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MEPOzZ A: OEQPHTIKEZ INQ2EI2

1. Evcaywyn ota Computer Graphics

Me tov 6po Computer Graphics 1 CG 3 CGl (Computer Generated Imagery)
ovapEPOUAOTE OE ELKOVEG I OELPEC €LKOVWV Tou Snuloupyolvial PE TN XpPnon
NAgKTPOVIKOU uttoAoyLlotr. Mapdtt eival duvatni n Snuoupyia SLoSLACTATWY EKOVWY UE
™ PonBewa nAektpovikol umoloylwoty oOtav avadepopacte oe CGl ouvnBwg
ovapePOUAOTE O TPLOOLAOTATEG ELKOVEG. AUTEC TIG TPLOOLAOTATEG ELKOVEG TIC
OUVOVTAUE KUPLWG OoToV Klvnuatoypado, Tnv tnAeodpacn kat Bvteomnatyvidia.

1.1 Boaoweég Evvoleg

Ma va yivel katavontn n dtadikacio tng mapaywyng pog 3d animation tawiag
TIPEMEL MPWTA va yivel avadopd otig Baotkeég Evvoleg twv Computer Graphics. MNa tv
Snuloupyla pLag ewkovag Pe xpnon umoAoylot mpeEnel va AndBolv unoPv KATOLEG
TIAPAUETPOL TIPOKELUEVOU Va eTUTEUXOEL TO eMBUUNTO amOTEAECUA. APXLIKA TIPETEL VAl
yivel Slaxwplopog avapeoa oe pn SLAVUCUOTIKEG (raster images) Kal SLOVUCHOTIKES
€LKOVEG (vector images).

Mn Stavuopatikég elkoveg (Raster i Bitmap Images)

Q¢ un Sdlavuopatikég ekoves (Pnoloypadikég) opilovial oL ELKOVEG OL OTOLEG
Snuloupyouvtal amnod €va oUVoAo elkovooTtolxeiwv (pixels). Ol elkOVEG AUTEC amOTEAOUV
v mAsloPnoia Twv eovwy mou epdavilovtal otov UmoAoylotrh. XpnoLLOTOLWVTAS
oUToU TOu TUTIOU E€LKOVEG UTtApxeLl n Suvatotnta va yivel emefepyaocia plag nén
UTIAPXOUOOG ELKOVAC UE Ta KATAAANAQ Tpoypdppata. AKOPA, 0€ TIOAAEC TIEPUTTWOELG
QIALTOUV ALYOTEPO XWPO YLa TNV aMOBRKEUCN TOUG OE OXEON UE TIG SLAVUOUATLKEG TTOU
Ba efetaoToUV TMAPAKATW KABWC €MIONG KAl ULKPOTEPN €MEEEPYAOTIKA LOXU yla TtV
enefepyaoia Toug. To BACIKO TOUG HELOVEKTNUA Elval OTL AGyw Tou TpOTou dnuLoupyiag
ToUuG eival e€opTwWUEVEG armo ta pixels mou onuaivel 0tL n omoladnmote enetepyacia
Toug emudpépel aAloilwaon otnv apxikn ewkova. MeyaAltepn alloiwon TpoKaAel n
neplotpodrn NG KABwg koL n peyéBuvon tng SnUoUPYyWVTOG TO ¢GOLVOUEVO TIOU
amokaAoUue «pixelate» SnAadn TNV epdavion TwWV ELKOVOCTOLXELWV TTOU OTOTEAOUV TNV
ELKOVAL.

Awavuopartikég elkoveg (Vector Images)

OL SlavuopaTikeg elkoveg dladépouv teAeiwg amd TG Un SLAVUCUOTIKEG OGOV
adopd TOV TPOMO Snuioupyiag tous. Evw ol bitmap ewkoveg dnuloupyolvtal OMwG
avadEpBnke mapandvw anod €va cUVOAO €LKOVOOTOLXELWY, 0TI SLAVUCUATIKEG ELKOVEG
xpnotgornolouvtal padnuatikoi aAyoplBuol Kol OCUVTETAYHEVEG KOl ETETA Ol



TIANPOPOPIEG AUTEG HUETATPEMOVTAL OE [N SLAVUCUOTIKEG ELKOVEG WOTE VO OMOTUTIWOEL
To anotéAeopa otnv 00ovn. Baoikd MAeovEKTNUA TNG XPNONG SLAVUOUATIKWY ELKOVWV
elval n un aAloilwon toug Katd tn peyeBuvon kal meplotpodr). M’ autd tov Adyo ot
npoypaupota 3d povtehomoinong  KalL animation XpnollomoloUvVIalL Katd KOpov
SLOVUOUATIKEG ELKOVEG ME TN Hopdr wireframe oL omoleg apyotepa PETATPEMOVTAL O
un dtavuopatikéC Héow tou rendering.

Vectors

Bitmaps

Ewkéva 1 Vector Image apilotepa Bitmap Image Seéia

T e
e
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Brebes

Ewkova 2 Character in Wireframe



Ba0o¢ Xpwpatog (Color Depth)

Onwg emwBnKe TPONYoUUEVWCE, OL UN SLOVUCUATIKEG ELKOVEG SdnuloupyouvTal
«avaBetovtag» mAnpodopieg oe pixels. To kaBe pixel pmopel va mepLEXeL €va pLoOvo
XPWUO TO €UPOC TOU omoiou efaptatal amno 1o Badog xpwuatog mou Ba Tou opioel o
XPNotng. To xpwua ToU TPOKUTITEL ival SlaBabuioelg TpLwY XPWHATWY, TOU KOKKLVOU,
Tou TpAcLvou Kat tou pmAe (Red, Green, Blue 1 RGB). Q¢ BaBog xpwuatog opiloupe to
gUpoG tTwv Suadlkwv Ynolwv TOU XPNOLUOTOLE(TAL Yl TNV OvVATAPACTACN TOU
XPWHOTOG KABE elkovooTtolyeiou (pixel). To evpog autd ekppaletal wg Suvapn Tou 2.

Grayscale. H elkdva mou mMpoKUTITEL €lval AoTmpn, pavpn Kabwg emiong mePLEXEL Kol
StaBabuioelg Tou ykpL.

8-Bit Color. To PBdaBog xpwpatog 8-bit eivat to TUMKO PaBo¢ XPWHATOG TOU
Xpnowlomolel €vag umoAoylotng Kot meptAapBavel 256 amoxpwoelg KaBevog amo To
KOKKLVO, TtpACLVO Kal UTTAE dSnAadr) cuvoAika 16.777.216 ypwuata .

16-Bit Color. Avtiotolya pe to 8-bit, To 16-bit color mapéxel 65.536 amoxpwoelg Tou
KaBevog amd ta Tpla Ypwupata. XpnoWomoLeltal Kupiwg otnv TnAsdpaocn Kol oTov
Klvnuatoypado.

32-Bit Color. To Babog xpwuatog oe 32-bit (7 Deep Color) mapéxel 4.294.967.296
OTIOXPWOELG TOU KABE KavOoALOU XPpWHOTOC. XPNOLUOTIOLELTOL OTOV KLvnuatoypddo Kal
dlaitepa o€ TaLVieg TOU KAvouv €vtovn xprion CGl.

High Dynamic Range Imaging (HDRI). Ot HDR elkoveg €xouv Sladopetikn plocodia
oMo TIC CUMPOTIKEG E€IKOVEC. Me QUTA TNV TEXVIKI OITOTUTIWVETOL HLOL ELKOVA HE
Sladopetika enineda pwrtewvotntag (luminance levels) and ehaylotn £€kBeon (exposure)
€wC UTEPPOAKN KOl ETELTA TO AOYLOUIKO KAVEL OUVOEON TWV EKOVWV OE MO HE
OIMOTEAECHA N TEALKN EKOVA VO EXEL LEYAAUTEPO €UPOC PWTELVOTNTAG OO TLG APXLKEG
ELKOVEC.

Ewkova 3Eikova oe Stagpopa Color Depth 1-Bit, 4-Bit, 8-Bit, 24-Bit



Color Channels

Q¢ Color Channel opiloupe to KaBéva amod ta Tpia PACIKA XpWHATO TOU
XPNOLLOTIOLEL O UTTOAOYLOTAG yla va OUVBEGCEL OAa Ta UTTOAOLTA. Ta XPWHATA AUTA OTIWG
avadEPAE TOPATIAVW ELVOL TO KOKKLVO, TO TIPAGLVO KOL TO UITAE. ZUXVA XPNOLUOTIOLE(TaL
Kal €va TETOPTo KavaAl mou ovoudletal alpha channel (1 matte channel) w¢ kavaAtl
Sladavelag (transparency).

Tumnot Apxeiwv (File Formats)

Katd tn dnuioupyia to PACIKOTEPO KOUMATL €lval N AmOTUNMWON TOU TIEPLEXOUEVOU OF
popdn katavontn yia tov Beatr). Auti n anotuniwon Aéyetal Rendering. Katda tn dtadikacia
Tou Rendering, To 3d meplBAaAAov peTaTpENETAL €iTE O apXela Bivieo eite oe UL OELPA ELKOVWY
TIC omoieg otnv Tmopeia evwvoupe Oladoxlkd TPOKEIHEVOU va mapaxBel to emBupntd
QTOTEAEC AL

Tunot Etkovwv

JPEG (Joint Photographic Expert Group). Eival iowc o o StadeSouévog TpOTMOG AMWAETTIKAG
CUUTTLEONG ELKOVOLC TTIOU OPWEG AOYW TOU HIKPOU UeYEBOUC ELKOVWY TIOU TIPOKUTITEL N Xpron Tou
elvat eupéwg Sladedopévn.

TIFF (Tagged Image File Format). Ot eikoveg tUmou TIFF lval aoUUMIECTEG KAl CUVETIWG LEYAAEG
o€ péyebog kabwg mep\apBavouv peyain moootnta mAnpodoplwy. Eniong pmopolv va ivat
elte grayscale eite RGB eite oe CMYK Sivovtog £tolL peydAn sueliéia otov xpnotn.

RAW. Elval aouumieoteg, un enefepyacpéveg elkOVeG (ouvnBwg amd dwtoypadikr) unxavn) ot
omnolec ouvnBwce petatpémnovtal o TIFF mplv tnv enefepyaoia Touc.

PNG (Portable Network Graphics). Mpokewtal iowg ywa tov mio Slodedopévo TPOMO N
OMWAEOTIKAC oupmieong. Mmopel va nepthapPavel alpha channel dnAadn kavdAtl Staddvelag
(transparency).

Tumot Bivteo

AVl (Audio Video Interleave). EivalL amé toug mio maAlouc tUmoug apxeiwv Bivreo.
AnpoupynBnke and tn Microsoft to 1992 kat Adyw TNG CUMPATOTNTACG TOU ME TA TIO YVWOTA
Moylopwa (Windows, Macintosh, Linux) aAA@ kot TG amAOTNTOC OTNV OPXLTEKTOVLKAC TOUC
Bswpeltat To Mo yvwoto video format.

MPEG-4 (Moving Pictures Expert Group 4, MP4). >ta. MP4 to kavaAl Tou Bivteo kol Tou fxou
ocupmnélovtal Eexwplota (cuvnBwe .H264 1 .H265 yla to KavaAl tou Bivteo kat AAC ywa to



KOVAAL TOU NYou). AKOUQA, XApN OTO OXETIKA ULIKPO PEYEDOG TOU, TNG KAANG TOLOTNTAG TOU UETA
TN oupnieon mou udiotatal aAAd Kal tTng cuPPATOTNTAC TOU TOOO O€ OTABEPOUC UTIOAOYLOTEG
000 KOl O£ OUOKEUEC KlvnTNC tTnAedwviag to kablotouv €va amd toug mo dadedopévoug
tumoug Bivteo

FLV (Flash Video Format). Eival apyeia Bivteo mou kwdikomolovvtal pe to Adobe Flash Player.
AUTOG 0 TUMOG apxeiov Atav uExpl mpoodata o 1o StadeSopévog yla tnv ipoPoln Bivteo oto
Sladiktuo Kuplwg Adyw Ttou OtL otn mAsloPndia Ttwv oTtooeAldbwv Tou umootnpilouv
avamnopaywyn Bivteo xpnolwpomnoleito to Adobe Flash Player. Mpoodata efattiag kamolwv
kevwv aodaleiag oto Adobe Flash Player aAAd kal xapn otnv avodo GAAWV TEXVOAOYLWV OTIWG
To HTLMLS5 n xprion twv FLV apyeiwv yivetal oAoéva Kol Tto onavia.

AvaAuon (Resolution)

H avaluon pog dovepwvel Tov oplBpo Twv elkovooTtolXeiwv (pixels) piag slkovoag. Ekdpaletol
elte wg¢ H * V (Horizontal * Vertical) eite wg X MP (X MegaPixels). Oco peyalutepn eival n
avAAUCN TNG EKOVAG TOOO PeyaAUTtepn AemTopépela Ba umapyel otnv wkova. Ot o ouvnBeLg
avaAvoelc og Bivteo ivat:

Standard Definition (SD). H eikova og autn tnv avaiuon nepthapPfavet 480 kabBeta pixels.

High Definition (HD). H sikdva oe autr tnv avaAuon mepléXel meploocotepa amo 480 kabeta
pixels. ZuvnBwc 720 ) 768 (avadépovtal kat wg 720p, 768p).

Full High Definition (FHD, FullHD rj FullHD 1080). H sikéva ce autr tnv avaluon meptAapBavet
1080 kaBeta pixels (1080p).

4K Ultra High Definition (4K UHD). H ewkéva oe auti tnv avdluon nepllapBavel 2160 kabeta
pixels (2160p).

8K Ultra High Definition (8K UHD). H ewkéva oe auti tnv avdailuon nepllappavel 4320 kabeta
pixels (4320p).

2160 Pixels

1080 Pixel

Ewova 4AvaAuon Ewkovag o€ 4K (aptotepa) kat Full HD (6&éict)



Nbyog Ewkovag (Aspect Ratio)

O Abyog lkévag eivat o Aoyog tou mARBoug Twv opldvtiwy pixels mpog to mMARBo¢ Twv
KaBetwv Kkat ekdppaletal we H:V. MNa mapadelypa o pla elkéva avaiuvong 1920 * 1080
(A 2MP) o Adyog elkévag eival 16:9. Mapott unapxouv moAlol Stadopetikol Adyol
ELKOVWV 0 ouvnBéotepog eival o Aoyog 16:9 kat 21:9 otov Kivnuoatoypado.

B 55"TV 4:3

Video area: 1074 in® .
Video area: 978 in? .
Video area: 824 in?

55"TV 4:3

Video area: 814 in?

Video area: 1291in? .
Video area: 1087 in?

B . 55"TV 4:3

Video area: 608 in? .
Video area: 967 in? .
Video area: 1449 in?

Ewkova 5 Ataopetikoi Adyot elkovag

PuBuog avanapaywyng (Framerate)

EKTOC TNV avAaAuong kKol Tou AOYoU E€IKOVOG €ival onpovtikd va yvwpiloupe tnv
ToxUTNTA eVOAAOYNC TwV KapE. Autr n evallayr ovopaletal Framerate kol ekppaletal
w¢ To MANB0G TwV KapE mou mapépyxovral ava dsutepolento( frames per second n fps).
Mapott 0 aplBuog twv kapeé avd deutepoAento dev elval auotnpd KaBopLoUEVOC
UTTAPXOUV KATIOLEG TIUEC TTou Bewpouvtal standard téco otn mpoBoAn Bivieo 600 Kal
otn Blopnyxavia tou Kwvnuatoypadou.

e Avaloywko onpa PAL: 25fps
e Avoloyiko onpa NTSC: 30fps



e Kwnuatoypadikn tawia: 24fps
e [lpoPoAn Bivteo oto Stadiktuo 30 f 60fps

Bitrate (PuBuog petadoong)

Q¢ puBuo petadoong opiletal to MARBOC Twv bits mMou xpnolyomolel éva PECO N
edpappuoyn o povada xpovou. TuvnBwc LeTpdpe To MARBoCg autwy Twv bits ava Ssutepolento.
‘000 peyaAltepog o aplBuodg Twy bits mou xpnolpomolel To pHéoo yla tnv Kwdkomoinon (otnv
nepimtwon mnou efetalouvpe gpeic n avamapaywyn Bivieo) 1000 meplocotepeg mMAnpodopleg
METADEPOVTAL TNV EKACTOTE OTLYMI KATL TTOU CUVETTAYETAL KOAUTEPN TIOLOTNTA ELKOVAG KO FXOU
oAAQ mopaAAnAa kot peyaAltepo péyebog apyeiou.

1.2 Itadwa napaywyns (Workflow)

Ma TNV mapaywyr HLag Tawiag elvol GnUavIko va akoAouBrooUHE KATIOLO CNUAVTIKA Bruata
TIPOKELUEVOU VA EEOLKOVOUNOOUUE XPOVO Kal Xpripata l8IKA av SOUAEUOUUE OE OTEVA XPOVIKA
neplBwplo Kol TEPLOPLOUEVN XPNHUATOSOTNON, TIAPAYOVTEC OL omoiol urmopolv va BaAouv to
project oe kivbuvo. ' autd €xouv avamtuyxBel 3 otdadlo mapaywyng moU OKOTO €XOUV va
BonBrioouv toug cuvteleoTtég otnv taxUTepn UAomoinon 6Aou tou project. Ta otadla autd
Xwpilovtal Baoel Twv Sladkaclwy mou mpayuatonolovvtal o preproduction, production kat
post production Kal 0 TILO CUVETOC TPOTIOC lval va akoAouBoUvTal Pe AUt Tt osLpd.

Preproduction.

To otadlo auto fekvdel amoTeAel To MPWTO PAUA OTNV Ttapaywyr TnG towiag. Tote
gekvael n Stadkaola eUpeong NOOMOLWY, TEXVIKWY CUVEPYELWY, KOOTOU LWV, OKNVIKWY KaBwg
KoL N avaAuon tou oevapiou o storyboards. To storyboard eival o oxeSlaopO¢ TwV OKNVWVY O€
XapTl Kal amoteAolv Baotkd pépog Kabwe emitaxUvouv Tn Stadlkaoia mapaywyng Tng towiag
MpoodEPOVTAC Lot OMTIKN ovamopactacn tng ekaotote ANYNG tng kdBe oknvAag. Ztnv
nepintwon towiag amokAelotika pe CGl otolyeia (animation) woxUouv ot iblec Stadikaoieg aAAd
™ 00N TWV KOOTOUWULWV Kal Twv nbomowwv maipvouv ot CGIl artists mou avohappdavouv To
OXEOLOOUO TWV XOPAKTHPWY KAl TwV oKNVIKWV ot 2d Kkat énetta og 3d kaBwg Kol voice actors
mou Ba «xapicouv» TN GwVr) TOUG OTOUC XUPAKTHPEG.

Production.

Ito otadlo auto, kat adol é£xouv oAokAnpwBel oL Sladlkaocieg oto
Preproduction otddlo, ekwvave ta yupilopata tng tawiog ocupudwva pe to storyboard
Kal TI¢ odnyileg Tou oknvoBEtn. Itnv MePLMTWOoN Tou animation, cuvapuoAoyeital to
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OKNVLKO, TOTOBETOUVTAL Ol XOPOAKTAPEC OTO XWPO Kal Tpaypatomnoleital n dtadikaoia
TOU animation pe tnv omola Sivetal Kivnon 0ToUG XapaKTAPEG KAL TOL AOUTA OTOLXElQ TWV
OKNVIKWV.

Postproduction.

To Postproduction amote)el to Tpito Kot teAeutaio otadlo TN mapaywyng tg Towviag.
Zekwvael apoU TEAELWOEL TO OTASLO TNG MAPAYWYNG. 2€ AUTO TO OTASLO YiVETAL TO PovTal TG
tawiag, n enefepyacio r emavnyoypddnon twv SlaAoywv, Tpoodnkn elblkwv £dE Kal
nxoypadnon Twv HOUCLKWYV KOUHOTIWVY Ttou Ba mepthapBavovtal otnv tawia. Adol teAelwoel
KOLL OLUTO TO OTASLO N Towvia Bewpeital £ToLUn Kot «KAELOWUEVN».

Tpwoblaotatn Movtehonoinon (3D Modeling)

e Qo animation QmOKAELOTIKA Tolvia amotteitol ouvnBwg va SnULOUPYHOOUUE
XQPOKTNPEC KAl OKNVIKA oo Tto pndév. Akopa Kal av Pacilovtol o UMOPKTA TPOCWTA N
nieptBaAlovia otnV cUVTPUTTIKY TAsloPndio Twv TepuUTtwoswy Ba xpelaotel Kamolwov eidoug
Slapopdwaon yla TG avaykeg Tig tatviag. Auti n dwadikacia tng dnuoupylag 3D xapaktipwy
KoL meptBarAoviwy ovopaletat 3D Modeling.

2.1 BaowégEvvoleg Movtelomnoinong

Mo ™ TPLWSLAoTATN HOVIEAOTIOINON TOOO TWV XAPAKTAPWY OCO0 Kol TWV OKNVIKWY
UTIAPXOUV SLAPOPEG TEXVIKEG avaAoya e TIG aVAYKEG Tou project. OL U0 emikpatEéoTepeC eival
n NURBS modeling kat Polygonal Modeling texvikec.

Polygon Modeling. Eival n mo ouvnBlopévn texvikn poviehomoinong xapaktripwy oAAd Kat n
TIPOTLUOTEPN YLOL HOVTEAOTIOINON QVTIKEWWEVWY OTA Omolo n AemTopépsla Oev  Kplvetal
amapaitntn. H avamapdotoon TOU OVTLKELUEVOU TIPOKUTTEL amd enml HEPOUC MOAUywvA, ME
Mapopolo tPoémo &nAadn e TIC MN OSLOVUOUATIKEC €LKOVEG (raster, bitmap images) mou
ovaAUCOUE TTapATAavVw. AUTA TO TTOAUY WV TIPOKUTITOUV OO TPEIC ETTL LEPOUC GUVIOTWOEG.

Vertices (Kopudég). OL kopudég eivat povodidotata onueia otov 3D xwpo. H kaBe kopudn
nepthapBavel mAnpodopieg OXETIKA HE TN YEWUETPIKA B£on Tng oto Xwpo, MAnpodopia
XPWUOTOG, UG, AVTAVAKAAGCNC.

Edges (AKMEG). O akpég sivat Stodidotateg euBeieg ypappég oL omoieg evvouv SU0 KopudEC.

Faces (Emiudaveieg). Ot emiddveleg elval TO QMOTEAECUA TNG CUVOECNC TPLWV N TIEPLOCOTEPWY
Kopudwv. OL emidAveLEC AUTEG amoTeAoUV Ta TOAUYWVA TOL OTIOLA E TN OELPA TOUC CUVOETOUY
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TO QVTIKE(PEVO TIOU €TIOUUOUE. € avtiBeon Pe TIC KOpUPEC KAL TIG AKUEG, oL ETLPAVELEC Elval
0pATEG PETA TN Stadikaoia tou render.

1

Edge

Face

< Vertex

Ewkova 6 Kopupég, AKUEG kal ETtipaveleg MEWUETPLKOU SXNUATOG

E€attiag tou tpdmou Snuloupylag Twv avilkelpévwy e To polygon modeling n eukpivela
tou efaptatal and TV avaluon tou. AnAadn £va avTikeipevo mou dnuwoupynbnke amod pkpo
aplOpo TOAUYWVWVY Ba €XEL ULKPOTEPN AEMTOUEPELA OO £VA AVTIKE(PUEVO TTIOU SnuLoupynBnke
and peyoAUtepo aplBpd moAlywvwy. I’ auto BonBadel pla Texvikn mou ovopdletal Subdivision
Surface Modeling 1} Subsurface Modeling pe tnv omoia dnuioupyole emi pépoug MOAUywva
oo ta &N UTAPXOVTA TIPOKELLEVOU VO AUENCOUE TA EMIMES O AEMTOUEPELAG TOU QVTLKELUEVOU.
Auth n Sladikacio OpWG amattel OTMwWE elvol AoyKo UeYAAN eMefepyaoTLKn LoXU omote Kaho Ba
elvat va yivetal pe HETPO KAl LOVO OTAV TIPAYHATIKA XPELALETOL QUTH N ETIUTAEOV AETTOUEPELQL.

Ewova 7 Spaipa e ueyalo (aplotepa) kat Ukpo (Seéia) aptdud moAvywvwy

NURBS Modeling (Non-Uniform Rational B-Spline).

Ye avtiBeon pe to Polygon modeling to NURBS modeling gv mpokUmtel amo
Snuouvpyla mOAUywvwv oANG avtiotolyo HE TIG OLAVUOUOTIKEG ELKOVEC £ilval
QTMOTEAECUA HAONUATIKWY aAyopiBuwv. Mo va SnULoupyoOUUE VOl AVTIKEIUEVO UE TN
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NURBS texvikn Bétoupe kamola onueia otov TPLoSLACTATO XWPO KoL O UTIOAOYLOTAG HE
TOUG KOTAAANAOUG aAyoplBuoug Snuioupyel KapmUAeG oL omoieg¢ Aoyw tou OtL Oev
TIEPVAVE armapaitnta and to onuela mou tou B€toupe dev €xouv OMwWAELX OTNV
okpifeta. H NURBS Ttexvikrl XpnolUOTMoOLE(Tal KUplwG o avilkeipeva mou xpnlouv
AEMTOUEPELAG OMWG OTN HUNXOQVIK OAAQ KAl OfE EMLOTNUOVIKEG TIPOCOMOLWOELS
(Simulations).

Shaders. Ta shaders eivat Aewtoupyieg tou mpoypappatog 3D modeling. O
KwSIKAC aUTOC OTEAVEL €va oUVOAo amd textures Kol CUVTETAYUEVEG OTNV KAPTA
YPOPLKWVY Kal ETUOTPEDEL TO ATOTEAECUA. TO ATMOTEAECUA AUTO APXLKA ATV N oklaon
TWV EWKOVWV OAANG TAEoV €xouv eTumAéov  SuvaTOTNTEG ONMWCE OVIAVAKAAOELG,
SlaBAdoeLg, anoppodnon KTA.

™

Opaque White Opaque Fresnel Rim Transparent Realistic Glass Fresnel Reflection Pure Reflection)
Fresnel Rim

= White Diffuse = Black Diffuse = Transparent + = Transparent + = Diffuse + Fresnel- = Cubemap-

+ Specular. + Fresnel Falloff Fresnel Falloff Fresnel Falloff- Cubemap reflection Reflectionionty)
(no Cubemap- (no Cubemap- Cubemap-reflection
reflection) reflection) (+color tint)

Rendered in V-ray with Global Humination - bake Gl-light ta lightmap for comparable visual In Unity.

Ewova 8 Atapopetika Shaders atnv (Sta opaipa

Yoéq (Textures). OL uPEC OUCLAOTIKA ATTOTEAOUV LILOL TIPOCOUOLWON UALKWVY TIOU
OUVAVTLOUVTOL OTNV TPAYUATIKN {wh. XPNOIUEVOUV WOTE VA YIVETAL TO OKNVIKO Kol O
XQPOKTA PG TILOTEUTA OTOo Beath.
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Ewkéva 9 Xapaktnpog ywpic kot ue Yon

2.2 Movteglonoinon ZKnvikou

H povtelomoinon tou meptBarlovtog (oknvikou) gival omo Ta onUavVIIKOTEPA
otolxela mou ouvBEtouv TNV tawia. Mpémel va dnuloupynBel €va oknvikd mou Ba
TalplAlel OTIC AVAYKEG TNG TOWVIOG TOOO amd OPXLTEKTOVIKAG among 000 Kal ormo
anoPn pwtiopov. MNa v taxvtepn SLeKMepAiwan TG povtehomoinong ouvnBwg €xeL
nponynBel n amotunwaon Tou okNVikoU og xapti and designers QMOKAELOTIKA Yyl TO
nieptBarlov. Adou yivouv SlopBwoelg To oxESLo mepvdel ota Xépla twv Environment
Artists mpokelévou va petadepBel 0 «kOoHOG» amo Tig SUo Slaotaoelg o TpeLg. Exel
SNULOUPYOUVTOL TO AVTLKELMEVA, OL XWPOL, N YEWUETPLO TOU okNnVIKoU, UdEG Kal shaders
Kol TEAOC 0 GWTLOUOG O Omolog TPETEL va TALPLALEL TOCO OTNV TpAyUaTIKOTNTA (TU.X.
wpea TNG NUEPAG) 600 Kal oto U¢OoC TG Tawviag. MoAAEC PopEC YiveTal Xprion Kal pn
peaAloTikoU PWTIOHOU TIPOKELUEVOU vo  Swoel €udoon ota cuvalodriuota Tou
XQPOKTAPA ] O€ KATIOLO KOUPBLKAG onpaciag avikelpevo mou BpilokETAL OTO OKNVLKO.

2.3 Movtedonoinon Xapaktipa (Character Modeling)

To loWC Lo GNUAVTLIKO oToLXELO TNG Tawviag Sev eivatl GAAO amd TOUG XOPAKTHPEC TOU
CUMUETEXOUV Kall LKA aUTOL TTOU £X0UV TIPWTOYWVLOTIKOUE pOAOUC. AUTOL elval TTOU apyLka
«Tpapave» ta PAEPHATA TwY Beatwv Kot ouvnBwg oxedLalovTal e TETOLOV TPOTIO WOTE VA
Snutoupyolv cuvateBnpato otov Bsatn pe BAon tov polo mou £xouv oto oevaplo. Ot
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XQPOKTNPEC OTIWG KAL TOL OKNVIKA yLa TO oTtola LIARCaE TTapamdvw mpwta oxedlalovtal oto
XapTL amo concept artists ano Slddopeg OMTIKEG ywvieg kat o Sladopeg Oleg Kal eKDPACELC
wWoTe apyotepa va dleukoAuvBel n Stadikaocia tou 3D oxedlaopou. Ito otadio tou 3d modeling
TOU YapaKtipa HeTadEPeTaL TO oXESLO amo To XapTi oto mpoypappa 3d modeling émou adou
yiveL n amelkdvion tou mpootiBevtal textures kat shaders kat yivovtat pikpoS1opbwoeLg
avAaloya e TIG avaykeg tou project. MoAEG dopég oxedlaletal o i6Log xapakTApaG TTOAAATTAEG
dopEg av kpLBei otL To apxikd 3d model dev emapkel yla kAmoleg okNVEG 1 ARPELG.

Ewova 10 Sxebiaouog Xapaktipa kot to avtiototyo 3D Model

Zxeblokivnon (Animation)

To animation sivat n «puxn» TN towviag. AnoteAel To BACLKOTEPO CUCTATLKO TNG
tawiag kabwg tn «dEpvel otn Lwn» dlvovtag Kivnon 6Toug XOPAKTHPEG KOL TO AVTLKELEVA TTOU
amattouyv kivnon. MNa va 600el kivnon og KAmoLo otolyelo MPEMEL MPWTA VA TPOOoTEBEl OKEAETOG
(armature). Otav Aoumov Kveltal évag XapakTipag ouolooTikd aAAalel n kKAipaka (scale), n
neplotpodn (rotation) kat n tonoBeoia (location) Tou okeAeTOU AUTOU KL KOTA CUVETELD TO
UEPOG TOU UALKOU (mesh) ou autdg emnpedlel. O oKeAETOC AUTOC UMOPEL VOl XTLOTEL «KOKKOAO-
KOKKOAO» (Single bone) 1} va emidexBoUv MPoeTIAEYUEVOL OV TO TIPOYPALLLO TIOU XPNOLULOTIOLELTOL
npoodEpel autr T Suvatotnta. Mo tn dnuLoupyla Kivnong xpnotpomnolouvtal Kuplwg Tpeig
TEXVLKEG avAAOya LE TNV MEpiMTWON.
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Ewkéva 11 Character Armature

3.1 Animation pe texvikn Keyframing

Mpokettal yLo tnv mio Stadedopévn Texvikn Kabwg ivat poottr o omolovdnmote £xel
npooPaocn o€ éva npdypappa 3d modeling xwpig emumAéov £€0da yla eEOMALOMO. H TeXVIKA QUTH
glvat oAU ypovoPopa oA Ta amoteAéopata eival EKTANKTIKA AKOMO KOl 0 GUYKPLON LLE TV
motion capture Texvikr tou Ba SoUpE MAPAKATW. XTNV TEXVIKN aUTr HeTaBdAlovTal oL LOLOTNTEG
Tou okeAetou (location, rotation, scale) xelpokivnta yla kaBe kokkaho amoBnkevovtag kabe
oAAayn otov agova Tou Xpovou. O£tovtacg dnAadn éva keyframe. Mmopouv va petaBAnBolv
TIOAAQ 00TA 07O 1810 KapE (frame) aA\d oL o (610. H TeEXVIKN aUTA £lval N TLO AMOTEAECHATIKNA
yla TavieG oL OTIOLEC €XOUV N PEAALOTIKA oTolela. MNa mapddelypa oL tavieg animation
OTOKAELOTIKA e Lwol 1 HE XOPOKTAPES (akopa kot avBpwmnopopdouc) mou de cuumepidépovral
ocav avBpwrol (stretch, un peaiiotiko walk cycle) amodidovral kaAUTepa OTav o animator €xet
TIANPN EAEYXO TWV KLVAOEWV KOl EKPPACEWV TOU XOpOKTPA. M Lo Kivnon Tou XapaKktripa o
€va SeuTtepOAENTO UmopoUV va TeBolv akopa katl XAladeg keyframes mpoketpévou va
emutevyBel to emBUPNTO anotéleopa. M autov Tov Adyo oTI¢ animation Talvieg eKTOG amod Toug
animators umdpyouv Kat ot junior animators. O animator B£teL tnv apxkr Kot teAkr Béon tou
XOPOKTAPA KAl oL junior animators kaAoUvtal va «KaAUpouv To KevO» Twv eVELAUECWY KAPE.
AuUTH n TEXVLIKA XPNOLUOTOLELTAL OO TLG HEYAAUTEPEG ETALPLEG MOPAYWYNC TAWVLWY animation
onwg Disney, Pixar kat Dreamworks yla Toug Adyoug mou mepLypadpnkav moponavw.
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Ewova 12 Keyframing ue apyikn 9éan tou okeAeTou.

Ewkova 13Keyframing pe teAkny O€on tou okeAetoU.

3.2 Animation pe texvikn) Motion Capture (Mo-Cap)

H texvikn auth xpnotgomoleital kupiwg otn Bropnyavio Tou gaming kabwg pmopet va
SWoel ypryopa QmOTEAECHOTA O PEAALOTIKEG KWVAOELG. Mol TapAdslypa yia g mola Omou o
XOPAKTAPOC KPATAEL €va TILOTOAL avti va teBouv keyframes yla kaBe kivnon mou pecohafel and
TN OTWYUN TIou B OKOUUTIOEL TO TILOTOAL MEXPL TN TEAIKA TOLa o oToXeVEL, Ta omola unopel
va glval Onwe avadEpape TAPATIAVW OKOA Kol XIAASEG avaAloya e TNV TEPUTAOKOTNTA TNG
kivnong, xpnoluomoleitat nBomold¢ o omoiog ¢opdel TOV KOTAMNAO €EOMALOUO Ko
TIPOYLLOTOTIOLEL TNV CUYKEKPLUEVN Kivhon evw Tov Tpafdve MOAOMAEG KAUEPEG ATIO OAEG TIC
OTTIKEC ywvieg. Etol oe Alyn wpa amodelyetal epyacia mou pe tnv texvikn keyframing
umopolos va TIAPEL OKOPA Kol HEPEC. Me auTh TV TEXVIKN OL aloOntripeg mou ¢opasL o
NBomolog avixvelouv T aAlayEG OTOV XWPO Kol HECW ELBLKOU TIPOYPALMOTOC TG armoBnkelouv
oe €va apxelo motion capture .bvh. Etol adol SnuloupynBel o xapaktnpag kot tou S600el
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okeAetog (Rigging) pumopoUpe va GoPTWOOULE OTOV OKEAETO aUTO TO apxelo amodelyovtag tn
Xelpokivntn tomoBétnon twv keyframes.

Ewova 14 HSormoio¢ ue Mo-cap atodntnpeg kat deéia n avanapaotaon o 3d modeling mpoypauua

3.3 Animation pe texvikn Stop Motion

H texvikn autn xpnotuomno|dnke kupiwg oto mapeABov kabwg Sev unnpxav eldikda ede
OTOTE Ol OUVTEAEOTECG AMalav TIG MOTEG TWV XOPOKTHPWY, OL OTOLOL NTAV KOTOOKEUACUEVOL
ouvnBwg amd mnAo, kape kapé Sivovtag tnv PeudaioBnon tNG Kivnong. Auth n TEXVIKA €XEL
gykatoheldpBel mAéov kal xpnotpomoteital pévo ylo KaAALTexVikoug Adyouc.

Ewkova 15 Stop Motion Animation. H kae mola Snutouvpyeitar "ue to xépt" tou Snutoupyou

4. HYnTkoG IXeSLO0UOG
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O NXNTIKOG OXeSLAOMOC MPLag Tawiag sivol g€ioou kol 0 TOANEG TEPUTTWOELG TILO
ONUAVTLKOG HE TNV £lKOVa. MTopel va avupwoel 1) va kataotpEPel OAo To project Kot yU autov
Tov Adyo Sivetal dlaitepa peydAn mpocoy TOCO TN HOUGCLKN TNG TALVIOC OGO Kol GTOUG HXOUG
ToU TepBANOVTOC KaL Tal ELSLKA EPE.

4.1 Soundtrack

To soundtrack tng tawiag eival €va HOUCLKO KOMMATL TTOU CUVTPOPEVEL Hla Tawia
KUPLWG oToug TiTAoug apxnG Kal TEAoUC aAAG Umopel va epdavileTal Kol amocTOCUATIKA KATd
Tn SLApKeLa TNG Tawiag os onueila mou okomod £xouv va 600sl €udaon, TPOUOC Kal YEVIKA oV
oTOX0 €XelL TN Snuloupyla cuvalcOnuatwv otov akpoartr. Ta soundtracks amoteAolvrtal eite
oo MPOTUTIA LOUGLKA KOUATLA TTIoU NXoypadnOnkayv amokAELOTIKA yLa TG AVAYKEC TG TOLviag
(Star Wars, The Lord Of The Rings k.a.) (Film Score) gite and nén undapyovra koppatia (Licensed
Music Tracks) 1 akopa kat cuvduaopo tov Uo. TuvnBwg ta scores nyoypadouvtal KAtd Th
Sapkela tou postproduction otadiov wote va «8Evouv» HE TIG okNVEC UTIO TRV Ko.Bobriynon tou
oknvoBE£tn. To UdoC Kol To HoUGOLKO £idog Tou soundtrack mpémnel va cuvadel pe to UOG KaL TNV
gnoxn mou Stadpapatiletal n tawia xwpic oUW, OMwe o KABe KoAALTEXVIKA Snuloupyla, va
elvat avotnpog kavovag.

4.2 ‘Hyot NepiBaAiovrtog (Environment Sounds)

Ektdéc tou Soundtrack Paowkry 6£on oe gl Tawio KATEXOUV KAl OL AYOL TOU
nieptBarlovroc (Environment Sounds, Ambient Sounds). Autol ot Axot divouv otov Beatr thv
aAnBodavela mou XpeLlAleTAL WOTE VO TAUTLOTEL PEe TO PUOLKO TtepIBAAAov TG Tawiag. Katd tn
SLapKELa TWV YUPLOPATWY, oL XYoL autol hxoypadouvtal oto reptBaAlov mou Sladpopatiletal
N oKNvh Kal UmopoUlvV va xpnolponownBolv otn teAlkn popdn TNG Tawiag i Umopouv va
npooteBoUV apyoTeEpa av oL apXLKol oL eV LKAVOTIOLGoUV Tov okNVoBETN. Tnv nxoypadnon
Toug avalapBavel o boom man (xelpLotn¢ tou boom) kat £vag nXoAnmIng mou Bpioketal oto
o€T. Emelta ta nXNTIKA auTtd KOPUATIA TEpvAave oe AAAov nxoAnmen (supervisor sound editor) o
omolog Kkplvel av oL noypadnoelG €ival LKAVOTIOLNTIKEG yLa XPron. & UEYOAEC TAPAYWYECS
uTtapxouV MoANoL akoOpa cUVTEAEOTEC 0To postproduction otddio tou Axou. Ev cuvtopia:

Dialogue Editor. O Dialogue Editor eivat urmteUBuvog yLa Toug Staidyouc.

ADR Editor (Automated Dialogue Replacement Editor). O ADR Editor givat
umeLBOUVOC yLa TNV emavnxoypadnon SLaAdywv Tou SV LKAVOTIOINCAV KATA TNV apXLKA TOUG
nxoypadnon.

Special Effects Editor. O Special Effects Editor eival urmtevBuvog yla ta eldika ede
mou Ba xpnotpomnotnBbouv.
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Foley Editor. O Foley Editor ivat umevBuvog yLa Toug xoug Tou epLBAAAoVTOg
Omwg Bripata, Bpolopa Twv GUAAWVY K.OL.

4.3 AwdAoyol

Teleutaio PEPOG TOU NXNTLKOU OXESLOOUOU pLag tawviag aAAd e€ioou onUAVTIKO pE Ta
umolouta eival ot Stahoyol. Me toug SLOAOYOUG PG TTAPOUCLAZETAL EUKOAOTEPQ TO OEVAPLO
oANG KoL N PUXLKA KATAOTOON TwV Xapoktnpwv. Ot Sidhoyol cuvnBwg, OmwE KoL oL YOl Tou
nieptBarloviog nxoypadouvTal TNV WP TWV YUPLOUATWY Kal akoAouBouUv tnv idla Stadikaoia.
Ou Twvraveég (live action) kal ol animation towvie¢ akoAouBouv Sladopetik dlocodia
nxoypadnonc. Evw onwc simape otig live action tatvieg ol StdAoyol nxoypadouvral £ite KOTA TA
vyuplopata eite oto postproduction otddlo, ot animation tawieg nyoypadouvtal oto
preproduction otadlo wWoTe va SwWOoOoUV Hlo «EWKOVO» OTOUG anhimators Kal va Toug
kaBobnynoouv wote ta XeiAn va avtikatomntpilouv tn kaBs culMafn n ypaupa (lip syncing).

Mouth Animation

Ewkéva 16 Mouth Animation

5. Enefepyaoia Bivteo (Video Editing)

H enefepyaoia Bivteo avrkel oto Tpito otddlo mapaywync SnAadn oto postproduction.
Ye auth tn Stadikacia cuAAéyovtal OAeg oL AfPeLg kat o oknvoBetng pall pe tov Video Editor
eMAEyOUV TIOLEC amd auTéG Ba prmouv otnv Tawia. Tic meplocotepec GopEC, TA yupilopata
niepAapBAVOUV TIEPLOCOTEPEC OKNVEG OO OUTEG TIOU TEALKA KATAhEPVOUV VAL UITOUV OTNV TEALKN
popdn TG Tawiog onwg yla moapadetypa oANEC SladopeTIkeG ANPELS TNG LOLAG OKNVAG 1) aKOUA
KoL OKNVEG oL omoiec kOBovtal teAika yio Stddopoug Adyoucg amd Toug mapaywyous, OTwG
Slapkela, anoduyn audAEYOUEVWY OKNVWYV 1 av KPLBel OTL QUTEG OL OKNVEG «ATTOUAKPUVOUV
Tov Beatn» and to oevdplo. MoAAEG Popég Emelta amd tnv emionun KukAodopia Tng towviag
evbExetal va umapel emavakukhodopia tng tawiog pe emumAéov oknveg (Extended, Director’s
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Cut k.a.). OL animation tawvieg Sladpépouv o aUTO TO KOUUATL KaBw¢ n ANPN HLoG okNVAg
amaltel MOAU MEPLOCOTEPO XPOVO KOL CUVETIWE O QUOTNPOG MPOOoXeSLAOUOG TNG KABE oKNVAC
Kpivetal amapaitntog. e autd Bonbdsl n o Asmtopepng xprion tou Storyboard yia to onoio
MIANAOQUE TapaATIAvVW.

5.1 BaowégEvvolec.

H Sladkaoia enefepyaciog ULog Tawiog amattel ApLotn TEXVIKN VWO TIPOKELUEVOU TO
omotéAeopa va €ival KAVOTOINTIKO Kal mepAapBavel TOAAOUG TeEXVIKOUC Opoug yla tnv
Katavonon te. Mepikot amd autolg Toug Baoikolg 6poug eival ot e€NG.

Color Correction, Color Grading (Ba®povounon xpwpatog).

Mua Baotkn Stadikaoia mou Sev mapaleinetal moté sival to Color Correction. e autn
™ Sadikaoia yivetal 516pOwaon Tou XpWHOTOC TIOU KATEYPAE N KAUEPA E OKOTIO TO BEATLOTO
OTTIKO aMOTEAECHA. TUVNBWG oTNV TeAKN popdr g Tawiag avalntolUe TO UEYLOTO £UPOG
METAEL pavpou Kal AoTpou, eUPOG To omoio Sev pmopel va SWoeL N KAUeEpa. AKOUO, TTOAAEG
$OpPEC XpNOoLUOTIOLOUVTAL XPWHATIKA GIATPA YL CUYKEKPLUEVEG OKNVEC LLE OKOTIO T Snuloupyia
umoouvelbntwyv ouvaleBnudtwyv otov Beati i Slakomn TG mMopeiag TnG Tawiag (ya
napadetypa Flashbacks). Autr n texvikn ovopdletal Color Grading kot meplAapavel T6c0 10
Color Correction 600 Kat pta KAAALTEXVLKT TIPOCEYYLON TNG OKNVAC.

Ewova 17 Tortio iptv (aplotepa) ko ueta (6éua) to Color Correction
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Sequence.

Sequence 1} akoAouBia elval pla oELPA OKNVWY TTOU OKOTIO €X0UV TNV AoyLkn €EEALEN TNG
towiag. OL oKNVEG QUTEG evwvovTal HeTafl Toug pe tn Stadkaoia tou povtdl. H dadikaoia
ETAOYNG KL eEMegepyaciag Toug avadEPETaL TOPAKATW.

DF 1.0With Lt. Gov =

[“[5] 150805 Hope Reins.mp4 [V} ﬂ

C q
EAIE B | Bl [Bl | B [ B Al |[B| B onof B o & (B Bl A11f & | B | B AL =] Eml
T A189_Co01 010171 15|l (5] A185_C001 010171 015 ] [& A185_d [E] A189_C001 010171 O15.R3D

(7] (7] (7] @

Ewova 18 Sequences tormodstnuéva oe va Timeline
Green Screen.

H texvikr) Green Screen xpnotlgomole(tal Kupiwg o€ talvieg émou yivetal ouyxvn xpnon
Twv special effects omw¢ tawvieg Spaong kot tawvieg mouv avadépovtal os SladopeTikn moxn
o TO TOPOV KOL Ta yuplopata sival adlvato o MPOYHOTIKEC TOMoBeoieg. Me TNV TEXVIKN
Green Screen ouCLOOTIKA TO OKNVIKO Xwpiletal os background (mapaoknvio) kat foreground
(mpooknvLo) Kal otn cuVEXELD Ta U0 AUTA OKNVIKA EVWVOVTAL yla va Swoouv éva alnBodaveég
anotéAeopa. To ovopd tng 666nke AOyw TNG TEXVLKNG TOU Xpnotluoroleital. Ta otolxeia tou
npooknviou Bplokovtal prpootd amnd éva npdotvo (1 aAAeg popég pmAe) toixo 1 mavi. Katd t
Slapkela tou video editing auto To mpactvo Tavi ) tolxog adatpeital Pndlakd kot tomobeteital
ocav 8eUtepo kavaAl to background. TéAog pe kat@AAnAn eneepyaoia divetal n evtunwon oOtL
TO T(POOKAVLO KOl TO TIOPAOKAVLO Bplokovtal oTtov iSlo xwpo.
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Ewkova 19 Teyvikn Green Screen

B-Roll.

MoAAEC dOpEG HLa TEXVIKA TIOU XpnolpomoloUpe sival ta B-Rolls. Ta B-Rolls eivat
OUCLOOTLKG TTAQVO TOL OTtola OTTIKOTOLOUV TNV adnynon TMou aKOUYETAL €KELVN TN OTLyUN.
AnAadn avti va ypnotpomnotnBei to mAdvo mou Seiyvel tov adnyntri/nbomolod, xpnoLuonoteital
£va TAAvo mou Seiyvel to B€pa tng adrynong tou. MNa mapddelypo av o nBomoldog adnysital
™V Kataotpodn pag moAng avti to mAdvo va Seiyvel Tov nBomold Seixvel mAdva amod tnv
kataotpodn TNG MOANG. EToL KaTapEPVOUUE VO KAVOUUE Tov Beatr) TMLo TMPOCNAWUEVO OTNY
towia an’ ot Ba katadépvape pe v anin adnynon.

Montage (Movtag).

Movtal sivat n Stadikacio tng cuvdeong Twv SladopeTikwyv oknvwy (Sequences) e
OKOTIO TN AOYIKI CUVEXELA TNG TALVIOG [LE TPOTIO KOTAVONTO Ao tov Beatn.

5.2 Pon Epyaociag (Workflow).

Mo tnv tavtepn ohokAnpwan tne tawiag, otn Stadwacia tou Video Editing
akoAouBeital emiong pLa pon epyaciag (Workflow) n onoia e€aptatat and tov Video Editor kot
ToV TaXUTEPO YU QUTOV TPOTIO Va PEPEL €1G TEPAC TN CUVOEDT KAL TNV EMEEEPYATLA TWV OKNVWV.
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MapotL 6ev umopoU e Vo OPLOOUE QLUOTNPA TN OELPA TTIOU 0LKOAOUBELTAL, OTIC TEPLOCOTEPEG
TMEPUTTWOELG N Sladikaoia mepthappavel ta e€n¢ otadia:

Wndronoinon (Digitizing).

ApxLka cUAAEyovTal OAeG ol ANPELG OAWV TWV OKNVWVY OO TNV KAKEPA KAl EL0AYOVTOL
oto mpoypaupa enefepyaciag Bivteo (bins).

Ta§wvounon (Logging).

Y& auTO To otadlo taflvopouvtal ol ANYPELS PE OKOTIO TNV EUKOAOTEPN €UPEDN
Toug apyotepa. H dtadikaoia auth eival apketd xpovoBopa avaloya pe To TANB0C Twy
TMAAVWV Kat €tol adol oknvoBETng kat Video Editor eAéyEouv éva mpog éva ta mAdGva Ta
ovopalouv Kal ta tornoBetolV o uTtodaKEAOUG.

Offline Editing.

Emewta, mapouciat Tou OKNVOBETN emiAéyovtal oL KATaAANAOTeEpeg ARYPELG Ko
TOMoBETOUVTAL PE TETOLO TPOTO WOTE VO UTTAPXEL ULt GUGCLKF CUVEXELA TOU GEVAPILOU KOL Va N
Snuloupyel xdouo yeyovotwv otov Beatr (Initial Assembly). & autd to otadlo n emloyr Twv
oKNVWV €ival oe mpowpo otadlo kol Sev amotelel amopaitnta TNV TteAKn emioyr. Adoul
oAokAnpwOel n Stadikaoia eMAOYAG TwV OKNVWV ylat OAn TNV tawvia, apxilel To eMOUEVO OTASLO
tou Offline Editing mou ovoualetatl Rough Cut. Y& auTto To 0TASL0 MPOooTiBevTaL EMUTALEOV OKNVEG
KOlL ELOAYETOL O AXOG XWPIG Opwe emefepyacia. TeAko otadlo tou Offline Editing eival to Final
Cut. Edw yivetal n teAikn mAoyr] Twv KATAAANAOGTEPWY MAGVWY KOl OKNVWV OL oTtoieg Ba prmouy
oTnNV TeAKN Hopdn T Touviag.

Online Editing.

AdoU ohokAnpwBouv ta 3 otadia tou Offline Editing oelpd €xeL to Online Editing to
orolo meplhappavel tn Aemtopepn enefepyacia £LKOVOC Kol NXOU LLE OKOTIO TO BEATLOTO OTITIKO
KOL NXNTKO OIMOTEAECHA. 2€ QUTO TO 0TASL0 TipootiBevral Ta elbika e, yivetal S1opbwon Tou
xpwpoatog (Color Grading, Color Correction), ot tithot kat ot Aeldvteg (Lower Third Titles) kot
yivetal EAeyX0C TWV TEXVLKWY XOPAKTNPLOTIKWY OTIWE 0 AOYOC €LKOVAC K.Ol. XTO KOUUATL TOU RXOU
yivetal enefepyaoia twv dtaldywy, Twv el8Ikwv edE, Twv Foley Sounds aAAG Kal TWV LOUGCIKWV
KOMUOTLWYV TIou Ba xpnotponolnBouv TeAlkd BACEL TWV OKNVWV TIou TUAEXONKav.

Mix.

Otav teAswwoel To Online Editing otddlo n ewova €xel $Taoel otn TEALKA TNG Lopdr EVW OGOV
adopd tov Yo umapxel Ao €va otddlo mou ovopaletal Mix Kal To omoilo mepAappaveL TNV
ek pi€n tou Nyou. Autd cuvnBwg yivetal os XwPoUug UE KaAr akouoTlk onwc B€atpa, f
OTOUVTLO UE OKOTIO TN BEATLOTN NXNTIKA EUMELpia Tou Oearth).

5.3 Rendering.
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Rendering ovopadletal n anotunwon tng enetepyaociog tng tawiag oe popdn Bivieo.
Elval to teAikd otddlo tng mapoaywyng tng towviag kabwg To amotéAecpa tou Rendering
anoteAel tnv tawia mou Ba mapakoAouBricoupe ot PECO avamapaywyng. ITLG animation
TOLVIEG €KTOC TOU TeAKoU rendering umdpyel Kal to rendering amnod to 3D modeling mpoypappa
Tou petatpenel to 3d mepBaAlov Kol Ta animations Tou o€ pLa oslpd amd 2D €LKOVEC OL OTIOLEG
LLE TN OELPA TOUG ELOAYOVIOL OTO TMPOYypOppa enetepyaoiog Bivteo kal adol akoAouBnoeL n
enefepyacio TOUG e TOV TPOTO TIOU avadpEPBNKe mapandvw nepvAve To oTddlo tou rendering
T(POKELUEVOU Va TtapouV Th Bivieo popodr toug.

Ewova 20 H oknvi mptv (apiotepa) ko peta (6eéia) to Render
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MEPOZ B: AIAAIKAZIA MAPAIQrHz TOY “ALL THE
MONEY IN THE WORLD ”

To «All The Money In The World» eivatl pla amokAelotikd animation tawia pikpol
unkoug. H dnuioupyia tng elxe oav otoxo TNV KAAUTEPN yvwon Kot katovonon tng dtadikaaoiag
Tapaywyng Twv animation tawwwy. Mo tnv MEPATWON TNG TAViag 0KoAoUBNBNKAV OL TEXVLKEC
Kol ol dladikaoieg mou avaAuBnkav oto A’ Mépoc. 3to B’ pépocg Ba yivel n meplypadn tng
Sladlkaolag mapaywyng Thg Towviag amd Ty apxn €we TNV MEPATWON TNG.

1. Preproduction Ztadio.
1.1 Zevapuo (Script).

Kata to preproduction otadio to mpwTto BrApa OMwWE o€ OAEG TIC TTAPAYWYEG ETOL KL E6W
glval n cOANYN NG Kevtplkng 8€ag mAvw otnv omola Ba meplotpedetal n towvia. H apykn
popdrn tou oevapiou &g xpelaletal vo eival AsmTopepnG apkel va mepAapPavel ta Paokd
yeyovota mou Ba Stapopdwaoouv Ty Tawvia. e autr tn popdn eival moAl gUKoAo va yivouv
oA\ayec kal SlopBwoslg mpwv apxlosl n Tapaywyr TG towiag kabwg apyotepa UmMopel
ouvteA€oel o€ Peydleg kaBuoteproels. Adou ypadtel n KEVIPIKA O£a Kal Yivouv oL aAAayES Kal
oL SlopBwoelg, oelpd €XEL N TLO AEMTOUEPNG ouyypadr Tou cevapiou. e AUTO TO OTASLO
vypadetal n kaBOe oknvr mMAAvo-mAdvo padl pue pia ovvtoun mepypadn tng B£ong TG KAUEPAS
WoTe va elval eEUKOAGTEPOC 0 oXeSLAOUOG Tou storyboard.

ALL THE MONEY IN THE WORLD

H tawia Ba adnysitol tn Jw evog veou nou abuvorsl va Bpet Soulewd ko amoppintetal
CUVEXELD. TV wpa Ttou amodadifel va dwast Téhog ot wr Tou AapPdvel sva privupa mou Seiyvel ot
Eywve SerTodC yuo pua Souheid.

Tov MPWTo Kapd givan EUTUYLOUEVOC YL TO yeyovog OTL Pprike eTutéhoug Soueld kal pmopsl
mheov va drudéel ) Zwn Tou.

ZOVTOPD Gpwe PAETEL OTL N Soukeld cutr Tov TpweL amnd péoa kol Sev Tou adrveL TPOCWIILKD
¥povo. Népa TV Tpoaywyr] TOU ko TNy KeAUTEPH DLKOVOLLKT Tou kardotaor), uywkd et
karaotpodel. BAEmoviag Aowtdv 0L «smutuyio» mov siye oto puakd tou Sev sivan Timota dAAo amd
pia WweudaioBnon ko PAEMoVTOG OTL Mdpa TNV Kohl] TOU OLKOVOLLKN Komdotaon Sev £xeL kavavay SimAo
Tou amodaoilel dAAN pa Gopd va Swoet TEkog ot Jwh) Tou

Ewkova 21 Baotkn tbéa tne tauviog
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Iknvéc:

Zknvill

Mévol

H dhae per kOITEL ToW MpuTErywn ot mou xdBeran ato ypade(o Tou [Aei npodik tou yapoxtipa). fra

i g xapni Tou out of focus. H kiyEpa Kive close up.

H wdpuspa ) Tou o A tou yapaxtrioa) ko Belyve rov yapaxsipa
(o T plion ke ki) va mai v Eva TUOTEA QNG TO GUPTAPL Kl v TO ORKUNEL apya apyd.

hdvo 2.

H witpepe ki close up miow K Befd amd Tow Yapakipa wan ket focus oty oBGwn Tou laptop oy .

VPl “refected”, —
H xapepa beiyvel 10 apatepd npodlh ah T
axobyeTan bva o §15OMDIONG NG oV URSAGYET, 0 KAPAKTPaS YOUPNEL Ta Wi KL 1 KAYEPD

Mhivo 3. petadépeTa oTy oBdwn.

H wipepa Beigver 1o Gkl npodih tou xapaxtipa va farhive: awo Kpepém. H xipiepa slva oTamua],

Mhdvo 5. TITADI APXHE

H ripa Byalver and v Tnkedpaon o naits. to Biviza.

Dhdvo 5
H

Dhivo§
O rpwraywots ancivera and o kpefdm. H kdjpepa v Seixver and m Sefud rou mAeupd.

Mhivo 7
Maipo

Ewova 22 AvaAuon oknvr¢ mAavo-iAdvo

1.2 Storyboard.

Mo TtV eUKOAOTEPN UOVTEAOTIOINGN TWV OKNVIKWV KAl XOPAKTAPWY OANG KOl YEVIKA TN
por tTng tawiag, oxedlaletal to storyboard pe Baon ta MAAvVA Kal TLG OKNVEG TTou €xouv ypadtel
0TO 0gvApLo. 2To Storyboard o oxedlaopudg be xpeldletal va eival Aemtouepnc apkel va yivetal
katavontod to mhavo. MNapakdtw epdaviletal to Storyboard tng mpwtng oknvAc.

Ewova 23 Storyboard
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2. Production Ztadto.

Ma tnv vAomoinon tng tawiag xpnotpomnotdnke to 3d modeling mpoypappa Blender.
To Blender eival éva emayyeApOTIKO TpOypappa avolxtol Kwdlka (open source) Tou
npoodEpel OAa 6o XPELALETAL O XPOTNG YLa £val TETOLO project.

Ewkova 24 To apyiko neptBaAdov epyaciog tou Blender

2.1 Movtelomnoinon ZKnvikou.

Ma tnv povtelomoinon Twv avilKeElEvwy (assets) xpnolpomolbnke n TEXVIKA TOU
polygon modeling yla tnv omola pAncape otnv eloaywyn. 2 60a avilkeipeva Ba Bpiokovtav
OTO TAPACKNVL0, oUWV LE To storyboard, amopuyape va Swooupe peyaAn AeMTOUEPELA VLA
va YAUTWOOUE TTOPOUC KAl EMEEEPYOLOTIKN LOYU.

Mo va yivel cadrig o TpOMog KATOOKEUNG TWV AVTLKELUEVWY OG TIAPOULE yLa tapAadelypa
éva motnpt. H 6o taktk LoxVeL yla OAa T avtlkeipeva mou dnuloupyndnkav oe kabe
OKNVIKO. ApXKA eloaydyape oto Blender Tig €lkdOveG TOu QVTIKEWWEVOU Tou O€Aape va
povtelomotjooupe. Emetta, pe odnyo tnv ewkova «xticape» to 3d avrikeipevo. H dadikacia
auTn Mmopel va eivat oAU xpovoBopa avaloya HE TN YEWMETPLO TOU AVTIKELLEVOU OAAG HOG
Slvel ™ SuvatotnTa VO KOTAOKEUAOOUHE OVIIKE(UEVA TIOTA OTNV MpPaAypatikotnta. Adoul
TeAelwoe N KATOOKELN, xpnolwomnodnkav ta avaloya textures kot shaders ywa va dwoouv
PEAALOUO OTO €KAOTOTE QVTLKE(PEVO. TENOC, OTOV TO QVIIKEIUEVO €ixe PTAOEL OTNV TEALKN TOU
pHopdr To MPOCTEDNKE OTO OKNVLKO.
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Ewkova 25 Ao mavw aplotepd Ewe katw Se€Ld n LovteAomoinon Utag Koumag

MNa tn dnuwoupyia Tou Ywpou (Swuatiwv) TG Tawiag xpnolponotndnke n dla Texvikn,
dTLAYVOVTAG TOUG TOIXoUC MAVW O€ KATOWELG KOl TIPOCOWPELG. ZNUAVTLIKN AEMTOUEPELA Elval oL
Slaotdoelg mou mpénel o 3D artist va AdPel umoPv yia v anoduyr oPpoAPATWY CUYKPLTLKOU
UEYEOOUC AVTIKELUEVWY OAAA KUPLWG 0TO GWTLOUO apyoTtepa.

Ewkéva 26 Movtedomoinan cuvoAou aVTIKELUEVWY Ko oUVIECH OKNVIKOU
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AdoU ocuvtebel To okNVIKO e O Ta avTiKeipeva (assets), yivetatl emdoyn ¢wtiopou. O
dwTlopog elval mMoAU PBactkdg TOoo yla TNV aAnBodavelo Tou OKNVIKOU OGO Kal yla Thv
oLOTNTA TNG ELKOVOC. OMWG Kol OTLG TIPAYUOTIKEG KAUEPEC €TOL KAl OTI ELKOVIKEG TIOU
Bplokovtal oto mpoypappa povtedomoinong n EAewbn dwtog UMopel va KATACTPEPEL TIC
AEMTOUEPELEG TNG €KOVOG. ATLO TNV GAAN, n umepPoAikr) €kBeon dwtdg pmopel va «kaPeL» to
OKNVLKO. T auto Tov AOyo TpETEeL va emAeXBel o katdAAnAog dWTLONOG TOOO WOoTe va ivat
OpOTA TA QVTLKEMEVA TNC ELKOVAC AAAQ KOL VO N XOVETAL N AETITOUEPELA OGO KoL va Sivel To
KatdAAnAo Udoc otn oknvh. To Blender mpoodEpel apkeTeg emhoyeg SladopeTikol dwTlopol
omnwg spot, hemi, sun, point kat GAAa, aAAd uTtapyet n Suvatotnta dSnuloupylag presets pwtwv
UE pUBUIOELC KaL cUVOUACUO TWV TTAPATIAVW.

Ewova 27 Zuykplon Swotou (aptotepa) kat Aadocg (beéia) pwrtiopou

ITIG TopamAvw £LKOVES Slakpivoupe dUo Stadopetikol pwTlopoU TG idlag oknvng. H
6e€la eival AdBog ylati n mnyn ¢wtodc «kaie» To oKNVIKO Kal Sev «adnve» to pwe amd tov
e€wTePLKO XWPO va L0ENBEL oTo dwpdtio. H mpwtn mapotL okotevh Sivel tnv alobnon tng wpag
(vOxta) kot To dwg mou eloépyetal amod To mapdBbupo daivetal va eivat n kOpLa tnyr dwtopoL.

2.2 Movtelonoinon Xapaktrpa (Character Modeling).

H povtelomoinon tou xapaktipa gival iowg n o SuokoAn Sladikacia povteAlopou oe
pLo Tavio. ELSLIKA ylo Tov pwtaywvioTr) n kKaOs Aemtopépela LETPAEL Kal YU oUTOV Tov Adyo WL
oAOKANpN opada pmopet va doulelel povo oe autov. H dadikaoia mou akoAlouBeital yevikd
niepleypadnke oto A’ HEPOC Kal elval mopopoLa e TN SnpLoupylo avtikelévwy. MNa Tty towia
outn xpnolgomolnbnke to mpoypappo Make Human pe to omoio 6ivetatr n Suvatotnta
Snuloupylag xapakthpwy Xwplg va xpelaotel va €xouv oxeblaotel og xapti aAAG va «XTLOTOUV»
amevBeiog pe tnv texviky polygon modeling. Me autd to mpdypappo emhéyovtal pe sliders ot
S1adopeC MOPAUETPOL TOU XOPAKTAPA, OMWG CWHATOTUTO, YEWUETPLA Tou KedaAlol, nAikia,
dUAn kat aAAa. Akopa, to Make Human 6ivel Tnv Suvatotnta emAoynG POuXLOOoU, HaAALwY,
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Xpwpa potiwyv, PAedapibwy, doviliwv Kal yevIKA OAWV TwV OTOLXElwV yla MARpn Snuoupyia
XOpaKTAPA.

Ewova 28 To neptBaAdov epyaciac tou Make Human

Mo tnv Tawio auth ta paAlid dnuovpyndnkav xelpokivnta oto Blender pe xprion
(noplwv) particles yla o peaAloTiKO anMOTEAECOUA. TO HELOVEKTNUA QUTNG €lval N TePAOCTLA
enefepyaoTikn LOoYXUC mou xpetaletal kabwg xpnotpomnotet NURBS modeling yia 4000 parent hair
kat 400000 children hair. Ta children hair givat moAMamAd avtiypada twv parent hair kat

cupmnepldEpovtal OTwe To parent hair oto omoio avtiotolyel To ouykekpLévo TANBog children
hair.

Ewkova 29 Xapaktipac ue texvikn Hair Particles
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Mo TOV POUXLOUO TOU XOPOKTPA TOPOTL eTUAEXBNKav presets and to Make Human
xpnotuomnoBnke to photoshop yia tnv aAAayr Toug Kat Enetta swonxbnoav oto Blender wg véa
Textures.

Ewkéva 30 Pouytouog pueta tnv eneéepyaocia (aplotepa) kot Pouxtoudg ue Preset (6eéia)

2.3 Ixebiokivnon Xapaktipa (Character Animation).

To Baoikotepo otddlo OAnG tTng Tawviog ival to animation. To animation onwg sinaype
Kal Tapanavw Sivel «{wn» OTO OKNVIKO KoL glval KaBopLoTIKO yla T AOYLK CUVEXELO TNG
tawiag. H dwadikaoia autn eival n mo xpovoBopa amod o6Ao to production kaBwg amaltel
Slaitepn mpoooxn kot Souleld yla va MPokUPEL TO OWOTO aMOTEAECHA. H TeEXVLKA ToU
xpnotuomnowBnke otnv tawia «All The Money In The World» rAtav n Keyframing texvikr. Adou
teAelwoe N LOVIEAOTIOLNON TWV OKNVIKWY, TWV XOPAKTHPWVY KAl €L0NXONoav oL XapaKTnpeg ota
OKNVLKA Kol TormoBetrBnkav otnv apxtki toug B£on Eekivnoe n enefepyacio Tou OKEAETOU TWV
XOPAKTAPWY Kal N tomobetnon keyframes wote va «amoBnKeUTEL» N OUYKEKPLUEVN TTOLA TOU
XOPAKTAPO OTN OUYKEKPLUEVN oTyun. Metafl Suo keyframes n kivnon kaBopiletal amod tov
UTIOAOYLOTH OTOTE XPELALETAL OUVEXWG O £AeyX0C Kapé-kKapé TnC Kivnong waote n kivnon va
SnuoupynBel pe aAnBodavela. NoAEG dopég xpeldotnke n tomobétnon Twv keyframes akdpa
Kal og Sladoxikd kapg dnAadn alhayr tng Kivnong KAOes €lKOOTO TETAPTO TOU SEUTEPOAEMTOU
T(POKELUEVOU VA Yivouv HIKpoSLopBwaoEeLg amod tnv eKTinon Tou UTIOAOYLOTH.
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Ewkova 32 H kivnan tou xapaktripa oo TNV aplotepn ewtoypapia we tn Seéia anautei 172 Keyframes

2.4 Camera.

AdoU oAokAnpwBel kat To animation tng oknvAg tomoBeTouvTal oL KauePeG. H kabe
Kapepa pubuiletal yia pia Andn. Mwa oknvr ouvnBwg mepAapBavel TOAAEG KAEPEG UE
Sladopetikeg pubpioelg n kABe pia Omwe SladopeTikd avolypa Stadpayuatog (aperture),
Stadopetiko I1SO kat ala ta onola kaBopilovtal pe Baon To dwTLopo TG ARYng, tnv
anootoon Tou eKBEUATOG To av BEAOULE TO TAPACKAVLIO EEDOVTAPLOUEVO N OXL K.Ol. ZUVETIWE N
owoTr pUBULON TG KAUEPAC Yla TNV K&Be Ann kpilvetal anapaitntn. MNa tnv Afn evog
TIAQVOU TIPETEL va. eTUAEYEL N KAUEPQ, VO pUBULOTEL cWOTA CUUDWVA HE T TTAPATIAVW KOL OV
elvat kivoUpevo Advo va tonoBetnBouv kat otnv kapepa keyframes Baocel Tng emBUUNTNAG
Kivnong.
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Ewkova 33 la tnv mpwtn oknvn xpnouuorotndnkav 9 KaUePEG

2.5 Rendering.

AdoU oAokAnpwBel kat n TomoBETnon Kal pUBULON TWV KOUEPWVY TO TEALKO oTASLO €lval
to rendering. To Rendering eival emiong pia ypovoPopa Sadikaocia n omolo pmopel va
SlOPKEDEL ATO UEPIKEG WPEC £WC UEPIKEC efSopadeg avdaAloyo LE TNV TEPUTAOKOTNTA TNG
OKNVNG. TN OUYKEKPLUEVN Ttepimtwon, pa AnPn g oknvng dlapkoloe mepimou Swdeka pe
Sekatéooeplg wpeg. Xto Rendering Panel tou Blender pmopoUv va yivouv ol amapaitnteg
pubuioelg omwe BaBog xpwHATOG, avdAucon, TPOTOL avakAaong Tou Gwtog, AdYyo eKovag Kol
aA\a. Autég ol puBuioslg emnpedlouv oe peyalo Babud tov xpovo mou Ba KAveL n
ouykekplpuevn Anpn va e€oxBel. H e€aywyn pmopel va yivel pe Vo tpomouc. Eite efaywyn
KateuBeiav oe Bivteo eite apxkd o €va cUVOAO €LKOVWY TIOU IE TN OELPA TOUG Bal LeTATpATIOUY
o€ Bivteo apyotepa. MNa 1o «All The Money In The World» emiAéxBnke o deltepog TpoOMog Kabwg
npoodépel U0 Paotkad MAsovekThpata. To MPWTO €ival OTL Katd tn Sldpkela sivatl Suvatdg o
€Aeyx0¢ EeXwPLOTA TNG KABE elkOvVaS Kal va Yivel Sldyvwon odaALdTwy OMwE KAKOG GWTLOUAG,
artifacts, AaBog kwnoelg mou dev yivovtal avtlAnmtég oto preview, €éAeyxog twv shaders kat
textures kat TOAAG GAAQ. To 6eUTEPO TTAEOVEKTNUA Elval OTL 0€ MEPIMTWON SLOKOTG PEULATOC
1 duoAeltoupyiag tou umoloyloth to Bivieo kataotpédetal (corrupt) kal Sev eival duvath n
avayvwon tou. Me tn dnuoupyia dladoyxikwy eKovwy eivat duvatr n cuvéyxlon tou rendering
and To Kapé oto omolo Snuoupyndnke To MPOPANUA. AuTH n TEXVIKN &gV E€XEL KAVEVA
MELOVEKTNUA KOBWG aKkOpa Kot av o xpnotng &e Stabétel mpoypauua enefepyaociag Bivieo to
Blender mepapfavet 61kd tou sequence editor mou UMopEel va «EVWOEL» TIG ELKOVECG KOL VAL TLG
Kavel e€aywyn wote va mpokU el éva apxeio Bivteo.
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Ewkova 34 Aeéia to Rendering Panel e tic emidoyég mou pog Sivet

3. Postproduction Ztaduo.

Y€ auTO To otAdlo Onwe avadépBnke Kal oto A’ pPEpog palevovtal OAEG OL OKNVEG OTO
nipoypappa enefepyaociag Bivteo, os avtnv tnv nepintwon to Adobe Premiere Pro CC 2015, kat
gekwvael n Sladikacia tng eneepyaoiag Bivieo. Akdua, o auto to otadlo nxoypadndnkav ot
XOL KOlL TOL LOUGLKA KOMUATLO TIOU aKOUYOVTAL KATA Tn SLAPKELA TNG TaLViag.

3.1 Enefepyacia Bivteo (Video Editing).

Adou teleiwoe to Rendering amoé 1o MPOypaAPUa LOVIEALOMOU TO OMOTEAECHA, OTIWG
elnmape mapandvw sival éva oUvolo €lkOovwv. To Premiere Sivel tn SuvatotnTta €L00YWYNG
QUTWV TWV ELKOVWY WG image sequences dnAadn avtl tng sloaywyng Twv pia mpog pia eival
Sduvartr n emloyn tThg €vwong Toug o akoAouBia Bivteo. Autod pmopel va YAUTWOEL To XproTh
amod TN XELPOKIVNTN EL0AYWYN TWV EIKOVWVY piag mpog pia To onolo onuaivel OtL yia pa Ajdn
Tpwwv deutepolémtwy Ba €mpene va ewoaxbouv 3*24=72 ewkoveg 1 11.232 yla TN GUVOALKN
Slapkela ¢ Tawiog. Ektog autol Ba €mpemne va yivel emumAéov Stadlkacia ylo TNV YETEMELTA
enegepyaciog Toug (nesting).
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ThisPC » Backup ) » Mruga jers > HQrender Video » Scenel > Sceneltake] » Sceneltakel(3)

ﬂﬂﬂﬂﬂﬂﬂﬂ

ScoeIBAIGNO] Scenellska1CN0  ScaneltkeICNO - Sceneakel ScaneltselGND.  Scenellake1300 cen Scomelakel(500  Scanttak
o ol

Sceneltake1(3)00  Sceneitake13)
12 1

=1

File name: | Scene take1(3)0000 A8 Supported Media

Ewkova 35 Etoaywyn elkovwy wg Image Sequences

Offline Editing.

Adou eonxdnoav OAeg oL akoAouBieg elkOVWY yLa OAeG TIG AYPELG KOl OAEG TLG OKNVEG
Eekivnoe n emiloyn kal tonmoBEtnon OAwv Twv MAGVWY ou Ba epdaviotolv otn Tk popodn
™G tawioag (Initial Assembly). Emetta éywvav UKpEG Tpomomnolioels oto kKaBe clip onwg koY Lo
Kamowwyv oaxpeiaotwv kapé. AdoU teAeiwoes auth n Swadikacia, €wonxdbnoav oL nxoL tou
nieptBarlovroc (Foley Sounds) xwplg kamola emnefepyacia ylo va yivel €heyxoc av xpelaletal
MpocBnkn emmA£oV AWV f av KamoloL nxoL dev avtikatomntpilouv tnv mpayuatikotnta (Rough
Cut). Ztn ouykekpuévn mepimtwon 8g xpeldotnke va yivouv SlopBwoelg oto Final Cut kabwg ot
to storyboard, ot AL, to rendering aA\d kat to Rough Cut KplBnKkowv LKOVOTTOLNTLKA.

Online Editing.

Me 1o népocg tou Offline Editing €exivnos n Stadwkaocia Tou Online Editing. e auth ™
Sladlkaola apykd £ywve emefepyacia tTNG £lkOvag. Mpwta €ywve TO UOVTAL HETAEU TwWV
sequences eMAEyovTaG TIG KATAAANAeg petaBaoelc petalu toug (Video Transitions). Kupiwg
xpnotpomowtnOnke n texvikn Dip to Black dnAadn tou otadlakol ofnoipatog tng elkdvag Kot
otadlakn eudAvion Tou ENOLEVOU TTAAVOU.
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Ewova 36 To neptBaAdov epyaoiac kata tn Stapkeia tou Video Editing

Adou tedelwoe éytve €va mARBog prerenders yla va eAeyxBel to amotédeopa. Otav auto
ntav kavormolntiko €ytve Color Correction. e autd 1o otddlo SLopOwONKe 0 XPWHUATIOUOG TNG
£lKOVAG TIoU €ixe yivel e€aywyn amo to Blender, auénBnke to ypwpatikd evpog (Black to White)
kot €ywve Color Grading pe Baon tn ocuvaloBNUATIK KATAOTAON TOU TIPWTAYWVLOTH. X& GAAQ
onueia xpnolpomnowBnke opKETOG KOPESUOC YLo va SWOEL EVIova XpWLATO Kal o€ GAAQ onpueia
MEwwONKe yLa va ByeL €va o vwBpod amotéAeoua.

Ewova 37 lMpw (aptotepa) kot ueta (6eéic) to Color Correction
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Adou tedeiwoe n enegepyaoia elkovag yla 0An tnv tawia, dnpovpyndnkav ot Aelavteg
Kal oL TithoL. MNa ta anodBEéyuata Kal Toug TITAoug TEAOUG XPNOLUOTIOINONKE N YPAUUATOOELPA
Aka-Acid-Steelfish.

Directed by

Kapetanou Evangelos

Ewova 38 TitAol Tédoug

Mo Tov TitAo NG Tawiag xpnolonotnonke n ypaupatooslpd Modern No. 20. O TitAog
opxLKa oxedlaotnke oto Photoshop yla ebkoAn mpoemiokonnon. MNa va dnuioupynBei o titAog,
€yve Xpnon tng texvikng clipping mask, &nAadn xpnoyomnotiBnke pia udn yla va KOAUPEL TN
YPOUUOTOOELPA. H udr) Tou XpnoLuomoLnke NToayv XapTovouiopata WoTe vo Swoouy pLa
£udaon otov titho.

ALLTHIE MONKEY INTHI
WORI.D

Ewova 39 Yon(aptotepa), TitAog (6€€ia) kat to anotéAeoua (katw) ueta tn texvikn Clipping Mask
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AdoU To onTIkO anotéAeopa Kpibnke Lkavomolntikd xpnotpomnolnonke to Blender yia va
SwOel kivnon otov titAo Oonwg emiong tn duvatotnTa TG TOwiag va EeKvasl péca amod To
ypaupa «O». Na tn dtadikaoia auth apxikd dnpovpyndnke to keipevo «ALL THE MONEY IN
THE WORLD», €melta To HETATPATINKE OO Kelpevo o€ UALKO (mesh) kal TéAog xpnolponolnenke
bevel yla va «otpoyyuAeuBoUv » ol ywvieg. Emetta xpnolponotnénkav ta xoprovouiopata cov
vodn kat to shader tng dtaBAaoncg dwtog. Akdua t€bnke to background Stadaveg (Transparent)
Kal SnuloupynBnke éva pavpo eninedo miow amo tov TtAo pe pio tpuna miow amno To ypaupo
«O». Enelta pubuiotnke o dWTONOG wote va SnUloupyel OKLACEL OTNV apLoTEPN Kol Setld
TIAEUPA ToU Ti{TAOU. TéAOG TOTOBETAONKE N KAMEPA OPXLKA OTTEVAVTL ATIO TOV TITAO KOl EMELTA ME
v texvikn keyframing petakivibnke péoa amo to ypappa «O».

ALLTHE M@NEY INTEH

TN
W) R 4

Ewkéva 40 H teAikn puopen tou titAou e to Stapaveg Background miow amo to "O"

Adou éywve To render oto Blender, s1orxBn o TitAo¢ oto Premiere kat §60nke, pe TNV
texvikn keyframing, éva évtovo Gaussian Blur (BoAoupa) to omoio kaBwg o titAog «mAnociale»
otnv 000vn, €oPBnve kal to Bivteo oto delTepo KAVAAL Eekivouoe pe Additive Dissolve. Autdg
Atav o Adyog mou Snuoupyndnke to Stadaveg background oto Blender kot To kKevo miow amo To
«O».

3.2 Sound Design.

To NXNTwKoO pépoc tou postproduction mepleAdBave tnv nxoypadnon toco twv Foley
Sounds 000 KkaL Tou Score.

Foley Sounds.

Mo Toug fXoug Tou TtepBAAAoOVTOC XpnaotpomoL)Bnke To kataypadikdo Zoom H1 yia tnv
nxoypadnon nXwv mou Ba umnpxov oTa avtiotolya TMEPLBAAOVTA HE QUTA TWV OKNVIKWV.
Kupiwg nxoypadnbnkav ot ambient AxoL amod ypadelo kat aibouvca cuvedplacswv. Ma TIg
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QVAYKEG TIC Tawviag €ywve ANYPn Kol CUUTANPWUATIKWY HXwV amo To Sdladiktuo Twv omoiwv N
kataypadn dev nrav duvatr N n nxoypddnon toug Sev ATav LKOVOTOLNTIKr. AdoU TEAKA
OUAAEXBNKav OAoL ol nyol eonxBnoav oto Cubase. MapdAAnAa lonxbn kot to PBivteo tng
TOLWVIOG WOTE VA TOLPLAEOUV OL X0l OTO avTioTtolyo cuppav tou Bivteo. META TO TAPLACUA TOUG
€ylwve enefepyooia wOTe oL NXOL VO OVTOTTOKPIVOVTAL GTNV TPAYHOTIKOTNTA. Xpnollonotndnke
Kuplwc reverb yia va 606l n evtimwon tou xwpou kat dtadpopeg kaumuAeg fade in kal out yla
TNV olaAn petaBaon amno to éva sound effect oto aAho.

Soundtrack (Official Score).

Ta Soundtrack tng tawiag nxoypadndnkav oto Red House Studio otn @sococalovikn,
OToU €ylve Kal n Wi€n kat to Mastering Toug. To TPOYpAUUA TIOU XpnoLUomoltnBnke ATav To
Cubase tng Steinberg. OL odnyol Twv Koppatiwv sixav nxoypadnbsi oe Home Studio kai
HUOLPACTNKAV OTOUC HOUGCLKOUC HEPEG TIPLV TNV eMlonUn nxoypadnon tTwv KOUUATIWV ylo TNV
gfolkovounon xpovou. Ta KOPUATIO €iyav oav otoxo thv evaAloyn ouvaloBnudtwv tou
MpWTaywvLoTH Ko’ OAn tn SldpKela TG Tawiag wWoTe va KAVEL TOV BT vol «VIWOEL» KAl O
16l0¢ T cuvalcOnuaTa Tou MPWTaywvLoTH. Adol Teheiwoe Kal To Mastering Tou KoppoTioU
£1onx0On pali pe toug Foley Sounds oto Premiere yia to teAtkd Rendering.

3.3 Rendering.

H telwkn Swadikacia tng mapaywyng ival onwe simape mapamdavw to Rendering.,
SnAadn n amotunwon tng enefepyaociag, Twv ep€ Kal Tou AXou os popodr Bivteo. MNa tnv tawia
«All the money in the world» n kwéikomoinon €ywve pe to .H264 Codec oe popdpry MPEG-4 e
peyaho Bitrate (20Mbps) yia BEATioTn moloTnTA £lKOVAG, o€ avaAluon uPnAng eukpivelag 720p,
Kol puBud avamapaywyng oto 24fps (Movie Standard) kot kwdikomoinon nxou AAC ota
48000Hz.
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Ewova 41 To Render Panel tou Adobe Premiere Pro CC 2015

Tuunepacpata-fapatnpnoeLg.

210 TAALOLO TNG MTUXLOKAC QUTAG epyaciag avamtuxdnke ula tawvio 3D animation
ULKPOU UNKOUG TTAVW OTO TIPOTUTIA TWV UEYAAWY TTapaywywv. Xpnotponolnonkav dnAadn iSteg
I TLAPOUOLEG TEXVLKEC Kal Stadlkacie¢ 660 To Suvatdv kahUtepa pe BAon Thv TExVOyVWola Kol
olkovouLkn duvatotnta nou unnpée. To project uhomol|Bnke cUpdwva pe Ta 6oa SL8AaxThKAV
oT0 pabnua «Eloaywyr otn Texvoloyia tng Elkovag» aAAd Kal EMELTA A0 TIPOOWTILKNA €pguva
000V 0.popd TO OMTIKO HEPOC TNC TALVIOC. o TO KOUUATL TOU AXOU £hOpUOCTNKAY YVWOELS TIOU
amoktNOnKav Katd tn SLapKeLa Twv oTmoudwv oto Tunpa Mouoikng Texvoloyiag kot AKOUCTLKAG
KOBWC Kal EMelta amd MPOCWTILKY £PEUVA OE EKMALSEUTIKA CUYYPAUUATO Kol LoTooeAideg. Ta
npoBARuata mou mpoEkuav Katd tn SLAPKELD TNC UAOTOLNGNG TNG Tawiog ATov amotédeopa
KUPLlWG AOyw TepLoplopéEVNG Xpnuatodotnong. Ta kupla mpoPAnupata Atav n aduvauio
Snuloupylog ekdpaoswv mpoowrou (Facial Expressions) KoL TEPLOPLOUEVWY TIPOETIAOYWV YLa TN
Snuoupyia yapaktipa (Presets). To teAeutaio, femepdotnke XApn otnv enefepyacia Twv
textures amo mpoypaupa enefepyaciag elkovwv (Photoshop). Apxikd eTtAéxBnke GAAOG TPOTOG
OVTLUETWTTLONG Ttou TtepleAdfave tn Snuiloupyia pouxlopou Xelpokivnta Pe Tnv TexVikn Polygon
Modeling aAAd oto otadlo tou animation unipée mpdPAnua (cloth clipping) yia to omoilo petd
omo moAunuepn €peuva Sev Bpgbnke Auon.
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Ewkova 42 Cloth Clipping

lMNa ta Facial Expressions opwg ntav aduvato va Bpebel AUon pe anotéAeopa va oAAAEEL
TO OEVAPLO TPV TNV HovteAomolinon Twv Xapoktrpwv. O TpOMog QaVILUETWIIONG auTol Tou
npoBAnuartog Ba Atav n xprion aAlou mpoypaupatog Snuoupyiag Kal rigging XapakTtnpwy oto
orolo Opwg Oev umnpxe mpooPoon. EvoMhaktikp Avon Ba nAtav n mopoucia evog TLo
Aemtopepoug okeAetou (Rigging) oe kamola peAAovtikr) €kdoon tou Make Human.

Ewoéva 43 Facial Rigging oto Make Human

Yuvoyilovtag, n uhomoinon piag 3d animation Tawviog mapd tig SuckoAieg mou
avaAuBnkav kat Tou Babuol SuckoAiag Tng sival pia dtadikaoia mou npoodEpel o Pabog
YVWon Twv ypadLkwV LE Xprion umtoAoyLotr, yivetal edappoyr] Twv BewpnTIKWY YVWOEWVY TIOU
amoktnonkav evw mapaAAnAa KoAALepyeital n KaAAALTeEXVLKN €ékdpaon. e BewpnTIKO eninedo o
doltntng €xeL tn Suvatdtnta vo LaBet TTOANEG TEXVIKEC Kal Sladikooieg mou akoAouBolvtal
oTNV Tapaywyn HLag tawiag ot omoisg avadepbnkav oto A’ pépog kot epappootnkoy oto B’
MEPOG QUTHG TNC TITUXLOKNA G EPYAOLAG.

5. BiBAoypadia
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