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Hepiinyn

Ta TprodracTaTe ypaeikd mov eniong ovopdlovrot kot CGl givar ypaeukd ta omoia
YPNOLOTOLOVV LUl AVOTAPACTOCT YEOUETPIKAOV d€doUéVmV TOV amofdnkevovTal GToV
VTOAOYIGTH YO TNV EKTEALECT] VTOAOYIGUAV Kl Amdd00NG HaS YNOLOKNG E1KOVAS, GVVHOMC
2D gwovov adrd kol 3D ekovov. H teyvikn dnuiovpyiog ypaeik®v propel va
ypnoponwombei og peydin motkidio Prounyaviav 6tmg, Apyitektoviky, Mrnyoavikn, [ToAvuéca
Kot otV avantuén Pvteomayvididv. ['a tapdderypa 6tov KAAS0 apyITEKTOVIKNG, O
APYLTEKTOVOG UTOPEL Vo OTIAEEL Pd QOTOPEAALIGTIKY] ATEIKOVIOT €VOG KTNPILoL Yo TOV TEAATN
®oTE VO UTopel va O€L [ia KOVTIVY €KO0YN TOV TEAKOV amOTEAEGUATOG.

To 3D Modeling gival n dradikacio avantoéng piog pobnuatikng avoropiotaons He
Béion T1g cvuvteTAYUEVEG LG EMPAVELNSG EVOG OVTIKEILEVOD GTLS TPELS OL0OTACELS LECW
€EELOKEVUEVOL AOYIGUIKOV LE TOV YELPIGUO AKUDV, KOPLO®DV KOl TOAVYDVOV GE VOV
TPOGOUOLOUEVO TPLGOLAcTATO YDPo. Ot facikég Teyvikég povteAonoinong teptiapufdvoov:

e lloAvywvikn povielomoinon
o Tlopopetpikn povtelomoinon
e [\vrtikn Movtelomoinong

Axopa plo To Tpoceatn TEXVIKN glval 1 1ad1kaoTikn) povieionoinon. Eival n teyvikn
TOVL va Onpovpyeic povtéda faciopéva oe o GEPE Kavovov, dnAadn n dtadikacio
dnurovpyiog d0edopévmv aryoplOuikd kot 6yt yeipokivnto. To peyadvtepo mAgovékTnua givat
OTL 0VTOC 0 TPOTOC dev €ival KATAGTPOPLKOG KoL VTEAPYEL N dvvaTdTNTO PLLIKNG AALAYNG EVOC
HOVTELOL UECH TOV TUPUUETPOV TOV £YOVV OPLOTEL.
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Abstract

3D computer graphics, sometimes called CGI, 3D-CGI or three-
dimensional computer graphics, are graphics that use a three-dimensional representation of
geometric data that is stored in the computer for the purposes of performing calculations and
rendering digital images, usually 2D images but sometimes 3D images. The technique of
creating computer graphics can be used in a big variety of industries, like Architecture,
Engineering, Multimedia-Entertainment and Video Games.

3D modeling is the process of developing a mathematical coordinate-based
representation of any surface of an object (inanimate or living) in three
dimensions via specialized software by manipulating edges, vertices, and polygons in a
simulated 3D space.

The basic techniques of modeling include:

e Polygonal Modeling
e Parametric Modeling
e Sculpting

Another more recent technique of modeling is, procedural modeling. This is the technique
of creating models based on a set of rules, algorithmically and not manually. The biggest
advantage of this technique is that the workflow is not destructive which means that there is
the possibility of making radical changes on a model by only adjusting the values that define
it.
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1. Evcoyoyn

1.1 Ewoayoyn

21NV Tapovco TTLYLOKN EPYAcict 0 GKOTOG pag eivot va dnpovpynBei éva 3D
avOpomoeldég poviéro kot va elcayfel péoa og pia pnyoavn dnpiovpyiag Prvreomatyvidoidv
®ote va Tov anodobel kivnon pe okomd va pumopel o maiktng va xepiletal 1o povtéAo oe
Tpayratiko xpovo. To kbplo epyareio mov Oa ypnoipomomBei yia tnv dnpiovpyic Tov
Hovtélov gival o omov Ba yivel 6An dradikacio (workflow) cvourepirappavoviag
Blocking, Modeling, Sculpting, Retopology, UV mapping, Texturing/Shading, Baking aAld
KoL TpoYeELpo rigging yio va evtomiotoy mfava TpofANHaTe TPV TPOYWOPTHCOVUE GTO
emopevo Prpa.

To endpevo gpyoreio eival To Mixamo émov Ba aveBdcovpe Tov yopOKTAPL LAC Y10 VO
dnuovpyn el éva Baocikdg okeletdg 6OV Tpocapudletal mord koAid otnv Unity Game
Engine. To telkd mTpoypappa mov Oa ypnoiporondei eivar n unyavn toyvidiov Unity Game
Engine 6mov Oa gioayBei to tehikd pog povrédo kot Oa yiver n amddoon kivnong pe évav
ekeyktn. H 6An dwadwcacio mov Ha akolovdncovpe eaivetatl Kol 6TV TOPAKAT®O EKOVA OTOV
Ba eEnynoovpe avalvtikd Tt Kdvovpe oto KéBe Pripa 610 TapaKdT® KEPAAALO.

Modeling

The concept  —> —>  Retopology —> UV Mapping

Sculpting l

Baking
Animating /
Posing

l

Lighting

“«— Rigging

Texturing

Compositing — Finel Image

Shading

Eixovo 1.Workflow Map
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1.2 Avo@opd evotiToV Yo TV onuiovpyia evog 3D yapaktipa

H mopovoa mruylaxn epyacia eivar yopiopévn oe 9 evotnteg 6mov meprypdpetal
GVVOAMKA 0AOKAN PN M Srtadikacio dnpiovpyiag evog 3D yapaktipo péxpt 1o TEAMKO
OTOTELEG L.

210 1° kepdrato gival | elcaywyn 6mov avaypdeetatl Le cuvTopio OAN N dladikacia Kat ta
epyoareia mov Ba ypnoiporomnBoiv.

310 2° KeQAANLO KOADTTETAL 1] APYLKN ONHLOVPYiO TNG OKNVAG LOG, 1] EL0AY®YT] EVOG
TPOGHETOL Y0 TNV CMOGTH E10AYOYN TNG EIKOVA vVOPOPES aALE KOl TO UTAOKAPLIGLLO
(blocking) tov povtélov émov and pia poévo kopven (vertex) Oa dnpurovpyncovpe éva Pocikod
avOpomdpopeo oyfua.

210 3° KEQAAULO OVOPEPONOCTE O KATOlEG Pacikég dtadikacieg Tov mpEmel va yivovtot Tévto
npwv apyicel n diepyacio evog poviélov. Apécmg petd ypnotporotdviag to block pog
Eexwvape to yAumtikd (sculpting) xoppdrt, 6mov apyilovpe katl petatpémovpe to block pog og
éva avOpwmoeldég LovTéro.

10 4° ke@aiato petd to sculpting eivar n dwadikacio petomoroyiag (retopology) tov vynid
noAvyovikoV (high poly) povtédov pog. Ipdkettat yio pio oA SVGKOAN Kat xpovoBopa
dadikacio 6Tov amatteital Kot Kol yvoon Oempiog tomoroyiag.

210 5° Kepaiato gival n dnuiovpyio TOV PovYOV, TOV LOAA®OV 0ALG KOl TOV dapOpmV
a&ecovap.

10 6° ke@AAalo gival To koppdtt TG xaptoypaenong (UV Mapping) tov poviélov dote to
povtého va givar £tolpo va tepdoel 6To eNOUEVO GTAS10, TO 0TTO10 €lvol VO OTOSMCOVIE VON 1
aAMGOG oKiaon, ETIONG KL 1] LOPTOYPAPNGT TOV LOAALDV KoL T®V VTOAOITOV 0&ecovdp Kal
POV ®V.

210 7° kepdiato gival | okioor 6mov Oa yivel pe évav piktd TpOmo 0mov cvumeptlapfavet
Tpeig S1aPOPETIKEG TEXVIKEG ATOO00N S VONC. AVTEG 0L TEYVIKEG €ival 1 d1ad1KAGTIKY anddoon
voeng (Procedural Texturing), n teyxvikn Payipatog anevbeiag Tavo oe éva image texture
(Texture Painting) mov dnuiovpyodue kot 1 awddoon étotpov e€mtepikon texture and
didpopeg BipAtodnkeg online.

¥10 8° ke@araio Oa eTolpdoovpe Tov poviédo yio e€aymyn kavoviag bake ta shaders mov
£yovpe gTolpdoel og image textures mote va 1o mepdoovue oto Mixamo 6mov Oa yiver rigged.

210 9° KEQAANLO TO £TOLUO LOVTELD UE TOV oKeAETO TOL Oa lcaybei otnv unity démov Ha
amodobel kivnon uéow evog ereyytel YopaKTPOV.
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Chapter 2: Scene Setup - Skinning

2.1 Aqprovpyia oknvi|G peE EIKOVA avaQopag

Y10 Ke@aroto avtd Oa yiver to blocking tov povtélov dote va eTiaEovpe £vo TOAD
Baouwd avBpomoeldéc oynua to onoio Ba givar n Bdon pac yia va Eekiviicoovpe 1o
sculpting.Ilp@to PAua yia va Eekviicovpe to blocking givatl va kavovpe slcaywyn piog
€1KOVOC avaeopas. Avtd to kKdvouvue ypnoipomoldvtag éva tpdcbeto Tov blender, to “images
as planes”. T'a va to evepyomotoovpe motaue Edit/Preferences kol emdéyovue 10 medio mov
avoypdaoeet “addons”.

o

Interface Official Community s instail... == Refresh

Themes Enabled Add-ons Only All ~ O images

Viewport v Import-Export: Import Images as Planes F o)

Lights Description: images and creates planes ...e images are mapped to the planes.
Location: ile = Import = Ima E or Add = Im, = Plan
Editing

File: H > 3 v
Animation

Author: Florian Meyer (tsts
Addions ersion: 3.5.0

Internet: 2] Documentation

Input
Navigation
Keymap
System
Save & Load
File Paths

Experimental

Eixoéva 2. Blender Preferences

AoV 10 £YKATOGTACOVE, oAl Kdvovpe drag and drop tnv elkova ava@opais Hag.
AoV glodyovpe TNV KOV avoeopdc pog aAldlovpe Tig puduicelg B€ong Kol TEPLGTPOPNG
MOTE VU KEVIPAPOVLE TNV EIKOVA GTOV TPLGOLAGTOTO YDPO LS. APOD TO KAVOLUE OVTO TATAUE
“Numpad-1” dote vo provue oto front view. Auéomg petd aArldlovue to X Rotation otic 90
poipeg yia va £pbet 1 eikdva og front view. Tnv xavovue duplicate natdvtag Shift-D kot
apéomg motaue R, Z, 90 dote va v yupicovue oto side view (Numpad-3). Olo avtd 10
Kavovpe €161 dote va uropovue vo evorrdocsovpe arnd front view kot side view kat mdvta n
€1KOVa Vo glvol Kevipaplopévn ekel mov v Bélovpe. APov TEAEIOMGOVE HE TNV TOTOBETNON
™G €KoOVaG avaeopdc pog Ba BAémovue avtd.

Eixéva 3. Reference Front View Eixéva 4. Reference 3D View
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2.2 Skinning - Blocking Movtéiov

2mv ovvéyxeto sleayovpe Evav kvBo (Shift-A/Mesh/Cube) ailalovpe oto edit mode
kot Tatdpe “M” kot emAéyovpe merge at center oote va £govpe éva vertex pévo. ‘Enetta
Kavovtog extrude natovtag “E” oynuotiCovpe plo ypapuun 6Tmg Ty TopaKkdTom e1kova.

Eixéve 5. Mesh Line Front View Eixéva 6. Mesh Line Side View

Y10 endpevo Prpa Balovpe tpia modifiers. Tov Skin Modifier, Subdivision Modifier
ka1 Mirror modifier. O skin kévetr coumayf to mesh pag, o subdivision vrodiaipei Ta
TOAVY®OVO, 6€ PIKPOTEPO TOAVYOVO Yl o A&l emipdvela kot o Mirror kabpeetilel 6Tt
dovAgia kdvooue atov dEova Tov emAEEOVE.

v ('_j] Skin ~ [0 Subdivision rEE . x

Catmull-Clark Simple

Branch Smoothing Levels Viewport 1
Render 2

Symmetry X Y ¥ Optimal Display

Smooth Shading ~ Advanced

+ Use Limit Surface

Quality 3
Mark Loose Clear Loose UV Smooth  Keep Boundaries

Mark Root Boundary Smooth  All

+ Use Creases
Equalize Radii Use Custom Normals

Eixéva 7. Skin Modifier Eixdva 8. Subdivision Modifier
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Mirror
Axis
Bisect

Flip

Mirror Object |

Clipping
Merge

Bisect Distance 0.001 m
~ Data
Mirror U

W

Offset U 0.0000
\"% 0.0000

~ Vertex Groups

Flip UDIM

Ewcova 9. Mirror Modifier

Me 10 ov Tpocbécovpe avtd to tpia modifiers, ta epappdocovue kot eneEepyactodue
Alyo To oynuo tev Vertex pag kovvovtag to ue G kot kédvovtag to Scale ue ALT-S,
KOTOANYOVUE GE OVTO TO ATOTEALEG L.

Eixéva 10. Basic Shape after modifiers

Thpa eipaocte £T01HO0L VA TPOX®PHCOVUE 6TO Koppdtt Tov sculpting 6mov Ba yivel n
neplocdtepN dovield og 6Ao to Workflow pog kot Oa teheidoovue to high poly model poc.
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Chapter 3 Sculpting

3.1 Aiya mpaypata yro to Sculpting

H ynotoxn yAvratikn emttoyydvetal and Aoyiopkd ta onoio m1pos@Epovy epyaieia Tov
pog emtpémovy va onpmd&ovpe, va tpafnéovpe, va eEopaldivovpe Kol va TIAGovpIE Eva
YNOLeKO LOVTELD KOl YEVIKA VO TO YELPIGTOVUE GOV VO NTOV OTIAYUEVO amtd TPAYULATIKO TNAO.

Xpnotpomotdvtag avth v HEB0d0 HOVTEAGUOD UTOPOVUE VO, EMLTOYOVLE TOAD
TEPLGGOTEPT] AETTOUEPELD GTO LOVTELO Hag oo 0Tl Bo pmopoVcape He TOV TAPASOGLOKO
tpomo tov poly modeling. Avtd mpotipdte yio TV 0ndI0GT ATOTEAECUATOV QOTOPEAALG OV
KOl DVTEPPEAAIGUOV OAAG ETTIOTG KO Y10 TO10 GTVALLOPICUEVE OTOTEAECLATOL.

O mpotapyikn xpnon elvatl yio opyovikd povtéda kot Oyl yio. LovTéAla GKANPNS
emoeavelog (hard surface), Aoym tov 0Tt €ivatl TOAD 1010 SVOKOAO VA EMLTVYOVUE KOUTVAWMTEG 1
aKkavovioTeg emeaveleg pe 1o anid poly modeling. ITapakdtom 600 napadsiyuata.

Eixova 11. Example of a hard surface model of a ship | made
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Eixova 12. Example of a sculpted model of a shark | made

Ddaivetar Eexdbapa 6TL 6NV TEPITTO®OTN TOL Kapyopio TETOLEC AETTOUEPELEG eV
umopovv va anodofodv ue v uébodo tov poly modeling, aild udévo ue sculpting.To
GVYKEKPIUEVO LOVTELD £YEL KATOV 6TO 7.5 EKATOUUDPLO TOADYDVO.
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3.2 Etowpaocio pwv Eekvijoovpe to Sculpting

‘Eva o0 Baciko mpdypa mov tpénel va puBpictel mpv kov EEKIVIICOVE VAL KAVOVLE
OTIONTOTE TAV® GTO LOVTEAD pag ival va epappdcovpe Ti¢ puBuicelg torobesiag,
nePloTpoPng kot peyéBovg va givar (0.0.0) (0.0.0) (1.1.1) avrtictorya. X1yovpevduacte OTL TO
povtélo pog ivatl oto front view kat to origin onpeio Tov givat oto (0,0,0) kat avto. T
apyn matdpe N yio va avoi&el 1o maved de€id and to viewport pog, emAéyovue v View
KapTéLO Kal olyovpevouacte 6tL to world origin givat oto (0,0,0). Metd natdue de&i khx
daréyovue Set origin/Origin to 3D Cursor.

v 3D Cursor

Location:

Origin t
Origin to 3D Cursor
Origin to C

Origin to Center of

Eixcéva 13. 3D Cursor settings/Origin Settings

Apéomc petd mail mataue Set Origin oAl dtoiéyovue Geometry to origin avtni v
oopa. Ipénel va BAémovpe katl cav v ewkova 11. Tedgvtaio frpa gival vo KOLVIGOLE TO
povtélo pog otov Z GEova péypt va. aKoVUmoel Thve oty kKokkwvn ypapun (X daéova)
notdue CTRL-A kot emdéyovue Apply All Transforms. Todpa 1o povtélo pog oKOVUTAEL 6GTO
TATOUO Kot To dedopéva Tomobesiag, TEPLOTPOPNG Kal ueyéBovg eival oTic CMOTEG TIHEG OTT®G
mpoavapepOnkape TAvo.

Eixova 14. Apiorepa Origin to 3D Cursor ka: deid Applied Transformations

T va Eexvoovpe va kavovue sculpting maue mavo 6Tig KapTEAEC Kot ETIAEYOVUE
v sculpting xaptéda. Avtod pog LETAPEPEL 6E Eva dLaPopeTIKd yOpo epyaciag. To sculpting
umopel va eQapuootel cOGTA LOVO G€ £va LOVTEAD UE TOALG TOADY®OVA, TO d1KO HOG OUMG
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aVTN TNV oTIyun £xet oA Aya, yio avtd Tov Aoyo Ba mpénel va kavoovpue remesh. T'a va
Kkavovpe remesh kowtape Tdvo de&ld otov ydpo gpyaciag pag (viewport) kot Bpickovpe 10
option “remesh”. AALalovue tnv pOOuion Voxel size e évav pikpd aptBuod mov
UVTITPOCMOTEVEL GTO TEPIMOL To UEyehoc Tov KaBe moAvydVoV. Mikpdtepo péyebog onpaivel
TEPLGOOTEPT] AETTOUEPELD. ZTNV JIKLG pag mepinton To Balovpe oto “0.05” kot Tatdpe
remesh.

[l Dyntopo v~ Remesh » Options v

0.05 m 2

0m

+~ Fix Poles

+ Volume

Remesh

Eixéva 15. Remesh Settings

[Meppuévovrtag Alyo uéypt va oAokAnpwbei n diepyacio Ba mapatnpicovue 6Tl GTO
visual pépoc tov povtélov pog dev Exovv aAAaEetl Kot TOALG TPAYHATA EKTOC ATd TO OTL TO
povtého poag oev eivat Aeto, aALG ov avoifovpe to Tapdbvpo GTATIGTIKOV B0 SOVUE OTL EXOVLLE
oAV TePLoGHTEPA TOAVY®VA amd 0Tl elyape o0tav Eekvnoape. Ta otatioTikd givol KAeiotd
arnd default kat ylo va to epeovicovpe TPEmEL VoL EVEPYOTOICOVUE TNV KATAAANAN pOOo.
Ia va yiver avto tavo 6e€1d Tatdpe 1o Perdkt yio vo avoi&el to drop down pevod tov
overlay pvOuicemv. MoAg avoi&el anhd mTotdpe 6to Kovti Tng emAoyng statistics.

~ Text Info
" Statistics

~ Outline Selected
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Eixova 16. Viewport Overlays

To tedevtaio mpaypa mov pével Tpv Egkiviioovue to sculpting tov poviélov pog eivot
pio ToAD onpovtiky podpion mov Ba pog fondnoet modd €1d1kd o€ Evo avOpOToEIdEC LOVTELD
oav 1o d1kd pog. H cvykekpipévn pvbuion eival amopoitntn yio vo £€40VUE COUUETPIO OTO
sculpting. I'a va evepyomomoovue tnv ovpupetpio natdpe 1o ferdxt apiotepd and to Kovti
nov ypaper dyntopo yia va avoi&ovpe to drop down pevod tov pvBuicemv ocvoppetpiag.

Dyntopo -~

Y P
Y P
liling X hd =

~ Feather

Direction -X to +X

Symmetrize

Merge Dista... 0.00050

Eixéva 17. Symmetry settings

EmAéyovpue tov déova X £T61 dGTE Vo dovAEDOLE GTNV Uik LOVO HEPLE TOL LOVTELOV.
Ot kavovpe otV pio o yivetar kat otnv AAAN pepid. Eniong otnv nepintmon mov €xovpue
EeyGogl vao EvePYOTOLCOVUE TNV cVuupeTpia e£apyNe Kol EXOVIE RO KAVEL OPKETN
enefepyacio T0TE UTOPOVE VO TATHGOVUE TO “Symmetrize” kot vo KAVOUUE TO HOVTELO HOG
TAAL GUUUETPIKO avaroya pe Tov dEova ov éxovpe emiééel. Topa eipaocte éTootl va
aAra&ovpe workstation ce sculpting tab kot va Egkiviicovpe va divovpe Hope 6TO HOVTEAO
pag. Ta tpoto Prpe Ba emkevipwbove oto sculpting tov codpatog divovtag Tov Lopen
Eexwplotd amd Ta yEPLa.
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3.3 Body sculpting

A@ob Aowmdv kavope To remesh kat £xovpe apketd Toldymva, To TPOTO Pripa eivot va,
napovpe to block kat va 1o kédvovue Aeio. Avtd to Kdvovpe pue To sSmooth brush. Aeov to
emAééovpe amd 10 TAVEL aploTEPA OOV €YoV e OAEG TIG BOVPTOES LOG UTOPOVUE VO
apyicovue vo divooue popen. Emiong diro éva mord onuavtikd brush eivor o grab brush pe
70 omoio tpafdue TV YeoueTpio pog. XpNoIHoToldVToS T0, EVOALAcoov e og Side View kat
front view tpafodvtag to povtélo dote va kavel lineup pe v gwova ava@opd.

Eixéva 18. Lined up model on reference

AoV 10 cOpO £xEl TAPEL Lo Pacikn popen cepd Exovv ta yxépta. Ta xépla Opmg
givar Eeymplotd mesh and to cdua, 0TOTE AVTO TOV TPEMEL VO KAVOLLE EIVOL VL TOL EVOGOVUE
Kat va yivoov 6Aa éva mesh. T'a va evobovv dtadéyovpe to yépta kat pe shift-click to copa
®ote va emdeyfovv kot Ta 00 Kol apécms petd tatapue control-J 6mov gival n cuvtopgvon
yia TV Agttovpyia évoong. Epdcov evobodv fAémovpe oti gival Ovtog éva mesh adld
@aivovtal ol EvdcELg To omoio dev eival cwotd. ['a va d1opBwbel avtd mpémel va
Eavakdvovue éva remesh. Mg to mov oAokAnpwBei to remesh BAérovpe 6t to mesh éyet
d1o0pHm0bei.
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Eiucéva 19. Tpiv kar peta to remesh yia v évawon yeprod ue odua

Todpa propovue va apyicovpe to sculpting tov xeplov Kot apécm®g POAG TEAEIDGOVE
va Tpoympnoovpe otnv wolaun. H maidun eivar akdpa Eexmpiotd mesh ondte yio tnv
S1EVKOLLVGT UAC UTOPOVUE VO, TNV amopovdcovpe tatdvtag shift-H kat va kpdyovue ta
vrorowro avrikeipeva. Exiong natdvrog to DEL xovuni oto numpad propodpue va kévoovue
focus v xauepa Kot va TNV KEVIPAPOLUE TAV® GTO OVTIKEINEVO OTTOV £xovpe EMAEYUEVO.

T v moddun gperalovtal apketég fovptoeg dOmmg grab, draw, draw sharp, inflate,
blob. Adyw sculpting 1 dradikacio dev propel vo kataypagei pe akpifn Aentopépeia ¢
keipevo omdte Oa deifovue OUECOC ATOTEAEG O TOPOUKAT®.

AoV TEAELMOOVUE KOL TNV TOAGUN UTOPOVUE VO TEGTAPOVUE GTO TEPimOV Tmw¢ Oa eivan
N kivnon Tov dakTOA®V xpnotponoldviag to Pose brush 6mov kdvel pio mpocopoimon tov
KOKKaAOV TOL B0 vEApyel petd. Teketdvovtog TOpa EILACTE ETOLUOL VO EVOGOVUE OAA. T,
KOUUATLO, TOV povTEAOL Kot vo, KataAn&ovue pe éva mesh yia va apyiCovue va divovue
AETMTOPEPELD OTO COWUA OT®G HOEG, KOIAAKOVG, 6TNO0G Kol KOKKAA.
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Ewxova 20. Ilaldoun mpiv ko uetad

3.4 Body details

AoV Lowmdv éxovpe éva mesh tdpa Oa TPoY®WPHCOVUE 6TV dNUOVPYIC AEXTOUEPELDV OTOV
Ba ypnoponomBovv airec d00 g1kdves avapopds yia fonbeta.

Eixéva 21. Body details reference
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Eiwcéva 22. Body anatomy reference

Xpnowomotdvtag 660 moto moAD yivete ta references pog kot petd and pepikég npoomadeteg
£€YOVE TEAELMGEL KOl TIG AETTOUEPELEG Y10 TO CAOLO KAl KATOAT YOVUUE GE AVTO TO HOVTELD. Qpal
VO TPOYWPTCOVE GTO TPOCMTO.

Ewxéva 23. Body after detailing
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3.5 Face Sculpting

Ta Prpota yio 10 tpdocmno givat va Eekviioovpe Tpdto pe 1o shape tov ke@aiion
ypnotporolmvTag o grab brush yua va ddcovpe cwotd oxfjua oto kpavio pe Bdon to
reference pog. Apod to Kavovpe aVTO KoL EIHAGTE EVYAPLOTNUEVOL IUE TO ATOTELEGLOL LLOG
Umopov e Vo Tpoywpnoovue ue ta pueydra details dnradn patio, potn, oovtid Kol otopa. Ta
ta. pdtio dStadéyovpe to draw sharp brush kot “oxdafovue” to povtéro yia vo KAVOULUE TIC
tpOmec. (Agv Egxvape va éxovpe mavto to symmetry svepyomomuévo). Tlpoyopovrog Eekivapue
v potn 6mov pe to draw kot inflate brush divovpe déyxo. Mg to grab brush divovpe v
telkn popon| kot ta details. Tehevtaio eivatl 1o otoépa 6mov Oa yiver peydin ypnon tov inflate
brush aAAd kot Tov crease brush @ote vo amoddcovpe 10 GOGTO oYL,

Eiwxéva 24. Face details
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Ta avtid Ba Tpémet va dnpovpynbovv ¢ Eexwplotd avTikeipevo Kal vo evobodv mave
010 vorouro mesh apydtepa. O AOYOG Yoo avTO €ivor OTL €ivot ApKETE TOAVTAOKO GYNUA KoL
N YEOUETPia pog OEV LG PTAVEL Y10, VO KAADWOLUE TO ETOLUNTO OTOTELEG U, OTOTE
gloayovpe éva véo object matdvtag shift-A kot Eekwvape va kdvoope sculpt to avti. Ttnv
nepintoon pag ypnoponomaoape Evay k0fo. Otav TEAEIOGOVE KOl 0VTO TO KOUUATL LEVEL
Uovo vo, T0 EVOGOVUE [E TO VITOAOITO cdpa. OTwg kKdvaue kol mpv, dStaiéyovue to 600 mesh
katl tatdvtog CTRL-J ta evovovpe. Remesh ce avt) v nepintwon dev Ba ypetaotel va yivel
vl to onpeio mov eaivetal 6Tnv Eveoon Tov avTlov pe 10 cdpa Ba eival koAvpupévn oo to
LoAALd apydtepa omote dev ypetdleTal va SMOGOVHIE TOAD TPOCOYN.

Eixéva 25. Ear sculpts

23| Page



Chapter 4 Retopoloqgy

4.1 Retopology, kat yiati To KGvovpe.

To Retopology givatl n dradikacio ariomoinong evog vyniov Tolvywvikd mesh ce éva
TOAD amAoiko Version tov 6mov Oa gival o kabapd kat evkoro vo to dovAéyovpe. Eival
avoykoio yio povtédla mov £xovv mpoéAbetl amd sculpting | and generated tomoloyia 6mmg yia
mopaderypa éva 3D Scan ta omoio TpoKEITAL VO TOPALOPO®OOVV LE KATOL0 TPOTO dNANON Vo
yivouv animated ce mpaypartikd ypovo. Eival pa moAd ypovofdpa kat 60cKoAN dtadikocio
yati To HOVTELD dmutovpyeital amd TNV apy] TOADY®OVO PeE TOADY®OVO TATOVTUG TAVEO GTO
high poly mesh. Ta nigovéktnpua givat 0Tt To povtéro Oa givar o ghagpd, woto optimized kot
oAV 10 amAO 6TO VA TO KAvouvpe unwrap kot vo to Bayovpe. AkOpa, Told onpoviikd eival
OTL OAN TV AemTopépeta oV £xovpe Kavel Tdvo oto high poly mesh propovpue va v
petaeépovpe oto low poly péow baking.
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4.2 TIpogtowpacia yro retopology.

I'a o retopology 1ov GUYKEKPIUEVOD XaPAKTHPO XPNOIHLOTOMONKE TO Epyaieio
retopoflow to omoio eival eEmtepikd epyareio 0mOTE MPEMEL TPDTA VO, TO EYKOTAGTICOVUE
Omwg Kavape Kot yio To images as planes 6to tp®1t0o KePAAaLO0.

I'a va Eexwvnoovpe To retopology npocsOétovpe éva plane avtikeipevo 6mov amd exkei
Bo dnpovpynbei 6Xo To mesh oiyd oryd. Kald givar va Eexvape mavta and to oNUOVTIKA
YOPOKTINPLOTIKA. TNV TEPinT®Oon pag and o patia 6mov Ba yivouv ot mpodteg Aovmes. MoALg
Barovpe To plane to torobetodue KGT® ATO TO PATL OTOG GTNV EIKOVOA TAPOKAT®.

Eixéva 26. Retopology start

Auéonc uetd tpoobétovue dvo modifiers oto avtikeipevo. Tov Mirror yia va yivoviat 6Ao kot
and aplotepn pePLd Tov povtélov kot tov Shrinkwrap modifier. H dovield tov Shrinkwrap
glval vo kdvel project mdvm 6To avTIKEINEVO OV EMAEYOVUE 6TO TEDiIO TOV £)EL, SNAAIN TO
high poly.Ot pvfpuiceig tov Oa mpémnet va gival kdnwg £tot.

(4]  Shrinkwrap Yilm@ v x
Wrap Method Nearest Surface Point
Snap Mode Above Surface

Target W MAIN

Offset

Vertex Group g8

Eixova 27. Shrinkwrap modifier

AoV éxovpe étotpo to retopoflow to avoiyovpue kot PAEmovpe to Viewport pog va €xet mapet
VTN TNV HopPN OTMOG TNV EIKOVA TOPAKATO.
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Eixéva 28. Retopoflow window

Apirotepd BAémovpe Ta epyareia mov Ba ypnoilpomocovpe Kb’ OAn TV StdpKeELa TNG

dadikaciag. Aggid tig dtapopec pvOuioels. o apyn evepyomotovue to symmetry. Topa
umopovue vo EEKIVIGOLE.

Contour: Epyaleio pog kavet modd €0KOAO TO VO KAVOVE PETOTOAOYIO GE KOAIVOPIK
0PYOVIKA OVTIKEINEVE, OTMG T XEPLOL KOL TO TOOLAL.

Polystrips: TTapéyet ypRyopovg Kol €0KOAOVS TPOTOVG Y1 VO, YOUPTOYPAPTIGOVUE TIG
Baocucég Aovmeg Pacik®V TPOGOHYE®V Y10 TOADTAOKA LOVTEAD OT®G Vo avOpdTTLVO
npdécwmo. Ta strokes kot patches givat ToAd kald yio va yepicovue 1pdmeg 6to mesh.

Polypen: moapéyel andivto £leyyo yio tnv dnuiovpyia ovvOetng tomoroyiag ue Pdon
vertex mpog vertex.

Knife: pe to knife pmopodpue va kdyovue tnv tomoroyio ®ote va KAgicov e AOVTEG,
akpifac 6mme dovievel kot tov blender.

Loops: umopei va tpocbéoel véeg edge loops kat va tig ovpel katd unkog tov mesh.
To tweak emitpénel Tnv €0KOAN TPOGAPUOYN EVOC VErtexX 0Tm¢ Kal oV TO TLAVAUE KoL

notovoopue G yio vo T0O KOUVIGOVLE.

Relax: emitpémel v yordpwon oty Tomobecia Tov Vertex oote va £xovv
TEPLGOOTEPO KEVO PeTOED TOVG KOl KAADTEPT GLVOYT.
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4.4 Retopology mpoc®dmov

AoV €yrovpe pabet ta epyoreia ko elpoote €topnotl KaAd eival va ¥pnGLLOTOIGOLUE
pa e1KOva avapopdc e cowot Tomoroyia dnmc Tapakdt® yio tnv BEATIOTN anddoon).
AxoAovBdVTOg TNV UTOpOoVUE VO KAVOVLE TIG YPOUATIKEG AOVTEC TOVL PAETOVLE KOL VA TLG
EVOGOVLE GTO TELOG.

B Neck Muscle

B Face's Contour

B Smile “Muscle”

B Eye’s Line Definition
B Nose’s Definition

H e a d TO p O I Ogy B Mouth'’s Definition

Eiwcéva 29. Head topology reference

Eexivape kot mavovue to plane pog kot kGvovpe évav KOKA0 ToAVYOVOV YOp® and 1O
uatt. To a@fvoupue Tpocmpivd yia va T0 EVOGOVUE LE TNV VTOAOLTY TOTOAOYiN OTAV £YOVUE
KAVEL TO OTOMO KOl TNV UOTY. Mg ToVv 1610 TpOTO KAVOUUE AOVTEC YOP® aTTd TO GTOUO KOl UWOTN
akoAovBmvTag TV eikdva avaeopds pog tdvta yio fondeia. Ipoywpodviag kdvoope yopo and
TO, OVTLA GAAG KOl GAAT pio OT®G TNV WIAE AOVTA 6TV oToYpa@ic 29 and Tapandve. Apov
tehelmoovpe apyilove G1yd G1YA Kol EVOVOVLE KATOLM KOUUATLN KOl EXEKTEIVOVUE GE AALUO
Kot pdyovho  pEYPL VA KOTOANEOVE e KATL 6oV TNV TapaKAT® gikoéva. Emiong kadd eival va
petTphpe to vertex dote va gival ica kot o1 evdoelg va yivouv cwotd pe kabe face va £xel 4
vertex kot Tévto vo omopeLYOVUE TO TPIY®OVE OTOV UTOPOVLLE.
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Ewcéva 30. Front face starting retopology

Eiwxova 31. Side view face starting topology
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Onwc paivetoal oTic ekdveg £xel yivel Kol n apy] TOV A0V Y10 Vo £YOVUE Lid 10£0 Y TO
nm¢ Bo Ta evdoovpe O Kot e TO odpa. Xvveyiloviag tpoconabodue 660 KaAVTEPA YiveTe va
EVOGOVE TO KEVA KAT® 07O TO LATLO KOL GTO TTIYOUVL. AQPOV YiveEL Kol ovTo, ETOUEVO Prina
gival To KoVTELO KOl OUECWOG PETE TO TICM PEPOG TOL KEPAALOD OOV TEAKH EVAOVETAL UE TOV
Ao, Metd amd moALEC Tpoomdfeleg KATAAYOVE LE €V KEQPGAL OOV £YEL PO APKETA
IKOVOTIONTIKY TOToAOYio 6 oyéamn e tnv xpnon mov Ba tov yivel. Ot Aovmeg dev €xovv yivel
OT®G TNV EKOVA AVAPOPAS LaG aAAA avTd dev pag melpalel epdcov dev Ba €xel ekppdoelg
670 TPOCOTO.

Eixova 32.Face Retopology
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To tehevTaio mOV €€l HEIVEL Y10 VO LTOPOVE VO TOVUE OTL TEAELOGALE LE TO KEPAAL Elvar TO
avti. To avti efval apketd SVOKOAO KOUUATL AOYO TNG KOUTVAOTNTAS TOV OAAA KOl TOV
TOAOTAOKOV GYNUATOG TOV AN e AMyn mpoomabela mapandve propei va ydrovue éva
oyeTIKd KaAd anotélecpa. Onwg intape kot Tapandve dev 0a ypelactel va Tov dMGOVE
amoAvTN TPpocoy” Yioti Ba kpOPeTal TO TEPLGGOTEPO OO TO LOAALL apYOTEPQL.
XPNOIHOTOLDVTOG TNV EIKOVA AVOPOPAS TAPAKAT® TPOSTadove vo akoAovOcovpe TNV 1d1a
tomoloyia.

Eixova 33.Reference avtiod

Eixova 34.Finished Ear retopology
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4.5 Retopology X@patog

H petomoloyia Tov cdpatog gival apkeTd o €0KOAN 0O TOV TPOCAOTOV, OTMS GTNV
mepinTmon pag mov dgv Exove vIEPPOAKN AeTTOUEPELD Y1OTL TO TEPIGCOTEPO KOUUATL TNG
glval og KOMVOPIKEG LOPPES OTMGS XEPLa Kat OO, e OVGKOAOTEPO LUEPOG TNV TOAAUN OAAL
KOl TIG EVOOELS OTmG oTtov OMo. 'Exovtag emekteivel amd to KEPAAL GTOV AALLO UTOPOVLE TOAD
gukola va ocvveyicovpe anod ekei. [Tavta pe v Pondeia piag elkdvog avaeopag OTme TV
TOPOKATO.

Eixéva 35. Body topology reference

Koutdvtag kald tnv avaeopd pag evtonifovpe oe mola onueia tpénetl va éxovpe poles
(Vertices 6mov mévte YPOUUES GLVAVTIOVVTOL) DGTE VO KAEIVOLYV 6MGTA 01 AOVTES 0TS
Qaivetol otV €1KOVA oG, GTO ONUELN TOV OU®V Kol KATO and To YOvata. AQod TV
UEAETNOCOVUE KOAG KOt £YOVUE Wia, 10€0 amd mov Ba Eektvhioovue mpoympdue. To and mov Oa
Eekvnoovpe dgv éxel kapia 1dtaitepn onuocio kot £aptdtal amd Tov Kabe KaAALTEXVT.
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H mpdt @don g petomoroyiog Hog NTaV Vo EMKEVIPOOOVIE GTO VAL OLOKANPOCOLUE
TO TAV® UEPOG TOV GAOUATOG TPOTA UEYPL TNV HEST OALE KOl GTOLG MUOVG UEYXPL TO onpeio
ov Ba ekvave Ta xEplo OTMS aAiveTal OTIG EIKOVES TAPAKATM.

Eiwcéva 36. First phase Upper Body Topology front

Eiwxova 37. First phase Upper Body Topology back
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H Agbdtepn @don givarl va cvveyicovpe 1o vTOAOITo coua ard Ta Tddlo HEYPL Kol TO
onueio 6mov Egkvdiel n TaTtoHoa AAAG KoL oTo xEPLa HEYPL TO onueio dmov Eexivave ot
woAdpeg. Ty motovoa dev Ba ypelootel vo TV dNULOVPYNGOVUE YioTi TO povtéro Ba €xel
TOTOVTOL0 6TV €061 TOVG 0TOTE UTOPOVUE VA €£01KOVOUNGOVE PEPIKA TOAVYVa ekel. Tig
TOAGUEG TIG APNVOLLE TEAEVTOIEG YiaTi €lval TO SVGKOAOTEPO onuEio.

Eicéva 38. Second phase Upper Body Topology front

Eixova 39.Second phase Upper Body Topology back
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IMa 1o x€pt xpnolLoTOINONKE 1N TAPAKATO EIKOVA AVAPOPAG OOV EMOEIKVIEL 10 COGTN
tonoloyia gvdg yeprov.

12 vertices __
edge loop

.24 vertices /
edge loop

diamond =%

quads

Eixévo 40. Hand topology reference

AxorovBmvtog v Tpocmafole 660 TEPIGGOTEPO VO, KAVOLLE Kal EUEig To 1d1a onpeio Kat
115 1016¢ AoVTEG OTTG avaypapovTon AL pe Aydtepn Aemtopépeta.

Eixéva 41.Finished hand retopology

34|Page



Aol olokAnpddnkav TdOpa To Kot To YEPLo ETACAUE GTO ONUELO Vo Eyovue €va
OAOKANP®UEVO HOVTEAO LE O TOTOAOYIM TOV KAADTTEL TIG AVAYKES TOV £YOVLE Yo anddoon
kivnong. To olokAnpopévo copa pog Exel 20.644 tpiyova 6mov ival Alya mapandve on’ oTt
OKOTEVOUE OAAGL OVTO OEV pag elvatl TpOPANua.

Eixéva 42. Completed retopology

Thpo ipacte £TOOL VO TPOYMPTHGOVLUE 6TO KOUUATL TG XapTtoypdenons (UV mapping)
MOTE VO UTOPOVUE UETE VA TOV ddcovpe VOT. Tlpv dpwg mape exel vaapyel kATl TOV o
KOVOVLE Y10 VO, GLYOVPEVTOVUE OTL TO UOVTELO TAPUUOPPAOVETAL GOGTA. AVTO OV O Kdvov e
givat va tov falovpe éva Tpoyelpo okeAeTd mov Tapéyel £tolpo to blender yio va propéoovpue
vo, dovpe Tog Oa Kveital To povtéro.

35|Page



T'o va to kdvooue avtd waue oto preferences tov blender 6mov sicdyovpe Tpodcbeta Kot
yayvoope yia to “Rigify”. To Rigify mapéyet d1apopovg okehetodg OT®G yia dimoda
TETPATOS0 OAAG QKO KOl Y10 TOLO0 GUYKEKPIUEVE, UOVTEAN OT®G dAoya Kal Kapyapieg. Apov
10 glodyovue matape SHIFT-A kol o6to pevod emiéyovpe Armature/Basic/Basic Human. Otav
TO TOTAGOVUE B0 SOVUE KATOLN OVTIKEIPEVE UTPOCTH LG GVVOEDEUEVE TO OTTOL0 ATOTEAOVY
TOV GKEAETO, OMMC TAPAKAT®.

Eixéva 43. Rigify Basic Human skeleton

Topa 0vTd TPETEL OTAL VO TO KAVOUUE VO EPAPUOGEL TAV® GTO O1KO LG LOVTELO TATOVTUG
TAB yio va umodpe otnv katdotaon eneéepyoaciog tov. Evalidooovue névto and front view
KoL Side View yio va oryovpevtovue 0Tt Xl EQAPUOGEL COGTA KOl 0Td TIC dVO UEPLEC.
Epappolovtag 1o, £xovue 10 Tapokdto anotédespua. Avti n dadikoacio Aéyetot rigging aiid
OTMG AVAPEPOUE YIVETOL TOAD TPOYXEPU TPOG TO TOPDV Y10, TOV EVIOTMIGUO CTUOVTIKOV Aabdv
ko dev Ba eivor tehikn. H tedikn Ba yiver péco Mixamo g mopakdtm Ke@AAAL0.
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Eixova 44. Skeleton aligned to our model

AoV gipacte olyovpot 0Tl £XEL EPAPULOCTEL COOTA TOPO UTOPOVUE VO TO GLVIEGOVUE GTO
povtého pog. Emiéyovpe npdta to poviéro pog, ko pe SHIFT-CLICK dgbtepo tov okeleTo.
Apéowng petd matape CTRL-P 6mov avoiyel to mapdBvpo 6mov opiletal n oyéon peta&d
aviikelpnévov. Emdéyovpue to “Armature Deform with Automatic Weights”. To povtého givat
TOPO TA1dl TOV GKEAETOD OTTOV GMUAIVEL OTL OV KOUVAGOVUE TOV GKEAETO akoAovOdEL KoL TO
povtéro. Mo va 1o dodpe Op®G ev Kivnon mpEmEL vo LETAPOVIE GTNV CMOTH KOTAGTAGT N
omoia givat to pose mode. Ataréyovpe tov okehetd kat wotdue CTRL-TAB yia va aila&ovpe
Kotdotact. Topa Tpocéyovpe 0Tl To KOKKAAN £XOVV TAPEL UTAE XPOUA. AV TIOGOVUE TA,
KOKKOAQ TOPO KoL TO, KAVOVUE MOVeE, rotate kot scale to poviédo pog avtidpaetl 6Tig KIVHOELG
pog. ‘Etol propodpe va KOLVAGOVE TO AKPO Y10 VO, EVIOTICOVIE ONUAVTIKA AAON 1 Kot va
doovpe d1apopeg TOLEC OTWG TUPAKAT.
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Ewcova 45. Test pose
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Chapter 5 Hair and Clothes modeling

5.1 Movteromoinon AKOVGTIK®V

I'a v dnpovpyio okovoTikdOV EEKIVALE ElodyovTag Eva Circle avtikeipevo TotdvTog
SHIFT-A/Mesh/Circle, nepiotpépovpe otov dEova X og 90° poipeg, uraivoope og front view
motovtog NUM-1 kot apécmg petd TAB yio tnv katdotacn eneéepyaciog. [latdue 1 yio va
ellOOTE G€ KOTAOTACT EXAOYNG TOV VErtices, emAéyovpe T0 ol OTOGC GTNV TAPUKAT®
€1KOVO Kol TOTARE X Y10 VO T0 GPTGOVLE.

Exova 46.Circle half select

‘Exovue peiver pe pio oelpd and vertices topa to onoia dev eivar oteped (solid). T va ta
Kévovue oteped mapue otovg modifiers de&1d oto mavel kot draréyovue tov solidify. Avtd mov
kavet o solidify eivar va kdver pa emeaveio maytd. Balovue v tipufq 1o 0.1 kat tov
apnvovue ekel ympic va tov epapudcovue. AuEcmc LETA Eavomaue o€ KOTAGTAON
enefepyaciog dtaréyovpe Oha ta vertices kot matape pe ospd E, Y, kot 0.04. TTatodvrog E
Kavovpe extrude, pe to Y givar o dEovag mov Béhovpe va yivel n Aettovpyio kot 0.04 yia to
1660 BEAovpe vo kovvnbovv ta vertices tpog tov d&ova Y. To Tavem HéPog TmV aKOVGTIKMOY
éxel Tere1doEL AALA givat TOAD ayunpd (sharp) ondte Tpénetl va 1o kdvovpe Agio. Avoiyovtog
oM 1o mavel pe tovg modifiers, dradéyovue tov Bevel 6mov n Aettovpyia Tov givat va Kavet
TG oy UNpEg yovieg Aeieg mpocBétovtag yeopetpia. Topo PAEmOVUE AVTO TO OTOTELECLAL.

Eixéva 47. Headset top complete
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T ta nyeio tpocbétovue £vav kKOAVEpo tov kdvovue scale kal tov kovvaue oto onueio 6mov
0o akovumdel TV aplotept| peptd tov keearddecsuov (headband). Tlape oto Taved TV
modifiers de&d kat dtadéyovpe Tov mirror modifier kot oto medio mirror object draréyovpe to
headband. Avtd mov kdvet eivol va avTIKOTOTTPIGEL TO AVTIKEILEVO pog 6TV ovTifetn pepld
tov headband. I'a v dnuovpyio tOpa TOV Nxeiov unaivovus otnv Kotdotoon eneéepyaciog
TOV KVAIVOpOL Kat emAéyovpe To vertices tng eEmtepikng pueptdg tov. Kavooue extrude Aiyo
TPOG TO. 0ploTEPd, TaTaue S yio scale eowtepikd. [Matdvrag tdpa | kdvovpe inset ta vertices,
o6mov Aetrtovpyel cav 1o extrude adrid ecotepikd. Apéowg petd Eovakdvoovpe extrude mpog ta
péca avty v eopd. Kdavoope 1o 1610 kot otnv péoa mAgvpd To0v KVALVOpov, mpocHéTovtag
oto télog évav bevel modifier yio va yivouv Aeieg ot yovieg, epappolovpe kot Tov mirror
modifier kai tdpa £xovue TELEIDOGEL UE TO AKOVOTIKG £XOVTAC TO OTOTEAEGLO TOPUKATO.

Eixova 48. Headset complete
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5.2 Movteromoinon Mnhovlag

H Movtehomoinon g urrovlog £yve emiéyovtag ta TOADY®VE GTO TAVEO PEPOG TOV GAOUATOS
omov Bélape va kaBetat 1 prhovla OTOG TNV E1KOVA TOPAKATO.

HMotovtag SHIFT-D kdvovpe tnv emdoyn pog éva avtiypago. Metd matdue de&i kAlk kot
TPOG TO TEAOG TOV TTAvel PAEémovpe TNV emloyn separate 6mov emiéyovpue to by selection. Mg
aVTN TNV AELTOVPYia £YOVUE KAVEL TNV EMIAOYN HOG Vo gival EexmpPloTod avTIKEIPNEVO amd TO
onua. Topa nepdlovtag to mesh kat offvovtag ta mtolbdywva mov dev BEhovue apyilovue
Kot ditvoope popen otnv priovla. Moig dmocovpe tnv poper mov Béiovpe Balovpe npdta
tov solidify modifier dote va unv gival povomievpo 10 HovIELO Kol va £xEl mhx0G. Auéowg
petd tov Shrinkwrap modifier 6mov "koALdel” T0 HOVTELO TAV® GE VTO TOV EMAEYOVUE,
otV mepintmon pag to cdpo. Televtaio Rua Padlovue tov subdivision modifier 6mov diver
uto woto Aeia popen oto avtikeipevo pag kot falovue tovg modifiers oty Aiota va £xovv
ovTH TNV GEPA.

Add Modifier

v 6]  Shrinkwrap Vim@ v X
Wrap Method  Nearest Surface Point
Snap Mode Outside Surface
Target W Female
Offset

Vertex Group

> 7 solidify YEE@ v x
[0 Subdivision Yiam@ v x
Catmull-Clark Simple

Levels Viewport

Render

«~ Optimal Display

ﬂ Autosmooth or custom normals detected, disabling GPU subdivision

> Advanced

Eixdva 49.Shirt modifier list order
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Topo PAETOVIE TO ATOTEAEG LA LG KAVOLIE OTIONTOTE AAAAYEG XPEALOUACTE Y10 VOl
toprééet n prhovlo cOOTA TAVEO GTO COUN KoL EXOVUE TELELDGEL, £XOVTAS TO AMOTEAEGLN TOV
EMOEIKVIETOL GTNV TOPAKAT® EKOVA.

Eicova 50.Shirt finished




5.3 Movteromoinon Mari@v

2NV HOVTEAOTOINGN TOV HOAMOV YPNOIHOTOMONKE N TEXVIKT pe KaumbAeg (CUrves). Me avtn
™V TEYVIKN €xovpe €va avTikeipevo mov anoteieital and €va CUrve 6Tov To G TOV
opiletar amd &va GAAo curve to omoio dev givar solid kot amoteleital and vertices povo.

INa va Eexvnoovpe mpocsBétovpe éva path curve. To Bpiokovue av mtatnoovpe SHIFT-A kot
nape oto medio dmov Aéel CUrVes avtn v eopd kot dtarkéyovpe to path. To path givar pdévo
pa ypoppun and vertices mpog to mapov. I'a va to kdvovpe mayd yio apyf tpocHétovpe Eva
circle curve to onoio Oa givatl to guide pog yia v popen g kabe tpixag. IIpog to Tapodv 10
g16ayov e Kol dev To melpalovpe. ApEcmE UeETG Taue oTIg 1010TNTEG TOV path curve kot
Bpiockovpe to medio mov avaypheel bevel. Ta pébodo tov bevel diaréyovpe object kol oto
nedio mov €xel dradéyovpe to guide pag, dnradn to circle curve mov mpochécayie.

Texture Space

Object

0.000
1.000
Mapping Start
End

" Path Animation
Eixéva 51.Hair curve bevel settings
Av mape topo ko eneepyaoctovpe To circle curve Ba tpocsé&ovpe 6TL To path curve pog

akoAovOdel TNV popen Tov. Mg avTOV TOV TPOTO KAVOLUE HOAALL TO OTTOld Eival o
otvMlaplopéva (stylized).

Eixéva 52. Hair curve example
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Yuveyilovtog mpocBétovpe AAAN pia curve émov Ba opilel ta TAAIVA LOAALE Yo va PNy gival
oAa ta 1010 axpiPdg. Aeod éxovpe €TOIRAGEL TO CUIVES TdOpa avTtd OV HEVEL glvar va
apyicovpe va Kdvovue avtiypaga tng kabe tpiyoc Kol va Tig TOmoOETOVUE TAV®O GTO KEPAAL.
Eniong umopovpe va ene&epyoactodpe kat ta Vertices tng kabe toveag Eexwplotd yia vo
€yovpe Alyn Topamdve TOWKIAG GTO GYNUO KOl TNV KOUTLAOTNTA. APOoV TomofeTGoVE OAEG
TIG TOVQEG MG EYOVUE TLO TEAEIDOEL Kol UE TO oAl poc. To amotélecpo paivetal otnyv
TOPAKAT® ELKOVA.

Eixove 53. Hair finished high poly
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Televtaio mov pével ival vo HeTaTpEYovue ta poAld o mesh yloti ¢ tdpa HTav curves
Omov onpaivel 6Tt dev giyav ye®UETPia pe TOADY®VA KOl NTAV ATAG pio Ypauun and Vertices.
To va ta petatpéyovpue givatl ToAv anAo. [latdue 6e&i KAk oty kabe ToOvPQ Kol ETMAEYOVLE
convert to mesh. Aeov yivel kot ovTd EXOVUE TOLO TPOYUATIKT YEOUETPIO 6TO LOAALG GALG
avTtd pog dnutovpyet éva mpofAnua. I'a va Pyet £tot Aeia 1 yeopetpio Enpene va avepdoovpe
™V avaivon tov kabe curve object ue amotédeopa dtav N TovQO peToTpATEl OE YEOUETPIA VA
€yel mépa TOAAA TOAVY®VA TO omoio dev pag Poievel KaBoAov €01kl otnVv nepintwon gvog
game ready yapoktfipo mov npénel vo givar optimized, ondte npénet vo fpodpe Evav TpoOTO Vo
LELOGOVLE TA TOAVYMOVA.

Av10 yivete péocw evog modifier, tov decimate. Avto mov kavet gival va tpryovilel To poviého
KOl VO LEL®VEL TPOo0deLTIKAE Ta Tpiyova Tov. IIpv tov mpocBécovpe Opmg and v Alota pe
tovg modifiers dtadéyovpe 6Aeg Tig TovQeC kot motdpe CTRL-J yia va Tig evdoovpe OAeC 6g
éva object. Todpa mov gival éva avtikeipevo umopodue vo giodyovpe tov decimate.

Add Modifier

v [l Decimate

Collapse Un-Subdivide
Ratio
Symmetry
Triangulate

Vertex Group g=

Face Count: 120933

Eixéva 54. Decimate modifier

Onwg PArémovpe kot otov modifier kdto apiotepd Aéetl OTL TO AVTIKEILEVO TOV LOAMODV EYEL
120.933 moAvywva mov otav elcayfei onv Unity ta moAdyova avtd 6o uetatpoanody og
Tplyova TOov aVTO GNUAiVEL OTL TNV TPOYUATIKOTNTO EIval To SITAAGLO, 01T’ OTL AVOYPAPETOL
oto face count ywati to k40e ToAVY®VO amoteleitor and dVo Tpiywva.

Apyilovue Aowmdv kot katefalovpe to ratio apketd younid, nepimov oto 0.05. BAémovue 611
TO LOVTEAD Oev €xel aArdEel pilikd addd 0 aplOudc TOV TPLYOVOVY TOV £XEL KATEPEL KOTA TOAD.
H dtapopd paivetol KoAd Kol 6TIC EIKOVEG TUPOKAT®.
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Eixova 55.Hair high poly wireframe
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Eixéva 56. Hair low poly wireframe




5.4 Erwocaymyn Lowm®v evovpatov

Ta momovtolo Kat | eovota TpoAbav and to cgtrader 6mov epappootnkay Kot Eytvav joined
nve oto mesh tov yapakmpa olokAnpdvovag Ty évdvomn tov. Todpa £xovtog OAOKANP®GEL
UTopoVUE VO TPOYWMPTGOVUE GTNV XAPTOYPAPNGT TOV LOVTEAOL KOl VO ATOOMGOVE LOT.

Ewcova 57. Finished clothed model
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Chapter 6. UV Mapping

6.1 T givor To UV Mapping

H yaptoypdonon UV eivar n dradikacio tpofoing g empdavelog evog 3D povtélov
o€ {10 SVOJLAGTATT EIKOVO TOV ¥PNOLHOTOLEITE Yio TO texturing tov povtélov. Ta ypaupota U
kot V vrodnidvovv tovg d&oveg g 2D vonc eneldn ta X,Y kol Z ¥pnoipomolovvtol nom yio
VO, VTOONAMDGOVY TOVG GEOVEG TOV TPIGOLAGTATOV AVTIKEILEVOD GTOV YDPO TOV HLOVIEAOV, EVD
10 W ypnoiponoieite yio Tov VTOAOYIGUO TOV TEPLGTPOPDV TETAPTOTAYOVG.

To unwrap tov UV Maps cuvnbwg mpémet va yivel xeipokivnta oArd T0 TEPLGCOTEPA
TPOYPUULATA £YOVV KOl OVTOUANTOTOINHEVOVG TPOTOVG. £TO cMUO 00 TO KAVOLNE YEpOKIVITO
KOl 0TO, VTOLOLTA OVTIKEIUEVA UE TO E0MTEPIKO EpYOLeEiO TOV OTOV TO KAVEL QLTOLATO
AOY® aTAOTNTOG TOV HLOVTEA®V.

Eixova 58. UV Unwrapping illustration example
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6.2 UV Unwrapping of hair, accessories and clothes

Ia va Eexwvnoovpe arldalovpe workspace and nédveo natdviag ekel mov Aégr UV Editing.
Y10 workspace avtd topa Exovpe dvo Tapabvpa, Xto 6e&1d To viewport pag 6mov PAEmovpe
10 povtéro kot 1o eneéepyalopaote Kot ota apiotepd tov UV Editor. Emléyovpe to poviého
kot tatdpe TAB yia va petafodue otnv enegepyacia tov. Apod 10 Kdvovpue avtd matapue A
wote va emiéovue Ola To ToADY®OVA TOL poviéAov dmov Ba yivovv unwrapped. Topa mov ta
gyovpe OAa emieyuéva mataue U yia va avoi&el to drop down pe tig emiloyég 6Tov 0.popovV
to UV Mapping. Epeig 6a emié€ovpe to Smart UV Unwrapping yiati 6nwg sitape Oo
0QNOOVE TO TPOYPOLLIO VO KAVEL TNV SOVAELL Yo pog Kot Oyl yelpokivnra.

Unwrap

Smart UV Project
Lightmap Pack

Follow Active Quads

Cube Projection

Cylinder Projection
Sphere Projection

Project from View
Project from View (Bounds)

Mark Seam

Clear Seam

Reset
Eixkévae 59.UV Unwrap drop down

Topa av kortdEovpe 6to mapdbvpo ota 6e&1d Ba dovpe too UV 100 HovTtéLov TOV AKOVGTIKOV
omov éyovv EedmAmbel kat eivat £Toua yio va Ba@Ttovv.

Eikova 60. UV Arxovotikav

AxorovBovrtag v 110 Stadikacio Tdpa Ba KAvov e TO 1010 Kol 6TO DTOAOITO AVTIKEIUEVOL.
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Eixova 61.UV MarlicHv

Eixova 62. UV Mrlodlac
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Do

Eikova 63. UV Dovorag
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6.3 UV Unwrapping of body

Y10 odpo to Unwrapping Oa 1o kdvovpe yeipokivnta Adyo TOAVTAOKOTNTAG TOV povTédov. O
TpOTOG OV TO KAvovue gival falovtag Seams 1 aAAdg pagéc ota onueia Tov BEAovpe va
KOPetal To poviélo kat va dnpovpyeitat éva Egxmplotd UV koppdtt 6nmg 10 mapddstypo
TOPOKAT®.

Eixéva 64.UV Seams example
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Emiléyovpe Lowmdv 1o povtéro kot mdpe oe popen enegepyaciac. I'ia va popkapove Toteg
ypappég Ba eivar seams, emhéyovpe avtég mov ypelalopacte kot tatdpe de&l KAk, Xto T€hog
oV mopabOpov £xel o emroyn Mark Seams. A@o¥ to TatoovpE GlryovpeLOUAOTE OTL £XOVV
emAaeybel g seams PAETOVTAC TO PO TOVG TOV TMOPX €IVl KOKKIVO. EEKIVAUE AOTOV LLE TO
cOUO OOV KOAN TPOKTIKN elval TavTo va Eexwpicovpe To KEQAAL amd TO VTOAOITO GO,
IMapopoimg to xépla Kot Ta TOJLA.

Eixova 65. Body UV Seams front
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Eixova 66. Body UV Seams back
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Topa avtd Tov pével va KAvoupe eivatl va emAéEovpe O Ta ToAVY®Va Katl vo tathoovpe U
yio va avoigetl to pevob pe tig emioyég tov UV kot va emiéEovpe Unwrap. Ta UV topa givar
étolpa. Oo TapatnPNooLE 6TV TAPAKATO eikova O0TL Ta UV’S gival yia 1o picd couo, avtd
npokvrtel amd tov mirror modifier. v ovoia éxovpe dnuovpynoetl wovo v de€1d pepid
TOV GONOTOC Kt 1| aplotep eivar kabpentiouévn, onote ta UV’s givar overlapped. Avto to
0épa 0o emdlopObwbel TapakdTo.

Eixova 67. Body UV's

Me ta UV’S topa 0OLOKANPOUEVE UTOPOVUE VO TPOYWOPTGOVLE GTO TeEAEVTOIO Prina, TO omoio
givatl  anddoon veng 6mov Ba givat Kat To TeAevtaio Pripa mov Ba kavovue péca oto Blender.
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Chapter 7. Shading - Texturing

7.1 Shader Nodes - PBR Texturing

H andédoon vong Oa yiver pe Ta shader nodes tov . Ta. nodes otnv ovoia givat pkpa
UmAOK amd eVTOAEG Omov GtV TA GLVOVALOVE UTOPOVLLE VO TAPAYOLUE SLAPOPES VPES TOV
Bacifovtal e aAnBivd vAkd 0mmc EVAo, pHETaAo, papurapo Kot GAio ToALE. [Tapakdto Oa
dovpe 300 mopadeiypata 6Tov To Eva glval Evo amAd GUGTNUO Y10 TNV TAPAY®YN LIOG
dvodidotatng POTIAG Tave o€ £va plane avtikeipevo Kat To GAAO Yio TNV TOpay®YN EVOC
stylized wood texture.

Eixova 68. Shader for fire example

Eixova 69. Stylized wood shader example
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IMopdiinio vrdpyetl kat o tapadooiakd image based texturing i kar aAldg PBR texturing,
6mov PBR mpoépyetar and Physically Based Rendering. Avto onpaivel 6Tt 10 vAKO
TEPLYPAPEL TIG OTTIKEC 1O1OTNTEG MIOG EMPAVELOG E EVOV QVOIKO TPOTO, TG MGTE VA
UTopoVUE VO EYOVUIE TOAD PEAMOCTIKA OTOTEAECHATA KATMO ad OAEG TIC GLVONKEC POTIGUOD.

Y10 Topadetypa topakato Oa dovpe Eva cvvnbiopévo setup yio PBR Texturing evog
POSLOPMDVOV TOV £YOVUE ONUIOVPYNOEL, OTOL £Y0ovUE £va texture mov avIimpoomTeELEL TNV KAOE
1010TNTO. TOL LAIKOD Tov BEAOVIE VO AVOTOPUGTICOVUE, Y10 TOPASELY LA TO YPDUO, TNV
peETAAMKOTNTA, TNV TpOYOTNTO Kot KATolo aAAa €. Oha avtd to textures cvvdéovtal o Evav
peyaro shader 6mov kot and kel TOPAYETAL TO TEAKO ATOTEAEC O,

~ Multiply

~ Principled BSOF

Ewcova 70. Radio PBR shader
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Ewxéva 71. Radio Texture Output
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7.2 Shading

IMa to poAiid dnpovpyeital Evag mold andog shader mov Bociletal og éva gradient texture
6mov glodyetal og £va color ramp 6mov PBydalet pa andypwon Paciopévn 6To YPMULTO TOV
€yovpe emiégel.

Eixcova 72. Hair shader

INo to akovoetikd dnulovpyovpe cuvoiikd tpic vVAKA. ‘Eva pol, pavpo 6mov gpapuolovtol
TOVO 6Ta ToOAVYOVa Tov emAEEape TAvo ot Nyeio kot Eéva 6mov kavel output éva wave
texture mo¥ 60T®G TPV maipveL TO YpdOUA Tov ard Eva color ramp.

A

Eicéva 73. Headset shader
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Y10 patia Ta omoia arotelovvrol and éva andd sphere avtikeipevo éxovpe K4t mo
TOAOTAOKO.

Eixéva T74. Eyes shader

IMo ta podya éxovpe kot €60 VO TOAD AMAG VAIKA TOV amoteAoVVTAL 0o padpo kot pol.

Eixova 75.Clothes shader
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7.3 Texture Painting

To texture painting givot akopa évag tpOmog OTOV UTOPOVLE VO ATOIDGOVUE VPN 6€ EVa
TpLedidotato poviédo Bagovtag ancvbeiog taveo ota UV i oto topology tov poviédov
ypnotporolmvtag Bovptoes. Xto blender cvvnbowg ypnowponoteite yio moto stylized
amoTELEGHOTO KOl Ol PEAAIGTIKA, OTTMOG TO TAPAIELY O GTNV EIKOVO TAPAKATO.

Eiwxova 76. Stylized weapon example

INo va Eexivioovpe va faoovpe Tpémel vo cuvdécovpe £va kKevo texture to onoio to
dnurovpyovpe oto shading workspace. Iatdvrag SHIFT-A avoiyel to mavel pe ta didpopa
nodes mov £yovpe otnv d1dBeon pag. Emiéyovpe Texture/Image Texture. Totape New
gmAéyovpe TV avdivon mwov Béhovue kot tnv cvvdéovue oto Base Color tov Master node.
Topa Exovue €va ddeto Texture mov pumopovue vo, fAyoupe.

Eixova 77.Create empty image texture
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A@o? eipaote étotpot ardalovpe to workspace oe Texture Painting emiléyovtag 1o and tig
KOPTEAEG OTNV TAV® PEPLA TOV KEVTPLKOV Tapabipov. Xta aplotepd PAémovue ta UV pe to
texture mov dnulovpyHoauE, 6TNV HEGT TO HovTéro Kot 8e€ld kdtm amd tov outliner to véo
nopdBvpo pe tig pvbuiceig g fovpToag mov gival povadikd yio to workspace avtd. To
Béwyipo mov kdvovue gival ToAv amAdd. Eva ypoua yio to déppa, £va yio Ta ¥eidn kot Eva yia
YOp® 0o TO PATI. APOD KAVOULUE KAl AVTO TO HOVTELO ag EXEL OAOKANPOEL TANp®G.

Ewcova 79. Painted Face
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Ewcova 80. Final Model
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Chapter 8. Baking — Rigging

8.1 Baking

To Baking givat n dtadikacio mov mpémet va yivel ®OTE VO LETAPEPOVIE TNV TANPOPOPia EVOG
material mov éyovpe dnpiovpynoet pe nodes oto blender oe popen| texture dote va propei va
gloayBei otnv Unity, yati Tpoeavadg n unity dev pumopei va dropfdcel ta nodes tov blender
OT®g givat. AALog évag Adyog ival 0Tl umopel va £xovpe £va LOVTELO TO 0TTo10 £YEL Yia
nopdderypa 7 materials. Av maue va to farovue avtd péca og £vo game engine o
ypewalopaote 7 draw calls, 1 yia ka6 material to omoio dev givar kabdiov optimized. Ondte
avTd TOL KAvovpe gival vo kdvovpe bake tnv mAnpogopia tov 7 materials og éva texture, pe
amotéAeopa vo £YoVpE pHEca 6To engine péoca £va povo material apo kot Mydtepa draw calls.

Eekwvape Aowmov va mape vo kdvooue bake to material tov potiov. Iape oto shading
workspace kot dnplovpyovpe Eva kevo image texture. To matdpe ®ote va gival emAeyuévo Kot
nape oto render settings de&1d va kdvouvpe Tig arapaitnteg puouicelg.

> Sampling

Light Paths

Mation Blur
Film
> Performance
v Bake
[ Bake
Bake from Multires

Bake Type  Diff

v Influence

Contributions

Target  Image Textures

¥ Clear Image

Margin

Eiwxova 81. Bake settings

AMLGCovue to render engine og cycles kot oto pevot bake pvbuilovue bake type oe diffuse
kat influence povo color. TTataue bake kot tdpa Tepiuévovpe. Aol ohokAnpwbein
dradikocio av kortdEovpe To image texture mov dnuiovpynoape o £xel avrikataotadei and
10 anotéleoua tov bake. TIpoywpdvtog Kdvovpe To 1810 KOl Y10 TOL GKOVGTIKA KOl EXOVUE
telewmwoet pe to baking.
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Ewxéva 82. Shader to image texture

Ewcova 83. Eye Texture
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8.2 Mixamo Rigging

H Mixamo sivat pio etaipia texvoroyiog tpiodidotatov ypopikov. H etaipia avth
AVATTVGOEL Kol TOVAGL VANPESies faciopéva 6To d1adikTvo Yio Tpledidotato animations
xopaktnpov. Ot texvoroyieg tng Mixamo ypnoipomolovy uefoddovg unyavikng pabnong yo va
OVTOUOTOTOLGOVYV Ta Prjpata g dtadikaciog amddoons Kivnong o YopaKTpEG.

IIpwv wpoympnoovpe 6to Mixamo npénel vo kdvovpe to povtéro pag export oe FBX. T va
10 Kavovpe ovtod wape File/Export kot dtaréyovpe FBX. Avoiyet éva mapabvpo pe Tig
pvOpuicels. EmAéyovpe 11 mopakdto Kot matdpe eXport.

Operator Presets ~ Transform

Scale 1.00

Path Mode

Batch Mode v S Apply Scalings  All Local

7 Include Forward -Z Forward

Limit to ¥ Selected Objects Up YUp

Visible Objects

+ Apply Unit
Active Collection

v Use Space Transf...
Empty

Camera ¥ Apply Transform f)
Lamp

Armature > Geometry

Mesh
Other

> Armature

Custom Properties Bzl

Eixova 84. Export settings

Avoiyovtag tnVv 16106€Aida Tov Mixamo BAémovpe apiotepd pia Bipriodnkn ue animations,
otnVv péon to viewport ue évav default yapaxtipa kar 6e€id tig emroyég pog. EmAéyooue
upload character, kavovpe drag and drop to FBX pag kot mepipuévovpe va yivel 1o avéBacua
tov. [Matape next oto enduevo Tapabvpo Kal HeETd PTAVOVUE GTO GNUEID TOV TPETEL VA
TPOCAPUAGOVLE KATL KOKAOVG TTOV OVIITPOCMOTELOLY T PACIKA oNUEio TOV COUATOG GTA
OVOLOTO TTOV OVAYPAPOVTOL Yo TOV KaBEva.

AUTO-RIGGER

Place markers

Place markers on your model, and
then press Next to start the Auto-

Rigging process.

Skeleton levels of detail

Choose different versions of the
autorigger skeleton to optimize
performance. Select a Skeleton LOD
option for more information.

BACK Use Symmetry  Skeleton LOD | Standard Skeleton (65) v m

Eixéva 85. Mixamo joints window
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Otav terciwoel | enelepyoocia tatape download yio va kotefdoovpe TpdTA TO0 HOVTELO OF
T-Pose ywpig kamoto animation. To katefalovpe kat 10 amodnkevovpe yia petd. I'a va
katefdocovpe to animations mov 6élovue, ta emAéyovue and v Piplodnkn apiotepd,
eTidyvouvpe Tig pubuicelg tov 6w BEAovue kot matdpe download. Xta download settings
gmAéyovpe mdit FBX kot oto Skin nedio, Without Skin kot to katefalovpe. Topa éxovue Tov
yopoktipa pog rigged ce T-Pose kai ta animation data mov katefdcape ondte eipoote
étolpotl vo tpoympnoovpe otnv Unity kot va ohokAnpmdcovpe arodidovtog Kivnon.
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Chapter 9. Controlling character inside Unity

9.1 Import yapaxtipa

Avoiyovpe Aowdv tnv Unity matape New Project kot emléyoope and to templates avtd mov
ypaoeet 3D (URP) kot meprpévoope va avoiet. Apod avoi&el gtidyvovue évav @akeho mov Oa
£€YOovpE TO OIKA poOg opyeia yio va unv yavopaote. Ilepvaue to FBX pe tov yapaxtpa ce
T-Pose kat ta animation mov katefdcape og Eévav dAAo @akelo. Anpiovpyodue Kot £vVov
@axelo yio to, materials pag kot To textures yua va givat Ao opyovouéva.

Eixéva 86. Unity URP Template

Emiléyovpe tdpa 10 FBX amd to mapdbupo pe ta assets pag kot otov inspector emiéyovpe
v kaptéra materials. Emléyovpe extract materials kot ta mepvape otov @drkelo mov

SMULOVPYNGOLE TPONYOVUEVEG.

Female 2.0 Import Settings

Model Rig Animation Materials

Material Creation Mode Import via MaterialDescription

Location Use Embedded Materials

Materials Extract Materials...

Q Materials are emb

Eixéva 87. FBX Material extract
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Topa o yopaktnpag pog £xet OAa ta materials Tdveo tov aldd dev gival OAa cwotd Yot dgv
éxovpe mepaoet ta textures péca. To mepvape Aowmdv kat nape e kabe material kot palovpe
T, texture mov yperalopacTe.

Eixcévo 88.Character inside Unity

Aol 0 yopoakTNpoG Hog eivatl £TOHOS TO HOVO TOL amopEVeL eival va Tov mpocheécovpe Evav
character controller ®ote va propodpe va tov kiviijcovpe oto play mode. I'a va to kévovpe
avtd Tpochitovue otnv oknvn pog to PlayerArmature prefab and ta starter assets tng
Unity.Avto to prefab éxel évav étowpo yapaktipa pe to controller scripts mov ypealopacte
0TOTE OVTO MOV UEVEL VO KAVOLUE EUELG Elval VO AVTIKATAGTHGOVUE TOV yapokThpa tng Unity
ue tov d1ko6 pog. Kavovpe Aowdv to prefab unpack, xpvfovpue to “Geometry” kot 1o
“Skeleton” kot kdvovue drag tov d1kd pag yapoktinpa kadtm and to PlayerCameraRoot 6mmg
GTNV €1KOVA TAPOKATO.

Eixéva 89.Character hierarchy

Thpo ov tatncovue play 6o dodue 011 OVTIOG 0 YopaKINPOC Hog Kiveital pue tov controller
aAAd o animations dev dovigdovv. T va 10 eTidEoVE KOl avTod TPETEL ATAG Vo TAue 6TO
animator component tov Player Armature kat oto nedio Avatar va emAéEovue 10 k6 pHog
6mov dnuovpyndnke katd To import tov yapaktipa cto Project. Av Eavaratioovus thpa
play 6a dobue 011 0 yapaktipac Kiveitar kot Exel animations 6mwg walk, run kot jump.
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Eicéova 90. Walk animation

Eixove 91. Run animation

Eixéva 92. Jump animation
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Bihoypaoia

Computer Graphics:
Digital Sculpting:
Retopoflow tool:

Topology Guides:

Face, Edges, Vertices:

Stylized hair tutorial:
Shoes:
Stylized weapon:

Mixamo:

https://en.wikipedia.org/wiki/Computer graphics

https://en.wikipedia.org/wiki/Digital sculpting

https://blendermarket.com/products/retopoflow

https://topologyquides.com

https://shorturl.at/KLOS6

https://www.youtube.com/watch?v=wu_ TkcQZqJg

https://shorturl.at/lyCM5

https://www.artstation.com/artwork/XE23y

https://en.wikipedia.org/wiki/Mixamo

73|Page


https://en.wikipedia.org/wiki/Computer_graphics
https://en.wikipedia.org/wiki/Digital_sculpting
https://blendermarket.com/products/retopoflow
https://topologyguides.com/
https://shorturl.at/KLOS6
https://www.youtube.com/watch?v=wu_TkcQZqJg
https://shorturl.at/lyCM5
https://www.artstation.com/artwork/XE23y
https://en.wikipedia.org/wiki/Mixamo

