KOl TOV KWVNUOTOYPA®PO, evd TTavta To oKoAovbel éva
oevaplo N o 16éa dpaong (Mattesi, 2008). H npdtn kivoduevn tpoforn éywve ot
ToaAXio to 1877 am6 tov Charles Emile Reynaud, 1 omoia ovoualotav Praxinoscope,
KaOdC N TPOTN Tovio, KIVOUUEVOV GYESIMV OEPKELNG TPLOV AETTMOV dNovpyHonKe
and tov Stuart Blackton to 1906 (Tillman, 2011). Ot tpeig omd TG KLPLOTEPES
Katnyopieg mov ywpiletal To Kivovpevo oyédto givar to Clay Animation, to Computer
Animation ka1 to Regular Animation (Isbister, 2006).

2. EAgv0gpo Aoyiopiko yio 3D Kivoopuévoug yapaKTipeg

Y7rapyoovv Odpopo. TPOYPAUUATO HE TN ¥PNON TOV OToiv, £YEL TN OLVOTOTNTA
KGO0 VoL dNUIOVPYNGEL TPIOOAGTATOVS YOPOUKTAPES, VO TOVG dMGEL Kivon Kot vo
dnuovpynoet to 61kd Tov Pivreo N kot Prvreomaryvidt. Tétolov THTOL AoYIGUIKA Eival
evdeuctikd to 3D Studio Max ™ kat to Maya™ ¢ Autodesk™, to Lightwave™, 1o
Anim8or™ «ou to Blender.org, mpoypappo EAEVOEPOL AOYIGHIKOD TO OmOi0
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YPNOWOTOONKE Ylo. TO GYESGUO TOL Kivovpevoy yopaktipa (Mullen, 2011). H
&vvolo, Tov eAEV0EPOL AOYIGUIKOD SEV OVAPEPETOL GTNV TIUH TOV, ALY OTIG TEGGEPILS
elevbepiec, Omwg avtég oplomkav amd to Idpvpa Erevbepov Aoyiopikod. To
dtadiktvo omoterel 10 Pacikd TpOTO TPOSPacng 610 AevBepo Aoyicpkd. H oyéon
TOVG NTOV TAVTO GTEV] Kol OUEIOpOuN. XTNV TOPOLGH EPYOCIH TEPLYPAPETAL O
oXEOOGHOG €VOG yapaktipa ot1o ghevbepo Aoyiopukd Blender.org. Emumiéov,
meprypaeeTon 1 dadikacio pe v omoia 6ideton kiviion oe avTdV, aAAd Kot 0 TpOTOg
amofnkevong tov apyeiov avtod oe PBivieo.

3. Merétn mepintoong

To Blender.org, sivar éva Aoyiopkd mov TapEYEL Uio. oepd epyareiov yia va gival
duvartn n onovpyia kot oAokAnpwon kdfe pag, cvvnbiouéving 1 acvviootng,
Wéag. Emiong oto Aoyiopikd avtd €yovv evoouatmbel epyaieio Kot TEXVIKEG TOV
uoévo o ueyding a&log spmopikd Aoyiopkd umopei kaveic vo cvuvavtioet (modeling,
rendering, animation, compositing kot interactive 3D).

Eixova 1: O oyediaouos ko ovieAomoinan tov yopoxtnpo. - yomo.

O yapaxtpos oxeSEOTIKE e TO XEPL KOL GTN GUVEXELD OAOKANPOONKE GE YneLoKn
popon (ewodva 1). H dwdikacio 6to Aoyiopko Eekvaet pe to koppdtt tov modeling.
Yyedraleton Pipo-ppa o YOOGS LE T HOPPOTOINGT) TOV NO1 VITAPYOVTOS KOOV TOV
mpoypaupatog. Iopéyetor n dvvatdmra eneepyaciog eite TV akudv, €ite TOV
KOpLQOV, €IT€ TV EMPOVEIOV. XNV 7nEPinT®on ovt) yivetar emeepyacio
TMEPLGGATEPO OTIG KOPLPEG KOl O KAMOEG TEPMTMOGEIS OTIG empdvelec. Katd to
oxedlao Lo ypetdletal evaiiayn tov modes, avaloyo, Le T AELTOVPYIO TOV TPOKELTAL
va apaypatoronfel. o va emtevyBel amdivtn coppetpia, yopiletor kabeto o
KOPOGg o€ dLO TEUMYLOL KO SLOYPAPETOL TO £VOL OO OWTA. LTN GLVEYELN, ELGAYETAL £Vl
amo To 7o Pacikd ototyeio Tov modeling, o mirror modifier. Tpomomoteitan Aowmdy
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TAEVPE TOL CMUOTOC OV EMAEXONKE KOL TOPATNPEITOL OTL 1| CUUUETPIKY TAELPA
onuovpyeitor movopototunn pe v wp@t. [o vo popeomombei 1o Koupdrt,
YPNOWOTOOVVTOL Ol POCIKEG EVIOAEG  TOL TPOYPAUUATOS OTMG: HETOKIvVNONG,
dlypoaens, OmANClIGHOD, EMEKTOONG K.O., Ol OTOIEG glofyovtolr  amd 10
TANKTPOAOYI0 N amd TIG UmipeC evIOA®V. TIoAD evolopépov Yy TO KOUUATL TNG
povtehomoinong eival 1o Tapdvpo mov Ppicketal 6To aploTePd HEPOS TG 006VNS, TO
omoio map€yEL KATOW Omd Ta o YPNOIL0 EPYOAED TOV AOYIGUIKOD OTI™G: M| Agiovon
TOV EMPOAVEIDY, TO KEVIPAPIGUO TV aEOVOV K. 0.

Me ™V OAOKANP®GON TOL GYXESOGHOD TOV GOMOTOC, OTOONKEVETAL TO OpyEio KOl
Eekvd 0 oYEOLOGLOG TOV KEQPAAOV KOl TOV QTEPADV, TV LATIAV Kot TOL 6Topotos. To
HovtéLo amoteleitor dNAadn amd Eexmplotd avtikeipeva ta omoio o evwbovv ce €va
pe TN xpnomn tov gpyoreiov Append. Metd v oAOKANP®GN OA®V TOV €PYACIOV
LOVTEAOTIOINOTG KOl TPOYUOTOMOLEITOL 1) EI00YMYN VAIK®V OTIS EMPAVEIEG TOL
YOPOUKTNPA, aPOoV pLOGTOVY 1o To KAbe éva Eeywplotd Tig 1010t Tég Tov. Katd ™)
dwdkacio avt) Bo ypelaotel va dnpovpynbovy YKpouT KopuemV 6T, 0ol dideTol
Eexmprotd vakd (Powel, 2010). Zn ocvvéyelr umopel vo mpootebel Tplyopa ot0
povtéro. ' va emitevyBel avtd, amorteitol n eloaymyn evog particle system TOTOL
hair ko1 1 petémeita SOUOPPOOT TOV TOPUUETPOV TOV GUGTAWOATOS £TGL MOTE TO
amotéleoua va, givar To embounto (Vasconselos, 2011). Enuoviikd polo o€ ovtd 10
KoppdTt Tailet kot 1 katdotaor particle mode pécw g omoiag divetal 1 dSuvatodTnTa
Y0 TEPALTEP® EMEEEPYNUTIO TOV TPLYDUATOC,

Ewova 2: O okeletdg T00 povtédov kot o wivaxog twv poluicemy e eyypagns fivieo

Metd v OAOKANPMOOT TOV YOPOKTNPO 0KOAOVOEL N TposTOluacion Yo TV Kivnon
(animation), oto omoio amotteitol 1 dnuovpyic evoc cokeAetod omoOTEAODUEVOD QT
kOkoAa To omoio axkoAiovBovv T popen TOL poviélov (ewova 2). Omov
onpovpyeitor k6K VIApPYEL Kot 1 dvvaTotnTo Kivinong. O okeretdg avtdg givan
npoTiudtepo va dnuovpyndel o éva véo layer. Molig odokAnpwbel 1 drapdpemon
TOV KokdAwv, mpootifetor n oyxéon e&aptnong (yovéa — moidov) ovAUESOH GTO
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OKEAETO KOl OTO CAOUO, £TCL OOTE OTAV UETAKIVEITOL £V, KOKOAO, VO, LETOKIVEITOL TO
OvVTIGTOL(O0 KOUUATL TOV COUOTOG TOV TO TEPIPiAdel. T var glvar mo peaAloTIKN )
Kivnom, ewodyetol og opiopéva, kokaho o meplopiopds (Constrain) g avaoctpoeng
Kivnuotikig. Oloxinpavovtag, yio va dnuovpyndei éva Pivteo 6to omoio t0 HLOVTELD
0o mepmaTdel, UETAKIVOOVTOL OO0 KOKOAO ¥PEILETAL, Y10 VO OTOKTNGEL TO LOVTELO
CULYKEKPLUEVEG OTACELS Pe To oopa Tov. KdBe dapopetikn otdorn Tov coduUaTog,
"Khedmvetar" o€ éva véo frame.

INo vo dnuovpynBel apyicd évo poviého oto Aoyiopukod Blender.org, mpémet va yivel
EexdBopn M €vvola NG empdvelog Kot 1 Aoywkn g eneepyaciog g AkOpo O€
npénel vo. vrotiunBei n ypnowdta twv modifiers ympig tovg omoiovg Kovéva
povtédo dev givan duvatod va dnuovpynbei (Williamson, 2011).

4. Xopumepaopato

Ta kvodueva oyédia etvar évag kKAAdog o omoiog avékabey KEVIpIle TO EVOLOPEPOV
TV avOpoOrev Kot Yo ovtd Tov Adyo avantuydnke ko cuveyilel va eglicoetan pe
TayvToTovg puduovg. Kabnuepwvd véa gpyoieio kot AOyopikd dnpovpyobvior HE
OKOTO M TEYVN OLTH va Yivel mo e0KoAo TpooPaciun otov Koouo. Méca og ovtd,
eppavifetor kat to eAevbepo Aoyiopikd, To omoio kepdilel kabnuepvd £60pog GTOVG
YDPOVG AVTOVG, AGY® TV EAELOEPIDY TTOL TAPEYEL GTOVG YPNOTES TOL.
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