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Oa nbeha va suyaplotiow Bepud tov emPBAEnovta kabnyntr K. AyyeAidn o omolog pou
£6woe NV eukalpio va aocxoAnBw pe éva BEpa mou pe evbladépel Olaitepa.
MapdAnAa dev Ba Atav cwotod va mapaAeipw toug diloucg kat cupdoltnTEG Hou yia
Vv BonBeLd Toug Kal tnv urtootnpLEn kalb' 6An tnv SLdpKeLa AUTOU Tou project.

‘Eva 181aitepo suxaplotw oth ¢iAn pou Mapia, xdpn otnv omoia autr n epyacio dsv Ba
uropouaoe va vAomolnBel xwpic tnv Bondela katl tnv KaBodrynaon TnS KAl TO amapaitnTo
UALKO TTOU IOV TTalPELXE
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Abstract

The aim of this thesis is to set out the procedures to create a 3D serious game, which
simulates a session in the sector of psychology. Basic characteristics are the creation of
one office, at least two characters that will correspond in the psychologist and the
analyzed, the writing of script based on the Diagnostic and Statistical Manual of Mental
Disorders (DSM), the development of the game according to scenario and a multiple
choice system. It is mainly addressed in the education of psychologist and more
specifically at undergraduates and aims the comprehension of script and review the
basic theory. In scenario it is located one or more Abnormal behaviours, in also analyzed
via his narration, it is feasible the localisation of basic symptoms. The questions appear
during the session, after the completion and finally display the most approximate
answer, the justification and the total score of the answers.

During the development, take place an analysis from the earliest stages of model and
room design patterns to programming and creating the executable file.

There was, also, a research conducted on new technologies and a plethora of designing
software, mostly eteks Sweet Home 3d, makehuman, Blender by Blender Foundation,
Adobe Photoshop, Clo Marvelous Designer, Lost Marble Papagayo and Unity Game
Engine, developed by Unity Technologies.

To start with, we create and decorate the office in Sweet Home 3D and transfer it into
Blender to add additional furniture and improve quality using materials and shaders.
When it is completed we export in .fbx format and import in Unity. For each object, add
the corresponding textures, add lighting and create the lightmap texture of the scene.
Afterwards, we manufacture the models in makehuman, and we import them in
Blender. We make projection of pictures to characters and then create the hair mesh.
With the help of Marvelous Designer, we create the clothes and take them in Blender.
We create the skeletal system (rig) and apply it (skinning) on the body and clothes.
According to the scenario we make the essential animations and the mesh deform of the
lips for the phonemes.

The final models, comprising of a rigged, animated model with texture and normal maps
is then imported into Unity. In Unity the state machines are necessary for the animation
management. We create the essential code for animations, graphic user interface (GUI),
lip synching and variables that store the answers in each question.

Finally, we go into details describing the programs used and their capability and we take
a look into ways this application could be further developed and what more functions
could be implemented to make it a complete game.
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Zovoyn

2TOX0C TNG SUTAWUOTIKAG gpyaciog eival va kataypadouv ol Stadikacieg dnuioupylag
evog tplobldotatou mavidlov yla coBopol¢ OKOToUG, TIOU TIPOCOUOLWVEL HLa
ouvedpla otov Touéa tng Puyoloyiag. Ta Baolkd XOPAKTNPLOTIKA €ival n Snuoupyia
evoc ypadeiou, SU0 xapaKkTHPWV TOUAAXLOTOV, TTou Ba avtioTolyouV atov PuxoAdyo Kat
OTovV OVOAUOMPEVO, N ouyypadry TOU Oevapiou Baolopévn OTO ALQYVWOTIKO Kol
ITaTIOTIKO Eyxelpidlo twv Wuyxikwv Alatapaxwv (DSM), n KotooKeurn Tou motxviSlou
oUUPWVA LIE TO GEVAPLO KaL €va UOTNUA EPWTACEWY TIOANATANC eMIAOYNC.
AmeuBuUvetal kKuplwg otnv ekmaideuon tou YUXoAOyou KOl TILO CUYKEKPLUEVA OF
TIPOTITUXLOKOUC $OLTNTEG KOl QMOCKOTIEL TNV KATavonon Tou Gevapiou Kal tnv g¢€taon
™¢ Baotkng Bewplag. 2To oevaplo evrtormiletal piot | MEPLOCOTEPEG SLATUPAYEC OTOV
OVAAUOUEVO Kal YECW TNG adrynong tou, ivol ePLKTOG O EVTOMIOUOC TWV BOoIKwY
CUMMTWUATWY. OL epwtnoelg poPaArlovtal katd thv €EAEN ¢ ouvedplog, HETA TO
TEPAG AUTAG KAl 0TO TEAOC MPOBAAAETAL N TILO TIPOCEYYLOTLKN ATAVTNGN, N OLTLOAGYNGN
KoL N ouvoALkn BaBuoloyio armo TIG amavinoeLg.

Kata tnv vAomoinon tou mayvidlol yilvetal n meplypadn and to mpwta otadla tTng
oxedlaong Twv HOVTEAWV KO TOU XWPOU, LEXPL TOV TIPOYPAUUATIONO Kal Thv Snuwoupyla
TOU eKTeEAEOLUOU apyeiou.

Zto mAalola TNG MTUXLOKAG QUTNAG, EYLVE EPEUVA TIAVW OTLC VEEC TEXVOAOYLEG KAl OE ULa
TANBwpa oxedLO0TIKWY AOYLOUIKWY, amod ta omoia opuwg 600nke Slaltepn Paocn oto
Sweet Home 3d tng eteks, to makehuman makehuman Team, to Blender tng Blender
Foundation, to Photoshop tng Adobe, to Marvelous Designer tng Clo, Papagayo tn¢ Lost
Marble kat tn Unity Game Engine tng Unity Technologies.

Mna apyn, dSnuwoupyoUue Kol SdlakoouoUpe to ypadelo oto Sweet Home 3D kal to
uetadépoupe oto Blender yio mpooBnkn emutA£ov aVTIKELMEVWY Kal BeAtiwon tng
ToLoTNTAG ME Xpron tTwv materials kot shaders. Otav oAokAnpwBel to e€dyoupe o€
uopdn .fbx kalL to swoayoupe otn Unity. Na kaBe avtikelpevo mpooBEToupe Ta
avtiotolya textures, mpooBETou e Tov PWTLOUO Kal SnpLloupyouue to lightmap texture
TNG OKNVAG.

ITn OUVEXELX, KATAOKEUALOUME Ta HovTEAa oto makehuman, kal ta €l0dyoupe oto
Blender. Kavoupe mpoBoAn Twv ELKOVWY TTPOCWITOU Kol SNLOUPYOULE T TTOAUYOVA TWV
HoAAlwv. Me tn BonBela tou Marvelous Designer, SnuoupyoUpe Ta poUXO KoL To
uetadépoupe oto Blender. Kataokeudloupe To OKEAETIKO cUOTNHA Kol To epapuoloupe
(skinning) mavw oto cwya Kal ota pouxa.

Anulouvpyolpe pe PAon TO OEVAPLO TIG AmapaitnTeg KVAOELS (animations) kot TLg
KOTOOTAOELG TTAPOUOPPWONG TWV XEWALWY yLa TA GpwvAHaTA.

Ta TeAlkA POVTEAQ, TIOU amaptilovtal omd TO HOVIEAO TWV XOPAKTHPWVY HAG, HE
OKEAETIKO oUOTNUA, KWWNOELG, poUxa Kal texture kat normal maps, El0AyovIal € aUTO
TN onueio péoa otn Unity. OTIAXVOUE TIG UNXOVEG KOTOOTACEWV Yla Tn Slaxelplon twv
KWWAOEWV. JUVIAOOOUWE TOV omapoitnto Kwdlko yla to animations,tnv mpofoAn
VpadLlKwY oToLXElWwY, TO CUYXPOVIOUO XELAWV KoL TIG LETAPANTEG TTOU amoBnKeVOUV TLG
QMOVTAOELG O€ KABE epwTnaon.

TéAlog, TMOpPoUCLA{OUUE TO TPOYPAMUUATO TIOU Xpnolgormowifnkav kobwg Kol TIg
SuvatotnTeg ou mpoodEPouv Kal yivetal avadopd o€ TPOTMOUC LIE TOUG OMOLouG Hmopetl
n edappoyn va e€ehxBel kat tL emmA£ov Aettoupyieg pmopolv va avantuxbouv mavw
OTO TEALKO AMOTEAEGOL.
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Elcaywyn
1.1 Bwreonayvidia

Av mtpoomntaBoloe KATOLOG VO GUTUKVWOEL TNV €vvola Tou video game o€ évav oplopd
Ba puropoloe va avadEPEL TWG:

‘To Bwvteomayvidt (ayyA. Video game) eivat nAektpoviko moyvidt to onoio nepidauBavet
aAnAenibpaon ue uia Slemapn xprnotn yla Tt mapaywyn omntikic avadpaonc o uia
ouokeun Bivteo’.

Emenynuotikd avapEPOURE TWE HE TOV OPO NAEKTPOVIKO TalyvidL evvooupe
omolodnmote mayvidL malletal pe TN XPHon KAmoLog NAEKTPOVIKAG CUOKEUNG. AUTA N
OUOKEUN UMopel va elval Evag NAEKTPOVLKOC UTTOAOYLOTNG, ULla KOVOOAQ TOXVISLWY, Eva
KLvNTO TNAEdwWvo Kat AAAa.

1.2 Game Studies

KaB’ 60An tn OldpKeld Twv XPOVwvY, Ta PLVTEOMALXVIOLO £XOUV OTTOKTNOEL GNUOVTIKO
akadnuaiko evdladepov. Ta EKMASEUTIKA Tpoypappota €xouv Owoel Slaitepn
£udaon oto game design kot oto game development, evw gpudavioTnkay EMLOTNUOVLIKOL
kKAddoL oL omolot emikevipwOnkav €l8IKA oTov XWPo Twv video games. Ol peAéTeg o€
OUTOV TOV XWPO UIoPoUV Va XWPLOTOUV O€ TPELG TPooeyyloelg: (1) tnv mpoogyylon Twv
KOWWVIKWVY EMOTNMWY, (2) TNV avBpwrmloTIKA MPooEyylon Kal (3) tTnv mpoogyylon tng
ETUOTHUNG TWV UTIOAOYLOTWV.

H mpoofyylon TwWV KOWWVIKWV ETLOTNUWY aVOPEPETAL OTN HEAETN OXETIKA HUE TNV
enidpaon tTwv Bteonayvidlwy otoug avBpwrou. OpLOUEVEC LEAETEG ETLKEVTPWVOVTAL
oTn oupnepldopd mou pUnmopel va tpokAnBel amd ta Bivteomayvidia (m.x., Blopd ota
Tuxepad mavidia kot Blawn ouumepidpopd). AANEG HEAETEG ETMIKEVIPWVOVTOL OTN
ouuneplpopd TOU Tapatnpeltal péca oe éva meplBarlov Buteomatyvidol. la
MOpASEyUd, HEAETOUVIOL Ol OLKOVOMIKEC TTUXEC TNG ARPng amoddoswv amod
avBpwrnoug os palikd multiplayer online mawvidia, Kat pe outod Tov TPOMO Ta video
games MmopoUV Vo OmoTeEA£00UV Lot TTAOTHOpU €PEUVOG, OTMOU UMOPEL va
ouumnepAndOel Evag peyahog aplOUOg CUMUETEXOVTWY, KATW OO UOTNPA EAEYXOUEVEC
TELPOLLLOTLKEG CUVONKEC.

H avBpwriotikn mtpoocyyilon avadépetal otn Slepelivnon Twv Sladopwv poOAwv Tou
naifouv ta Bwteonavidia otn {wn Kat g SpaotnpLloTNTEG TWV avBpwnwy, pall e v
£VVoLOl TTOU Ol AvBpwIoL EKXwPOoUV TIC eUMEeLpiec Toug. OL U0 KUPLEG TPOOEYYIOELS OE
QUTOV ToV TOMEQ TG €peuvag gival (1) tne adnynuatoloyiag ,n omola LovTEAOMOLEL Ta
Bwreomavidia w¢ péco adnynong, kat tng (2) Aouvdoloyiag, n omoia povrelomnolel ta
video games ta w¢ autd mou okpBwe gival. AnAadr, wg ralyvidia mou SiEmovtal anod
KOVOVEC Kal armo apxh. Méon Kol TéAog.

H mpoofyylon TNG EMOTAMNG TWV UTOAOYLOTWV avadpEPETOL OTn XPHON Twv
BteomayviSlwy we pa mAathoppa yia TEXVOAoYLK poodo. Onwg ta mayvidia cuxva
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TIPOCOUOLWVOUV TIC TITUXEG TNG MPAYUATIKOTNTAC, N TPOCOUOLWoN aUTWY TWV MTUXWVY
Kwel TNV Kawotopla o Topelg Omwe ta ypadikd, tnv aAAnAenidpacn avOpwmou-
umoAoyLoTth, TNS Siktuwong Kot Tng TN.

1.3 State of the industry

TG apxég tou 2000, n PBlopnxovia Pvteomaxvidlwy auvénbnke t0oo TMOAU wote
Eenépaoe tnv Blopnxavia tou Hollywood, evw ta teheutaia xpovia £xel e¢ehiyBel og pa
mass entertainment industry oe (60 eminedo pe tnv tnAedpaon, TG Talvieg KoL TNV
HouaoLKn. Ma va davel TOoo n SNUOTIKOTNTA TWV video games £XEL EMNPEACEL TOV KOGHO
YUpW Hag, €VOC yVwoTog avaAuTAg avadEpel OTL PETA TNV KukAodopia Kopudaiwv
mavislwy onweg to Metal Gear Solid, ol kwnuatoypadol k6Bouv Alyotepo aplbuo
ELOLTNPLWY HLag Kol ToANol katavaAwteg emAéyouv va acxoAnBouv pe video games
mapd vo. Souv pLa Tawvia atov Kivnuatoypddo. Auto £XEL WG AMOTEAECUO, N Blopnyovia
TOU Klvnuatoypddou va oXeSLAeL TNV MPEULEPO ULOG TOVIag o oTevr Bewpnon WE TIG
nUEPouNnVieg kukAodopiag Twv Stdonuwv video games.

Ta mapadoolakd single-player maiyvidia avapévetalr va mopapeivouv PnAa oe
TIWANCELG OTA XpOVvLa TIoU £pxovTal, aAAd n peyaAutepn avénon avapéveral oto online
gaming, kal to mobile gaming. Mapakdtw yivetal avadopd oTNV AVANTUEN AUTWY TWV
TUNUATWYV TN ayopac:

Online Gaming: To Online gaming avadépetal og malyvidla mou nailovral péow €vog
SktUou uTtoAoylotwy, SnAadn péow evog povteu e ADSL cuvdeon. Enl Tou mapovtog,
SnuodAn matyvidla avtou tou Touca Bewpouvtat ta World of Warcraft, Star Wars : The
Old Republic, kal League of Legends ta omola cuvO€ouv eKATOUUUPLO TIALKTEG HECW
Sladiktuou, ouvnBwe Ue Eva pnviaio maylo.

Mobile Gaming: To Mobile gaming avag£petal og malyvidla o€ pLo acVUPUOTN CUCKEUN,
OTWG £va KvNto TNAEPWVO 1 Evav UTTOAOYLOTH XELPOG. ZUUPWVA HE EPEUVEG, O HECOC
XPOVOC TIOU aoXOAE(TaL 0 XpoTNG He €va mobile game ektipdrtal ota 11 Aentd.Ta mio
TMETUXNUEVA Mobile games ouvnBwg elvat ammAd Kot eUKOA oTnv Xpnon.

Serious Gaming: To Serious Gaming ival £vag 6pog mou avadEépeTal otnv aflomoinon
Bwreomayvidiwy Kal epyadeiwv Aoylopikol yia Adyoug StadopeTikoug amo tnv kadopn
Ppuxaywyia. To serious gaming TpoopileTal va TAPEXEL €val  EUXAPLOTO,
autotpododotolpevo TAaiolo, To omnoio Ba mapakivel Kat Ba ekmaldeVUEL TOUG TTOLKTEG.
Onwg yla mopadelypa, eKUadnon eAEyxou oxnuUATwv.

In-game advertising: To in-game advertising avad£petal otnv Xprnon Twv video games
w¢ péoo Sladnuong. OL SlapnUoTEC BPAETOUV TOV CUYKEKPLUEVO KAASO WG Evav KUPLO
TPOMO VO 0TOXEUOOUV OTO EUPU KOLVO, TO OTolo OAO KOl TIEPLOCOTEPO EYKATAAEITEL TNV
tnAeopaon. AlAPopeg MNYEC EKTIHOUV TWC To In-game advertising pumopet va yivel éva
HEow Sladrnuiong mou va mpoodEPeL ekaToppUpLla SoAdpla To XpoOvo oto KAASo Tou
gaming. ETmutAéov, oplopUEVOL EPEUVNTEG AVAUEVOUV OTL N SUVATOTNTA TWV KOVOOAWV Vol
nailouv POUGCLKA Kal vo TipoBalouv Talvieg, evdExetal va odnyrnoeL OTNV CUVOALKNA
avamtuén tng Blopnxaviog tou gaming, MLOG Kol oL KatavaAwtég Ba apyicouv va
BA£MOULV TIC KOVOOAEG WG oLVOEeTEC MAOTHOPUES Puyaywyloc.

J€ QUTAV TNV €pyacia, EMIKEVIPWVOUOOTE ota game studies NG avOPWMLOTIKAC
T(POOEYYLONG KAL TILO CUYKEKPLUEVA OTNV aVArTuén serious game.
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1.4 Nawyvidia ZoBapou Ikomou(serious games)

Ta mawvidla coBapou okomou, elval matyvidia mouv dev oxedialovrtal pe KUPLO OTOXO
v Yuxaywyio. To eniBeto ‘serious’ avadEpetal o€ MPOIOVTA OV XPNCLUOTOLOUVTAL O
XWPOUC OMWC n AuUvVa, N EKMAOELCN, N EMOTNMOVIKA £PEUVA N UYELOVOUIKN
niepiBalPn kot aMAa. Ta mayvibia coBopol okomol oxedSldlovtal PE OTOXO va AUVouv
npoBAnuata. Mapd To yeyovog OTL Unopel va eivat kot Puxaywyka KUPLoG 6TOX0C TOUG
eival n BeAtiwon tng mpayuatikng {wrg o Touelg O6mwe n ekmaibeuon, n €peuva n n
SladruLon Kol TIPOYUOTOMOLETOL HECW HLAG OELPAC UNXOAVIOUWY, YVWOTWV WG
UTTOOTNPLKTIKN HABnon. AvtiBeta, ta ‘kabopd’ Puyaywylkol Xapaktipa Tavidla,
gxouv oxedlootel va evBappUvouv TOV Xprotn otnv katevBuvon TNG GUVEXOUC
EVAOXOANONG HECW TNG emBpaBeuong, xwpic OUwC va TpoUToBETEL T nadnon.

Ta moyvidla cofapol okomol avadépovtal og €va eupl KOO TIOU CGUUITEPAOUPBAVEL
KaBnyntég, KatavoAwtég ald kot pabntéc mpwrtoBabuiag kot desutepoBaduiag
ekmaibeuong. Aev  €X0UV  OUYKEKPLUEVO UPOG, OUTE  CUYKEKPLUEVO  TEXVIKA
XQPOKTNPLOTLKA.

1.4.1 Katnyoplieg maxvidiwv cofapou okomou

O oxebLaopoG Tw IayvibLwy «cofapou» okomou, amoBAENEL oTnV €MiAuon
MpoPAnUATWY, HECO OO EUXAPLOTEC KOl SLaoKeSAOTIKEG SpaoTNPLOTNTEG.
Mpwtapxtkd Tou otoyxo BEPRaLa, amoteAel n eknaibeuon Twv Xpnotwyv AN Kal n
Atepelivnon dladpopwy avIIKELLEVWY, OTNV TTPooTtaBeLla va emiteuxBel n emlBupntn
MNpdodog. Ta mayvidla autd, xwpilc Opuwg va £xel emuPeBalwdel, umopouv va
TafvopunBoulv oe Sladopeg Katnyopleg OMwC:

e Edutainment: AnoteAel éva cuvduaouo eknaldeuong kat Ppuxaywyiag.

e Game-Based Learning: Baolkdg okomog Toug elval n emiteuén PBEATIOTWY
HOONOLOKWY OTTOTEAECUATWY KOl OVATTUEN TNG LKAvOTNTAg TOU XPNOoTn va
HETAPEPEL TIC YVWOELG TIOU OTTOKOLLEL, OTOV TIPAYHOTLKO KOGHO.

e Simulation Games: MNalyvidlia mMpocopoiwong mMouU XPNOLUOMOoLOUVTAL yla TNV
amoktnon n efaoknon Sladopwv SeflotNTwV OTO TMAAICLO TTPOCOUOLWUEVWV
ouvOnkwv. Mapddelypa amotedel n mpooopoiwon odnynong Sladopwv
oxnuatwv (m.x. Autokivnto, aepomAdvo, KTA) 1 akopa Kol N KaBoAwn
npooopoiwon Ol8aokaAlag BOoCKWY YVWOEWV XPNUOTOOLKOVOULKAG KO
HLKPOOLKOVOULQG.

e Games for Health: Nawvidia yla tnv vysia mov pmopei va mepthappavouy tv
Juxoloylkry Bepameia, TNV VONTIKA AOKNON 1 OKOUX KOL TNV OWUOTIKA
OTOKATAOTAON

e Exergaming: Nawyvidia mov nephappavouyv pla popdn Guaoikng aoknong, HEow
TOV OMolwV avamopayetal o aBANTIOUOG.

e Art Games: Noawvidla TExvne mou xpnoldomololvTal yla va ekdpalouv
KOAALTEXVLKEG LOEEG

e Productivity Games: MMalviSla TapoywylKOTNTAG TA OMOL0 TTPOCOUOLWVOUV
EVEPYELEC TOU TIPOYHOTIKOU KOOGHOU, XPNnOolpomolwvtag AlOTEC TIC omoleg ot
Xpnoteg opeilouv va oAokAnpwaoouy, emBpafeVoVIAg TOUG LE TTOVTOUG.

e Gamification: Eival n xprion texvikwv oxeSlacpol Tou malxvidloy, oTo omoio o
XPNotng KaAeital va emAvoel dtadopa mpoPAnuata. Tumikd, to gamification,
Sev evtacoetol otig epapUoyEC Kal TIC Stepyaoisc matyvidlou. Itnv ovoia, HEow
TNC €AKUOTIKOTNTAC TOou n ormola mnyalel amd Tn Xprion VEWV TEXVOAOYLWV,
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evOappUVEL TOUC XPHOTEC VAL ULOBETAGOUY eMBUUNTEG oUUTIEPLPOPEC. H TEXVIKN
evOappUVEL TOUG XPAOTEC VA TPAYHOTONOLCOUV SpaoTnPLOTNTEG, oL omoleg Ba
Toug palvoviouoav BAPETEC, av TIG TTPOYUATOMOLOUCAV OE TIPAYHATIKO KOGHO.

e Advergames: H yprion twv moyviblwv €xel anwtepo okomo tn Siadnuon. H
npooéyylon umopel va mepllapfavel ToAAoUG  SladopeTikolg  TPOTOUG
SladnpLong, mePLOcOTEPO N AlyOTEPO yvwOoToUC amod alha péoa. Meplhapavel
£MioNG 5108 PACTIKA TTOLXVISLA TTOU EMUITPEMOUV OTO XPHOTN VA EKTIBETAL CUVEXWG
otov SladnUOUEVO EUMOPIKO onua 1 Tpolov. Etol, pmopel va emtteuyBel
TomoB£Tnon mMPolOVIWY HECA Ao TO TtaLXVidL.

Ta ravidla «goBapou» akomoU dladEpouv amo ta cuvnon Pvteomayvidla Kot £xouv
katnyoplomolnBel cUudpwva HeE TOUG AOYOUG Yl TOUG OToiloug €xouv dnuoupynOet.
Aut n katnyopia mepllapBavel malyvidio mpocopoiwong, ekmaldeutika malyvidia,
maLyvidlo TormoB£Tnong mMPolovIwy, TOALTIKA KoL EUOYYEALKA Toiyvidla

1.4.2 Nayvidla ya tnv vyeia

Eva mawvidl yia va eival xapoktnplotel wg malyvidt vyesiag, 1o S1adpacTikd Tou
nieplBarlov Ba mpémel, ektdg amo Puxaywyla va mpoodEpet anapaitnta, opEAn yia tnv
vyela. Ta E-mawyvidia vyeiag Eemepvolv to otddlo Puyaywylog emeldn nepthappfavouv
™ PBoaowkn eknaideuon uyeiag, GUOIKN KOTAOTOON, YVWOTIKA LKAVOTNTA, OVATTUEN
Seflotntwy Kot KataAAnAn Staxeiplon . Mavw art' otdnmote aAAo, Ta mavidla vyelog
amoteAouV epyaleia yla oupnepidpoplotiki arayn. Mo Toug KOTaAVOAWTEG, HLOL TETOL
oaAayn otn ouumnepldpopa Ba pnopovoe va mepAaUBAVEL KAVOVIKI) GOKNnon, Uelwon
miieong, OlAKOT KOMVIOUOTOC, OUVEMELD oTnv GAPHOKEUTIKA aywyn, Olaxeiplon
Bapouc, uyleic ouvnBeleg katavalwong, 1 AAAeG BeTikég aAAayEg Tpomou {wrG.
H tpéxouoa katnyopla meplAapBavel TECOEPLG KATOVOAWTLIKEG UTIOKOTNYOPLEC KaL Lo
EMOYYEAUOTIKA:
e Exergames
(mtx. Duotkn KaTtaotaon, TPOTOVNTLKN)
e Brain Fitness
(mx. F'vwoTtikn katdotaon, eknaidsuon eykepaiou)
e Condition Management
(mx. AwapnrTng, dcBua, kapkivog, Slaxeipion movou)
e Healthy Eating
(mtx. Awaxeiplon Bapoug, moyvoapkia)
e Professional Training
(. MpoocopowWwTEG Xelpoupyeiou, TIAOTWY, OTPATIWTWY, CUVESPLWV)

1.4.3 O 6po¢ ekTALSEVUTIKO TalLYVidL

Ta ekmatdeutika mawvidla (educational games), eival mawyvidia mou eite €xouv
oXebLaoTEL ATTOKAEIOTIKA HE eKTIALOEUTIKO OKOMO, €ite mapouoldlouv tuxaia Karmola
ekmodeuTikn aflo. OAot oL TUTIoL O VLIBLWY £Xouv T SuvatotnTa va Xpnotponotnbolv
oe £va ekmadeutikd meptBallov. Eva ekmatdeutikd malyvidl, eival oxedlaopévo va
618a€eL Toug avBPWMOUC €val CUYKEKPLUEVO BEUa | L0 CUYKEKPLUEVN LKavOTNTA. ATO
TNV OTLyUN TIOU N EMLOTNUOVIKI KOWOTNTA, OL YOVEIC KoL Ol KUPBEPVAOELS £XOUV
ouveldntomolnoel ta odpEAN TOU KATA Tn HAONOCN, TO CUYKEKPLUEVO OTUA padnong,
xopaktnplotnke amnapaitnto. Ta mavidia sival Sadpaotikd, Kal SL6ACKOUV TOUuC
OTOXOUG, TOUC KOWVOVEC, TNV TPOoOpHoyn, tnv emiluon mpoBAnNUdTwY Kal Tnv
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oAANAemtidpacon, evw TAUToxpova OAa tapouclalovial ooV [La LoTopia. Ikavomololv Tig
BaolKEG aVAYKEG TWV paBnTwv, MpoodEPoVTag amoAauacn, EVEPYH CUMUETOXN, Soun,
Kivntpa, adpevalivn, dnULOLPYIKOTNTA, KOWWVLKNA oAAnAsTtidpacn, cuykivnon, Kal yla
KABe pabntr) MPOCWTTLKI AUTOMPOYUATWON.

1.4.4 NAeovekTpaTo

TO ONUOVTLKOTEPO TTAEOVEKTN O TWV TTAXVLISLWY coPfapou okomoU £ival TO YyEyovOG WG
ouvdualouv tnv ekmaidevon pe tnv Puxaywyia. ETal, n yvwaon mou npoodp£pPouv yivetal
eAKUOTIKOTEPN OTOV TEAKO xpnotn. MaAota n ekmaldeutikr Stadikacio amoktd
peyaAUtepn SLApKeLa KOABWE 0 XPrOTNG TPOTPETETAL TNV EMAVOXPNOLUOMOoinaH Touc.

Ou dnuoupyol twv mavidwyv ocoPapol okomol eival gfolkelwpévol oTo va
ovamTtuooouV Tavidla pe taxutnta, SLoOETovTag TNV EUMELPLA VA TIPOCOUOLWOOUV OF
peyalo BaBud yeyovota Kol KOTOOTAOELG TNG MPAYUATIKOTATAG XPNOLLOTOLWVTAS TNV
unapxouoa umtodoun.

Eniong, ta mopadootakd malyvibla amattolv cuvnBwe HEYAAQ XPNUATIKA TIOGA OXL
HOVO ylO Vo KataokeuaotoUv, aAAd kol va emektabolv, dladlkacieg otic omoleg n
Xpnon €18koU AoyloplkoU Kpilvetal amopaitntn. Itov aviimoda, Tta eKMOLOEUTIKA
mavidla €xouv TOAUD MIkpO KoOotoG. Kataokeualovtal wote va Tmaillovial o€
UTIOAOYLOTEG 1) OE KOVOOAEG PBlvteomatyvidlwy e tn xprion evog DVD, evog CD-ROM 1)
amAd pe tnv eloodo oe eldIka Slapopdwpéve LoTooeAdEG.

TéMog, Ta matyvidla cofapol okomou mpoopilovral OxL LOVO yla va eKaldeUCOUV TOUG
XPNoTeg, aAAd Kal oto va eival euxopiota Kal va mpoodpEpouv mAouaola eumelpia. O
Snuoupyol Toug elval mMemelpapévol OTNV TAPAYWYH TOLXVIOLWY HE OTOXO TN
Slaokedaon Kabwe n BLwoludTNTA Toug e€aptatal anod auTo.
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MeBodoAoyia

2.1 Eloaywyn

H avamtuén Bwrteomayvidiwy eivol plo cuvBetn Stadikacio kaBotL amattel moAoug
TouE(g KAl avaAoya HE TO TTEPLEXOUEVO, KUMAIVETAL aTtd £va TIPOCWITO £WG Lot OAOKANPN
grnuxeipnon. OL kupLotepol pdhot ou avalapPavouv ol epyalOUeEvVOL €ival €KElVOL TOU
oxXebl00Tr, ToU KAAATEXVN, TOU TIPOYPOUUATIOTH, TWV UNXOVIKWY AXOU Kol ETULTESWY,
TOU oevoploypddou Kal Tou SoKlpaotr. Itnv meplimtwon twv mayvidlwv coBapou
OKOTIOU ONUaVTIKO pepidlo guBivng avalapBavouv kol o cevoploypddog HE Tov
oxeblaot) emumédwv emeldn) to BewpnTikd UTOBaBOPO KAl TO TEPLEXOUEVO
KatoAapBavouv moAU onpavtikn B€on otnv mopouaoiaon.

Ma tnv avantuén tng epopUoynG HOC OTOXEUOULE OE €va Serious game TMou OTOXEUEL
oTov Topéa e€aoknong emayyéApatoc(Professional Training) pe LaTpLlko Kol EKTTALSEUTIKO
meplexopuevo. Kanwg €tol mpoékue o Ttopéoc tng Yuxoloyiog. O kKAASOG TNG
Puxoroylag avamtixBnke tov EIKOOTO alwva Kal UE TNV TAPOSO TWV XPOVWV EXEL
yVwploel onuavtikn avenon.

To meplexdpevo Tou maxvidlou mpoaeyyilel Tnv mpooopolwaon ocuvedpiag avapeoa oTov
uxoAOyo-Beparmeutr KoL 0TOV OVAAUOLIEVO OTIOU O TEAEUTALOG TIEPLYPAPEL TO LOTOPLKO
TOU, OTO OTolo 0 MPWTOG €€AYEL TNV CUMMTWHATOAOYia Kot Bydlel cuunepdopata. To
mayvidL mepLEXEL va cUVOAO epwTroswv TOAAMANG emiloyng pe Boabpoloyia kot
ameuBbUVETOL KUPLWG O TPOMTUXLAKOUC POLTNTEG Yla EUMESWON KOl KOTAVONGCN TNC
UANnc. Koplol atoveg, mavw otoug omoioug Paciletal epyaocia gival n cUPBoOUAEUTIKN
TPooEyylon tng KaBe ocuvedpiag kat o 0dnyog dlatapaywv DSM.

2.2 OewpnTIkO UTtOBaBpo

Xpnowun kaBiotatoal n Umopén evog uUTOPaBpou MpLV TNV E€KKivNon omolacdnmote
SLadKaoloG WOTE va Yivouv avtIANTITEG BACIKEG EVVOLEG

2.2.1 WuyxoBepameutikég MNpooeyyloelg

Me tnv ékdpaon WuxoBepameutikég Npooeyyioelg, evvoeital to Bewpntikd mMAaioLo, N
nEBodoc Kal oL TexVIKEG ota omola £xel ekmatdeutel o WuyxoAoyog akoAouBwvtag pia
WuyxoBepamnevutikr Mpooéyylon. Me tnv epapuoyn tng Wuxobepameutikng Mpoagyylong
otn Beparnela, o Wuxoldyog eival oe Béon va LyvnAatroel, vo SLEPEUVNOEL Kol va
avadeifel TIC autieg kot ta Suvopkd Tiow omd TG SuokoAieg mou ¢dEpvel o
Bepamevopevog, BonbBwvtog tov va ta Slakplvel kol o (6log Kal va ouvelodEpel
amodaCLOTIKA OTNV EMIAUGH TOUG

o WyuyavaAutikn Mpooéyylon
Baowkd otoxo tng Wuyxavalutikng WuxoBepameilag omoteAel n omokoTACTACH TNG
PUXLKAC LYELQC TOU ATOMOU PETA aTto TNV AroKAAUYPN TwV AoUVELSNTWVY SLEpYAOLWV Kot
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™V KAUPN TwV QVTIOTACEWY TIOU TIPOBAAAEL TO ATOUO OE QUTEC TIC ATOKOAUELG.
Mpokelpévou va emiteuxBel autdg 0 0TOXOC, XPNOLUOTIOLETaL N MEB0SOG TwV EAeVBEPWY
CUVELPUWY, cUUdWVA LE TNV OTTOLA TO ATOUO «AEEL O,TL TOU £PXETOL OTO LUAAO, XWPIG va
outoloyokpivetal 1 vo mpoomnaBel va cuvdEoel AOYIKA QUTA TIou A€el», aAAd Kal n
aflomoinon tng petafifaong, dSnAadn tng avtidpaong Tou AVOAUOUEVOU TIPOG TOV
JuxoBepameutry UE TPOMOUG TOU E€lXe XPNOLUOTOOEL OTO TOPeABOV pe GAAa
«mpoowna e€ouaiagy, OMWE TOUG YOVELG Tou. AKOWN, KATA ThV PuxavaluTikn diepyacia
elval oAU ouxvn n gpunveio Twv oveipwv mou Bewpeital OtL amoteAel T «BaACIALKA
086» mpog To acuveidnto.

e [lpoocwrokevtplkn Npocgyylon

Baolkdg otoxog tng MNpoowrokevtpkng Bepamneiog ival va Bonbrioel tov mehdtn va
yivel éva atopo pe mANPN AETOUPYLKOTNTA, £va «TTIANPWG EVEPYOTIOLNUEVO TIPOCWTTOY.
Kata tn Bepaneia, to dtopo umoBonBatol woTe va amokTAoEL pia BTk avtiAnyn ya
TOV €QUTO TOU, VOl EVTOTTIIOEL KOl VO AVTIUETWITIOEL TIG Sladpwvieg PeTalY TWV EUTIELPLWV
TOU KOl TNG autoavtiAnyng Tou Kal va amodeoUEUTEL OO TOUC UNXOVIOUOUG QUUVAG
TIOU XpnoLuomolel. Baowko 6po yia tnv aAlayr anoteAel to va atcBavBel o meAdtng otL o
£0QUTOG TOU YIVETOL QMOSEKTOC aKPLBWE OMwCE elvat amo to Beparmeutr. Otav o MeAATNC
aloBavOel OTL €xeL TNV armodoxn Kal eKTipnon tou Bepamneutr, ap)ilel va ameAeuBepwvel
T cuvaleOnuatd tou, va oAAALEL TOV TPOTIO LE TOV OTOL0 BLWVEL TIC EUMELPLEG TOU, VA
au&avel Tnv alobnon Mpoowrikng euBUVNCG yla Ta MPoBARUATA TOu Kot va (el avolytd
Kol eAelBepa Oyl pOvo pe TO Begpameutn tou, oAAG Kal PE AAAOUC ONUOVTIKOUG
avBpwrmoug otn {wr Tou.

e Juotnuwkn Mpocgyylon

To kowo medilo TG olyxpovng OlKoyevelakng Bepamelag meplhapPavel tnv evepyo
OUUPETOXN OAWV N TWV TEPLOCOTEPWY HUEAWV TNG OLKOYEVELACG, WOTE VO ETLTPATIEL N
TNPNON TWV TPOTUTIWV AAANAETI&paoNG KoL N CUUPETOXH otnv aAlayr). Qotdco, moAol
glval ekelvol ol BepameuTEg MOV ALLOTIOLOUV TO CUCTNULKO TPOTO OKEPNC OTNV ATOMLKNA
PuxoBepaneia, kabBwe Bewpeltal 6Tl n Bepamneia evog Kol HOVO HEAOUG TNC OLKOYEVELAC
elval emapkng ouvOnkn yla va emteuxbel n aAAayy oto olkoyevelako mAaiolo. Ot
napeUPacelg Tou Bepameutr) 8eV £X0UV WG OTOXO CULYWC TILG EUMELPIEC TOU OTOMOU,
OAAGQ TIEPLOOOTEPO TIG LOLOTNTEG TOU CUCTAHOTOG TIOU TO TEPLBAAAEL. TeXVIKEG ToOU
XPNOLUOTIOLOUVTAL CUXVA €lval €KEIVEC TOU YEVEOYPAMUATOC KOl TOU OLKOYEVELAKOU
YAUTITOU, TIOU ETUTPETIOUV OTO BEPATEUTH VO OELOTIOLOEL OAQ TOL LEPN TOU CUCTAHATOG.
ElvalL ouxvo o autr tnv MPOoEyyLon oL BepameuTéG va AslToupyolV w¢ opada 1 va
EMLOTPATEVOUV TN YVWON KOL TNV EUTELPLO BEPATIEVTWV-TIAPATNPNTWY, TTPOCTIAOWVTAG
MapGAANAa va SloTNprioouv Ul OTAON OUSETEPOTNTAG TIPOKELUEVOU Vva  HNV
napacupBolv otn cuvadn cuppaxiag Le Kamola amo Ta HEAN TNG OLKOYEVELAC.

e [vwolakni-Zupmnepldoplotiki Mpocéyylon
Méoa amnod tn Bepameutikn Stadikacia TG NVWOLAKAG-ZUUTEPLPOPLOTIKIC TIPOCEYYLONG,
ol evllodpepoEeVOL SLEUKOAUVOVTAL VA KATOVONGOUV TO CUCTNHA TEMOLOACEWV TOUG, va
Slatnprnoouv TIC OKEWPELG ToU elval AETOUPYKEC Kal va apdlopntioouvv n va
Tpomomnoloouv ekelveg TG okéPelc mou Suoyepailvouv TNV KABNUEPLVOTNTA TOUG.
Mpokelpévou va emiteuxBel auto, o Bepameutrc KoAsital va SnULOUPYNOEL HLo
AELTOUPYIKI) OXECN HE TOV TIEAATN, VO EVTOTIOEL TIG TTAPAAOYEG LOEEC TOU KOl Vo TOV
BonBrosL va amokTAoEL emiyvwon avadoplkd pe tnv UTtapér Toug, va tou deifel pe molo
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TPOTO oL TAPAAOYEC LOEEC TOU TPOKAAOUV Ta TpoBAnLaTa TTOU £XEL, va Tov BonBrostL va
OAAAEEL QUTEG TIG TTAPAAOYEC LOEEG KAl va. LAOEL OTOV E0LUTO TOU TILO AOYLKA Kall, TEAOC,
va Tov evBappuVeL va epopUOCEL Kol v apOUOLWOEL OUTEC TIG VEEC TTEMOLBNOELG OTNV
kaBnuepvi tou {wn.

e Yrmap€lokn Mpoaoéyylon

Baokd otoyo tng Ymapélakng Npooéyylong amoteAel n dnuoupyia, n dtatipnon Kat n
€€EAMEN TWV ONUAVTIKWY SLAMPOCWTILKWY OXECEWV TOU avOpwrmou. AuTOog 0 OTOXOG
ETUTUYXAVETOL LECA QTIO TNV AUTOYVWOLO KoL TNV EMiyvwon amd TV MAEUPA TOU ATOUOU
™¢ Suvatotntag mou €XeL yla emAoyr, UmeuBuvoTnTta Kol MPOCWITLKA KateuBuvon.
ZNUOVTIKO pOAo mailel n oxéon e To BepameuTr, n oMol OVOUATETAL «GUVOVTNOLAKH Y,
KOBWC EVEXEL ULl CNUAVTLKA EUTELPL YLl TOUC AVOPWITOUG TTIOU CUUUETEXOUV OE QUTH.
O poAog tou Bepareutn eival To va TpoomabrosL vo KATOVONOEL TOV AvOpWITo TTou £XEL
omévavtl Tou w¢ Mol Umapén Tou  emAEyel, UTIOOXETOL, OeopeUETOL  Kal
npocavatoAiletal. Otav autog o AvOPwWITOG OTTOKTNCEL EMiyvwaon TG Umapéng Tou Kal
TWV SUVATOTATWY TOU, TOTE UTMOPEL va TTAPEL KOl LOVOG TOU amodACELS OXETIKA UE TIG
emiloyég tou. M va O&teukohuvBel n dwadlkacia NG avtoyvwoiag Bewpeltal
amopaltnTn N €K TWV MPOTEPWV BECEUON TOU ATOMOU OTL Ba yvwploel Tig duvatotnteg
TOU MPOCWITLKOU TOU KOOLOU.

2.2.2 OpLOHOG TNG OVWHAANG CUUTIEPLPOPAC

Ma tnv amonelpa HEAETNG NG avWHAANC WUXOAOYIKNG KOl CUUMEPLPOPLOTIKNG
KOTAOTAONG TO EPWTNHA TTOU TEONKE gival «Ttw¢ yvwpllou e TL ival avwpalo;»

Mw¢ atro@acifoupe TOU Ba opIoBEei N ypauuA;
A

' I
ANQMAAO ®YZIOAOrIKO ANQMAAO
L« -
XOUNAo uynAd

-Jtyuiotumo 2-1 Abnormal Scale-

H amavtnon §60nke pe Toug €€n¢ SladoxLlkoug opLopoUG:

1. HavwpaAn cuuneptdpopd elval auTr) TOU EiVaL OTATIOTIKA OTIAVLOL
omMQz
Karmoleg kowvég StatapaxEg, onwe n katabAwpn, Sev eival onavieg kat o Kessler
T0 1994 unoAdyLoe WG To 48% TwWV AVOPWIWY AVTLLETWTI{OUV TOUAGXLOTOV iLa
SuoAettoupyla otn {wr) TOuG.

2. H avwpaAn cupmepidpopd €lvol auTr TTOU TIAPEKKALVEL OO TOUG KAVOVECG TNG
Kowwviac.
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Myx. ‘Avnouxia yla tn Bpnokeia’ otnv nepimtwon tng oxwlodppévelag
omMQz
To ayxoc kat ot dpofieg dev avrLtiBevtal 0TOUC KAVOVEG TNC KOWWVIAG
3. ZYNENQz
H avwpoAia eival pia omokALlon amo £va cUVOAO LOAVIKWY TNC TIVEUUOTLKAG
UYELAC, OTIOU Ta KPLTNPLa ELvaL:
o OETIKA OTACN AMEVAVTL OTOV EQUTO
o Auto-mpaypatomnoinon Twv SuvaToTTWV TOU ATOUoU
o Avtiotaon oto oTpeg
o [MMpoowrniki autovouia
o AkpBnc avtiAnyn TNG MPAYUATIKOTNTAG
o AuvototnTa MPOoCapUoYnS oto epLBAaiiov
EvaAAaKTIKG, elval n amotuyio evog oTOUoU va AEITOUpPYEL LKOVOTIOINTIKA PETQ
OTO KOWWVLKO clvoAo.
TéNog, elval amapaitnto va emonuavOel mwg n avwpaAn cupmeplpopd, oL SLATOPOUXES
Kal n emiluon Toug, amoteAoUV TOHED TTOU ameuBUVETOL GTOV AUTLKO TIOATIOUO.

2.2.3 DSM

To Awayvwotikd Kot ITatlotiko Eyxewpidlo twv Wuyxikwv Alatapaxwv (DSM), mou
dnuootlevBnke amd tv Apepikavikr Wuxlatpkn Etalpeia (APA), mpoodépel pa Ko
YAWOOO KOl TUTOTIOLNMEVA KPLTAPLA YL TNV TOEWVOUNON TwV YPUXIKWY SLoTapoywy.
Xpnotgornoleltal amd KAWIKOUG ylatpouc, €peuvnTEG, aopOALOTIKEG eTalpeieg vyeiag,
DAPUOKEUTIKEG ETOLPELEG, TO VOULKO oUOTNUO KAl TOouG Popeig XApagnc TOALTIKNG OE
ouvlUOOoUO HE EVAMNQKTLIKEC XPNOEL;, OnMwe amo tn Alebvn Jtatiotikn Tafvounon
Noocwv kat Zuvadwv MpoPAnuatwy Yyeiag (ICD) , mou mapdyetal ano tov MaykoouLlo
Opyaviopo Yyeiag (WHO). To DSM elval twpa otnv méumntn €kdoon tou, To DSM-5, mou
dnuootevBnke ot 18" Maiou 2013, umeploxUovtog tou DSM-IV-TR, to omoio eixe
ekd00Bel to 2000. H avantuén tnc véag ékdoong Eekivnoe pe éva ouvedplo to 1999, Kkal
TIPOXWPNOCE HE TOV OXNUATIONO pLog Opadag Epyaoiog to 2007, n omola avemtuge Kot
SOKIHOOE TIPAKTIKA [La TIOLKIALOL VEWV TOELVOUNOEWV. XTIC TIEPLOCOTEPES EKPAVOELS TOU,
to DSM-5 &ev €xel oAAG€el onuovtikd amo to DSM-IV-TR. InUOVTIKEG OAAAYEC
nep\apBavouv: Kotapynon Tou ocuvdpOpoU AOCTIEPYKEP WG SLOKPLTNC Taflvopnong,
OMWAELD TWV TOEWOULKWY UTIOTUTIWV YLla TIOLKIAEG popdEC ox{odpEVELAG, KATAPYNON
™NC «e€alpeonc anmwAELAGY yla TG BapLEC KATAOAUTTLKES SLOTOPaXEG, pia avaBewpnuévn
uetayeiplon kat ovopoatodooia ywo thv datapoaxn toutotntag ¢puAou oe duodopia
dUMou, kal adaipeon Tou Kplitnplou A2 yia Tnv Slatapoyxn HETATPAUUATIKOU OTPEC
(PTSD) emetdn] n amaitnorn ¢ Yyl CUYKEKPLUEVEG CUVALCONUOTIKEG avildpaoelg dev
epappolotav os BeTEPAVOUC TTOAELOU KO EMOYYEAUATIEG EKTOKTNG OVAYKNG e PTSD.

H néumntn ékdoon emikplOnke amod dLadopeg apxEG MPLWV Kal PLETA TNV emionun €kdoon
tc. O kpitikol SnAwoayv, yla moapadelypa, ta €€nc: OTL TTOAEG avoBewpPnoELg Ko
npooBrnkeg oto DSM-5 otepolvtav EeumelplkiG umoothpEng, OtL n  Sokwlooia
aflomiotiag petall mopatnpnTwv elval xapnAn ywa TOAAEC SotopaxEG, OTL TOAAEC
EVOTNTEC TIEPLEXOUV EAMTIWC YPOAUUEVEC, CUYKEXUMEVEG N avTlpaTLkEC MAnpodopieg OTL N
Bopnxavia Puxlatpikwyv GAPUAKWY EMNPENCE QVAPHOOTA TO TIEPLEXOUEVO TOU
eyxelptdiov. Alddopol ETMIOTALOVEC €XOUV EMIXElPNUOTOAOYROEL OTL To DSM-5
UTTOXPEWVEL TOUG KALWVIKOUG LaTpoUG va Kavouv Slakploelg ol omnoieg Sgv unootnpilovrot
a6 adldoslota otolxeia, Slakploslg oL omoleg €XOuV ONUOVTIKEG EMUTTWOEL OTNV
Bepameia, oupmepAapBovopévwy Twv cuvtoyoypadbnuévwy GapUAKWY Kal TNG

Matyvidt yia latpkol g IKomoug YeAida 19



SloBeouotntag kaluPng atplkng acdaiiong. H yeviky Sucmiotia wg mpog to DSM-5,
elxe wg anotéAeopa tnv unoypadr evog UTIOPVAMATOC amo kat 13.000 eldikolg, adou
mpwTa Mpowbndnke oe MOANEG opyavwoelg PuxLKNAG UYELOG Kal To omoio KahoUaoe yla
£EWTEPLKN KPLTLKI TOU gyypadou.

-2Tyutotuno 2-2 To BiBAio DSM wc tplobiaotato Uovtélo-

2.3 Kivntpa yla TNV avamntuén tng ebapuoyng

Me Tn OUYKEKPLUEVN UAOMoOINGHN, OMMOOKOTOUUE OTNV KATAOKEUN €VOC TplodlaoTtatou
mavidlol TOU TIPOCOUOLWVEL Mo ouvedpla Kol €xel Sladpaotikd xapaktipa. To
mayvidla kot ol ehaAPUOYEC TIOU UTIAPYOUV OTOV TOMEQ Tng Yuxoloylag £xouv wg
KEVTPLKO afova Tov avaAUOpevo, TNV BeATiwon tng PUXIKAC TOU UYELOG 1 KATAUETPNON
Sladopwv eykePaALKWY LKAVOTATWY OMwg ta IQ test. Me tnv tpExovoa edappoyn,
EMIOLWKOUUE, avtiBeta pe T ouvnOlwopéva, va eMIKEVIpwWOOUUE oOTnv TAEUPA TOU
JuxoAoyou kot otnv ekmaibevuor] tou. AmeuBuvetal, Kuplwg, O TPOMTUXLOKOUC
doltnTéC We e€€taon BeWPNTIKWY YWWOEWY TIOU TTAPEXOVTAL, EVW TAPAANAa elval og
Béon va £xouv Lo TPWTN, £0TW KOL ELKOVLKA, €madrn HE TOV TPOTMO AELTOUPYLOC.
AmnoteAel, Aoumov, €vav evdlapeco TpoOmo ekmaibeuonc HeTafl Twv BewpnTkWV
OTIOUSWV ATTO TO TOVETILOTHULO KoL TNG TIPAKTLKNAC £€AloKNnoNC.

Ma tnv uvlomoinon tou mawvidlou eival amapaitntn n ouvepyacia HE KATOLOV
uXoAOYO 1 KATOLOV TIOU va YWwpllel TIG BAOIKEG OPXEC, TIPOKELUEVOU va BonbrosL aota
oevapla mou Ba avamtuxBoUv KoL OTtnv TOPOXN ONMELWOEWV Kol AAAOU XProLUOU
UALKOU.

AvokoAieg mou avtyetwnilovtal, £(0UV Vo KAVOUV HE TO €UPOC TWV SLOTOPOXWV TO
omolo eival peydlo kot MOAEG dopEG amaltel cuvepyaoia e TEPLOCOTEPEC amod pia
el0IKOTNTEG OMwG ylo mopadelypa Yuyoloyo kat Yuyioatpo. AMAN SuckoAia mou
MapoucLaleTal €lval o0 TPOMOC TPOCEYYLONG TNG avaAuong kol Bepameiag mou
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XPNoLluomolel o emayyeApatiog yla kaBes diatapaxn. Asv uTtApXEL 0 CWOTOC Kot 0 AdBog
TPOTOG TPOCEYYLONG, KATL TTOU TIPOKUTITEL amd TNV e€eldikeuan Tou PuxoBeparmeuth, Kat
oUTO cuppaivel ylati kaBe pEBodog £xel Ta SIKA TG BETIKA oToEla. ITNV TtEpiMTWoN
autng NG £OAPUOYNC  XPNOLUOTIOWOUME TNV TPOCEYYLON TNG  YVWOLAKNG
ouUnEPLPOPLOTIKAG LeBOSOU.

TéNog, N ENAeldn MOpOUOLWY edapUoywV SnpLoupyel MPOBANUA wC MPOG TNV AVTANON
TOPWV Kol WOEWV yla TNV Kataokeur. Mapddslypa autol, amoteAel n amodoon tou
Tpomou matyvidlov(gameplay) Katd To omolo UTIAPXOUV APKETOL TPOTIOL TIPOCEYYLONC.
TeAlkd amodaoioTnKe 0 TPOMOG ‘EPWTNOEWV TTOANXTAWY EMAOYWV’.

2.4 Yto)0L epyaoiag

OL otoxoL ou BEcape atny apXn TG epyaciag €xouv we EAC:
e Anuloupyia Tou xwpou
Kataokeun evog ypadeiov Puxoldyou pe tnv amapaitntn Stakoounon kot dSuo
ToAUBPOVEG o€ KovTvh amodotacn mou Ba ‘GpLhofeviicouV’ TOUC XOPAKTPEG
e Anuloupyia 800 xapoKtripwy
Kataokeuny U0 Yapoktipwv e ta Pacikd mesh toug kal mapaAAnAa mpocOnkn
OAWV TWV amapaitnTwVv CUUMANPWUATIKWY, ONMWG HACEAQ, YAWooa, HATIA KO
HOAALL
e AlOpOpPwWaon TwV XOPAKTHPWV
Edappoyn kat Snuoupyla Twy anapaltntwy textures, dtapdopdwon Twv evuudATwY
Kol SNULOUPYLOL OKEAETLIKOU CUOTNUATOG
e Anuloupyia KIvAoEWV
Anuloupyla amapaitnTwv KWNOEwV HE PAaon TO OKEAETIKO oOUCTNUO Kol
Tpomomnoincn Twv mesh Tou CTOUATOG YA TNV KATAOKEUN TWV GWVNUATWY yld T
oML
e Kotookeun Tou oevapiou
Anuloupyla TouAdylwotov plag mepintwong dloTapoxng HKE TOUG AVTLOTOLYOUG
SlaAoyouc kat adnynon
®  JUYXPOVLOMOG XENLWVY
Me Baon Toug Sltaddyoug Kat tn SLopopdwaon Twv XE\wV cuyXpoviloupe TNV opAla
LE TNV Kivnon
e Kataokeun matyvidlou
O amapaitnTog NPoypaUUOTIOUOG EAEYXOU KLVOEWY, OMALOG KoL EpWTOMOVTNOEWY
e AnoteAéopata
Anpovpyla petaBAntwv ywo tnv Koataypadn TwV OMOVINCEWY KAl avaAuon Twv
OTTOTEAECUATWV
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2.5 Pon epyaociag

PHOTOSHOP

SWEET HOME 3D MAKEHUMAN
PROJECTION
PAINTING
Y
DECORATION ( ) MODELS
- BLENDER
PAPAGAYO
GARMENTS
Y
A
RIG
Y
MARVELOUS 7
DESIGNER SCENARIO
Y
ANIMATION
Y
STATE MACHINES |~ UNITY 3D > SCRIPTING

-Jtyuotuno 2-3 H pon epyaoiog-
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YAonoinon

Zekwvwvrac, gival anapaitnto va onuelwdel mwc T XPOVIKN) OTLYUN TTOU YPAPTNKE TO
TpEyov Keiuevo eixe odokAnpwlei povo eva oevdapio, Baoel tou omolou yivetal n
avaAuTIK) TIEPLYPAQN OTN COUVEXELA. 2€ €EVOEXOUEVEC ETEKTAOEL], T Baowkd
XOPOKTNPLOTIKA TTOPAUEVOUY [Ola, UE UIKPEC TPOTIOMOU)OELC KOl OTTOPAITNTEC
TIPOOUNKEC.

‘Exovtag Kataypay el TNV KEVIPLKA LOEQ KOL TOV OTOXO, EEKLVAUE VO KOTAOKEUACOUUE Ta
Baolkd cuoTaTika i aAALWG assets. Thv tpéxouaa meplodo Sev €xel ypadtel akouo To
ogvaplo, GAAa elval avtIANTO MW Bo XPELACTOUV O ECWTEPLKOG XWPOG, SnAadn to
vpadeio tou PuxoAdyou kot dUo avBpwriveg ¢plyoupes. Ta ev AOyw assets ev £xouv
TIPOTEPALOTNTO KATAOKEUNG KOl UTOPOUV VO KOTOOKEUAOTOUV TapdAAnAa. Emeldn,
OHWC, N avamtuén Kal n uAomoinon Tou avBpwIlvoU XapaKkTrpa sival xpovoBopa Kal
TEPLTAOKN EEKLVAE LIE TO OTAOLUO TOU ypadeiou.

3.1 Kataokeun tou Mpadeiou

Ma to xwpo mou Ba ¢phofevioel To maLxvidL xpelalopooTte €va KAELOTO SWUATLO YUPpW
OTO TPLAVTA TETPAYWVLKA PE V0 OPTEG Kal éva apdbupo. H Sltakdopnon Ba mpémnet va
nepthapBavel éva Keviplko ypadeio, pia BLBAL0ONKN Evav kavarmé kal SUo MoAuBpoveg,
QUTEVAVTL LETAEY TOUG, OTLG omoleg Ba AdBel pépog n ouvedpia.

3.1.1 Sweet Home 3D

To Sweet Home 3D sival po Swpedv epappoyr) ECWTEPLKAG Btakéounonqm mou BonBa
0To oXebSlaopd kAatoPng Tou omttoy, tn SleuBETnon Twy eNiMAwY og aUTO Kal TPoBoAn
Tou amoteAéopatog oe Tplodlaotatn mpoPfoAn. Eival moAU eUxpnoto kot yU auto
Xpnoluomoleital e€loou amo emayyeALOTIEC KOL EPACITEXVEC.

ZEKLVWVTAG, OTO TAEYHA He TN Stodlaotatn tpoPBoAr) opilloupe TO MATWHO OTA TPLAVTA
TETPAYWVIKA HETPA KOIL CUYKEKPLUEVO 5%6. 2T OUVEXELD, UPWVOULE TOUC TOLXoUC YUpw
Qo auTo.
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Tehwo onueio Ml onpizio oTo Tehixé onjio.

-Znyutéi’uno 3:1 Ot puduioeig toiyou oto Sweet Home 3D-

‘Exoupe tnv emthoyn va pubuicoupe Stddopa XapoKTNPLOTIKA Tou ToiXou, onwg Béaon
U og, taxoc kAion kat vdn. 'Yotepa MPooBETOUUE MAVW OTOUC TOLYOUC TNV OPTA KAl TO
napdbupo. To MPOYpAUUA aVOYVWPIlEL aQUTOMATA KOl TA KOTOXWPEL HECO OTOUG
toiyoug, divovtag tig emloyEg Uouc, mMAdGToug Kot BEong.

YT ouVvéXELa, Ba TIPOCOECOUE TA ATapALTNTA EMUTAQ Yia Vo SLOPPWOOULIE TO XWPO.
Av Kal to Sweet Home 3D eMITPENEL TNV ELCOYWYI TIPOCOETWY HOVTEAWV-ETIMAWY, OTO
tPéxov otadlo bev pag evdlodépsl tOoo n molotnTa, Mag Kat Oa acxoAnBoupue
£KTEVEOTEPA OE EMOUEVO Bripa oto Blender. Eddoov, Aowmov, ta umdpxovTa EMTAQ TTOU
TIAPEXOVTOL €lval €MAPKr, Ta TPOOOETOUUE OTO XWPO Kal opiloupe tn B€on, tnv
nieplotpodn Kat tnv KA{paka yla ta emlbupnta anoteAéopata.

T€AoG, 6TOV TO AMOTEAECUA ElvaL TO EMOBUUNTO, AmoBnKeVOULE Kal EEAYOUE OE Lopdn)
wavefront(obj)
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Jriyuiotuno 3-2 TeAiko armotéAeoua oto Sweet Home 3D-

3.1.2 Blender

‘Exoupe £tolpo To mpotuno ano to Sweet home 3D. To elwoayoupe oto Blender, éva
AOYLOULIKO ovamTuéng TpLodlaoTatwy vpachKd)vBl, kot ouvtoviloupe tn Béon, TNV
TEPLOTPOdI) KO TN KALHLAKO WOTE VOl TO ‘KEVTPAPOULE’ Kal va SouAEPoupe KalUtepa.

To enodpevo BrApa eival BEATIWOOULE TNV CUVOALKH TIOLOTNTA TOU XWPOU KOl QUTO TO
T(POYLOTOTOLOUE HME TNV OVTLKOTAOTOON TWV UNAPXOVIwV low-poly povtéAwv mou
TtPoEpPYovTaL anod to Sweet home 3D pe avTioTOLXA TIEPLOCOTEPWVY TIOAUYWVWVY KOl TILO
PEOQALOTIKA. AAMOG AOYOG QVTLIKATACTAONG €lval 0 aloBNnTIKOG. Ta YEVIKAG Xprong EMuTAa
tou SH &ev amodidouv TNV aioBnon evog ypadeiou alAd MePLOCOTEPO VO Swuatiou
OTUTIOU KAl yU' auTO TPETEL VA TTPOCOPUOCTOUV KATAANAQL.

Ta véa énumAa ou Ba mpooteBoUv MpoKUTTOUV amnod SU0o TPOMoUG:

e Kataokeun amo 1o undév pe apuoddila mpoypappata onwg to (6lo toblender, to
zbrush A to 3ds Max/Maya pe kEpdog tn Sltapopdwon cVUPWVA HE TIC EKACTOTE
OVAYKEG, AANG KOOTOC TO XPOVO KATAOKEUNG KaL TNV amelpia.

e ‘Epeuva £TOLUWV TPLOSLACTOTWY HOVTEAWV 0TOo SLadiKTUO TIOU TtapEXovTOL Eite
eni mAnpwpn, eite pe dwpeav Sikalwpata(loyalty free) mou efokovopolv To
KOOTOG KOTOOKEUNC HME TO plOKO OHWC, TNG MN €UPEONC TwV EMOUUNTWV
OTTOTEAECUATWY

e autn TN TEpMTwon ywo AOyoug OLKOVOMLaG XpOVou Kal omelpiag KOTOUOKEUNC
emAEXONKe n avalntnon oe yvwotég oeAibec mou mpoodépouv peydAn mAnBwpa
SWPEAV TPLOSLAOTATWY HOVTEAWY, TOELVOUNUEVA OE KATNYOPLEG.

H avalitnon kupdvlnke avapeoco ot kavamg, tpamelakia, ypadeio, BLBAL0OAKN,
KapEkAa ypadeiou, Mmouxdpa, BBAla, kadetiépa, motrpla Kat GpAt{avia, Kalopldép,
Kadpa, poAOL TOLXOU KOl KOUPTIVEG
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-JTiyuioturno 3-3 Ta kuplwc EMUMAa Tou ypapeiou-

Ta avtikeipeva mou mapépevay (Sla elvatl ol moAuBpoveg, n yAdotpa, to Yuyeio, ta
dWTLOTIKA, oL TolYOoL, N MOPTEC, Kal To mapdabupo.

'OAa ta npoavadepbeioa otolyeia, cUVOAIKA CUVBETOUV TO XWPO.

Katd tnv slocaywyn evog avilkelpévou oto mapabupo 3D View, mpenel va pubulotel
MPWTA N KALpaKa, woTe vo €pOeL 0€ CWOTEG AVOAOYLEC LLE TOL UTIOAOLTIAL KOLL OTIN CUVEXELDL
n 0fon katL n mnepwotpodr. ISlaltepn onupacio £xel, OTL TA OVTIKELPEva bgv
nepllappavouv cuvaptnoelg Gpuolkng onwe toug colliders, pe amotéAeopa va sival
Suvatd To €va avtlkelpevo va ‘pumaivel’ péoa oto dMo. Ma va amodeuvxBel, Aowmdv,
outd to odalpa odelhoupe vo elpHOOTE OPKETA TPOOCEKTIKOL OTAV ¢dEpvoupe Sduo
emipaveleg o emadn. e avto Bonbdael kat n opBoypadikn ANPn TNG KAUEPAG.

3.1.2.1 Materials, textures ko shaders

MOALG oAokAnpwOEel n SLaKkOOUNON TOU XWPOU TO EMOUEVO Bripa eivat va «Swoou e Alyo
xpwpo». Mpokelpévou va SouAéPoupe pe materials kot shaders oto Blender eivat
anapaitnto va oplotel we unxavr anodoonc to Cycles Renderl,

OAa Ta TPLOSLAOTOTO HOVTEAO KOl avTlKelpevo mepllapBdavouv éva n mepPLOCOTEPQ
UAkA(materials), Stadopetika eivat axpwpa.
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Ta materials anotelovvtal amnod toug shaders SnAadn opAdEC LABNUOTIKWY EELOWOEWV
Tiou cuvdualovtal HeTaV TOUG KoL TPOodEPOUV TNV TEAKN EUPAVLION TWV OVTIKELLEVWV.
Yrndpxouv 1oTooeAibeg umootnpllOYeveG amo kowotnta oxedlaotwv ypadikwv(cg
artists) oL omolec npoodpépouv materials pe €tolpoug shaders ToOU MPOCOUOLWVOUV TNV
TPAyHATIKOTNTA. Mo mapddelypa untdpxouv materials yla To MAQOTIKO, TO HETOAAO, TO
€UMo, TO yuaAl Kat to Udaopa. Mapakdtw Mapouctalovtal oL CUVSECELC TIou yivovtal
wote va ripokUuPeL n E0AVN LN TOU MATWUATOG.

Hardwood Burled Chery

->tyuiotuno 3-4 O Node Editor tou Blender-

Eav emiBupolpe vo mpooBiooupe UGDEG 1 €lKOVEC Xpelaletal o Sladikacia mou
ovopaletat uv mapping. To Blender mpoodépel eldko napdBupo yU auvth tn Stadikacia
n omola guBlvetal yla tnv MPOPoAr pog dlodlaotatng elkOvag o’ €va TpLodLdoTato
avtikeipevo. H OSladikaociot mou akoAouBeital eivol n €mAoyn OVTIKEWWEVOU OF
Kataotaon enefepyoaaoiac. Emetta, EMAEYOULE TO ‘Uv unwrap’ L€ TO OMOL0 TTAPATNPOULE
TNV TpLodLaotatn entpaveLlo va EETUALYETAL Kal va TIPoBAAAsTaL o€ SUO SLAOTACELC.
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-2uyudtuno 3-5 UV Unwrapping oto @Att{avi-

Y€ QUTO TO oNnUEeio TALPLAlOVE TNV ELKOVA UE TO SLoSLACTATO TAEYHA TN EMLPAVELAG,
EVW TOUTOXPOVO OTTOTUTIWVETAL KL 0TO TPLOSLACTATO HovTEND. EmefepyalOpaoTte, wote
va kaAUoupe tnv enidpdvela mou Behoupe Kal tTnv epapuoloups otov shader kat kot’
enéktaon oto material. Ailel va onpelwBel, mwg n elkOva sloaywyng Kaho sivat va £xet
LKaVOTTOLNTLKA avaAuon Kol LEYEDOC yla KAAUTEPQ ATOTEAECHATA KAL OE TEPUMTWON oV
enavoAapBAavetal, ol TAEUPEG TNG VO LNV KAVOUV LEYAGAn avtiBeon.

3.1.2.2 Xdpteg

‘Evag shader ywo va elval TO QIOTEAECUATIKOG XPELAIETOL KOL TOUG amapaitnToug
Xaptec. OL XAPTEG MPOKUTTOUV UOTEPA amnod KATAAANAN enegepyaocia TG KUPLOG ELKOVAC
Kol ouvdualovtal HETALU TOUG WOTE va pokU el éva aAnBodaveg material.

OL ouvnBEelg XAPTEC TIOU XPNOLUOMOLOUVTAL €lval n amAn €wova, to normal map,
specular map, bump map, diffuse map, reflection map, displacement map.
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-2Tyutoturno 3-6 Color, Bump, Norml Kat Specur Map

MNapakdtw Slakpivetal n Stadopd OVAUECH OE £Va TATWHA TTOU TIEPANABAVEL HOVO TNV
udn Kot og €va Ttou £xouv pootebel kal ta reflection, bump, displacement maps

-2tiyutoturno 3-7 Alapopd materials e xaptec ko xwpic-

Edapudlovrog Tic mopandavw SLadlkaoieg og OAa T OVTLKEIEVA TOU XWPOU TO TEALKO
anmotéAeopa PeTA amo eneepyaaoia rendering Tou Cycles eival To akdAouBo:
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-2Tyuiotuno 3-8 Rendered ffice at Cycles-

TéAlog, amoBnKeUOUUE TO amOTEAECHA Kal To £¢dyoupe oe popdn autodesk fbx
napaleinmovrag arnod tic emAoyEg e€aywyng To GWTLOUO KoL TNV KAUEPQ.

3.1.3 Unity

ZEKIVWVTAG TO AOYLOULKO TNG Unitym, OPXLKA OTAVOUE £va Kawvoupylo project kat agpou
TO LUETOVOUAOCOUUE TIOPOUCLATIETOL N PWTN OKNVN. 2Tov PpAKeAo Twv Assets €lOAYOULE
to apyeio fbx mou mep\apPavel to ypadeio. Autd yivetal mMoAU eUKOAO PE €val QTTAO
drag ‘n drop oto katdAAnAo medio Kal AUTOUOTO TO AOYLOUIKO TO avayvwpllel xdpn oto
duvato olotnua pipeline mou StabEtel. Mapatnpol e OTL e TNV ELOAYWYN TOU apxeiou
£xel dSnuioupynBel mapdlAnAa kot évag dpakelog Materials mou meplhapfavel oAa ta
materials Twv avtkeipevwv. Aol amevepyomnoljooupe kaBe animation mpooBétoupe
To ypadeio anod 1o pakeho Twv Assets péoa otn oknvrl. To HEYOAO UELOVEKTNHA TIOU
napatnpeitoal edw, eivat otL Ta materials dev petadépouv oute Toug shaders, olte ta
textures amo to Blender mapd povayo To uv mapping. ZUVEMWC TO OMTIKO OTTOTEAECUA
glval éva mAnpeg ykpilo dwpatio kat opeilovpe va mpooBEooupe ta textures Kal to
UTtOAOLTIAL Maps armo tnv apxr. To cuotnua katackeung shaders tng Unity eival evteAwg
SLapOpPETLKO Ao To PACIOUEVO-0-CUPUATWON avTiotolyo tou Blender.
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@ Inspector =

Mew Material 1 o,

J Shader | Standard * |

Rendering Mode | Opagque

Main Maps

o Albedo [ 1+
Cr

@ Metallic

Smoothness m
@ Mormal Map
@ Height Map
@ Dcclusion
@ Emission ]
@ Detail Mask

Tiling 1 Y1
Offset X |0 o0

Secondary Maps
@ Detail Albedo x2

@ Mormal Map il [
Tiling 1 ¥ 1
Offset w0 Y0
UV Set | uwo % |

New Material 1

tBundle MHone Maone

-Jtyuiotuno 3-9 Material Editor otn Unity-

Anploupyolpe €va ¢pakelo Textures Kal elcAyoupe OAa ta textures Kol maps ylo To
KABe avTtlkelpevo. ITn oUuVEXELa eMIAEYOUHE éva-€éva Ta materials kat Talplaloupe ota
nebla twv shaders ta textures mou SlaBetoupe ya to kKaBéva. Eav o kamola shaders
umtapyouyv sliders, T1ote puBbuilou e WOTE VO TAPOUE TO EMOUUNTO QNOTEAECHAL.

AdoU oAokANPWGOOUE TNV TTapAtAvw SLadLkaciot To TEALKO AMOTEAECHO TTOU TIPOKUTITEL
elval to €€nc:
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-2tyuidtuno 3-10 Rendered Office at Unity-

MMvetat eUkoAa avtAnNmTd we N moldtnTa anddoong UCTEPEL amod TNV avtiotolyn Tou
Cycles.

Atilel, Téhog, va mapouctaotel n Sltadopd AVAUECH OTNV APXLIKH KOTACOTAON Amo To
Sweet Home 3D Kkat otnv tTeAkn tng Unity.

-2tiyutoturmo 3-11 Zuykpion avo’zuea arnv QpXLKI) KoL TEALKN kSO0 TOU ypapeiou-
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3.1.3.1 BeAtiotonoinon (Optimization)

AdoU £XOUE TEAELWOEL UE TO XWPO MG XPELALETAL VA TIPOPBOUE OE OPLOPEVEC EVEPYELEG
nou Ba Pehtiotonomjioouy thv anddoon tne edbappoyvhc xwpic va pewwoouv Tt
molotnTa mapaywyns. OL SUo autég evépyeleg eival To lightmapping kal to batch static
draw calls.

3.1.3.2 lightmapping

To Lightmap elval pla Stadikaoia katda tnv omoio mpoUmoloyi{ovtol oL OKLEC TwV
OKIVNTWV QVTIKELUEVWVY ULOC OKNVNAG Kol TtpoBAaAAovTal w¢ texture mavw oTo oVTKE(peva
Tou 8€xovtal Tn okioon Kot mpodovwe enMNPEAETAL Ao TIG MNYES dwTOC. H Unity pog
Sivel Sladopeg emiloyEg yia to TL Ba kavoupe lightmap omwe av Ba dnuoupyncoupue
lightmap pévo tou €6adoucg, oplopévwy HOVO QVTIKELUEVWVY K.a. Tla T péylotn duvarth
arnodoon Kot AOyw TOU OTL €XOUME HOVO €va ¢wG oTn OKnvh, €MAEYOUUE va
Snuoupynooupe to lightmap navw oe autd. Ano to pevou Window eudaviloupe to
napaBbupo Lightmapping, emiAéyoupe 10 Ppwg pag Kot omolecdnmote AAAeG puBbuloelg
emBupol e Kol motape Bake Scene. ITn OUYKEKPLUEVN TEPLITTWON XPNOLUOTIOL|COLE
Directional Lightmaps pe High Quality.

3.1.3.3 Batch Draw Calls

To mAnBoc twv Draw Calls poag Seixvel mooeg dopéc To OSeutepOAento KOAeital O
renderer va epdavioel katl. MnopoUue va opioou e otolxeia va epdavidovral otn dla
«maptida», onodte va epdavidovral oe kowo draw call, kot n Unity autopdtwg KAvel
batch 0Aa ta avrtikelpeva plag oknvhng ta omola €Xel oplosl 0 XPHOTNG WG OTOTLKA.
EmtiAéyoupe Aomov tnv mAsoPndilao TwV OVTIKELWEVWY KOl TOEKAPOUME TNV EMIAOYN
static otov Inspector.

3.2 Anuoupyia xapaKktnpwy

Mpotou, £eKIV)OOUUE va OTHVOUUE Ta HOVTEAQ, lval amapaitnto va anodacicoupe ta
XOPOKTNPLOTIKA YVwplopata mou ta dtémouv. GUAo, nAwkia, UPog, cwuatiki StamAacn
Kol epdavion mpoowrou. Mo to MPoowno XpelalOUacTe Koveg avadopac(reference
images).

Reference images yia avBpwmoug eival ¢wrtoypadiec vPnAng avaiuong Tmou
TIPOPBAANOUV TIEPLUETPLKA KOl UE KATAAANAO GWTLOUO TO CWHA KAl TO TTPOCWIO TOUC.

Jto povtéda pag, Sev pog evlladepel n vPnAn moloOTNTA OTO CWHO, Hlag Kat Ba
KaAudpBOoUV amod poUxo OTN CUVEXELQ, CUVETIWG ETIKEVIPWVOHOOTE LOVO OTO TPOCWIO.
OL eAdyloteg elkOveg Tou Xpelalopaote eival duo: mpodid kot avdag. Av Béloupe
OKOUO LeYOAUTEPN AETITOUEPELO UTIOPOU LIE VAL XPNOLLLOTIOLOOU UE TIEPLOCOTEPEC ELKOVEG
UTIO OAAEC YWVIEC.

Edodoov amodacicoups Ta BAOKA XAPAKTNPLOTIKA KAVOUME Ml avalitnon oto
Awadiktuo yla va BpoUpe TIG €lKOVEG avadopdc Tou Talplalouv KOAUTEPO KOL TLG
kateBaloupe. Tic emefepyaldpaote oto Photoshop pe okomo va puBuicoupe kKataAAnAa
TNV KAlpoKa Kot TNV KAlon yla va pag SleukoAUvel n emefepyaaial.
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-2Tiyudtuno 3-12 Eikova avapopac yia Tov avtpa-

3.2.1 makehuman

3TN ouvéxela avoiyoupe To makehuman®. Xpnotpomnoodpe to makehuman yuati eivat
£UXPNOTO KOl YPAYOPO OTN XPrion Tou Ue TIoAU KoAd amoteAéopato. Mag EMITPENEL val
KOTOLOKEUAOOUE avOpwIOELSEG LOVTEAD O TIOAU KOAN avAAUCHN Kal HE TIC pUBUIOELG
TIoU €MIOUUOUUE. ZeKWAPE Kalwoupylo project kot puBuiloupe to amoapaltnta
TUPOKOTOPKTLKA XOPAKTNPLOTIKA OTtwG To GpUAO, To OO Kal TIG avaAoyieg.

-2tiyutotuno 3-13 makehuman Interface-

Itn ouvéxela, GOPTWVOUUE TIC ELKOVEG TOU Tpomomnoljoape oto Photoshop kat Tig
tonoBetoUpe péca otn oknvr oto pooknvio(foreground). TomoBetoU e KatdAAnAa thv
glkova oto UPog tou kepaAol Tou poviélou Kat pe évav slider ‘opacity’ puBuiloupe
Vv Slavyelo wote va yivouv avtiAnmtad kat ta duo. MNa kdbe éva onueio Tou CWHATOG,
KAvoupEe TG amoapaitnteg pubuioelg pe okomd va TaPLAEOoUPE TIG eMLPAVELEG TOU
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povtéhou(meshes) pe ta oavtiotoa pixel g ewkovag. Mo mapddelypa otnv
enefepyacia MPOCWNOU KAAOUUAOTE Vo OXESLOACOUUE TO QPLOTEPO WATL CUHPWVA HE
Vv ekova avadopag. Ot emdoyég tou Sivovtal lval n B€on, to péyebog , n kAion ta
omola mopoucLalovtal Pe Katavonta ekovidia kal ‘pei¢ ta ouvtoviloupe pe sliders. To
TEAIKO OmOTEAEGHUA €XEL TETOLO HOPDN:

Background
o5

-2Tiyuiotumo 3-14 Mrpootivy) on Slaudppwong mpoownou UE Baon tTnv ELkOvVa
avapopdac -

ErutA€éov emMIAOYEG TOU UMOPOUME VA UAOTIOLNOOUUE, €ival n Ttomoloyia tou mesh va
£XeL XaunAn n vPpnAn avaluon avaloya pe Ta ToAUywva Kal avtiotolyo peTafarietal
Kol To péyeBog (oe MB) kot oL amattroelg enefepyaciag. EmutAéov mapexovral Kot
£TOlHa evlupaTa Tou €xouv UAomolnBel Kol tpooapuooTel o KABE Tpomonoinon mou
vivetal. TEAog, T OKEAETIKA OUOTHUOTO(rigs) MOU UMAPXOUV Kupaivovtal amo amAd
£AAXLOTWV 00TWV, £WC KAl CUVOETA E XELPLOUO poowTtou, drivers kat IK.

TNV nepintwon avtol tou malyvidlol eilval LKAVOmoLnTkA n Héon avaiuon kal ev Ba
xpnotwornotnBouv kaBoAou evdlpata Kol OKEAETIKO cloTnua, kab’ otL Ba ulomownBouyv
Eexwplota.

v1/b h

-tyuoturno 3-15 MAaivn oYn dtaudpewaong npoownou Ue Baon TNV ELKOVA aVaPOPAS -

Mawyvidt yla latpikol g ZKomoug Yehiba 35



MOALG oAokAnpwOEel To povTéNo, amoBnkeUoUHE Kal To e€dyoupe og popdr) makehuman
exchange mhx2. Aut n popdn eival pla third-party custom-made popdr n omoia
avayvwpiletal amokAelotikd amod to Blender kol mapéxel mpocBoacn oe OAeG TIG
Aettoupyleg Tou.

3.2.2 Blender
3.2.2.1 Projection painting

Elodyoupe to povtélo oe popdry mhx2. To emopevo otadlo sival n epapuoyrn Twv
textures/elkoveg avadopdg oto HOVIEAO He okomo va Sesixvel aAnBodavég. Auth n
Sladikaoia ovopddetal ‘TpoBoln ewdvac’ A ‘projection painting’Z.

H Swdlkacio autn eival xpovoBopa Kal amaltel mpoooxn ylo £va LKAVOTIOLNTIKO
anotéAeopa. Ta BApata mou akohouBouvtal gival ta €€N¢:

1. Xwpiloupe TNV 086vn og dUo mapdbupa, Eva pe TNV TpLodldototn mpoBoAn Katl
gva PE TNV enefepyooia €lKOVAG. ANUIOUPYOUUE L0l KOLVOUPYLOL ELKOVOL LIE
HEYAAEC SLACTACELC KOL OTO HOVTEAD pog ebapUOloUUE TO ‘Uv unwrap’

2. EAéyxoupe to MAEyUa Vo BplOKETAL EVTOG MAALOIOU ELKOVAC, TO TIPOCAPUOLOU UE
Omw¢ B€Aoupe , TN MUETOVOUAIOUUE Kol TNV ‘TOKETApoupe’ o’ £€va opyxelo.
Anpoupyoupe, av Sev UTtApPXEL, €va vEo material 0TO HOVTEAO KAl €L0AYOUUE
£vayv shader elkévag rov nepthapBavel outr) mou HOALG aroOnkelooue

3. To texture edpapudletal o€ MPAYUATIKO XpOVO 0To KEPAAL ITnv Kaptéla ‘Object
data’ petovopaloupe tnv €MAOYr OTNV Katnyopla uv map oe base 1 katt
TLOPOUOLO

4. 3¥tnv katnyopla uv map dnuloupyoupe véa emhoyn ‘front’. Xto mapabupo uv
map ELOAYOUHUE TNV TPWTIN E&WKova Tng mnpocodng(aveag), evw otnv
Tplodlaotatn nmpoBoln, BETou e To MpoowTo o€ euBeia kot opBoypadikn AnPn.

Mavw oTto MAEYHA TOU TTPOowWTou eNMAEYOUE ‘unwrap from view’

Front Ortho

-2tyuoturno 3-16 Unwrap arto tnv Lkova avag@opas-
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5. MNpocapudloupe To TAEYUO WOTE VO TALPLAEL OTNV ELKOVA KoL TNV TTOAKETAPOUUE
oe apyelo. Emotpedoupe otnv kaptéha ‘Object data’ kal Snuioupyolpe véo
XAPTN uv pe ovopa side. OMw¢ mapandvw, ELCAYOUUE TNV avtioToln €lKova,
dépvoupe to poOVIEADO Ot mAdyla kot opBoypadikn AnYn, epapuoloupe To
TAEy O OTNV EIKOVA KOl amoBnkeUou e

6. EmavohauBavoupe 1t Sloblkacio ywa  KABe elkova Tou  SlaBETOUupE.
OAokAnpwvovtag, €av emAEEOUME KATOlO XApThn uv, TOTe Ba TpPEmMeL va
TIPOBAAAETAL TAVW OTO LOVTEAO

7. to 3D View al\aloupe ano ‘eneepyacia’ os Kataotaon ‘texture painting’. Xto
oplotepd mapdbupo emiAéyoupe avti yia material, texture kot oplloupe wg
KapuBa tov xaptn base(Bnpa 3) kot Tnv apxLkn ewkovo(Brua 2)

8. Jtnv kaptéha epyaleiwv Slaléyoupue tn Bouptoa ‘clone’ Kal evepyomoloUpe Thv
erthoyn ‘Enable Clone from Image/UV Map’. Itn OuvéXela €MIAEYOULE TO UV
map Tmou Ofloupe mpoPdloupe TOPAAANAC PE TNV QVTIOTOLXN ELKOVA.
XpwpaTti{oupe To HOVTEAD O0TN Baotki/oapXkn €Kova

9. Katd TO XPWHOTIOMO TIPOCEXOUUE Vo €POPUOCOUME WO OUOAN MeTaBoon
avapeoa og SladopeTIKOUC XAPTEG. MOALC OAOKANPWOOU LE, amoBnKeUOUE Kot
£€AYOUE TNV ELKOVA YLa TLEpALTEPW emetepyacia oto Photoshop.

-2tyuoturmo 3-17 To teAwko Skin Texture tou avtpa-
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3.2.2.2 Hair mesh

‘Exovtag oAOKANPWGEL TNV UGI TOU CWHATOC TOU XOPAKTAPO TO EMOUEVO Bripa elval va
KOTAOKEUAOOUWE TO HOAALL TOou. Ymapyouv Stadopol TPOMoL KOTOOKEUNG, OMwE TO
particle system, to mesh. Av kal n katackeup HoAAWV pe to particle system &ivel
davtaoTika amoteAéopata, dSuoTUXWG MepLopileTal HOVo ot pnxavr tTou Blender kat
Sev avayvwpiletal anod tn Unity. H teheutaia AUon eyKOTOAEUMETAL KL TIPOTIUATAL N
KOTAOKEUN VEOU QVTIKELLEVOU e TIAEYUa (mesh). Ze auTo to oTtddlo KAvou e Xprion g
enefepyaciag Kal tNG YAUTTIKAC KaAvOTnTag Tou Tipoodépel to Blender. TNa va
KOTOAOKEUAOOUME MOANA pE TOAUYWVA HIMOPOUNE VO TIPOOEYYIOOUUE OpPKETOUG
TPOTOUG. =ZEKIWVAUE, ETUAEYOVTOC ONEC TNG EMULPAVELEC OTO KEDGAAL TOU UOVIEAOU TOU
mpokettol va KaAUYPeL To palli kat tg Suthaotaloupe(duplicate). Me ta KatdAAnAa
epyaleia omwg scale ) fatten Sivoupe Oyko Kol KAVOUUE TO KAVOUUE EUPAVEC TTAVW OTO
kedAAL Avaloya pe t popdn, To oXNUa Kot To HEyeBog ou BEAOUUE va €XEL N TEALKNA
uopdn, cuvexiloupe pe TNV TEXVIKN poly-by-poly 6mou dnuioupyoU e Kol TPOMOTOLOUE
£va-éva to TtoAUyova PEXPL TO TEAKO otadlo. lNa mepLocOTEPN AEMTOUEPELX KOl
KaAUtepn eudavion, oAAaloupe o  Katdotaon YAumTikhg(sculpt mode) kau
£papuoOloUpE PE TO TILVEAO TIC QMOPALITNTEG £TAOYEC UE OKOTO va GTACOUUE OTO
emOupunto anotéAeopa.

->Tiyutoturmo 3-18 MoAvywva uoAALwv yla avtpa Kot yuvaiko-
3.2.3'Evéuon

H évéuon twv xapaktipwv yivetal cuvbuaotika pe dUo tpomouc. Me tn Snuloupyla
POUXWV amod TNV apxr XPNoLUomnolwvIag to npoypappa Marvelous Designer kat e tnv
edappoyr ETOLUWVY POUXWV-AVTIKELLEVWVY TTAVW OTA KATAAANAQ LEPN TOU CWUATOG.
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3.2.3.1 Marvelous Designer
To marvelous designer givau éva emayyehpatikd mpdypappa oxediaonc evBupdtwy, To
omolo mapéxel Suo Kuplwg mapdadbupa: Eva SLoSLACTATNG ATIELKOVLIONG YL TOV AVOAUTLKO
oxebloopd pouxlopol pe OAa to amopoaitnTa gpyalsia kal £va tpLodlaotatng Omou
TIPOCOUOLWVETAL TO ATOTEAEGUA TTAVW OTO HLOVTEAOD HE akpLBelc PUOIKEG.

Amo to Blender amoBnkeUoupe kal e€dyoupe To PoviéNo oe popdr wavefront (.obj) n
collada (.dae). Avolyoupe TO TIPOYPAUUO KOL ELOCAYOUUE TO apXeio mpoogxovtag To
LUETPLKO cuoTnUa va eival oe pETpa. To povtélo eudaviletal oto TpLoSLAoTOTO
napdbupo evw oto TAEyua tou Slodldotatou eudaviletal To ixvog Tou. Av Kal TO
mpoypappa mpoodEpel £Towa, sival xprowo va Stapopdwooupe ta ‘Arrangement
Points’ kat ‘Arrangement Bounding Volume’ ywa va mpocappootolv KOAUTEPO OTO
HOVTEAO.

Arrangement Bounding Volume eival swovikol kKUAwdpol ot omoiol meptBaiiouv TO
KaBe onueio Tou povtélou Kal avw Tou epapuolovTal Ta amapaitnTa cnueia yla tTh
SlevBetnon twv evbupdTwy.

-2tiyutoturo 3-19 Awauoppwuéva Arrangement Points kat Arrangement Bounding
Volume oto povtédo-
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210 Sloblaotato nmapabupo, oxedbldloupe to €vdupa mou BEAoupe pe Ta KATAAANAa
epyaleia. Anuloupyolpue Ta KOTAAANAQ ox€dla ya K&Be OPn Kol Ta EVWVOUUE PETALY
TouG Ue padéc. Me Baon to (xvog HEoa oTo MAEYUA, TO SLUOPPWVOULE WOTE VA EXOUV
To KataAAnAo péyeboc.

Ta ox€dla mpoBaiiovtal mapAAAnAa Kol O0To TPLOSLACTOTO TTapPAdbupo HE TIG padEg-
ouvdéoelg petall Toug. MetadEpoupe cwaoTta, ) TomMoBeTOUUE MAVW OTa arrangement
point e OKOTO VOl TTAQLCLWOOU LE TO HLOVTEAO HaG. TEAOG EVEPYOTIOLOUE TNV KATACTAON
TIPOCOUOLWONG KAl TAPATNPOUE OE TPAYUATIKO XPOVO TNV £vwaon Kal Thv ebapuoyn
ToU pACPATOG MAVW OTO HovtéNo. Katd tn Sdldpkela Tng mpooouoiwaong, av ‘midooupe’
£€va onpeio Tou VGACUATOC KAL TO TEVIWOOUHE £XOULE TN duvatdTnTa va Tou SWOOUUE
KaAUTtepn popdn | va SLaTEPACOUUE KATOLEG EMIPAVELEG TIOU TO UTIEPKAAUTITOUV.
MropoU e va puBUICOUUE KATIOLEG TTAPAUETPOUC VIO KAAUTEPA ATTOTEAEGUATA OMWG TO
UALKO TOUu UDACUOTOG TNV EAQOTIKOTNTA KOl TNV TUKVOTNTA Twv TIoAuywvwyv. Otav
olAokAnpwooupe tn dadikaoia anobnkevoupe kol e€dyoupe To Evbupa os popdn obj.
MpocExoupe va amoBnKeUGOUUE TO POUXO XWPLG TO LOVTEAD Kol Vo OpleTal € PETPA.

-2TIyuoturo 3-20 AlapopPwuUEVo EVOULIA KOl EPOPLIOCUEVO TTAVW OTO LOVTEAO-
3.2.3.2 Edappoyn avTKELLEVWY PE eEMeEepyaoia

Y10 Blender slodyouie TO apxelo TOU XPELOOMOOTE KOl ETILXELPOU LE VO TO TALPLALOU IE
0To UTtapyov povtélo. Edv To apyelo mpokumtel and to Marvelous Designer kol €xovtag
puBulotel ocwotd n KAlpako TOOO TOU evdUpATOC, OCO KoL TOU HOVTEAOU, TOTE
epappoleTal aUTOMOTO Kol SEV ATTALTEL TIEPAUTEPW EVEPYELEC.

2TV MEePLMTWON TOU TO OpXEL0 TPOEPXETAL Ao EEWTEPLKN TINYH KOL ElvVOL OLOUVTOVLOTO,
ToTE 0delAOUE VA TO EGOPUOCOUE LE TIG KATAAANAEG EVEPYELEG.

MetaBailvoupe otnv katdotaon enefepyaociag kal Pe Ta epyaleia BEon-kAipaka-
TeEPLOTPOdr) OUVTOVI{OUUE TIPOCEYYLOTIKA TNV apPXWKA Tou B€on. Itnv GCUuvEéXEla
emAéyoupe plo-pia TIC €6peg 1 TIC KOPUDEG TOU TAEYMATOG KoL EMLXELPOUME va
ETUKAAUPOUHE Ta onuela TOu cwUATOG XWPLG va aAAOLWCOUE TO GUVOALKO Evéupa.
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Ye auto PBonBacsl kol o tpomog enefepyaciag proportional editing, o omoiog katd To
LETAOXNUATIOMO TOU TIAEYLOTOG EMNPEATEL KAL TO YELTOVIKA OTOLXELQ.

{0} sweater

-2nyuioturmo 3-21 Epapuoyn tou mesh tou evSULATOC TAVW OTO UOVTEAO-

TEAog, epapudloUE TNV TEXVIKN projection painting mou meplypadnke mopanavw ylo
Vo OO WOOU LE TA XPWHATA KOL TG UPEC oTa evdlpoTa.

3.2.4 Anuwoupyia okeAetou (Rigging)

Mpokelpévou va BEcou e o€ Kivnon To cwpa Tou Poviélou, Ba mipenel va eAéyEoupe To
KaBe HEAOC TOU CWHATOG KAl YLO VOl YIVEL UTO XPELA{OPOOTE KATIOLO CUOTNHO EAEYXOU N
‘0dnyouc’. To cloTnpa eA€éyxou ovoualeTal rig kot n Stadkaoia riggingm.

Eva oAokAnpwpévo olotnua Boa €xel TeAlkwg pwa popdry okeAetol, éva eibog
OVTIKELUEVOU TIOU XPNOLUOTIOLE(TAL yla TO rigging. To OKeAETIKO ocuotnuo(armature)
Savelletal apkeTég IO€EC amo TOUG TIPAYHATIKOUG OKEAETOUC. A TNV KATOOKEUN TOU
oKeAeTOU Xpelaletal N cUVEEDN KoL N CUCXETLION HeTAL Twv ootwv(bones).

To Blender mpoodépel w¢ mpdobeto to rigify. To rigify elval éva avtopatonoinpévo
OKEAETIKO oUOTNUA TIOU SLEUKOAUVEL Tn dladikaoio Kol TepLEXel OAQ T amopaitnta
KOKKOAa mou xpelalovial yw va kaAUpouv ta PBacikda onueio tou cwpatog. O
TLEPLOPLOUOC TOU, EYKELTAL 0TNV EAAEWPN onpeiwv eAéyxou OTO MPOCWTTO, OE avTiBeon He
pLa tapaAdayr, TOU UE TNV Untdpxouod BAcn mPooBETEL Kal Ta anapaitnto KOKKaAa
MPOoWIou kKot ovoualetal pitchipoy rigify. Ta cuotuata rigify ivat cupufata pe 1o
Slaxeploth animation tng Unity.
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-Jnyuoturmo 3-22 Rigify kai Pitchipoy Rigify ue oota mpoowiou-

TNV Mepimtwon pag, XPelalOMOOoTE CUYKEKPLUEVEG, EEXWPLOTEG KIVAOELG yla ToV KAOe
xapaktipo, dnAadn oxt petadoon kivnong kat OEAOUE VO EOTIACOUUE OTIG EKPPATELC
TIPOCWITOV. JUVETWG, YLoL TNV TTANPOTNTA TIOU TIOPEXEL KOL TNV OlKovouia xpovou Ba
eKUETOAEUTOUE TO pitchipoy metarig. Apxwkad petafaivoupe otic pubuiloelg Kot
EVEPYOTOLOUUE TO TMpOcBeto rigify, edv Sev elval evepyomolnuévo. ITo TPLodlaotato
noapdBbupo peE TO HOVTIEAO pOC, TpooBEtoupe TO armature pitchipoy rigify.
Metaoxnuatiloupye wote va €Xel avOAOYLKA TO (610 HEYEBOC HE TOV XOPAKTPO KOl
S6lvoupe onuooia oto LYPOC KOL OTO KEVIPAPLOMO. TN OCUVEXELD, TpooTaBoUpe va
KOTOXWPLOOULE TO KAOE KOKKAAO LIE TIG EVWOELG TOU, LECO OTO TTAEYLO TOU LOVTEAOU KOl
o’ autd pag BonBael n emthoyn ‘x-ray’. MoapdaAinAa, Sivoupe onuoocio Kal otnv
TMEPLOTPOPN TWV OO0TWV, €AEYXOVIOC TOUG QEOVEC OTnV TomoAoyia ylo va pnv
SnuoupynBouv mpoPAnuata otn cuvexelo. AdoU olokAnpwooupe TN dladikaoia kot
£PapUOCOUPE TA KOKKOAO YUPW aTto KABe HEAOC TOU OWUOTOC KOl TA aVTioTOLXa 00TA
MAVW OTO TPOCWIO EVEPYOTOLOUUE TO rig Hoc. Adol €eVEPYOTIOU|COULE TO rig,
eAéyxou e TN owotn Aettoupyia tou. MAEOVEKTNUA, EKTOC A0 TOV EUKOAO EAEYXO TIOU
npoodEpel, lval Kol ta joint constraints, to OtL 6nAadn amotpémovrtol oL adUOLKES
Kwnoelg, m.x. Na Avyilet To yovarto npog AdBog kateuBuvon.
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3.2.4.1 Skinning

Z€ QUTO To onueilo akoAouBel n Stadikacia skinning. Skinning €ival o TpOMOg CUOXETIONG
TOU rig PE TO OWMA TOU Moviélou. llvetal autopata n xelpokivnta, aAAG Kkal
ouvlUAOTIKA PETALU TwY §U0. OETOUNE WG MATPLKO, TO armature Kot wg Buyatpka oAa
T uToAona PEAN Tou amaptilouv TO POVTEAO PaG KOl UETADGEPOUUE QUTOMATA Ta
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‘Bapn’ oto mesh. ¥tnv kaptéla ‘Object data’ Siakpivoupe OAa ta vertex groups evw
oTNV Kataotacn ‘weight paint’ e XpWHATIKA OTTELKOVLON TNV EMLPPON TIAVW OTO CWHOAL.
Y€ o KALUOKA oo TO UMAE UEXPL TO KOKKLVO PeTadpaletal n cuoxEtion PeTafy vertex
groups kal mesh. Me tn Xprion TWEAOU €XOUME, OKOMA, Tn Suvatotnta va
Tpomomnolooue Ta ‘Bapn’ mpoabétovtag 1 adalpwVTaC AUTA TNV EMLPPON.

Y 673bb828.0.002

A metarig
K rg
© & Animation &

PNE NI

¥ Normals

» Texture Space

¥ Vertex Groups

-JTiyuioturno 3-24 Weight Paint ue ypwuatika Bpn—

H 8o Stadikacio akoAouBeital kat yia to mesh Twv pouxwv, He T dtadopd, OUWS, OTL
uetadépoupe ta Bapn amo To CwHA KoL OXL Ao To okKeAeTO. Autd cupPaivel, Siot,
B€Aoupe to KaBe €vdupa va efaptdtal and TNV Kivnon Tou CWHATOG Kol OXL TOU rig
AOyw Snuloupylag acuvenewwy. Itnv nepintwon Twv evoupdtwy, eneldn ouvnBwg dev
KOAUTITOUV OAO TO OWHO, KATA TN HeTadopd Twv Bapwy, UTIAPXOUV TIOAAG vertex groups
Tou Teploogvouv. lNa mapdadelypa, petadépovtag ta Pdpn omod TO CWHO OTO
TIOUKAWLOO Ta vertex groups twv modwv (shin, foot, toes) Bplokovtal pakpld amod to
neblo dpaong Pe QMOTEAECUA va PNV 00KOUV Kapia emippor] Kol UmopoUpE va Ta
Staypaoupe.

JKOTOG HaG €elval va OnUIoUpynooOUHE £va PUOLKO amoTEAsopa, amodelyovTog
adpUOLIKEG MapapopdWOELS € omolodAOoTE oTAoN.

V 673bb828.0.002
V 673c9068.0
V 673cab70.0
¥V 78c07640.0
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¥ Normals

» Texture Space

¥ Vertex Groups

-Jtyutotuno 3-25 Metapopd Bapwv amo to owua oto EvOouud-
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3.2.5 Jevaplo

Ye QUTO TO Onueio, dev UMOPOUUE va OUVEXIOOUHUE TOPAKATW €AV 8gv £XOUUE
kataypael to oevaplo. Ta emopeva BApata mou akoAouBolv, mepAauBAavouV TIG
amapaitnteg KWNoeLg (animations) Kat TNV Kataokeun tou mawvidlou (gameplay). Xwpig
TO oevaplo Sev pnopol e va kabopicoupe mwe Ba StapopPwooupe To matyvidt pag.
©¢éAoupe va kKataypaoupe TNV MPWTN ocuvedpia avAapeco oTtov Bepameutr) Kol ToV
OEpOMEVOUEVO KOl OCUVEMWG TIPEMEL va OSNULOUPYHOOUUE [a Slatopoxn ywa Tov
tedeutaio. JUudwva pe to DRM-IV-TR, adol Bpolpe tn Slatapayr, HeAeTAue
OVOAUTIKQ TQ. CUMITTWHOTA QUTHAG Kol EMIAEYOURE TOV apPLOPO TOU TNV LKAVOTIOLOUV.,
AnuwoupyoUpe plo totopia mou Ba adnynbel o avoAuopevog, pEoa oTnV omoia
ETUXELPOUUE VAL TIEPLYPAYOUUE UE AUECO 1 EUUECO TPOTIO TA TTAPATIAVW.

-Th e¢eTaoeIg EKaveg;

-AlpaTOAOYIKEG KOl HayVITIKA

AANAG Arav KaBapég Kal o1 YIaTPOI pE TTApETEPYAV OE 00G

-Niwdeig kai GAAa TpaypaTa EKTOG ATTO TNV UTTVIAIQ;

-MapoAo autéd viwdw Kai TOAD Koupaopévn

MapoAo ou Kolpdipal TéoEg WPeg ouveyi{w va viIwBw pia KOTTwan Kal dev Exw 6pedn yia mapa ToAAd Tpdaypara
-Kai moéoo Kaipd oou guppaivel auto;

-2TIYULOTUTTO 3-26 Mépog tou StaAoyou Tou oevapiou-

2TO TOPOMAVW TIAPASELYUO TTOPATNPOUE OTLG TIPOTEAEUTOLEG CELPEG TOL CUUMTWLOTO
TNC KOMWOT G KOL TNG ATTWAELAC EVOLAPEPOVTOG.

3.2.6 Animations

Me BAon To 0gvAPLO KOL TNV TIPOETOLUAOCLO TWV HLOVTEAWV SNULOUPYOULE TIC KLVF']OELQ@
mou Ba xpnolpomnolnBouv. e o Mpooopoiwon ouvedpiag BEAoupe Tov PuxoAoyo Kal
Tov avaluopevo va PBpiokovtal kablotol oe MOAUBPOVEG O€ KOVTLVI amooTach Kot vol
UTTAPXEL OTTIKN emtadr). EmAéyoupe Tov KABe xapoKkTApa Kol avaAoyo LE TO POAO ToU
Kol Aoyla mou Afel Ba mpoomaBrjooupde v amMOSWOOUUE OCO0 TILO PECALOTIKA TNV
Kvnolohoyla Tou.

To animation yivetal pe ™ péBodo tou Keyframing, pe to va B£toupe dnAadn tnv
gmBupuntn B£€0nN TWV OOTWV OE CUYKEKPLUEVEC XPOVIKEG OTLYUEC, KOl VoL Apr)VOUUE TO
Blender va emiAUel Kal va umtohoyilel Tn B€on ota evlldpeoa otadla HEow TG HeBddou
¢ napepPoAng(interpolation). Avoilyoupe mapalAnAa pe tn Tplodldotatn npoBoAn Kot
ta mopaBupa ‘dope sheet’ kal ‘graph editor’ wote va emomnteVoUpe TNV KAOE Kivnon mou
oupBaivel. Mpog BonBeld PaG, ELOAYOULE TA OMOPALTATA AVILKEILEVA TIOU GUUUETEXOUV
Kol aAANAETILOPOUV HE TOUG XAPOAKTIPEC TTOU Ba UTIOGTOUV TIG KIVAOELC. ITNV TIEPLTTWON
HOC, ELOAYOUUE TIG U0 TIOAUBPOVEC WOTE VO OPLOOUE TN OTACN TOU GWHOATOG KOL TO
BAEO TWV HOTLWV.

Ma to animation kot Twv SUo Yapakthpwv £xouv npooxedlaotel tTéooeplc Idle kKvnoslg,
LE TIG MUETAPOTIKEG AVAUECA TOUC KOL KATIOLEG AKOUA, N EMAVOAXUBOVOUEVES yla ThY
KaBe pia.
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-2TIyuLoturo 3-27 OL TEooepiq BaoIKEC TTOJEC YLl TOV YOPOAKTHPO -

ApxK@, oplloupe M TPWTIN otaon-mola yl TO Xopaktnpo oto Kapé 0, Kot
Snuoupyolpe éva keyframe amoBnkevovtag oe oautd, OAa Ta ootd. la va
Snuoupynooupe to keyframe o mio amAog tpomocg eival va emlé€oupe to Auto
Keyframe, aAAd mpotipoUpe tnv Xelpokivntn Stadikacio yla va €oupe HeyaAlTepo
€\eyxo. Exovtag oploel Tov aplBud Twv KApE TTOU OVTLOTOLXOUV o€ €va SeuTepOAENTO
umoAoyiloupe TNV Xpovikn dldpkela Kal petaBaivoupe og kamolo frame tou timeline kat
LETAKLVOU LLE £Va I TIEPLOOOTEPQ KOKAAQ. EPOOOV ELLAOTE LKAVOTIOLNUEVOL LE TNV OTAON
nmou Slopopdwoape, amoBnkeVoupe TNV B€on Kal TNV MEPLOTPOdI TWV OCTWV TOU
TpomomnolBnkav Kal autd kataypdadetal wg keyframe navw oto xpovoSiaypapua.
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-JTiyuiotuno 3-28 Apxiko kat TeAiko frame-

Av oUpoupe tov Opopéa Tou timeline oe kamowo frame petafy outoU TOU
Snuoupynoape HOALG KoL TOU TPWToU, Bo MapATnPriCOUHME OTL TO KOKOAO ToU
LETAKLVOAUE BplokeTal o€ pia evdlapeon B€on petaty Twv SUo autwy BEcewv.

-tyuotuno 3-29 Evéiaueoo frame urtoAoytouévo e Interpolation-
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o MEPLOCOTEPN KOL TILO TIPOXWPNUEVN XELPAYWYNON, oTo tapdBupo graph, Ta 00TA TWV
keyframes mapoucoidlovtol oe kavaiia B€ong (agoveg x,y,z) kal meplotpodng (afoveg
W,X,Y,Z) HE TIC avTIOTOLXEC KOUMUAEC TOUC KOl HIMOPOUUE VO EMNPEACOUME TNV
napeuBoAn evdlaueca. Av B£loupe To animation va emavaAopPaveral, TOTE, OTO
napaBupo dope sheet emiAéyou e To mpwto keyframe pe OAa Ta 00T, TO AVTLYPAPOUUE
KOl TOo €mikOAMOUUE oto Kapé mou B£Aloupe. Etol BeBatwvoupe OtTL To animation Ba
teAewwvel otnv (Sla otdon pe tnv omolia apxilel, kATl To omoio BonOdsl oto va €xoupe
pLa opaAn emavainyn g kivnonc.

Z Quaternion Rot:
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-Jtyuioturmo 3-30 O Graph Editor, ot koumUAec kat o kavaAia eonc & meplotpoQric-

Me auth tn Aoyl cUVEXL{OUUE Kal SNULOUPYOUE TIG KIVAOELC YLOL TOV XOPOKTHPA LOC.
Otav oAokAnpwBolv OAeg ol KIVAOELG, peTtafaivoupe oto mapdBbupo mou TEPLEXEL TOV
NLA Editor omou tic mapouctalel og blocks kat tic amoBnkevoupe. Katd autov tov
TPOMOo ouvoSeVoUV OAEC OL KIVAOELG TO MOVTEAD Kal apyotepa Ba xpnotuomnotnbouv cav
KOTOOTAOELG oTOV animator tn¢ Unity.

AfileL va avagepBel oOtL Yapn oto Mecanim tou Unity, Ba pmopoUocaps va
SnNULOUPYNCOULE TO animation HOVo Ue To OKEAETO, xwplc To skin, aAAd eTIAEXBNKE auTh
n Stadikacio wote va eAéyyoupe og kABe Brpa tn puokotnTa TNE Kivnonc.

Idle animations 1 depyeg Kwnoelg eival ol KIVAOELC ota Plvteomalyvidia Omou o
XopaKktipag 8ev KAvel koplo Spdon kot emavalopfavetal e’ adplotov £wg OTOU
petaBAnOeL.

3.2.7 Lip Synchronization
Q¢ pépog Twv animation pmopoU e va OewpricouHE KoL TNV Kivnon TwV XEWLWV KATA TV

ouAia. Ma TNV dnuLoupylo AUTWY TWV KWVAOEWV XPNOLOTOLOUUE pial AAAN TEXVIKN, Ta
shape keys. OLAdyoL xpriong Toug elvadt:

Matyvidt yia latpkol g IKomoug Yehida 48



e Hmapauopdwaon tTwv Kopudwv yivetal pe akpipela yia to kabe dwvnua

e Avayvwpilovtal anod tn Unity

e Asltoupyouv apdAAnAa pe To mapadoolakod animation

e Avutouatomoleitat n Sladkaocia kol dev xpeldletol Katd TO animation va

dnuoupyolpe cuvexela keyframes pe ta dwvrparta.

e Auvatotnta cuvduacpol SU0 N MEPLOGOTEPWVY KAELSLWV
Oa dnuULoUPYNOOUUE OEKA KATAOTAOEL GWVNUATWY WG OVTUTPOCWIEUTIKA Ylol TNV
ouMia kal Ba T EKUETOAAEUTOUHE MECW TOU TIPOYPAUUATOC papagayo. ApxKdA
petaBaivoupe otnv kaptéAa ‘object data’ kat dnpoupyol e duo véa KAELSLA oTnVv AloTa
‘shape keys’. To mpwrto eivat mavta n facn, dnAadn n apxikr katactacn and Ttnv onoia
ninyadouv to. UTtOAoLTa, eVw To SeUTEPO KAELSL avrikel oto mpwto pwvnua. AANAGIoupe
ot katraoctaon emnefepyacioc Kal HE TA KATAAANAa epyaleia mpoomaBolpe va
amodwooUUE Pe KAAUTEPO TPOMO Ta avtioTola Preston Blair. MNa kdmota KAELSLA glvol
TIO €UKOAO Kal ypnyopo va StapopdwBdolv pe Bacn to mponyolUeva Kal OXL TG
OpXLKNG KaTAoTAoNG Kal yU' auto €xoupe tn duvatotnta va dnuloupyoUue SutAotuma
Kot va SouAeloupe MAvw os autd. MNa tnv mpoBoAr Tou KaBe kAewdlol Sivetal €vag
slider mou mapouGLAleL TRV apXLKh, TNV TEALKN, OGAAQ KAl TIG EVOLAUETEG KATAOTAOELC.
MOALC oAokAnpwooupe eTAEyouUE TN Oelpd mou B£loupe va eudavifovral. 3tn
OUYKEKPLUEVN TEPIMTWON ToMoBeTOUE otnv Mpwtn B€on to dwvnua ‘rest’ yatl elvat
ekeilvo mov mapepParetal oto Kevo Staotnpa Petaty dUo Aé€swv Kal Ba To opiooupe
apyotepa otn Unity we g€’ oplopov. Entiong xpriotpo eival kataypdPoupe auteg Tic SEka
KOTAOTAOELG LEOW Tou render image Kot va TL arnoBfnkeUooU LE.

¥ Shape Keys

User Ortho (

(146) Ctirad:Body : Al —

-2tiyutoturno 3-31 To Shape ky yta to pwvnua A/l-
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3.2.7.1 Papagayo

MetaBaivoupe oto papagayo™™ émou kat Ba mpaypatononBel 0 cuyxPOVIGHAC XEALDV
mavw oto SldAoyo tou oevapiou. MNpoamattoUpevo amotedel n UmMapén Kamolou
nxoypadnuévou apxeiou, mdvw oto omoio Ba polpactolv Ta phonemes. Apxkd
eTAEyoUUE TOUG SLOAGYOUC Kal TOUG SLOLPOUE OE HIKPOTEPA TUAMOTA Yla va Elval Lo
gUKoAn n enefepyaaoia. Toug nxoypadoULE LE KATIOLO TIPOYPAMA NXoypAadnaonc, Omwg
to audacity kat adoU £lpHAoTE LKAVOTIOLNUEVOL UE TO ATMOTEAECUA OMOONKEUOUUE KOl
efayoupe oe popdr .wav Tou avayvwpilel To papagayo. XTo TeAeutaio, €l0AYOUUE
Eexwplota ta apxeia Ta omola amAwvovtal otov timeline omolog ywpiletal oe frames.
Ta €€ oplopoU frames TOU AVTLOTOLXOUV OTO SEUTEPOAETITO £ival ELKOOLTEGOEPA QAN
urmopouv va petafAnBolv. tov kelpevoypado mou Sivetal, daktuloypadoUpe O,TL
OKOUYETOL OTO NXNTIKO apxelo. To papagayo mephapBavel Tpia evowpatwpeva AeELKA,
AyyALKWY, loTtaviKwy Kot ITOAIKWY JE QMOTEAECHA VO ovayvwpIleL Kal va ‘Omael’ Tig
Aé€eic ota kata@AAnAa ¢wvnpato. Ta ¢pwvhipata Tou avayvwpllel To papagayo sival ta
29[«
ARl
E
Etc mepthapBavel 6Aa ta umtdlouta cludwva
FAV
L
MABHP
Rest &nAwvel TI¢ mavoelg avapeoa o SU0 AEEELG

8. O

9. U

10. W Q
Ma moapadetypa tnv Aé€n “ambitious” Ba tnv omaoel os: ‘Al MBP MBP Al etc Al U etc’
Ipnv mepintwon Twv Aé€ewv mou Oev avayvwpllel N Twv eAANVIKWY KAAOUUOOTE va
oplooupe xelpokivnta éva-éva Ta GwvhHHOTa.

NouhkwNeR

»mologhsw oti ews kai shmera \ 'ka8e fora poy xo
—————— | NS | "'|—’

|

[OMBP OL Oetc Al etc O

'oice 1

OK l Cancel I

wnow oti ews kai shmera
xoreyw eispratw aythn
1 ekeinwn ton Xristoygennwn

-tyuoturmo 3-32 Avaduaon tneg Aééng ‘opoloynow’ o pwvhuata-
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‘Otav oAokAnpwBoUv ta phonemes, mpootiBevtal o cUVSUACUO UE TIG AEEELG Leda OoTOV
timeline kalL pe drag ‘n drop mpoomaBoUpe va TAlPLAEOUHE HE TNV avtioTown
kupotopopdr. Ta phonemes polpdlovtol oto KOPE TIOU £XOUUE OPLOEL KOl
ouoxeTi{oupe tn B€on petalL Toug.

File Edit Help

BEEPE QRQAQ
24 48 72 Fps: [24
a einai pws poly 9a h8ela i [kai prin st thsw na xoreyw sth lyrikh =
einai .ﬁ poly h8ela | kai stamathsw —’L\.] xoreyw ]
ia 4 pws N 9a | Ll pri e L[5 na b L}sth
EIQ c | EIQ g c EI EI @ HI

A EiA E Mepergish] Mol E A c MBi etc | MBP ke | tc et c

< >
[~ Current Voice

Voice name: |Voice 1

Spoken text: ~Voice List

h alh8eia einai pws poly 9a h8ela
kai prin stamathsw na xoreyw sth lyrikh

Phonetic breakdown:
English | Spanish | Italian | E)q:ortVoioe...l New I Delete |

|Stopped ¥
-2Tyuoturo 3-33 Avtiotoixnon twv A€EEwV Kol QWVNUATWY UE TNV KUUUXTOUOPQ! TNG
nxoypagpnang-

AkohouBoUpe tn Sladikacia yio OAeC TIG nxoypadnoelg. Amtobnkeloupe Kal EAYOUE
oe popdn .dat omou kataypadetal o apltduog tov frame kot To avtiotowo dwvnua. To
apxélo OlaBaletal omod OMOLOVONTOTE  KEWMEVOYPAPO WE OIMOTEAECHO Vva  TO
LETATPEMOULE O€ .txt ylo peyaAutepn SleukoAuvon.

: MohoSwitchl A
E
4 etc
S5 AT
7
9

N
n

(")

s

L
AT

- o

} | o o S R R
1 o o s N O o
SIS NN
w w [V ST T SR |
[l e] mo%mm
ct ct
(2] s (9]

31 AI
32 rest
rest
we
-2tiyutoturno 3-34 O rivakog Twv frame LE TA QVTIOTOL O PWVNLATA-

N
0w
w w
w N
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3.3 Kataokeur) matyvidlou
3.3.1 Unity

3.3.1.1 Eloaywyn Tou xapaKtrpa

MpotoU £L0AYOUNE TOV XapakThpa Hag péoa otn Unity, emaAnBeloupe OtL £xoupe O,TL
xpelalopaote. To Baolkd apxelo Tou Blender mou &nuoupynoape MPETEL va £XEL TO
skeletal rig, Ta meshes tou Xapaktipa Kol TwvV UTIOAOMWY OTOLXELWV, Kal Tto skin
modifier og kKaBe £va. MpEneL emiong va €XOUUE Kol Ta textures Kol OAo Ta amapaitnTa
maps. Ta. maps dnuoupyndnkav Kat Tpormonow|Bnkav oto Photoshop yla 6Aa ta PEAN
TOU CWHATOC KL TOU pouxLopoU. To HOVTEAD TOu Xapaktrpa pag e€nxOn amno to Blender
oe popodn .fox, xwplic ta dwra Kal TNV KAUEPQ, KoL EYIVE import wg asset péoa otn Unity.
YT OUVEXELA TOMODETOUUE TOUC XOPOKTNPEG OTN OKNVM KOl TOUG KEVIPAPOUUE OTLG
TIOAUBPOVEG , oMW akpBwWG Katd tn dnuoupyia Twv animation MPOKEWWEVOU va pnv
£XOUHE OVWHOALEC OTN Klvnon. 2Tn CUVEXELA ELOAYOULE OAa Ta amoapaitnta textures oe
kamolo ¢akeho Kol emAéyoupde ta materials mou avtiotolyouv oe kaBe mesh tou
XOpaKTApa. XTto Mapdbupo Tou inspector avtloTolXOUME KABe texture | map otnv
avtiotolyn €TIKETA, TPOTOTOLOVUE TIG TIHEG N Toug sliders kat maipvoupe ta emlBupnta
QIMOTEAECUOTOL.

Ctirad_Body_Defaultskin @ %,
v ’ Shader | Standard =
Rendering Mode | Opagque )
Main Maps
[f] o Albedo 12
o Metallic Cr 0
Smoothness o 0.29 |
© Normal Map T |
[ to Height Map
D © Occlusion () 0.04 |
© Emission . o |
O Detail Mask
Tiling Xi1 (Y i1
Offset X0 Y0
Secondary Maps
o Detail Albedo x2
© Normal Map 1
Tiling X1 ¥ [1
Offset X0 Y 0
UV Set Luvo ¢

-Juyuioturmo 3-35 Material pe toug kataAAnAoug xapteg-
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3.3.1.2 Mecanim kot State Machines — ALaxeLpLOTAG KLV OEWV

MNa to apxeio .fbx ota assets mnyaivoupe otig puUBUILOELS ELOAYWYNG Kol 0pl{ou e oTNV
KaptéAa rig tov TUMO TOU animation w¢ mecanim KoL TILO CUYKEKPLUEVA generic,
ETUTPEMOVTAG OTO TPOYPOLUA VO OplOEL AUTOMATO €va avatar yla ToV XapaKThpad. Th
OUVEXELO EAEYYOUUE OTNV KAPTEAQ TWV animations mwg €xouv petadepbel OAeg ol
KLVNOELS TIOU £XOUME ONULOUPYNOEL Kol E0TIA(OUME OE €KEIVEC TTOU £XOUV WE TPWTO
OUVOETLKO TO GVoUa ToU rig ou dnpoupyndnke vwpitepa oto Blender. ITIC KATAOTACELG
tumou Idle, aAM\d kot og autég ou BéAoupe va snavalapBavovral puBuilovpe ‘loop
time’.

| Model -m Animationsl

Animation Type | Generic ™
Avatar Definition | Create From This Model 4
Root node | None 3
Optimize Game Objects L]

Revert || Apply |

rig|sitidle 0.0 299.0
rig|Stand 0.0 1.0
Callirhoe:Body|sitldle 0.0 299.0
pants2.001|sitl-Idle 0.0 287.0
chest.001|sit1-Idle.002 0.0 300.0

Iy

a rig|sitIdle @ =

Source Take | rig|sitIdle s

Length 12.458 24 FPS

IQO:QO sl 18% S ) (080 | PI
Start 0 End 299
Loop Time

Loop Pose [
Cycle Offset 0

-Jtyuiotuno 3-36 Tumog animation kot emoavainyn tou clip-

3.3.1.3 Anuwoupyia twv Mnxavwyv Kataotaoswy

Ma va afloTo)O0UUE TIC UNXOVEC KOTOOTAOEWY XPELO{OUOOTE €VOl OVTIKELUEVO TOU
tonou Animator®Z onéte to Snuoupyol e, To peTovopaloupe Kal To BEToupe oto
pHovtélo pag w¢ Component. To avtikelpevo auto, poag Slvel mpocBaocn ota State
Machines 6tav avoiyoupue to napdBbupo tou Animator. Ta State Machines Bupilouv otn
Sopn toug UML, omdte n Aoyikn) €ivol vo SnpLoUpyrnoouE KATOOTAOELG-animations ota
omolia n petaBaon Ba yivetal étov MANPOUVTOL OPLOUEVEC TIPOUTTOBECELG. ZEKIVWVTA,
puéoa otov Animator tomoBetoupe e drag ‘n drop tTnv apxtkn kotaotaon ldle kat thv
opiloupe wg €€ oplopol(default state). Itn ouvéxela SnupoupyolUe OUASEG
Kotootdoewv(Sub-State Machines) yia kaAUtepo £€Aeyyo. YroAoyiloupe avaloya LE TO
oevaplo mooeC opadsc Ba mpokUPouv, TIC SnUloupyoUUE Kol péoa otnv Kabepio
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ueTadEpoue TO amapaitnto animations-states. 3TIC KATOOTAOEL MUMOPOUMPE va
EMNPEACOVUE TNV TOXUTNTA avomapaywyng, kabwg emiong kot av Béloupe va
KATOMTPLOOUUE TNV Kivnon otov ‘aova y'.

Ma tv evoAllayn METAly TwV KWVAOEWV XPelalopoote PeTaBaoel. EMAéyoups pia
Kataotaon kol Onuioupyolue petaPaocn(transition) mpog pio aAMn. O TPOMOG
UETABAONG QMO HLa KATAOTAON OE ia AAAn yivetal péow petafAntwyv. Ot petaBAnTég
uropel va eival aképaleg, Sekadlkeg, AOYIKEG 1) trigger. Kata tn petafaocn Sivetal n
Suvatotnta emloyng xpovou g€odou, dnhadn eav n Sevutepn Ba yivel akaplaio i PHETA
oamo £va XPOVIKO SLAoTnUa TNC TMPWTNG. XTNV MEPIMTWON HOG SNULOUPYOULE OKEPALES
UETAPBANTEG Yla VO UIMOPOUUE Vo METABAAOUME TNV TN KOL VO UETOMNOAUE OTIC
KOTAOTAOEL, PE £UKOAla. Evleyopévwg kamoleg ¢opec va xpelaotel kal Seltepn
OKEpaLa PETABANTH ylot val LNV UTIAPXEL oUyXUan METAEL Tou Xpovou €€060U Kal TNG
ouAiag.

-2Tiyutoturmo 3-37 Ot ouaSomotnUEVES Karaato'zasic kivnong yla tov yapaktnpo-
3.3.2 Scripting

Mpotou SoU e WG UAOTIOLNONKAV CUYKEKPLUEVEG AUCELC IE kOSwa Alya Aoyla yia tn
C# (C Sharp) péoa otn Unity:

e Jtnv apxn, dnAwvoupe moleg texvoloyieg tng Unity xpnolpomoloUpe péoa o€
KaBe script pe tn ouvtaén using, m.x. Using Unity.Engine;

e [l TNV €UKOAOTEPN KOTOVONON TNG ASlTOUpPYlOG TOU KWOLKA, UMOPOUUE va
opilooupe amnapaitnta otolkeia yla tn xprion tou script, m.x. [requirecomponent
(typeof (Rigidbody))]

e Otav Snuovpyolpe eEWTEPLKEG LETOPANTEG, UITOPOUUE Kol péoa amo tov Unity
Editor va oplooupe TIG TIHEG TOUG. Z€ TiepimTwon mou BéAoupe va amokpUPoupe
Kamolo. petaBAntn yla Adyoug evOUAGKwong tou mnyaiov Kwdika, opiloupe tn
uetaBAntn pe [hideininspector].

e Ymdpyouv SLadopol TpOMOoL va aPXLKOTIOINOOUME £va script. OL U0 TILO GUXVEC
CUVAPTNOELG TTIOU ETLTUYXAVOUV QUTO To okomd elvat n Awake() kat n Start().
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» H Awake() tpéxel tov kwdika mou Pploketal péca tng HE TO TOU
dOPTWVETOL TO AVTIKE(UEVO TIOU TIEPLEXEL TO SCript 0T OKNVI], AOXETWS Qv
elval evepyomnounuévo | oxL.

» H Start() exteleital otav 1O evepyomolnpévo script doptwvetal otn
oknvn. Ol ouvaptroelg Start() tpéxouv mavta peta tig Awake().

» AuTtO elval xprnowo otav BEAoupe n apxlkomoinon evog script B va
efaptatal amo TNV apylkomoinon &vog script A, omote to A 6Ba
xpnotluormnolet Awake() kat to B Start().

» AMeg mapouoleg ouvaptrnoelg ival n ongui(), onenable(), oncollision()
K.QL.

Avtiotoa pe TI¢ S10POopPEC CUVAPTACELG APXLIKOTOINONG £XOUE Kal SLadopeg
ouvaptnoslg emavalnync Update otic omolec yivetal o emavoAappavopevog
£€\eyxo¢ yla TIG Asttoupyiec tou malyvidiou, Omwe n Kivnon Tou XopaKthpa, o
£\eyxog yia collisions, ol aAAayeg ota animation k.o. Ta Tpla Stadopetikd €idn
update eival ta €€n¢:

» Update(): Tpéxel po dopad oe kabe frame Tou TEPVAEL KOTA TV
avamopoywyr Thg oknvng.

» Fixedupdate(): Tpéxet wa ¢opd ava mpokaBoplopéva (fixed)
Staotiuota. To €ido¢ autd tou update eival amapaitnto otav
XpnotluomoloUpe puaoikn kot SuVAUELS og kamolo rigidbody.

» Lateupdate(): Exel tn xaunAotepn mpotepatdtnTta and T update Kot
glval xpnoun otav BEAOUE KATOLO KOUUATL KwoLKa va avtldpd og aAAa
updates.

MrmopoU e va SnULOUPYOULE SIKEG LOC CUVOPTNOELG KAl va TIG KOAOUUE péoa
otnv instantiate rj otnv update cuvaptnon.

MmopoUue vo ennpedooupe script SladopeTKWY QVTIKEWMEVWY €ElTE AuEoQ,
KOAWVTAG OUVOPTNOELG Toug (yla scripts kowng yAwooog), eite £ppeca
OTEAVOVTOG avayvwplowo pHnvUpMOTa PE KATola €VIOAN yla to &€vo script (
umootnpilel olvdeon petafl Sladopetikwv YAwoowv T.X. C# oe Javascript,
Javascript o€ Boo k.A.T.

Ta scripts ou xpnotpomnolndnkav Booilotnkav os TEooEPLC AEOVEG: OTNV OULALa, OTO user
interface, oto animation kal oTLg petaPAnTEC.

3.3.2.1 OptAia kat Lip sync

Ma toucg SLaAOYyoug apxIKA SnULoUPYOUHE €va TapaBbupo oto omolo KataypAadou e To
OVOMO TOU OUANTH Kal Ta AOyLO TOU

override public void AssignValues (List<ActionParameter> parameters)

{

speaker = AssignFile <Char> (parameters, parameterID, constantID, speaker);
messageText = AssignString (parameters, messageParameterID, messageText);

-2TyuLoturo 3-38 kataypaen opiAnTh Kot avtiotolyng oltAiog tou-

2TN OUVEXELA TIOPOUCLA{OUME TNV OULAla oTo Tapabupo tng 006vNng Kal auto yivetal
KOTOTILY GUVEPYATiag HE T HeVOU yla Toug Sltaldyoug rou Ba avaAuBouv apyodtepa

Matyvidt yia latpkol g IKomoug Yehida 55



public Speech StartDialog (Char _speaker, string _text, int linelD =-1,)
{
// Remove speaker's previous line
for (int i=0; i<speechList.Count; i++)
{
if (speechlList[i].GetSpeakingCharacter () == _speaker)
{
EndSpeech (i);
i=0;
}
}
Speech speech = new Speech (_speaker, _text, linelD);
speechlList.Add (speech);
Start.runtimeVariables.AddToSpeechlLog (speech.log);
Start.playerMenus.AssignSpeechToMenu (speech);
return speech;
}

-2Tiyuoturmo 3-39 eupavion tne oUtAioG o€ UMOTITAOUG Mavw otnv odovn-

Ma va sivoal autd edpktd, odpeidoupe va SNULOUPYNOOUUE OE EEXWPLOTO apXeElo Tou
nepllapBavel tn ouvaptnon Speech(). H teAeutaio mepléxel oAa ta amapaitnta
XOPAKTNPLOTIKA YLt TOV OMLANTH, TO Keipevo Tou Ba etmwbBel, Ta ID, Kol Toug UTTOTITAOUG

public Speech (Char _speaker, string _message, int linelD, string _language, bool _isBackground, bool _noAnimation)

{

-JTyutoturmo 3-40 H ouvaptnon Speech mmou epLEXEL OAEC TIC ATTAPAITNTEC
Anpogoplieg-

3.3.2.1.2 Lip Sync

Exoupe Slapopdwoel 6Aa ta Shape keys mou xpelalopaocte oto Blender emdvw oto
OWHO TOU XOPOKTAPA HOGC. JUVEMWG OTO OCUYKEKPLUEVO mesh Ba mpooBécoupe éva
ouotatikd (component) yla va ta dtaxelplotovps. Kabopilovpe to ID pe to omolo ta
Eexwplloupe, Ta opadomoloUpe Kol BETOVUE W evePYO HOVO TO KABe €va pe Bdon to
XpOovo.

Matyvidt yia latpkol g IKomoug Yehida 56



public List<ShapeGroup> shapeGroups = new List<ShapeGroup>();

public ShapeGroup GetGroup (int ID)

{
AssignSkinnedMeshRenderer ();

foreach (ShapeGroup shapeGroup in shapeGroups)

{
if (shapeGroup.ID == ID)

{
}

return shapeGroup;

}

return null;
public void SetActive (int _ID, float _value, float _changeTime, MoveMethod _moveMethod, AnimationCurve _timeCurve)

if (_changeTime < 0f)
{

}

return;

-2nyudturno 3-41 Avadeon oAwv twv Shape keys kat oploudc tng Asttoupyiag Toug-

Opiloupe ta dwvnuata oUWV LE TOV TPOTO KATAOKEUNG TOUG QO TO papagayo.
Opiloupe tov aplBpod twv dwvnuatwv. Eav elval pikpotepog tote UTIOAOYI{OUUE TN
Sladopa Kol To oUOTNUO MO TIPOTPETEL VO AUENOOUE. & SLOPOPETIKN TEPLTTWON
Kata ypadou e Ta dwvApoTa.

private List<string> ShowPhonemesGUI (List<string> phonemes, LipSyncMode mode)

{

int numOptions = phonemes.Count;
numOptions = EditorGUILayout.IntField ("Number of frames:", phonemes.Count);

if (numOptions < phonemes.Count)

{

phonemes.RemoveRange (numOptions, phonemes.Count - numOptions);

}

else if (humOptions > phonemes.Count)

{

if(numOptions > phonemes.Capacity)

{

phonemes.Capacity = numOptions;
}
for (int i=phonemes.Count; iknumOptions; i++)
{
phonemes.Add ("");
}
}

for (int i=0; ixphonemes.Count; i++)

{

phonemes [i] = EditorGUILayout.TextField ("Frame #" + i.ToString () + ":", phonemes [i]);

}

->Tiyuotumo 3-42 Anutoupyia rtivaka pe ta anapaitnte phonemes-

AmnoBnkeUoupe To apyelo Tou papagayo og popdrn .txt oe éva onpeio mpooPactipo anod
to olUotnua. Me tov kwdika to Stafaloups Kal to Xwpilovupe os otnAec. H mpwin
TEPLEXEL TOV aplOud tou Kope Kal n &eltepn to dwvnuo. Mo kKabe oespd ToU
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Slopaloupe ektedolpe To avtiotolyo shape key €xovrag mapdaAnAa oploel kal €vav
petpntn frames.
if (shape == searchText)

{

int frame = Start.speechManager.phonemes.IndexOf (phoneme);
lipSyncShapes.Add (new LipSyncShape (frame, timelndex, Start.speechManager.lipSyncSpeed, 24f));

found = true;

-2Tyuoturo 3-43 Avayvworn tou apxeioupapagayo Kal EKTEAECH TwV EKAOTOTE
PWVNUATWV-

3.3.2.2 GUI

MropoUE va SNULOUPYACOULE HEVOU MAVW otnv 00ovn omou BonBdsl oTtov OmTiko
TopEa. ApXIKA, SNULOUPYOUHE TO pevOU WOTE va epdavileTal oto KEVTPO TTPOPOAARC TNG
Kapepoc. Eav éxoupe swodyel kamowa udn yla background, Sivovtal ol katAAANAeg
SL0OTACELG WOTE VA TANLCLWOEL TO HEVOU.

public void StartDisplay ()
{

GUI.BeginGroup (new Rect (dragOffset.x + panOffset.x + GetRect ().x, dragOffset.y + panOffset.y + GetRect ().y, GetRect ().width * zoomAmount,
GetRect ().height * zoomAmount));

if (backgroundTexture)
{
Rect texRect = new Rect (0, Of, rect.width, rect.height);
GUI.DrawTexture (texRect, backgroundTexture, ScaleMode.StretchTofFill, true, 0f);
}
}

-JTiyuiotuno 3-44 Eupavion pevou othv odovn-

‘Omnou n ouvaptnon getrect() ‘meplypadel’ Ta 6pla Tou HevoU Tou TTPOBAAAETAL UITPOOTA
OoTNV KAUEPQ.
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public Rect GetRect ()

{
if (!Application.isPlaying)

{

if (Start.mainCamera)

{

return Start.mainCamera.LimitMenuToAspect (rect);

}

return rect;

if (aspectCorrectedRect == new Rect ())

{
UpdateAspectRect ();

return aspectCorrectedRect;
}

-JTyuioturmo 3-45 Juvaptnon ue tnv omola opilovral Ta 0pLa KB Uevou-

2T OUVEXELX €XOUHE TN SuvVATOTNTO VO UETOKLVNOOUUE Kol va aAAAafoupe to péEyebog
Tou Mevou

if (element.GetSizeFromCorner ().x > biggestElementSize.x)

{

biggestElementSize.x = element.GetSizeFromCorner ().x;
}
if (element.GetSizeFromCorner ().y > biggestElementSize.y)
{

biggestElementSize.y = element.GetSizeFromCorner ().y;
}

-2TiyuLotumo 3-46 MeyéSuvan tou Levou-
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public void SetDragOffset (Vector2 pos, Rect dragRect)

{
if (pos.x < dragRect.x)

{

pos.x = dragRect.x;

}
else if (pos.x > (dragRect.x + dragRect.width - GetRect ().width))

{
pos.x = dragRect.x + dragRect.width - GetRect ().width;

}

if (pos.y < dragRect.y)

{
pos.y = dragRect.y;

}
else if (pos.y > (dragRect.y + dragRect.height - GetRect ().height))

{
pos.y = dragRect.y + dragRect.height - GetRect ().height;

}
dragOffset = pos;

UpdateAspectRect ();

-Jnyutotuno 3-47 Metakivnon tou UevouU-

3.3.2.3 Animations

Ma TNV Klvnon Twv XapakTtnpwv Hog, XPELAleTal n UETOPOAN TWV TAPOUETPWY TIOU
£XOUV OplOoTEl PETAEY TWV HNXAVWV KOTOOTACEWV. ZE QUTH TN TEPUTTWON apkel va
SnAwooue Tov Xapaktnpa mou Ba Kwvnbel KoL 0Tn CUVEXELA VO TPOTIOTIOLCOULE TNV
£KAOTOTE PeTAPANTH

override public void AssignValues (List<ActionParameter> parameters)
{
animChar = AssignFile <Char> (parameters, parameterlID, constantID, animChar);
}

->Tiyuotumo 3-48 AnAwan tou yxapaktnpao tou Sa npoBei o€ kivnon-
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if (action.methodMecanim == AnimMethodCharMecanim.ChangeParameterValue)
{
action.parameterName = EditorGUILayout.TextField ("Parameter to affect:", action.parameterName);
action.mecanimParameterType = (MecanimParameterType) EditorGUILayout.EnumPopup ("Parameter type:",
action.mecanimParameterType);
if (action.mecanimParameterType != MecanimParameterType.Trigger)
{
action.parameterValue = EditorGUILayout.FloatField ("Set as value:", action.parameterValue);
}
)

-2Tyudturo 3-49 Kataypopn tou gibouc kot Tng Tiunc tnc uetaBAntric MetaBaonc-

if (action.methodMecanim == AnimMethodCharMecanim.ChangeParameterValue)

{

if (action.mecanimParameterType == MecanimParameterType.Float)

{

character.GetAnimator ().SetFloat (action.parameterName, action.parameterValue);

}

else if (action.mecanimParameterType == MecanimParameterType.Int)

{

character.GetAnimator ().SetInteger (action.parameterName, (int) action.parameterValue);

}

else if (action.mecanimParameterType == MecanimParameterType.Bool)

{

bool paramValue = false;
if (action.parameterValue > 0f)

{

paramValue = true;

}

character.GetAnimator ().SetBool (action.parameterName, paramValue);

}

else if (action.mecanimParameterType == MecanimParameterType.Trigger)

{

character.GetAnimator ().SetTrigger (action.parameterName);

-Jnyuioturno 3-50 EnéuBaon otov Animator kot Tporonoinon tng UETaBANTrG-

3.3.2.4 MetaBANnTEG

OL petaPAnTéG elval amapaltnteg yla Ty Kataypad Kol amobiKeuon Twy amavinoswy
Tou £€86waoe o xpnotng. Mmopet va eival aképaleg, SekadIKECG, AOYIKEC 1 OADAPLOUNTLKEC.
Apxka, elval amapaitnto ywa KaBe petofAnti mou SnpLloupyoUUE va eivol povadikn,
OUVETMWC dnuLloupyou e évay mivako akepoiwyv Kot amodnkeloupe to ID
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public GVar (int[] idArray)

{

-JTiyuoturmo 3-51 Anuioupyla ivaka kataywpnong tou povadikou ID yia tnv kale

2T CUVEXELO YLO VOl OPLOOUE TNV TN TNG HeTaBANTAC Xpetalopaote to ID Kal Tnv Tun,

val=0;

floatVal = 0f;

textval ="";

type = VariableType.Boolean;
id=0;

// Update id based on array
foreach (int _id in idArray)

{
if (id == _id)
{

id ++;

label = "Variable " + (id + 1).ToString ();

UeTABANTH-

avahoya to £(doc tng
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override public float Run ()

{
if (variablelD !=-1)
{
SetVariable (GlobalVariables.GetVariable (variablelD));
}
}
private void SetVariable (GVar var)
{
if (var == null)
{
return;
}
if (var.type == VariableType.Integer)
{
int _val =0;
if (setVarMethodIntBool == SetVarMethodIntBool.EnteredHere)
{
_val = intValue;
}
}
}

-2TIyULOTUITO 3-52 Katoywpnon Tunc ot UETABANTH e OUYKEKPLUEVO ID-

Télog, ywa va emwotpadel n TR TG METABANTAC KOl va TNV aflOMOLOOUE
XpNoLlUomoloU e Tn cuvaptnon getvalue()

Matyvidt yia latpkol g IKomoug Yehida 63



public string GetValue ()

{
if (type == VariableType.Integer)

{

return val.ToString ();

else if (type == VariableType.String)
{

return textVal;

}
else if (type == VariableType.Float)

{
return floatVal.ToString ();

}
else if (type==VariableType.Bool)

{

if (val == 0)
{

return "False";

}

else

{

return "True";

-JTiyuoturno 3-53 Anyin tiung tne UetaBAntrg-
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AnotéAsopa

4.1 Auvatotnteg tng ebapUOYNG

ey

-2tiyuioturno 4-1 lNpoormrtikn Tou mayvidilou-

To mayvidt eival tmou epwtamavtioewyv. O xpnotng mapakohouBel pila mpooopoiwaon
TPWTNC ouvedplag Kal KaAeltal va mapakoAouBnoel tTnv eE€ALEN Kal va AMOVTINOEL O€
epwtnoelg Bewplag kal katavonong Ttou oevoplou. OL  amavtioelg eival
BaBuoAoynuévec Kal oto TEAOC Byaivel TO CUVOALKO OMOTEAECHO. ZEKLVWVTAC O TIALKTNG
To malyvidl, mapatnpel Toug dU0 XOPAKTIAPEG HECA OTO XWPO OL OToloL £XOuv TN
duvatotnta va oplAoUV Kal va TpoBaivouv OTI aVTIOTOLXEG KLWNOELG KaB' OAn tn
Slapkela. Kotd toug Stadoyoucg eudavilovtal ol UTIOTITAOL TIPOKELWWEVOU Vol Yivel
KOTOVONTO TO OEVAPLO, EVW TIOPAAANAQ €XOUUE KoL TOV QOPALTATO TOV CUYXPOVIOUO
Twv XelAlwv. Télog, yla KaBe epwtnon mou §60nke mapouvotaletal otnv 08dvn pe TNV
avtiotolyn Babuoloyla KoL OTN CUVEXELO ETILONUOLVETAL N TILO TIPOOEYYLOTLKI QmAvTtnon
LIE TNV ALTLOAGYNON TNG.

4.2 AUOKOALEG TTOU QVTIMETWIILOTNKOV

OL duokoAieg mou avtipetwniotnkav Kab’ OAn tn SldpKeld avantuéng TG ebpopUoyng
ATOV APKETEG, Ao TLG OToleq AAAEG NTAV ULKPOTEPNG KALLOKAG Kal EEMeEpATTNKAY, EVW
GAAeg xpelaotnke puwikn oAAayn mpooéyyong. H mAsodndia toug €ykeltal otn
oupBatotnta petafld 6U0 n TEPLOCOTEPWY TIPOYPOUHUATWY AvadEPOULE €VOELKTIKA
OPLOUEVEC:
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e ApPKETA amod Ta POVTEAQ EMIMAWY TTOU Xpnollomnotidnkay, avayvwpilovtov povo
oMo TO £TEPO MPOYPOUUA KOTAOKEUNG 3D povtéAwy, To 3ds Max, yeyovog Tou
QTAULTOUCE EMUTAEOV EVEPYELEG.

e [lapatnpnBnke Katd TNV €L00YWYr HOVTEAWV, OCUYXPOVIOMOG Twv meshes. H
AUon o€ auTto, eival n emavadopd(reset) tng Béong-meplotpodng-kKAipakac.

e H unxavry amodoong Cycles Render &nuioupyel shaders pe &ladopetikn
OPXLTEKTOVLKA arto tnv avtiotolyn tng Unity. Katd tnv slcaywyr Twy assets otnv
teleutala, £lodyovtal Ta materials Twv OVIKEIUEVWY TIOU TEPAAUPBAvVOULVY,
0UGLOOTLKA, TANPodopleg HOVO yLa TO uv. Oa MPEMEL va armodwoouue th ¢uon
Twv materials pe dtadopeTiko TPoOTO amo kKAaowko node tou Cycles.

e ‘Evoc tpoémog Snuoupylag paliwv oto Blender eival péow particles kat
npoodépetol w¢ mPocOeto. H Kataokeur eival €UKOAN Kol TO QMOTEAECUO
pealloTiko. H Unity 8ev avayvwpilel kaBoAou ta particles kat yU' auto to Adyo
TEPLOPL{OUOOTE OTN KOTAOKEUH MOAALWY e TTOAUYWVOL.

e To makehuman mpoodepel £Toluo OKEAETIKO cUotnua pali pe skinning pe to
TPOBANUA TTOU aVTLUETWITIETAL Elvat N StapopeTikr Tomoloyia Twv 0oTwY amo
tnv avtiotoyn mou avayvwpilet n Unity oto clotnua Humanoid. TeAlkwg
eykataleidpOnke teAelwg o TUTOC animation pe OKEAETO Kal eMIAEXOnKav oL
TIPOKOOOPLOPEVEG KIVNOELC (generic-mecanim)

e Kata tnv avamtuén tou mavidlol, ylo opKETO Kalpo UTHPXE apudlBoAla wg
npoG to gameplay. Aev eixe anodaociotel N pEbodog etétaong av Ba Atav oe
EPWTNOELG TIOAOTMANG ETUAOYNG 1 El0QyWYN KELMEVOU. ITNV TEPUTTWON TWV
QIMOVTAOEWY, €KTOC amd tn owotn unnpée n SuokoAla otnv Snuioupyia
‘AavBoopEvwy’ SLOTL 0€ TIOAAEC TIEPLITTWOELG SEV UTINPXOV ATTOAUTO OWOTEG KoL
AaBoc.

4.3 MeANOVTLKECG BEATLWOELG KOl ETIEKTAOELC

MBaveg enektdoelg, cadwg €XOUV VO KAVOUV HE TNV EL00YWYH TIEPLOCOTEPWY
TIEPUMTTWOEWV TIPoG e€€tacrn. MeyaAUTepa Oevapla KOL TILO TIEPLTAOKEC SLOTOPAXEG.
EmunpooBeta elval xprolpo va npootebouv emineda SuokoAiag, aAAd Kal peyaAUtepn
TIoWKIAla. oToV TPOTOo £€€Tacnc Kol gameplay yevikotepa. Mapddelypa tou teAeutalouv,
EKTOC aMO €PWTNOELG TTOAAATTIANG EMIAOYNG, UTTOPEL var amoteAel n eloaywyn KELUEVOU
TpoG e€€tacn amo tpito mpoowmno(ouvnBwg kadnyntn) kat n aAAnAenidpoon petagy
TWV QVTIKEWMEVWY TOU XWPoUu. 2To UEAAoOvV Ba emixelpnBel kal pe tnv amapaitntn
BonBela amd eldkoUC, n €MEKTAON KOl O EMOUEVEC OUVESPLEC UE OKOMO HEOW TOU
gumAoutiopévou  gameplay va  KOTOAyoUpe oOe  emiluon  Twv  Slatapoxwy,
PoodEPOVTAG KAT AUTO TOV TPOTO KL OAOKANPWHEVN EUTELPLOl TTpOCsOpoilwong. Me
Baon Tto TmpoavadepBEv, XpAOWO elval  va  ovamtuxBolv  TEPLOCOTEPEC
PuX0BEPATIEVUTIKEG TTPOOEYYIOELC YIa va UTIAPXEL CUYKPLON Kal va e€dyovtol KoAUTepa
QTMOTEAECOTOL.

BeATIWOELG pUmOpoUV VA YiVOUV OTOUG TIEPLOCOTEPOUG TOUELG Kal auTol mepAappavouy
BeAtiwon twv textures kal maps yla KaAUtepn amodoon ypadlkwy, €UTAOUTIOMEVN
oknvoBeaoia, pe cwoteg ANPELC Ao TIG KAUEPEG, TILO EAKUOTIKO OTttiko meptariov(GUI)
Kol peyaAUtepn mMAnBwpa animations.
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Napaptnua
5.1 Unity Game Engine

H unxav ypodwwv Unity, eivat €va olokAnpwpévo epyodeio  Snuioupyiag
NAEKTPOVIKWY TtaXvidlwy, SU0 N TPV SLooTACEWV Kot AWV
S106paOTIKWY MEPLEXOUEVWY, OTIWCE N APXLTEKTOVLKNA OTIEKOVLION N
to 2D/3D animation mpayuotikol Xpovou.

Avarntuxtnke amo tnv Unity Technologies (John Riccitielo) kot
XPnoluomoleltal yia tnv avamntuén video games yia PC, KovoOAeg

made with unity

(rm.x. Play Station), dopntéc cuokeueg (m.X. Zuokeu£g android) kat
lotooeAibec. Avakowvwbnke ywa mpwtn dopd Hovo ywa Mac OS, oto Worldwide
Developers Conference tn¢ Apple to loUvio tou 2005, kal amnod tote €xel enektabel oe
TOUAQXLOTOV SEKATEVTE MAATPOPUEC.

To nepBariov avamnrtuéng tou Unity Tpéxel og Aettoupytlkd obotnua Microsoft Windows
kol Mac OS X, evw €xeL TNV Lkavotnta va otoxelel o TOANEG TTAatdOpueG. Eva €pyo,
elval duvatov va ekteleotel oe Asttoupylkd Windows, Mac kot Linux. Amo ¢opntég
ouokeuEg untootnpilovtal Android, ios, SnAadr cuokeugg ipad kat iphone, Windows 8
kot blackberry 10 evw pmopouv va Tpe€ouv aKOUO KoL OE TIOLXVIOOUNXOVEC OTWG TO
Xbox 360, Xbox One to playstation 3, playstation 4, playstation Vita kot ta Wii/ wiiu.
Mmopel va mapdyel akopa kot browser games xpnotponowwvtag to Unity web player
plug-in ou umootnpiletal AmMokAELOTIKA amo Ta Asttoupylkd Windows kat Mac, omou
OTO TeEAeUTALO XpNOLUOTOLELTAL ETIONG yla TNV avamtuén twv Mac widgets

H Unity amoteAeital amd évav kelpevoypado (editor) yia tnv avamtuén Kal Ttov
OXeSLAOUO TOU TEPLEXOUEVOU OAAG KOl QO [Lla game engine ylo TNV €KTEAECN TOU
TEAKOU TpoilovTog. O KWOKAG TNG UNXovhAg dnuloupyeital oto Mono, o avolyxtou
Kwdka vAomoinon Ttou .NET Framework. OL TPOYPOMUATIOTEC XPNOLUOTOLOUV
unityscript mou kupaivovtal og Javascript, C #, 1 Boo (n omola €xel oUvtagn Baclopévn
otnv Python). MapdAAnAa n ,unxavn ypadikwv meplhappavel €va oAoKANPWUEVO
neplBaAlov avamtuéng HE LEPAPXLK KOl OTTIK emnefepyaoia, €vav AsmMTOUEPN
emBewpntr(property inspector) kabwc kot {wvtavr TPOEMLOKOnnon matyvidlou.

lotoplkad, avakowwonke yla mpwtn ¢opd povo ya Mac OS, otn diaokepn Worldwide
Developers tng Apple to loUvio tou 2005, Kol oo tote €xel emektaOel 08 TOUAAXLOTOV
Sekamnévie mAatdpopues. To 2006 Slaywviotnke oto Apple Design Awards kot kKatéhaPe
tn 8eltepn BEon ya TNV KOAUTEPN XPrion YpodLkwv oTo AelToupyko clotnua Mac OS X,
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evw To 2009 ovoudotnke amd tnv Gamasutra wg o amo T 5 kopudaieg etalpieg
TALXVIS LWV TtayKooUiwG. 2 €pguva ou Sle€nxBnke amod to meplodikd Game Developer
To Maio tou 2012 avadeixBnke wg kopudaia pnxavr TAXVISIWY ylo KIVNTEG CUCKEUEG
kat dUo xpovia apyotepa €lofe To Bpofeio «KAAUTEPNG UNXAVAC» Ao TO €TAOLO
Bpetaviko neplodikd Develop.

H Unity oauavel O&8lapkwg Ttnv ONUOTIKOTNTA KAl TIPOCEAKUEL  KALVOUPYLOUG
TIPOYPOUUATIOTEG, CUMPBAANOVTAG OE QUTO Kol N €Aeucn TN MEUMTNG €kdoong to 2015,
LLE QTTOTEAEC O VO QTTOCTIAEL KOL APVNTLKEC KPLTKEG AOYW TNE MANBWPAS ‘EPACITEXVIKWVY
A ‘NUTEAWV TTaLXVISLWV.

Baolka XOpAKTNPLOTLKA

5.1.1Mpadka

5.1.1.1 Antédoon skovag(rendering)

H mAatdopua Unity eotialet og Direct3D yia ta Windows kalt tig kovaoAeg Xbox, opengl
yia Mac, Windows, and Linux, opengl ES ywa ta Aesttoupylkd Android kot ios.
MNeplExel évav evowpatwpévo shader mou ovopaletol «standard shader»(Méupmtn
£€kdoon). O teleutaiog meplthapPavel OAoUC Toug BaoLKoUC Kal KAToloug oUVOeToug
shaders onwg reflective, bump, transparent oL omolol evepyomoloUvial amo TIG
avtiotolyec udec (textures) N TIC TOPOUETPOUG TIPOKELUEVOU va  amodoBolv
oaAnBodavwg yvwota  UAKaA(EUAo, TETpa, pETAMO  ka.) Kat  oxt  povo.
O standard shader evowpoatwvel £va €181k0 povtélo pwtog, to Physically Based Shading,
TO OMolo MPOCOUOLWVEL TIG AAANAETILOPACELC HETOED TWV AVTLKELMEVWY KOL TWV TINYWV
dWTOC Yyl €va PWTOPEAALOTIKO QTOTEAECUN OFE TIPOYHOTIKO Xpovo. Auo Bactkd
XOPOKTNPLOTIKA TOou TpoavadepOEvVToC ival n «Slatrpnon tng evepyeLlag» Kat to «high
dynamic range».

JTOV TOUEA TwWV emMIS00ewv, BeATIWOELC TPOOodEPOUV HOVIEAQ OMWG, N TeXvoloyla
Deferred Lighting Rendering Path mou umootnpilel thv xprion MoOA\AMAwWV onueiwy
dWTLOHOU ava AVTIKEIHEVO UE TIC SLAPOPEC TEXVLIKEG TLG, Ta Procedural Materials 6mou ot
udEG Sev elval MPokaBopLOPEVES Kol OmoBNKEUPEVEG aAAA SnuoupyolVTOL KOTA TN
Slapkela, n texvohoyla Batching mou pelwvel toug KUKAOUG TOu emefepyaotr), TO
Oclclusion Culling mou mapoaBA£melL Ta avtikeipeva ou Sev daivovtal amo tnv KAUEPQ,
QUTIEVEPYOTIOLWVTOG Ta, arnod tnv dtadikacia tou rendering, kaBwg kal To lightmapping pe
To omolo ‘ytiletal €va Ttomio pe oTATIKO PWTLOUO.

TéAoc, péow e€opolwong He TivaKa OTATIOTIKWY I He tov Frame Debugger o xpiotng
Urmopel va KAvel TIG amapaitnteg aAAayEC Kal va OlyOoUPEUTEL OTL n edappoyr] Tou
umootnpiletal téAeta amnd to hardware oto omoio otoxeVEeL va AELTOUPYEL.
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5.1.1.2 Qwtiopog(lighting)

H Unity umootnpilel t Suvatotnta okiaong o MPayUaTlkO XPOVo, OMou amaAEg N
£VTOVEG OKLOOELG UrmopoUV va dnuoupynBolv Kat va epappocTouV o QVTIKE(PEVA oo
KaBe mnyn ¢wtog otn oknvr. O UTTOAOYLOUOC TNG OKLAONC YIVETAL OO CUVAPTIOELC TIOU
neptAapBAvouV OToLXELD, OTIWG TNV €VTOON, TV KOTELBUVON, KOL TV OIOXPWON Ao TV
ninyn. MapdAAnAa, umoAoyiletal kal o xaptng okiaong(shadow map) yla avtikeipeva
mou Bplokovtal mMAncléotepa atn mnyrn Gwtog, He okomod va amodobel kaAltepa n
okiaon mavw Toug 1 miow Toug.

Me 10 oUotnua KaBoAlkolu dwtiopol (global illumination) Silvetat n duvatotnta
ovakAaong tou GpwToG OVAUECSH OTIC €MIPAVEIEG TWV QAVIIKEIPEVWY, Tipoodidovtag
OKOUN TILO PEAALOTIKO amotéAeopa, €pooov £va tomio dev efaptdtal HOVO Omo TIC
KAOOLKEG TtNYEC dWTOC. H mapamavw dadikaoia eivatl SUoKoAo va epOpUOCTEL KATA TN
Slapkela tou malyviSlou(oe TpaYHATIKO XpOvo), emiedn pyvel thv amodoon Tou
OUOTNMATOG KoL YU autd AOYo xpnoLuomolouvTal SUo TEXVLKEG, OL omoileg uTtoAoyil{ouV €K
TWV TIPOTEPWV Kol amoBnkelouv To anotéAeopa. AuTEG eival, To «Prouo»(bake) kot o
TtPOUTIOAOYLOUOC OE TPAYUATIKO Xpovo(precomputed realtime Gl) pe to amotéleoua,
OHwC, va TeploplleTal POVO Oe OTATIKA aviikelpeva oe pla oknvh. H koAltepn
npooéyylon ylvetal pe tn xprnion twv Light Probes, 6mou avaykalouv to KWVOUUEVA
avTIKeipeva va Sextolv TNV avakAoon.

5.1.2 Kwvnoelg (Animation)

To oUotnua Kwvnoswv tng Unity Boaoiletat otnv 10€a twv «towwwv»(clips), mou
TLEPLEXOUV TANPOPOPLEC YLOL TO WG CUYKEKPLUEVA aVTIKE(pHEVa peTafallouv T BEon
TOUC, TN MEPLOTPOGN TOUG N AAAEC LOLOTNTEC LECA OTO XPOVO.

Ynootnpilovtal SUo cuoTuata KWroswy, €va sival To napadootako(legacy), evw amnod
v T€taptn £€kdoaon KU UOTEPA, TO Mmecanim €xeL koBlepwBel efattiag Twv BeATlwoswv
KOlL TWV EMIAOYWV TIOU TIPOoDEPEL.

OL Towiec opyavwvovtal WG KOTOOTAOELC Kol emefepyalovtal o €vo Sopnupévo
Slaypappa pong mou ovopaletal eAeyKTAG Kwvnoswv (animator controller) kat eivat
umeLBUVOC va TTAPOKOAOUBEL TNV TpEYoUOA KATAOTOON, TIC dAAayEG Otav xpetdlovtal f
™ Ui€n avapeoa os mepLooOTEPEC.

MNapdAAnAa pla amod TG duvatotnTeg mMou umadpyxouv, gival n texvik humanoid mou
ETUTPEMEL TN HETASOON KIVATEWV Ao SladopeTkoug XapakTipes. to Humanoid, av kat
neplopiletal  oe  avOpwmoeldol¢ avatouiag HoviéAa, xoptoypadouvtol To
«KOKKOAa»(rig) oto Xapaktrnpo Kol KAt outd TOV TPOMO VIVETAL N «HOLpacLd» TwV
animations avapeoa ota xaptoypodpnuéva LovTEAQ.

JUVOTTLKA OAQL OTOLXElO TTOU amOPTI{OUV TNV KLvnoloAoyia €vog avTiKelEVou elval Ta
ggne:
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e 'Eva €l00YUEVO HOVTEAO TOU TePLEXEL TO SIKO TOU avatar Kal OL TOLVIESG
kivnong(animations) mou Ba xpnotponownBolv

e ‘Eva cuotatiko kivnong(animation component)mavw oto povtélo, oto omolo
dnAwvetal o avtioTolyog eAeyKTAC IOV ‘YL dnuLoupynBel

e M oelpd amd KATAOTACELG Kivhong, mou oAANAsTidpouv peTafl TOoug péoa
OTOV EAEYKTN

e O amapaitnTog KWSIKAE TToU Ta CUVTOVILEL

e AMa ouotatik@ Kivnong(character-related components) yla TeplOCOTEPEG
ETUAOYEG(TIPOALPETIKO)

5.1.3 NMpoocopoiwon Guaikwv (Physics)

MPOKEIMEVOU VO UTIAPXEL TIELOTIKA CUpTepLdopd o’ €va Ttalxvidl, €va aviIKE(Pevo
TIPETMEL VO EMLTAXUVEL OWOTA, Va EMNPEAIETOL KATAAANAQ amo cuykpoUoELS, Baputnta
KOL VEVIKOTEPO amo AAAEC Suvapelg. Mnxavég mou mepAapBAvouv ETOLUEC PUOLKEG
PoodEPOVTAL O KWOLKEG LIE TOUG OTIOLOUG XELpL{ovTaL TN PEAALOTIKN TIPOCOUOoilwaoN Kal
o’ auto cupBaliel n xpnon tng mavioxupng NVIDIA physx 3.3. Ta KUPLOTEPA CUOTH AT
KOl TEXVIKEG Tipocopoiwong puotkng eivatl Cloth, Colliders, Rigidbodies, Ragdolls, Joints
kat Cars. Mo ta nayvidia dvo dlaotdoswy, Ta TeAeutala, mMpooapuolovtol KAtaAAnAa
yla va urtootnpiéouv autnyv tnv katnyopia. MNa napadeypa Rigidbody2D.

Ou Colliders elval aopateg enipaveleg, oL onmoleg ‘kaAunmtouv’ otnv mAswoPndia, to
OXNHO EVOG OVTLKELUEVOU LIE OKOTIO VAL EEETOOTOUV oL PUGCIKEG ocuyKpouaoelc. Ot Colliders
umnopel va elvat otatikol i Suvaptkol, SnAadn va emnpeadlovtal ano KV oELC.

Me tnv xpnon tou Rigidbody(Suvaplkog) ota avTiKeipeVa, EVEPYOTIOLELTAL UTOMATA N
duokn aAAnAenidpaor] Toug pe to meptPaiiov, agou ennpedlovrol AUTOHATA OO TV
Baputnta Kot anod aAha avtikeipeva aAAnAeridpwvtag pall toug péow twv colliders kat
twv rigidbodies, aAA@ pmopoUv va dextouv Kol AAAEC e€wTePIKEC SUVAMELS HEOW
TIPOYPUUUATIOUOU, 0UEAVOVTAC TNV PEOALOTIKN ATIEKOVLON TNG OKNVNC.

Itnv katnyopia twv Colliders, n Unity mpoodEépel Kal €vav TMOU TPOCOUOLWVEL TNV
Aewtoupyia Kal tnv moAumAokotnta tng Kivnong piag podag, tov Wheel Collider. Eivat
£vag el0LKA oxedlaopévog yla oxnpata edddoug Kal mpoodEPeL eEVowHATWHEVO collision
detection, miot avamoapdotacn tng Guokng plag podag kal oAicOnon pe Bdaon tnv
TPLBN TWV EAQCTIKWV.

To ovotnua ¢uowkng Cloth mopéxet Paolopévec-oe-puUoIkEG, AUOEI  TOU
TipooopoLlwvouy uddopata Kal pouxa. To Cloth dev avtidpad pe 6Aoug toug colliders og
UL oKNvh, oUTe emudépel Kamolo Suvapun O KATolo avilkeipevo. Mpokelpévou va
aAnAemidpdoouy, mpEnel va evepyormotnBouv colliders amnd ta avtikeipeva oto cloth.
To Cloth eivatl ‘olkovoulkd’ wg mPog TG eMGO0ELS TOU CUCTHMOTOC Kal urtootnpllw tv
Kapta ypadkwv péow tng CUDA ecwtepLKA.

To Ragdoll cuotnua cupmAnpwvetal anod éva ragdoll wizard evowpatwpévo oto Unity
POOdEPOVTAGETOL OTOV XPHOTN EUKOALA Kal ToxUuTnTa KOtd tnv Snpwoupyla ragdolls
amo Toug anhimated xopaktrpeg tou. Emiong dpovtilel yla T owoth Asttoupyia Kot
tonoBétnon O6Awv twv avaykaiwv Colliders, Rigidbodies kat Joints. To oUoTnua Twv
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Joints oto Unity mepléxel to Hinge Joint, To omoio pmopel va evwoel 2 rigidbodies
KAVOVTAC TO va cuumepldEpovTal cav va £Xouv eVwOel Héow evog UeVTeDE, To Spring
Joint, mou evwvel 2 rigidbodies kavovtdg ta va cuumneplpEpovie oav va €xouv evwBOel
HEOw €vOG ehatnpiou, kat to Character Joint, Tou XpnoldomoLeital Kupiwg yla Ta
ragdolls kot ival kat@AAnAo ylo tnv oploBETnon TNG Kivnong Twv KAELWOWOEWVY 0 OAOUG
Toug afovec. TEAOG UMApxeL Kal auto tou Configurable Joint mou &ivel atov xprotn
aneploplotn ehevBepia eudavidovtag tou OAa Ta properties OXETIKA HE Ta joints TNG
physx kal pmopel va mapdysl 8koU¢ TOu TUMOUG EVWOEWV ] KATOLOV Qo TOUG
TAPATIAVW.

5.1.4 Ul (User Interface)

To oUotnua Ul tng Unity, emitpénel tn dnuoupyio Siemadwv pe Slatobntikd kot
YPNYopo TPOTo. ApXIKA OTAVETOL O KOUPBAC. MepAapuBAVETAL OTIG ETUAOYEG AVTIKELUEVWY
™¢ Unity kat 6Aa to otolyeio Ul mepikAeiovtal 6’ autov.

O kapPBag umopet va amodoBel eite oto mAaiowo NG e€lkdvag, Snladn Ppioketat
otaBepa, mavia oto nedio TNG KAuepag, €ite oto mMAailoo TNG oknvhg, O6nAadn
omoudnmote HEoca otn oknvr. Ta OToWElo KOTnyoplomoloUvTOL avaAoyo WE TN
AELTOUPYIKOTNTA TOUC OE OMTIKA Kal SlodpaoTikd. Ta OMTIKA Eelval OTOTIKA Kol
KUHalvovTol OVAUECO OE ELKOVEC, KELPEVO, LAOKEG Kol edé(particles). Ta dtadpaotika
Xelpilovtal aAANAeTOPACELS TTOU ylvovTal PE TN XPON CUCKEUWV €L0060U H HE TO
ouotnua adng. Asv elval opatad, yU auTto KoL TIPETEL VO oUVSUACTOUV LIE QVTIOTOLYO TILO
eudavr).  Ta MeEPLOOOTEPA QMO QAUTA, £XOUV Kowa otolxeia. Eilval emAefua, mou
onuaivel OTL £ouv TapOUOLA AELTOUPYLKOTNTA WG TIPOG TNV EUPAVION OTIC LETOPRACELC
Kol oTnV Aonynon LETaEL Twv Kataotdoswy. Ta Bactkotepa eival Ta KOUUTLA, toggles,
sliders, scrollbars, dropdown, inputs kat scroll views.

5.1.5 Mpoypappatiopnos (Programming)

O TMPOYPOUUATIONOG amoTeAEl OUCLWOEC KOUUATL TWV TtalxVidLwy. AKOUO KoL TO TILO
amAd mayvidl amattel KWKo WOTE va avTamoKplOel oTI eVTIOAEC TOU Xpriotn n va
koBopioel ta yeyovota mou Ba Sie€axBouv. MapdAAnAa, pmopel va Snuoupyrnoet
VPadLlKA €dE, Vo TIPOCOUOLWOEL Th GUOLKA CUUTEPLOPA KOl va TIPoodloploel Tn
TEXVNTI VONUOOUVN TWV XOPOKTAPWV.

H Unity untootnpilel, onwg npooavadépdnKe, TPELS YAWOOEG TPOYPAUUATIONOU, TI¢ CH,
Javascript, kot pa mapaAiayn thg Python, tnv Boo. Kal ot tpelg eival e€loou guéALKTEC
KOL YPNYOPEG, €vw MMopouv va xpnotpomowjoouv T .NET BiBAoBrikeg kal va
umootnpiéouv Bdaoelg Sedopévwy, regular expressions, XML kat Networking

MpoodEpel ypriyopoug pubuouc mpooméAacnc Kot emavaAnPng tou Kwdika, gite elvat
javascript, C# ) Boo, adoU ol YAWoOoeG mpoypappatiopol He Ta native otolela toug,
TpEXOUV 0XedOV TOOO ypriyopa 6o n C++. Emiong n Unity eival Baclopévn otnv open
source mAatdopua tnG .NET, tTnv Mono. Auto Sivel tnv Suvapun, eueliflo Kol ToxuTnTo
£VOG Kopudaiou repLBAANOVTOC TTPOYPUUUATIONOU GTOV KOO 0.

Entiong mpoodépel peyaleg eukolieg oto event system adou to Unity xelpiletal OAeG TIg
ouvdéoelg autopata, anAd ypadovrtog pla function, evw pag Sivetal n Suvatotnta va
XPNoLUomolcoupe tnv sendmessage KalL va kaAéooupe omoiadnmote function oe
omolodnmorte script.
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Ytnv Swadikacio tou debugging, £xel evowpoatwOdel évag debugger, omou o xpnotng
omAQ KAvovtag Tmouchn oto TalxvidL Tou, pmopsl va pubBuicel breakpoints, va
mapakoAouBrnoel HeTABANTEG, 1) VA TTPOXWPNOEL EVa BrUa YPOUUA TTPOC YPOLLU.

Télog n Unity5 €xel tn Sduvatdtnta va ovayvwpllel oto apxeia av o KwdLKAg
xpnoluomolel APl maAlotepwy ekdO0ewWV Kat va ta avoapabuicel otn ocuyxpovn.

5.1.6 Editor

O Editor tng Unity mou pmopel va eivol 64bit i 32bit amoteAel £vav mMARPWG
g€omAlopévo world builder, mpoodépovtac Evav mavioxupo evowpatwuévo profiler, yia
Vv mapakolouBnon kAabe TTuxng Tou Tavidlol, ¢povtilel yla To AUTOUATO unwrap
Twv lightmapped povtéAwv tng oknvrig katl tn Suvatotnta surface kal vertex snapping
otn Swadikaoia tng Snuioupylog piag oknvng. MapdAAnAa, mpoodépel kat profiler
XPOVOSLAYPAUUATOC, XPNOLHO yiol EAeyxo ToAuvnudtwong, kabwg Sivel Tn Suvatotnta
va emonteuBel KABe Kapé otn SLAPKELD TOU XPOVOU.

Emiong to Unity sival oxedlaopévo e €va asset pipeline oclotnua, umootnpilovtag Ta
onuavtikotepa epyaleia oxediaong mou kukAodpopouv. Etol avayvwpilel Ta apyeia Tou
amAa pe €va drag and drop otov Asset ¢pakelo Tou project N TO EVNUEPWVEL OTAA
Kavovtag save otig aAlayEG. OAa ta assets €xouv pia PoEMLoKOnnon otov editor yla va
gvtomni{ovtal akOua Lo EUKOAQ, evw To oloTNUa tag, layer kat pia search dtadikaoia to
KAVOUV OKOMO €UKOAOTEpO oTnVv Xpnon. Mapopola Sladikacia ylvetal kol pe Ta
npooBeta pluggins mou amattouvtol. YIAPXEL 0 aPUOSLOC inspector HECW TOu ormolou
yivetal n avalntnon otov UToAOYLOTH O€ £vav OO TOUG YVWOoToUG Tuttoug apxeiwv(.dll,
.50 KTA). Tédoc OAa ta assets pe €va amAo drag and drop €lodyovtol oTtnv oKNnvr, VW
OAeg oL public petapAntég touc epdavilovtal otov Inspector tou editor yla eukoAdtepn
KoL ypnyopotepn aliayn.

O Editor mépav tn¢ Stadpaoctikng mpoPoAng(preview), mpoodépel tn Suvatotnta
Snuoupylag prefabs MOAUTAOKWY OVTIKELUEVWY TNG oOKNvNne. Ta prefabs pmopouv
gUKoAa va tomoBetnBolv Eava otn oknvr, ite kateuBeiav pe drag ‘n drop, gite péow
TIPOYPUUUATIONOU, SnULOUPpYWVTOC EUKOAX Kol ypriyopa Tto meplBallov. Ta apyilka
prefabs petadidouv tig aAAayEG Tou SExovtal, gite eival LeYAAeC, eite ULKPEG, 0 OAa T
£E0PTWHEVA AVTIKEIPLEVA TN OKNVNG.

H Suvatotnta live preview tou editor BonBaesl otnv dwadikacia tng dnuloupyiag tou
neplBarlovtog evog matyvidlol, adol ETMITPEMEL OTLYULOLO TNV TIPOETILOKOTNON TOU
navidlol oe omowadnmote MAAThHOpuUa Kal pubuloelg €xoupe emNé€el. Emiong
nap@AAnAa pe to live preview, pmopoUv va yivouv alhayeég oe assets, puBuioelg,
materials, kol scripts xwpi¢ va emnpeaoctel n oknvr), UE QUECH TIPOETILOKOTINON TWV
aAaywv, ou BonBa atnv apeon Kot yprnyopn e€epelivnon OAWV TwV MEPLUTTWOEWVY TIOU
B€Aoupe va e€eTAOOUE.

TéMoc to Unity amnd mAsupdg customization Sivel tnv duvatdtnta va dnpioupynbolv
e€elblkevpéva  epyoldeia eneepyaciag péoa oto mapdbupo Tou editor kal va
svowpatwbouv og autov, adol ol duvapelg tou Unity GUI cuotrpartog, Snuioupyouv
TIC KATAAANAeg mpolmoBéoelg ywo dnuiloupyia omoloudnmote epyaleiou, Ppebel
avaykaio ylo tnv dlekmepaiwan KAmoLwou project.
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5.2 Blender
5.2.1 MpoAoyog

To Blender eivat €éva Aoylopikd avolktou kwdilka Snuioupyiag kal emnefepyaciog
TPLOSLAoTATWY HOVTEAWV. EmumpooBeta, XpnoLUOTOLETAL Yyl TNV
Snuloupyla animated tawwyv, omtikwv effect, Sladpaotikég 3D
edappoyég kat video mayvidiwy. Mepikd amo ta XapaKTNPLOTIKA TTou
npoodépel gival n Suvatotnta avamtuéng 3D poviéAwv, to UV
Unwrapping kot Texturing, &wadikaoieg rigging kat skinning,
efopoiwon particles, uypwv kot kamvoUl Kot TEAOC TIG Sadlkacieg
animating, motion tracking, rendering, ene€epyaoia Bivteo kal compositing, OAa TANpwC
ouvdedepéva pe tn dadikaaoia tng 3A-6lacwARvwong.

Omolocdnmote MpoypapuaTiot)g duvartat va xpnoldonoloel to APl tou Blender yua
TIPOYPOAUUATIONO o€ python MPOKELUEVOU va TPOCAPUOCEL TNV edapUoyr Kot va ypaet
efeldikevpéva epyaldela ta omola mpokeltal va aflohoynBolv kal va eloaxbolv os
HUEAAOVTIKEC eKOOOELG.

To Blender &ival cross-platform Aoylopiko kat tpexet e€loou kahd og Linux, Windows Kait
oe umoloylotég Macintosh. H Siemadr tou xpnotluomnolel opengl yla va Tapéxel pio
OUVEMN eunelpla.

To Blender apxwka Onuioupynbnke cav pla Wkpn edapuoyn ypadelou amd tnv
OMavdikn etalpila animation studio neogeo kat tov cuvidputrh tng Ton Roosendaal.
Mpriyopa n neogeo €ywve éva amo ta mio dtadedopéva animation studio otnv OAavdia
kol To 1995 anodaociotnke va avaypadtel To gpyadeio anod tnv apyn. Apyotepa to
1998 o Ton Roosendaal i6puoe pa véa etatpia pe to ovopa Nan (Not a Number
Technologies) ywo tnv mnepetaipw avamtuén kol TPowbnon TOU GCUYKEKPLUEVOU
epyadeiou, kaBwg emiong TNV APOXH UTINPECLWY KL EUTTOPLKWY TTPOTOVIWY. ITOX0G TNC
gtalplag nrav n Snuoupyia evog eAeBepoU GTNV XProN MPOYPAUUATOG Snuoupylag 3D
TLEPLEXOUEVOU, TIOU OUWGE TIAPOAO TNV HEYAAN OVATITUEN Kal TIG ETALPLEC TTOU emMévduoav
o€ aUTO PEXPL To 2000, dU0 XpodVLIO apyoTEPA N ETALPLO AVOYKAOTNKE Vo KAEloEL AOYW
OLKOVOULKWV TIPOPBANUATWY.

To kAeloo TNG eTOLplag oTapatnoe TNV avamntuén tou Blender, Opwc oL evBouolwdng
KOWOTNTEG XPNOTWV Kal TMEAATWV OV OTAMATNOAV TOTE vo 0oXOoAoUVTOL HE TO
OUYKEKPLUEVO epyaleio Kal £€ToL o Ton Roosendaal anodacios va SnpLOUpyroeL TO N
kepbdookomiko dpupa Blender, omou €BaAe wg oToX0 TNV AvAnTUEN Kal mpowbnaon Tou
epyadeiou wg €va eAeVBepo AoyloPLKO avolkToU KwolKa PaclopéVo oTnv Kowotnta
xpnotwv. Tov Oktwpplo tou 2002 to Blender mapaddbnke oTo KOWO KATW OO TOUG
0pou¢ tou GNU General Public License kol éktote avamtUooetal pe TNV £0gAovVTKN
£pPYOOL0 TIPOYPOUUATIOTWY OVA TOV KOGHO.

To Blender tpéxel, onwg npoavadEpOnKe, ota AIToUpyIKA cuotipata Linux, Mac OS X,
Microsoft Windows kat freebsd kot av Kkal €xel £va OXETIKA MIKPO MEYEDOG
EYKATAOTOONG, EXEL XOPAKTNPLOTIKA Kol Ttapéxel AUoeLc evog high-end 3D Aoylopikou.
Yrootnpilel éva peyalo aplBud primitive meshes, polygon meshes, fast subdivision
surface modeling, Bezier curves, NURBS surfaces, meatballs, digital sculpting, outline
font, kot TO n-gon ovotnua povielomoinong mou ovopadlstat B-mesh. Axkopa
unootnpilel to yafaray , eAeUBepo mpoypappa ray tracer, ecwtepikr) render engine pe
ray tracing, indirect lighting kat ambient occlusion, éva mAnpeg oAokAnpwuévo node
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based compositor mou umootnpiletat otnv Swadikacio rendering, modifiers mou
BonBouv otnv Sladikacia povrehomoinong kot BacLkEC TEXVIKEG emefepyaaiag NXou Kal
Bivteo. Itov Ttopéa animation mpoodipel keyframed animation epyaleia, inverse
kinematics, éva epyaleio Snuioupyiag okeletikol cuotnpatog (armature), curve kot
lattice based deformations, shape keys, vertex weighting, soft bodies, fluid kat bullet
rigid body dynamics kat mesh collision detection.

To Blender Aettoupyei akopa kot cav game engine, ool poodépet collision detection,
dynamics engine, 6nwg particle cuotnuatwy Kal e€opolwon Kamvou Kal vePoU Kal TEAOC
TIAPEXEL TNV SUVATOTNTA TTPOYPAUUATIONOU o Python. Méow Python scripts ektog and
TOV  TIPOYPAUUOTIONO Tou  meplBAAAovto¢ Tou  malyvibloy, UImopoUME  va
Snuloupyrnooupe €elSIKEVEV EPYOAELD, VO QUTOUATOTOLOOUME Sladlkaoieg Kot va
dnuloupynooupe import/export plug-ins yia S1adopeg popdég apyeiwv.

5.2.2 MovteAlopog

H dnuoupyia pLag tplodlaotatng oknvng Xpelaletal TouAdylotov Tpia Bactkd otolxeio:
MovtéAa, uAika(materials) kat ¢pwta. O HoVTEALOUOC elval n TEXvN KOL N EMLOTAUN TNG
Snuoupylag plog emidpavelag TOU  elte  pUeitol T popdny €VOG TPAYUATIKOU
OVTIKELUEVOU elte ekdpalel Tn davracia apnpnUEVWY QVTIKELUEVWV.
Yrapxouv tpeLg Baoikol TUTOL LOVTEALOUOU:

e Alapopdwon nmAgypatog(mesh modeling)

e Alapopodwon kapmulwv/enidaveloc(curve/surface modeling)

e Alapopdpwon meta(meta modeling)

5.2.2.1 Alapopdwon mAéypatog (mesh modeling)

Mpaypatomnoleital péoa oto napdbupo «3D View» kot apxilel XapoKTNPLOTIKA UE ML
amo Tic €’ oplopou popdeg (m.x. KukAog, kUBog, KUALVSpPOC...).

Aut n popdn kaBopiletal amd po
Oclpd oOnuelwv otov TpLodlaoToto
XWPO, OMOKOAOUHEVA WG KOPUDEC- KOPU ! ’
vertices (otov evikd: Vertex). Amo

£KelVo TO onuelo, 0 XpNoTNG UMopeL va
ETIEKTEIVEL TA vertices o€ TAEUPEG Kal (')K}Jl’l
eMIPAVELEG HME  QATMOTEAEOUA  va
SnuoupynBel pla  peyaAltepn, TLO
ouvOEeTN popdn).

Yto mapdBupo «3D View» umdpyxouv
TPELC KUPLEG KOTOIOTAOELG TIOU EMITPEMOUV TN Snuoupyia, TNV €k6oon Kol To XELPLOUO
TWV HOVTEAWYV TAEypoToC. KaBe pia amo autég, €xel molkida epyalsia. Mepika epyaleia
propoUuv va BpeBolv os pLa ) TTEPLOCOTEPEC ATO TIC KOTOOTAOELC.

Kataotdoelg mou xpnotgomnolovvtal yia t Stapdpdwon:

e Kataotaon avikelpévou(Object Mode)
e Kataotaon eneéepyaoiag(Edit Mode)
e Kataotaon MNumtikig(Sculpt Mode)
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H dnuloupyia evog mAéypartog apyilel ouvnBwg Ye tnv mPoobhkn Tou, 0TV KATACTACN
OVTLKELEVOU. MapéxovTal OUWC, TEPLOPLOUEVOL TUTIOL eMefepyaciog Omwe to PéyeBog, N
Béon, kaL o TPOCAVATOALOMOG. MapdAAnAa eival £diktd va evwbBouv Kol va
opadomnotnBouv ol moAAamAd meshes.
Mo Aemtopepn enefepyooia tng popdng TAEYUATOC YIVETOL OTIC KOTOOTAOELG
enefepyaciag kal okalioparog. H pUoN QUTWV TWV TPLWV KATOOTACEWV KaBopllel Ta
epyaleia mou eival StaBéopa péoa ota Siadopa mapdabupa TNG TELOSLACTATNG
amoPng. EvaAlayeg PETAEU TwV KOTOOTACEWV KATA TO HMOVTIEAIOUO omoteAel cuyvo
dawvopevo. Mepka epyaleia umopolv va sival SloBEoua g MEPLOCOTEPOUG OO EVOV
TPOMOUG, EVW AAN UITOPOUV v €ival LOVASIKA O L0l CUYKEKPLUEV KATAOTOON.
Ot Baokég popdEG TMAEYUOTOG TIOU TIopEXOVTaL €ival o KUBog, n adaipa, o Kwvog, o
KUAVEpoGg Kalt to Onuodlrég Sloblaotato eminedo. OAa ta mAgypata(meshes)
amotelouvtal and KopudEg, MAsUpEC, Kal emidaveleg(vertices, edges, faces), oL omoieg
umopoUv va tpomormolnBolv pe TOAAMAQ epyaleia. Ta epyoleia, o OAEG TIG
KOTAOTACELG UITOPOUV VO, KOTnyoplomolnBolv oe TEGOEPLG KOTNYOPLEC:
1. Ze epyadeia peTapopdwong Kal mopapopdwon LE T TIO XOPOKTNPLOTIKA va
gival ta petadopd-neplotpodr-kAipaka, alka Kot kabpéntiopa, Shear, Warp,
Noise.
2. Epyaleia mpdoBeonc kal Stalpeong, 0mou cupnepAapBavovtal N cuUUANpwaon,
n umodLiaipeon, n évwon kopudwv, n eplotpodn Kal n oTepeomoinon
3. EpyaAeia, omou oe aviiBeon He TNV TPONYOUUEVN Katnyopia avayovial o€
ouyxwveuong kat adaipeonc. Emhoyég, onwe dtaypadn, SLAAUGH, CUYXWVEUON
KOl LETATPOTT TETPAYWVLKWY ETILPOVELWV OE TPLYWVIKEC Xapaktnpilouv autd ta
epyaleia.
4. TéEMog, UTTAPYXEL KOL N KOTNyopia Twv Eexwplotwy epyaleiwy, onwg ta rip, split,
separate.

5.2.2.2 Atapodpdwon kapmuAwv/emidaveiag(curve/surface modeling)

OL KOoumUAeg Kal ol emidpaveleg eival dlaitepol TUMOL OVTIKEWWEVWY Tou Blender.
Ekdppalovrtol amod pobnUatikEG CUVOPTHOELG, TTOPA OO Lo OELPA CNUELWV.

Yrniapyouv U0 €18n: oL KAUMUAEG Bezier kol oL avOUOLOpOpdEG AOYLKEC
B-auAakwoelg(NURBS). Kat otig 800 MepUTTWOELG XPNOLOToLoUVTaL onpela eAEyyxou yLa
va koBopiloouv TN popdr] TNG KAUMUANG KoL KAT EMEKTACN TNV TEALKN Hopdr Tou
TLOAUYWVOU.

H Siodopd avapeoa oTiG TEAEUTALEC, £YKELTAL OUCLAOTIKA OTO TwG umoAoyilovtal oTo
TLOPOLOKNVLO, TIAPA OTO MWC eRdavilovial oTn MPOOMTIKA Tou oxedlaotr. Ot KapmOAeG
Bezier elval yevikd 1o SiouoBntikég emeldn opxilouv Kol TEAELWVOUV OTA ChUEL
eAéyxou Tou opilovtal, OAAG oL KAUTUAeC nurbs elval amodoTIKOTEPEG yla ToV
UTIOAOYLOTH VO UTIOAOYIOEL TTOTE UTIAPXOUV TIOAAEC TiEPLOTPOdEG KOl OTPOdEG OE Lo
KOUTTUAR.

OL KOUTTUAEG elval SloSldoTata avTLIKEEVA KoL oL EMLPAVELEC N TPLOSLACTOTN EMEKTAOT)
touc. Opwg, oL meploplopol mou vdiotavral edw eival, OTL oL eMPAVELEC TPOKUTITOUV
povo amd kaumuAsc NURBS (O0xL Bezier) kat otL eival Stadopetikd mpayuo omo TLg
teAheutaleg av Kal potpalovral Ta iSla avtikeipeva. Na mopdadeypa, éva Hoviélo, dev
uropel va mepAapBavel wg otolyeia Kol KAUUAEC Kal ETILDAVELEG.

OL enudaveleg avayvwpilovtol we diodldotateg katl avaAvovtal os duo Gfovec toug U
Kol V. Xpnolpomowwvtog Tteg, Sivetal n dSuvatdtnta emAoyrc evog €K TwWV TPOTUTIWY N
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Snuloupylag amo tnv apxr availoya tnv mpotipnon. Ot Bacikotepeg puBuioelg Toug
elvat n avaAuvon, ta knots, order kat weight, kaBwg kot oL puBuioelg Twv onueiwv
eAéyxou, Twv oelpwV/oTNAWVY, ToU MAEYUATOC, OAAQ KOl N EMIAOYA AVAUECQO OE AVOLXTEC
1 KAELOTEC.

5.2.2.3 Atapodpdpwon meta (meta modeling)

Ta avtikeipevo Meta elval vontég emidaveleg, mou onpaivel, 0tL dev kaBopilovtal pntd
amo vertices (0nwg sival ta mMAEypata) r ta onpelo eAéyxou (Omwg sival oL eTdAVELEG):
UTapXoUV SLadIKOOTIKA. Ta avilkeipeva Meta elval KUPLOAEKTIKA paBnuoatikol TuToL
Ttou untoAoyilovtat gnitomnou and to Blender.

Tumikd Ta avtikeipeva Meta xpnotponoloUvtal yla ta bk ep€ n ocav Baocn yua
HOVTEALOMO. Eva TIOAU £USLAKPLTO OTITIKO XOPOKTNPLOTIKO, £€lval OL GOTOTEG PEUCTEC
HOPdEG TIOU YEVIKA, £XOUV L0 «OTPOYYUAEUUEVN» HopdN).

XOpPOKTNPLOTIKO €elval To yeyovog, Tnwg oOtav €pBouv oe  Kovtlvy omootach
oANnAsrudpolv. Kabe éva amd autd kabopiletal amd thv eAAoxelouoo HaBnUOTIKN
Soun tou. OL Baowkotepeg pubpuioelg Toug eival n avaiuon, to threshold kat to update.

5.2.3 Painting & Sculpting
5.2.3.1 Painting

Mtua udn UV eival pla elkova (elkova, akolouBia ) Tatvia) mou xpnoLlomnoLeital ya va
Xpwpatioel tnv enidavela evog mAgypatog. H udn UV xaptoypadeital oto mAEypa HECW
€VOG 1 meploootepwyv UV xaptwv. YAapxouv TPl Tpomol vo kablepwBel n lkova mou
Xpnotuomoleital and tnv ven UV:

e XpWUOTIOUOG Mg emimedng ewovog otov UV/Image Editor emdvw otnv
emileyuévn vdn UV, xpnolomnolwvtog to xaptn UV Tou, yla va petadEpel Ta
XPWULOTA OTLC EMLPAVELEC TOU MAEYLATOC.

e XpWUATIONOC TOU TAEypatog oto mapdbupo 3D View, KkalL &v ouvexeia, to
Blender ypnolpomnolel tov tpéxov emileyuévo xaptn UV yla va evnUEPWOEL TN
udn UV (Projection painting).

e ApXWKA, HLE TN XPNON OTOLOUSHTIOTE TPOYPAUMATOC ETMEELEPYAOIOG ELKOVOC
dnuloupyeital po swkova. ftov UV/Image Editor, emhéyetal n v UV Kat
doptwvetal autn n wkova. To Blender énewta, Ba xpnolpomnolost to xaptn UV
£KelvNC TNC UDNG YLO VA LETADEPEL TOL XPWHOTO OTLG ETILPAVELEG TOU TIAEYLLOTOG

5.2.3.2 Vertex Painting

O XpwHOTWOHOC Kopudwv elval £vag omAoc tpomog ‘lwypadiknc’ emavw o éva
OVTIKE{PEVO, OTIOU OTOXEVEL VO XELPLOTEL AUECO TO XPWHO TWV vertices, mapd T UDEC,
KoL elval opKETA AmAog

Otav n Kopudn XPWHOTIIETOL, TO XPWHA TNG TPOTIOMOLEITOL CUUPWVO HE TOUG KOVOVEC
TOU «TIWVEAOU». TO XPWHO OAWV TWV OPATWY EMITESWVY KoL Ol AKPEC TTIOU CUVSEOVTOL UE
TIC KOPUPEG, OTN OUVEXELX TPOTOTOOUVTOL HE Mot Babuido oto xpwpa omod GAla
ouvdebepéva vertices.
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5.2.3.3 Weight Painting

OL ouadec kopudpwv UMOpoUV eVOEXOUEVWG, va €Xouv €vav TIOAU Heydlo aplBuo
CUOXETIOPEVWV KOPUDWV Kal €TOL, Evav PeEYAAo aplOpuo Bapwv (éva Bapog ava vertex).
O oxebloouog Bapoug eival pa péBodog mou Siatnpel TIg mMAnpodopieg Bapoug
HEYOAWV TIOOWV, HE €vav TOAU SlaoBntikd tPOomo. XpnoLUOTMOoLEiTalL TPWTLoOTA YLa
Snuloupyla rigs, omou oL opadeg Kopudwy, XpNOLUOTMOoLoUVTaL yia va kaBopiloouv Tig
OXETIKEG OUOXETIOELS KOKKOAWV OTO TIAEypo. AAAG Xpnoldomoleital £miong, yla tov
£\eyx0 NG ekmounn¢ particles, Tng mukvotnTag LaAALWY, TTOAAWY Tpomomnolntwy, shape
keys, K.ATt.

H Baowkn apxn tng nebodou elval: ol mAnpodopieg Bapoug xpwHatilovtal KUPLOAEKTLKA
TIAVW ATTO TO CWHA TTAEYUATOC E TN XPOoN EVO¢ cuvolou TivEAwV Bdapoug. Kal emetdni n
{wypadLk CUVOEETAL TAVTA LUE TO XPWUOL, TIPETIEL ETTIONG VO KABOPLOTEL.

JUVOTTIKA, T BACIKOTEPO XAPAKTNPLOTIKA Tou Weight Paint eival ta g€n¢:

e Eioodoc otnv katactaon Weight Paint amd Tt emthoyég (CTRL-Tab). To
ETUAEYUEVO QVTIKE(HEVO TIAEYPOTOC EMIOEIKVUETAL EAAPPWG OKLOOPEVO HE Eval
daoua XpWHUATWY OUPAVIOU TOEOU.

e To xpwpa amnekovilel ta Bapn mou cuvdéovtal oe KABe Kopudr oTNV EVEPYO
opada. To purmAe SnAwvel ta ‘allylota’, VW Ta KOKKLWVO Ta TTANPWCE ‘(UYLoOHEV.

e Ta xYpwHATA MMOPOUV VA TPOCOPHOOTOUV otnv  KAlpaka Bapoug,
EVEPYOTIOLWVTOG TNV €Aoyn eUpoug weight paint otnv KaPTEAQ CUOTAUATOG TOU
HEVOU TIPOTIUNOEWV.

e Oplopog Twv Bapwv oTig KOPUPEC Tou avtikelpévou, {wypadilovtdg Teg Ye ta
TiwvEAa Bapoug. Xpwpatilovtag og éva MAEyUa, tpootiBevtal autopata ta Bapn
otnv evepyod opada kopudwv(pa véa opdada Snuoupyesital €av  elval
anopaitnto).

5.2.3.4 Sculpting

H katactacn yAumtikng (Sculpt mode) eival mapoépolwo pe TNV avtiotoln TNg
enegepyaociag (Edit modewc mpog tnv aAdayn TnN¢ Lopdng evog HovTEAOU, aAAd 0 TPOTTOG
Sculpt xpnotuomolel pa oAl SladopeTikn) pon epyaciag: avil TNG HETAXELPLONG TwV
HEUOVWHEVWY oTolxelwv (KopudEG, AKPEC, Kal ETMLPAVELEG), TTAEOV XPNOLLOTIOLELTAL ML
BoUptoa. Me dAAa Aoyla, avti TNG €MAOYNC HLOC OHAdaG Kopudwy, OTNV KATAOTOON
VAUTITIKAG EMAEyOVTAL QUTOMOTA Ol KOPUPEC e BAon To mou Bpioketal n Bouptoa, Kot
TOL TPOTIOTOLEL AVAAOYWC.

2TO HevVoU epyaleiwv, uTtapXouV SeKaEEL MpoKaBopLopEVEC POUPTOEC LE TIPOOOETIKES I
apaLPeTIKEG LBLOTNTEC KoL TG To Sadedopéveg va eival n blob, n sculptdraw kat n
smooth.

5.2.4 Rigging

H Sladikaoia rigging SleUKOAUVEL TOV £AEYXO TWV QVTLKELMEVWY YEVIKA, aAAQ O TILO
0OUGCLOOTLKOC TOU POAOG TOU, lval yla TIC Kvrjoelc(animations). Eival n Stadkaoio péocw
TNC omoiag SnUIoupyoUE amAd aVTIKE(PHEVO EAEYXOU, HECW TOV OMOLWV UMOPOUUE va
EMNPEACOVUE AAAQ, TILO TtepimAoka aviikelpeva. to Blender ta avtikeipeva auvtd
KoAoUvTal OKEAETIKA cuoTripata(armatures), koL HMopouv vo €AEYXOUuv TO OXAHA
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(geometry) Twv meshes kat OAwv Twv €6WV Twv eMPAVELWY, OMWE EMIONG KAl TIG
OLOTNTEG TWV QAVTIKELLEVWY, OTwg tnv B€on, to péyebog kal tnv meplotpodn. Ta
armatures Aoutdv pLpoUvTaL £vayv OKeAETO, TOGO otnv dour, 0G0 Kal oTnV CUUTIEPLPOPQ,
yU auto Aépe OtL amotehovvtal ano bones.

H cuoyxétion petafl twv armatures kal twv meshes/objects ovoudletat skinning.
Yrniapxouv uo Baatkoi tpomot skinning:

Ye KGOe bone tou armature pnopolV va cuvdEBoUV €va 1) TIEPLOCOTEPO. AVTIKELUEVQ, 1)
HOVO €va PEPOG TNG eTLPAVELAG EVOC QVTIKELUEVOU, UECW MLog Sladlkaoiag oplopou
oxéong yovea-maldlol petafl armature Kol QVTIKELPEVOU. MEOw QUTAG TNG OXEONG
HETaKLWVWVTAG Ta bones, elvat edpkTto va TpomomnotnBouv oL LBLOTNTEG TwV CUVOESEUEVWY
OVTLKELHLEVWV.

EVOAAOKTIKG, HE TN XPron Twv TPOTOMOINTWV TIOU TOPEXOVTAL, Vo ‘KOAARoouv’ ot
OAOKANPO TO mesh Kal oTn GUVEXELD, KATOLO TUAMOTA OUTOU TOU QVTIKELMEVOU OTa
avtiotolya bones péoa oto armature.

Akopo To KaBe armature €xetl emutAéov ektog amo to Object Mode kot Edit Mode, Tto
Pose Mode, péow Tou omoiou yivovtal OAa ta mapanavw eLKTa.

MNna empaveleg, meshes kat lattices umapyel kat n pEBodog Twv vertex groups. H apxn
TouC elval TOAU amAr: KABe KOKKAAO emnpedlel LOVO TG KOPUPEC TTIOU AVAKOUV OE HLa
opada kopudwv mou €XeL To (610 OVOUA E TO KOKKAAO.

Atvetal n duvordtnta autopatng avabeong OAwv tTwv bones oto avtiotowo vertex
group pe tn HEBodo yovéa-matdlou kat opietal we ‘auto-weight’. H emippor) evog bone
oc 6edopévo vertex, eAéyxetal and 1o PAPog Tou TeEAeuTaiou, otn OXETIKA opada. H
kataotaon Weight Paint eivatl n katdA\nAn o auto 1o onueio, Aoyw tTnG amopaitntng
Tpomonoinong ota Bapn twv Kopudwv, ota omoia cupuPalel o aAdyoplBuocg bone-heat
Tou Blender.

5.2.5 Animations

O topéac Twv animation eival umelBuvog yla TtV Klvnon &vog 1 TEPLOCOTEPWV
OVTIKELHEVWY, KOBwWG KoL yla TNV oAAoyn Tou OXNUATOC TOU KATd TNV mapodo Tou
Xpovou. Ta Animations pmopouUv va npaypatonotnBouv pe 5tadpopoug TPOmou .
e Metaklvwvtag OoAOKANpo To avilkelpevo, petofarlovtoag to pEyeBog, TOV
TIPOCAVATOALOUO Kal Tn B€0n Tou OTOo XPOvo.
e NopapopdwVoVTag To, KLVWVTAC TG KOPUDEC ) Ta onpeia eEAéyxou Tou
e Metabdidovtog tnv Kivnon amo aAAo avTiKE(PEVO, e TTOPOUOLA XOPOKTNPLOTLKA 1
KATTOL0 HEAOC TIATPLKA CUOYETION

Yrdpyouv téooepa Baoka napdbupa mou neplhapfdvouv Toug anapaitntoug Editors,
WoTe va yivel eplkTO To animation pe mMOAU kald amoteAéopoata. Autol ot Editors
ouvepyalovtal LETAEU TOUC KOL TILO GUYKEKPLUEVA, N "60UAELY’ TTOU OAOKANPWVETAL OTOV
£vayv, ouveyiletal otov emopevo. O Editors gival o Timeline, o Graph, o Dope Sheet kal
o NLA.

5.2.5.1 Timeline Editor
MPOKELTAL OUCLAOTIKA yla. Eva TapdBupo eAEyxou Kol MANPodopLwV Kal 0L TOCGO yLa

Editor pe moAAamA£g puBpiosic. Omwg SnAwvel To Ovoud tou mepthapBavel Evav Player
LLE XPOVOSLAYPAUUA TIOU OVTILOTOLXEL 08 OAn TN SLApKela TOu animation. ApXIKA £xXeL
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oploBetnOel o xpodvocg oe deutepodemta N oe kapé(frames) kal otn cuvéxela Sivovtal
TmAnpodopieg Omwe, To TpEXOV Kape, Ta kKAelSLd(keyframes) Tou evepyou QVTIKELUEVOU,
TO OPXLKO KO TO TEAKO KOpE, Ta onuadia(markers) kot aAla. MapdAinAa Sivovtal ot
emloyEg Tou Player: play, pause, skip next frame kal opiopoU véou keyframe.

5.2.5.2 keyframes

To keyframe, gival amAd €vag deiktng ou amoBnKeUEL TNV TIUA KATTOLOG TPOTONoinong
oTOo Xpovo.

MNapadeiypatog xapy, £va keyframe deixvel otL n oplovtia B£on evog kUPBou eival ota
3m oTo KOpE 2.

O okomog tou keyframe sival va emutpédel tnv mapepBoArn HeTaly Twv KIvAoEwv. Mo
napadelypa, eav sloaxbel oto kapé 10 n opllovria B€on tou blou kKUPBou ota 20m, To
Blender eival wavo va avayvwpilel autopata OAeg TIG evOLAUeTeG BEaelg avaloya Ue
Vv enheyuévn péBodo mapepBoAng (m.x. Fpaputkn, bezier, tetpaywvikn, K.AT...).

5.2.5.3 Graph Editor

O graph editor amotelel Tov kupilwg editor yla ta animations. Enttpénel onolwadnmnote
TPOMOMOoLNCN XPNOLUOTOLWVTAG TIG KamUuAeg O(F-curves).

Ebooov kataypadoUv Ta otolxela yla To animation ota key frames, otn ouvéxela
UMopoUV va TPOTOMoLNBoUv oL avTIOTOLXEC KOUMUAEC Toug. Otav KATL «SExeTow»
animation aAAAZel pe TNV mApodo Tou XPOVOoU, KATIOL OTOLXELD TOu OMwe tn B€on Tou N
TNV KALLOKA Tou. Auth n aAlayr mapouolaletal we Pl KapmuAn Katl ovouddetal f-curve.
JKOTIOG TNG ElvVaL O UTTOAOYLOMOG TNG MOPEUPBOANC avapeca o€ U0 KOTAYEYPAUUEVA, OE
key frames, otoiyela.

Mpaktikd, outd mou cupPaivel sival n kataypadn Twv otoeiwv oe key frames
Qoo TaCLlOTOoLNUEVA LETAEY TOUG Kal OXL YelTovika. Eav amoBnkeudtav kaBe kivnon, oe
KaBe kapé, Tote n Sladikaocia Ba émalpve awwVeG Kal n kKivnon otn mapodo tou xpovou
Ba ¢awotav avwpoAn, emnedn eival mpaktika adlvato va yivel efopdAuvon
XElPOKivNTa Ko OxL autopata. To Blender Aoumov, péow tou graph editor kat twv f-
curves TPoodEPEL TNV TEXVLKI TNC MAPERPBOANG, HEOW TNG omolag, £xoviag wg SES0UEVEC
TNV apxkn Kal tTnv TeAlkn B£€on umoloyilel OAeg TG evdlapeoeC. OL KOUMUAEG WG
OUVOPTHOELC UMOpPEL va elval oUVEXELG, YPAUULKEG Kal Bezier.

5.2.5.4 Dope sheet

To mapdBupo dope sheet amoteAel to «uATL TOU TOUALOU» ot Sladwkooia tou
animation TPOCPEPOVTAC YEVIKN TIPOOMTIK Twv 00wV ouppaivouv kad’ OAn T
Slapkela, ocupmepAapPavopévou Twv pWTwyY, TNG KAUEPACS, OAWV TWV OTOLXELWV TOU
£€xouv umooTel Kivnon kal yevikotepa omolacdnmote Spdong(Actions). Ito Blender ot
6paoelg anoteholv ‘yevika doxela’ yia tig f-curves, va mepllappavouv omolodrmote
aplBuo kat va mpookoAAnBouv ot onoladnmote B£on Sedopévwv(data block).

Mo mapadeypa, (o Spdon mou Tpormonolel « T O€on X» Kot «tn 0éon Y» pmopsei va
polpaotel og MOANQIMAG avTtikeipeva, de6opuévou OTL Kal Tot SU0 aVTLKEIPEVA £XOUV TIG
avtiotolyec «B€on X» Kal «B€ong Y» dlotntec.

O Action Editor wg emiloyr tou Dope Sheet emitpémnet tnv mpoBoAn Kal thv enefepyaoio
twv F-Curve data-blocks mou kaBopilovtal otov Graph Editor. I autd cav Editor
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tonoBeteltat evdldpeca otov katwtepou emueédou Graph kat otov avwtepou, NLA.
BéBala, autd to otddlo Sev elvol UMOXPEWTIKO, HLAC KOL Hmopouv ta Actions va
‘uetamnnédnoouv’ ano tov Graph kateuBeiov otov NLA, UE TO UELOVEKTNUA, OUWC, TNC KN
amAonoinong twv data-blocks kat tTnv avaAutikng mapouciacng 6Awv Twv actions yla
£Va aVTIKEIEVO.

5.2.5.5 NLA Editor

O NLA Editor pmopel va xelplotel kol va emovarmpooSloplosl EVEPYELEG, Xwpig TtV
opyomopio. tou xelplopol twv key frame. Xpnollomoleital ouxva yla vol KAVEL TLG
gupelec, onUavTKEG alhayEéC ota animations plag OKNnvnG, UE TN OXETIKA €UKOALQ.
Mropel emiong va emovamnpoodlopioel, Kal vo TOEWVOUNOEL EVEPYELEC OL OTOIEG
KaB1oToUV EUKOAOTEPO VA OPYOVWOOUVY, KOL VOl EAEYXOUV TLC KLVIOELC.

5.2.5.6 Shape keys

TéAog unmapyel kat n Suvatotnta animation pe tn xprion twv shape keys. Ta shape keys
XpNollomolouvTtal o€ avrtilkelpeva, onw¢ Mesh, Curve, Surface, Lattice,
TIOPOUOPPWVOVTAG TIG KOPUPEC O €va Kawvoupylo oxnua. Ta Shape keys pmopei va
elval elte OXETIKA KAl OL TTAPOUOPDWOELG VA TIPOKUTITOUV amo AAAEC KOTOOTAOEL, £lTe
amoAuTa OOV OL TTAPAUOPPWOELG LETABAAAOUV OAOKANPO TO OXNUQL.

5.2.6 Rendering

Rendering kaAeital n Stadkaoia ‘Snuovpyilac’ plag diodldotatng elkovag 1 Bivieo ano
v tplodlaotatn oknv. To mMw¢ TeAkad Ba amewoviletal, €EopTATOL QMO TECOEPLG
TLOPAYOVTEG Ol omolol gival n kapepa, ta pwta, Ta materials pe avtiotowxeg UPEC TOUC
KoL OpLOUEVEC puBuioelg mou xpelalovral.

O umoloylotrg, He BAON TOUG TMOPATIAVW TIOPAYOVTEG KAVEL TOUC QmapaitnToug
UTtoAoylopoUG (amAol¢ n mepimAokoug) kol e€dyel to TeEAKO amotéleopa. H
TLOAUTTAOKOTNTA TNEG OKNVIG Kal oL EMLOOOCELG TOU UTIoAoyLoTr KaBopilouv To Xpdvo mou
Ba xpelaotel n 6An dwadikaaia.

5.2.7 Render Engines

H pnxavry Render eival éva oUvolo KWK TIOU €A£YXEL MWC O PWTLOUOG Kol TO
materials xpnolpomnolotvtol Kat cuvdualovtal WoTe va ByAaAouv Tnv TEALKA ELKOVO.
Meplkég pnxaveg, omodibouv KaAUTEpA OE OPLOMEVEC TEPUTTWOEL AOYyw Twv
HOONUOTIKWY CUVAPTACEWY TIOU XPNOLUOTooly, evw GAAeG e€altioc twv Pooikwv
OPXWV TIOU ElvVOlL TIPOYPAUUATIOUEVEG.

2to Blender eival Suvato va epappootolv 00eG UNXOVES eMBUPEL va ELOAYEL O XpROTNG,
WG POCOETO, TN GTLYUN TIOU XpNOLUOTOLEL SUO PBAGCIKEG UNXAVEC:

e Blender Internal
e Cycles Render
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To Cycles elval pla apepdAnmtn, GucKd BACLOUEVN UNXOVH OVIXVEUONG LOVOTIATLWY
(path tracing), oxedlaopévn yla animations, mou
ONUOLVEL OTL TIOPAYEL ULOL ELKOVO QVIXVEUOVTOC
TIG TOPELEG TWV akTwv(tou dwTog) péoa oTtn
oknvn. Z2uykekpluéva, to Cycles eival évag
avtiotpodog path tracer o onoiog oklaypadel Tig
OKTIVEC GWTOC EKMEUTTOVTAC TEC Ao TNV KAUEPQ,
VTl va TIG EKTTEUTEL amd Thv TNy dwToC.

Ta meploodTepa avTIKElpeva okopmilouv To dwg,
ouvenwc to cycles odeilel va umoloyioel thv
ovanndnon Tou TPOC OAEC TIC KATEUBUVOELC KOl QUTO yivetal pe tn Ponbesia Twv
olokAnpwtwv(integrator).

H Suadikaoia path tracing ota ypadikd, oucLlaoTikA amoteAeital amd Eévav alyoplOpo o
omoio¢ umtoAoyileL 6A0 TO WG MOV XTUTIAEL TTIAVW OF [ EMLGAVELD EVOG OVTIKELUEVOU.
YT OUVEXELQ, amoppodaTal cUUPWVA UE TN CUVAPTNCN AVAKAQGCNG KOL TO QITOTEAEGHA
anodibetal otnv Kapepa. H Sadikaolo emavalappavetal yoo 6ha ta pixel mou
Bplokovtal otn oknvnA.

To Blender internal oamoteAel pla
«TpOKOTEANUUEVN» rasterization pnyavh,
TIOU onuaivel otL doulevel umoloyilovtag
TO QVTIKE(PEVA TTou daivovtal otn KAUEpa
kKat &gV TIPOCOUOLWVEL TN CUMMEPLPOPA
Tou dWTOC.

Rasterization kaAeital n Sladilkaocio LETOTPOMNC TwV SLOVUCUATIKWY apxeiwv ot pixel
yla mpoPoAr) o oBdovec. H péBodog rasterization eAéyxel ta Baolkd otolyeia pLag
oknvNg(my moAuywva), kaBopilel mola pixel emnpealouv TNV €lkOVA KoL TA TPOTIOTOLEL
avtiotouya.

5.2.7.1 20ykplon

e J10 cycles mpocopolwveTal 0 PWTLOPOS, TTPOOTIOABWVTOC VA QATELKOVIOTEL TO
QTMOTEAECO. OGO TO SUVATOV TILO TIPOCEYYLOTIKA OTNV TIPAYUATIKOTATA. .
..eVWw oto Blender Render avayvwpiletol TO TO KOVIWO OTNV KAUEPO
OVTIKELPEVO WG EUdaVEG KaL oTLdnToTe BplokeTal Miow oKLAleTaAL.

e J10 cycles render mpocopoLWVOVTAL TO OTTLKA £bE caustics...
. TN OTWHA Tou oto Bl umdpxouv eVOANOKTIKEG AUCELS, HE TIPOCEYYLOTLKA
QTMOTEAECOTOL.

e 310 Blender Internal ot elkdveg amobdidovtal kabapig, xwpic Bopupo...
...0tav 1o Cycles xpetdletal apkeToUg ‘KUKAOUC TIPOKELUEVOU VA TOV HELWOEL OF
LKOvoToLNTIKO eminmedo, KotovaAwvovtag TAapAAANAd, OPKETH UTTOAOYLOTLKA
Loxu.
KaBe pio amd TIC pNXavEG €XOUV TAL TIASOVEKTHUOTO KOL TO HELOVEKTH AT TOUG KAl N
TeAWKN emhoyn e€aptdtal amod TIG AVAYKEG Tou oxedlaoTh).
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5.3 Papagayo

To papagayo eivatl €va Aoylopikd tumou lip-syncing, oxedlaopévo
wote va ouyxpovilel ta phonemes pe ta avtiotolxa NXNTIKA
6ebopéva. Eival ypaupévo oe python, mpoopiletatl yia Windows,
Mac OS X, Linux kat gival avolktol kwdika, Tpoopl{OUEVO yLa
Omolec&AMOTE TPOMOMOLNCELG £lval eMBUUNTO va ylVOUV, OL OTIOLEG
Kall propouv va dnuocteuBolv oto avtiotowo ¢Opou .

Lip-sync, w¢ ouvtopoypadia Ttou lip synchronization eivat o Ttexvikog Opog Tmou
TLEPLYPAPEL TOV CUYXPOVIGUO TNG KIVvNoNG TWV XEALWV UE KATL nxoypadnUEVO

Phoneme eival plo amod T HovAaSeC ToOu NXou, n omoia SLaKPIVEL TNV OKOUGOTIKN
avaueca ota ypaupota tou addaBntou

To papagayo xpnotpomnolel wg mpokaboplopévo ot dwvnudtwy to Preston blair, to
oTolo TEPLEXEL OEKA BOOIKA, LE TIG OVTIOTOLXEG ELKOVEG TOUG:
AI, E, FV, L, MBP, O, U, WQ, etc, rest

Omnou 1o ‘etc’ dnAwvel Ta undAouta cUUPWVa, EVW TO ‘rest’ TIG TTAUOEL AVAESA OTLC
Aé€elc. O ypnotng, av kot O6ev pmopel va aAAdgel ta mapoamavw ¢wvhuata, Umopel
WOTOO00 VO TIPOOBETEL TIC ELKOVEG TTOU €TILOUHEL yLa To KB’ €va. INUELWVETAL WG, OF
TIPOXWPNUEVEC TIEPUTTWOELC TPOTIOTOLWVTOC TA INyaia apxeia eivat epiktd va oplotolv
To pwvnuata amd TNV apxn N OE omoladnmote YAWood KOl OPLOHEVEG EKOOOELG
SlatiBevral otnv oeAida Tou Aoylopikol(popou ).

ApXIKQ, €lOAYETOL TO apyxelo nxou otov editor, To omoio MPEMeL va glval AMOKAELOTIKA
TUTIOU .wavV Kal Slvetal n Suvatotnta MPOoENLOKOMNoNG KE Ta MARKTpa play, stop, zoom
in/out. To apxeio, w¢ Kupatopopdr AoV, ‘anmAwvetal 6To XpPOVOSLAYPOHLA, TO OToLo
Slatpeital oe kapé. Ta KapE UmopoUv va pubuiotolv kot n €€ oplopol TR elval
£lKOOLTECOEPA aVA SEUTEPOAETTO.

JTn OUVEXELWN, OTO KAataMnAo mAaiolo, mMAnktpoloyeital To Keipevo to omoio Ba
avaAuBel kal Ba dlalpebel oe phonemes. O Editor maipvel Tnv KABe ALEN XwpLoTA Kol
ouudwva HE TO EVOWHATWHEVO AgfAoylo tnv Olaomdsl ota GWVAUOTO ToU
avadépBnkav mapanavw. Edav dev umdpyxel oto AsflAoylo, eudaviletal moapabupo
TIPOTPOMNG, WOTE O XPNOTNG va TO Oploel 0 (6LoG. YMAPXOUV TPELS YAWOOEC LE TIG
avtiotolyec mpodopEg Kot Ae€AOyLo: AyyALka, MaAAka Kal lomavikd. To phonemes Kalt ot
Aé€elc potpalovral oav block oto timeline, aAAG Sev eival cuyxpoviopéva Kot yU auto
amoatteital xelypokivntn dtadikaocia waote va ‘TalplaéouV’ e TV Kupatopopdn.

To teAkO amotéleopo pmopel va emoAnBeutel wg mpo¢ tnv akpifsla kot TN
PEOQALOTIKOTNTA Kal vo amoBnkeutel N va efayxBel. Ta amobnkeupéva apyeio £xouv
pHopdn .pgo, MepAaBAVOUV TOV NXO KAl TO GWVALOTO 0T KOPE TTOU €XOUV OPLOTEL Kall
StaBalovtal and OAeg tic ekbooelg. Ta apyeia mou e€ayovtal gival tTng popdng .dat,
UMOPOUV VO aVOYyVWOTOUV HE TO CNUELWHOATAPLO Kol KOTOypddouv To KApE Kal To
OXETIKA dwvnpata.

5.4 Sweet Home 3D

To mpoypappa Sweet Home 3D eival pla mAatdoppa AoyLlopikol avolytol KWKo ou
XPNOLUOTOLELTAL YLO TO OXESLAGUO KL TNV OPXLTEKTOVLKI ECWTEPLKOU XWPOU.
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Ma tn StapplBulon Tou omitioy, To Sweet Home 3D €MITPEMEL TNV KATACKEUN HLOG
katoPng V0 SlacTACEWY, evw TAPAAANAA Tn HETATPEMEL OF
tpwodldoctato oyko ( 6&nAadn 3D view ). Itn tplodiactatn
ovamnapdotacn eival  tomoBetnuéva To  EmMutAa ypoadeiou,
dwpatiou, koulivag f; omoloudnmote AAAOU XWPOU HEAELTNG, TNC
QPECKELOC TOU XPHOTN, WOTE TO anmotéAeopa va eivat aknBodavéc.  Sweet Home 3D
Yriapxel n Suvatotnta, o oXedLaoTG va dnoupynoeL Ta SIKA Tou

EMUTAQ-OVTIKE(HEVA KABWC KOl va XpNOLUOTOLNOEL 6N uTtapxovTa. € TEPIMTWON Mou
B£AeL va ypnolpomolost SIkd Tou, umopesl va koteBacel TARBog amd outd amod
OUYKEKPLUEVA sites | OKOUA KOL vol TO KOTAOKEUAOEL e TN PonBesla kamolou GAAou
mpoypAppatoc. Eva TAeovéKTnpa e€ilval, OTL Ttao €mmAa eival opyavwpéva o€
KataAoyoug, avaloyo Ue To £(60C Kal TN XPrRon TOU EMIMAOU-QVTIKELMEVOU. AKOUO
umapxouv odnyol kot pnvopata BonBelag yia tnv kabodnynaon tng oxedilacng, auto €xeL
WG arotéAeapa tn HeyaAluTepn SLIEUKOAUVON TWV OXESLOOTWV.

To Sweet Home 3D eival éva £€pyo avolxtol Kwdika mou dlatiBetal Kal SlavEpeTal Ye
Toug Opoucg Mevikng Adelag Xprnong kot Aoyw Tou oxedloopol Tou TPOYPAUUATOC, eV
UTTAPXOUV ONUOVTIKOL TtEploplopol oTnVv edapuoyr], OMwC KOOl OUYKEKPLUEVA
epyodela 1 TEXVOAOYIEG, KATOLEC XPOVIKEG QIALTAOELG N MVAUNG. AlatiBetal oe
£lKOOLTTEVTE YAWOOEC Kal Tpexel oe Windows, Mac OS X, Linux kot Solaris.

Mta TuTtLkn por) epyaciag €xeL wg ENG:

Eloaywyn evoc npooyebiou

Ixedlaopuog dwuatiwv

Kataokeun kot Tpomornoinon tolywv

MpooBnkn moptwv Kot apabupwy

MNpooBnkn enimAwv kat 3D povtéAwv

MpooBrkn mepLocoTEPpwY opoOPpwv

Kataypadr Kelpévou Kat SLaoTACEWY SwHATIOU
Amnobrkeuaon, ekTtumwon Kot e€aywyn

O NV AE WD

Baolkd XopaKTnpLOTKA

5.4.1 Eloaywyn npooxediou

M'evikad, n eloaywyn npooxediou sival éva oAU BondNTKO Bria 6TO TPOYPAUUA

Sweet Home 3D kat o pdAog Tou eival va emtayUvel T Stadikaoio oxeSlaopol Kot va
BonBad tov XprioTn OoTNV KATOOKEUT TOU E0CWTEPLKOU XWPou. H ektéAean tng evépyelag
OWUTAG ELVOL TIPOOLPETLKH, KOBWG 0 XpnoTtng UIMOoPEL va EEKLVAOEL TNV KOTOOKEUN XwpLg
Kamolo untoBabpo. To mpoox£Slo, GuaoIKa, elval pia elkova tng popdng BMP, JPEG, GIF
f PNG n onola ¢optwvetal oto ¢povro tou Siobldotatou mapabupou. Emitpénovrol
puBuioelg, onwc pey£éBuvon | opikpuvon Kot meplotpodn KOBwWG Kol n elooywyn
oA amAwy apxeiwv padi.
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5.4.2 Kataokeur kal Tpomomoinon Tou Xwpou

ApxlKa, sival amapaitnto, va 0ploBeTACEL 0 OXESLACTHG TOUG XWPOUG TOU, yla TO AGyo
OUTO 0 OXESLAOUOC TWV SWUOTIWY Elval €éva XaPaKTNPLOTIKO TTOU £XEL TTPOTEPALOTNTA.
Mo va vAomolnBet éva SwuATLo, PEMEL va oploBeTnOel To mMATWU Kot va ‘aveyepBouv’
oL Toixol. Movada pétpnong opifovtal Ta HETPA YLO TOUG TOLXOUG KOl TO TETPOAYWVLIKA
UETPO yla TIC eMdAVELEC. TO TEAKO QTOTEAECUA WITOPEL val gival KATL amAd Onwe éva
SWUATLO HE TECTEPLC TOLXOUG, TATWUO KoL TORAVL I KATL CUVOETO OMWC VOl CUYKPOTN A
dwpatiwy, S1a8pouwv, akoua KoL 0podwv.

OL eMAOYEG IOV UTTAPXOUV O AUTO TO 0TAdL0 TepAapBavouv Kupiwg tnv enefepyaoia
TWvV tolYwv. Mmopel va opLoTel To maxog, To UPOC, AKOUA KoLl Udr) TIOU ToV ETLKOAUTITEL.
Q0Tt000, 0 OXESLAOTAG UNOPEL aKOUA, CUUPWVA UE TIC AVAYKEG TOU, VO LETAKLVIGEL TOUC
TOlYOUG 1 va TOUC KUPTWOEL, OAAQ KOl va TipooBEcel mopteg Kal moapdBupa. Otav
npooTiBevtal ta teAeutaia MAVW OTOUC TOlXoug , TomoBeToOUVTAL AUTOMATA OMO TO
TPOYPAUHA Kal Xpelaletal va puBuiotel to péyebog kat n B£€on toug.

5.4.3 MpooBnkn 3D povtéAwv/enimiwy

M'evikad, n mpooBnkn enimAwy eival pia xpriown dtadikacia yla tTnv oAokAnpwaon Tou
YxeSla0UOU E0WTEPLKOL XWPOU KaL YLo TNV aloBnon Tou mpayHaTikou, armo To Xprnotn.
Mo CUYKEKPLUEVQ, N ELOAYWYN ETUTAWY OTOV ECWTEPLKO XWPO YIVETAL LE 2 TPOTIOUG.
Mpwtov He TNV €MAOYN TOU EMUTAOU-QVTIKELUEVOU OO TOV KOTAAoyo Tou Slabétel to
TPOYPAUA, OTIOU Ta “XeL TaElVOUNUEVA ava KaTnyopleg kat SeUTepoV He TNV auTtoBouin
£L0aYyWYN TwWV HOVTEAWV Tou o i6log emBupel. Kal otig dUo mepumtwoelg kot adou
gloaxBouv otov xwpo , Sivetal n SuvatotnTa TPOMOMOLNCONG TWV ETUAEYUEVWY ETHMAWY
WG TPOG To Ovoua, TN ywvia, tn B€on, tnv aviPworn, To péyebog, To XpwHa N Kal TV
0paTOTNTA TOU €eMiMAOU-aVTIKELHEVOU. Ta umootnpllopeva opxela HOVTEAWV TPOC
sloaywyn, elvat OBJ, LWS, 3DS format n ZIP apyxela kalL oe kdaBe mepimtwon
avayvwpilovtal To YpWHOTO KoL oL UPEC TTOU TA CUVOSEUOUV.

TNV LOTOOEAISO TOU AOYLOUKOU TIOPEXOVTOL TIEPLOCOTEPEG ETUAOYEC EMIMAWY Kol
emunpooBeta e€wteplkol oUVOETHOL e SwPEAV TPLOSLACTOTO LOVTEAQL.

5.4.4 3D View

O xpnotng umopel katd tn SLApKeLa TOU oXESLACHUOU TOU ECWTEPLKOU XWPOU

Na 6eL Ta amoteAéopoata xpnolponowwvtac MpoPoAn 3D, ( 3D view ). H MNpoBoAn 3D
Slvel pla aloBnon mpaypatikotntag Kot peaAlopol, WoTe va ovTIAaUBAVETAL 0 XprioTNnC
KOAUTEPA TL TALPLALEL OTO XWPO I TL Elval pEOALOTLKO Kol TL OXL.

Mo CUYKEKPLUEVQA, UTIAPXOUV 2 TPOTIOL YL VAL SEL O XPrIOTNC TO XWPO TTOU £XEL

Yxedlaoel. O MPWTOC TPOTOG €lval va To PAEMEL amd MAVW, €XOVTAG TTOVOPAULKY B€a,
VW 0 SeUTEPOC Ao HEDQ, HECW TNG ETULAOYNC TNG KAUEPAC TPWTOU Tpoowrou. OL dUo
autol Tpomol gival oAl BonBntikol yla tnv TAorynon Tou Xprotn LECO OTOV ECWTEPLKO
XWPO TIOU €XEL KATAOKEUAOEL.

TéMocg, Sivetal n duvatotnta va elooxBouv VEa XAPAKTNPLOTIKA OTO TPOYpappa. AUTO
ETUTPEMEL  OTOUC  TIPOYPAUMOTIOTEC TIOU  XPNOLUOTIOOUV  Java va  €L0dyouv
XOPOAKTNPLOTIKA XWPIC OUWC va TPOMOMOLooUV ToV Ttnyaio Kwdka r to péyebog tou.
AuTO yivetal xpnolponowwvtag plug-ins apxeia kot tomoBetwvtag ta oto pakelo plug-
ins. Kat’ autdv tov TpOmo WUMopel KAmolog va EEKvrosL vo. tpoypappatilel o Java
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KAToleG oAAQYEC TTOU eMIBUUEL OTO TPOYPAUUA aUTO 1 akOpa Kal karmoia bugs mou
mBavov va €xouv avokaludBel kat avakowwBel. Akopa pmopel va eppfabivel o
XPAOTNG TEPLOCOTEPO AVATITUCCOVTAG Eva VED plug-in pue Sweet Home 3D API, to omnoio
dnuloupyeital pe to epyaleio javadoc.

5.5 Marvelous Designer

To Marvelous Designer glval £&vol 0UTOVOWO TIAKETO TIOU ETILTPETEL OTO

XPNoTN va oXeSLA0EL KOl va ULUNOel GpUCLKA TOV TPLOSLAOTATO ELKOVLKO

pouxlopd. AvamtUooetal amo tv CLO Virtual Fashion, pe kevtpwa

vpadeia otn ZeoUA, Kopéa. H mpwtn enionun £€kdoon evog AOYLOWLKOU

CLO Virtual Fashion mpayupatomowtiOnke to 2009 Kol OVOUAOTNKE

CLO3D. Nopd tnv apxtki aoctdBeld tou Kal tnv EAAewn Bootkwy
XOPOKTNPLOTIKWY, Onw¢ Undo, ixe meloel nén toug mpwtoug omdvoopeg mou sidav t
Suvatotnta tou gpyalsiou.

YAuepa To mpoypappa CLO3D xpnowomnoleital and tn Blopnxovia podag/svéupaciog,
evw to Marvelous Designer (MD) xpnolpomnoteital yia towvieg kat VFX (Weta Digital —
Hobbit), yia mawyvidia (EA, Ubisoft, Konami), kol apXLTEKTOVIKEG KATAOKEVEG. H eTalpeia
avamTuéng €xeL KOTadEPEL va XTIOEL ypryopa HLa auEavOpeVn Kowotnta yupw amo to
AOYLOULKO Kal ouvexilel TIG BEATIWHEVEG EKOOOELC, XPOVO LLE TO XPOVO

To Marvelous Designer xpnolpomnolel pla Baclopévn-oe-oxESLo mpoaoeyylon. O Xpnotng
maipvel va mAonynoetL HeTagy pag Slodlaotatng Kot Tplodlaoctatng npoomntiking(2D & 3D
View). H 8Lo61d0tatn mpoomTiKr XPNOLWIOTOLEITAL YIa Vo OXESLAOEL, va TIEPLKOYEL, va
Tpomomolnosl Kol va OSwopopdwoel ta  Swodldctata oxedla. Mmopouv  va
SnuoupynBouv Kal va enefepyacBoUv MPOoKABOPLOUEVES YEWUETPLKEC LOPPEC OTIWG T
opBoywvia Kkal ot KUKAoL, 1 omoladnmote GAAn, kaboplopévn amo to xprnotn, Hopdn
moAuywvwy. EmumAéov, mapexel Tig dlemadeg mou xpelalovial, ylo va UETOKWEL Ta
onuela Kol TO TUAMOTA XELPOKIVNTO, N HEOW El0AywYNC TIUAG. Katd Tov oxedlaopud twv
Slodlaoctatwy oxedblwv oto avrtiotoo mapdbupo, mpofdariovial SUVAULIKA KAl OTO
Tplodlaotaro nopdbupo. H Tplodidotatn anoyn XpnoLUOTOLE(TAL YLIO VA TIPOCOLOLWOEL
To evOUHATA, XPNOLUOTIOLWVTAS aKpLBElG Kavoveg UGCLKNG. ZTnV Tplodildotatn amoyn,
TapAAANAQ, Katd T SLAPKELD TNC MPOCOUOLWoNG, €av To Udaopa dexBel wbnon n €A&n
oe Sladopa onpeia Tou, mpooapuoleTal KATAAANAQ OE TIPOYHLOTLKO XPOVO.

To amotéAeopa mpooopoiwaong e€aptdrtal, enionc, amo tov TUTo UAKwV(materials) ou
opilovtal ota ox£dia. Napexovtal mpoemAoyeg Onwe to Bappakt, To T, Kot To SEpua,
oL omoleg eival &N pUBULOUEVEG UE TIC OWOTEG PUOLKEG LBLOTNTEC, N elvat duvato va
TpomomnolnBouv oL L8LOTNTEC WOTE TO AMOTEAECHA va £(val TILO TIPOOCEYYLOTIKO OTIC
OVAYKEG TOU XpNoTn.

OL TTPOCOUOLWOELG GUOIKNC UIOoPoUV Vo YiVOUV TIPAYHOTIKA Bapléc Kal apyec. Mo va
QVTIHETWITiOEL auTO To {ATtnua, To marvelous designer edAPUOCE, OTIC VEOTEPEG
ekSOOELC, TNV €vvola TNC TUKvOTNTOG Hopiwv(particle density). Mmopel va apylosl n
npooopoilwon He XapnAn moootnTa Twv Hoplwv (Oonwg 20), Kol £MELTa, OlYA-oyd va
BeAtiwBel n mowotnTa(tipée onwg 3 1N 4). Oco yapnAotepn n moootnta, TOOO
ypnyopotepn n mpocopoiwon, &vw, 6co uPnAotepn, TLO opyn, GANA KoL TILO
akpBEatepn.
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QDuoika, elval amapaitntn n XpNon VoG aVTIKELUEVOU, TIPOKELUEVOU VA SOKLUOOTOUV Ta
evblUpatd yupw Tou. Ta PaACKA HOVIEAO TOPEXOVIAL QMO TO TPOYPOUUA OANG
npodavwg eivatl puolko va sloaxBolv Kal e€WTePLKA.

MapdAAnAa pe To MopdBupo MPOCOUOIWONG TWV EVOUUATWY UTIAPXEL Kal To mapdBupo
Kwnoswv(animation). Xe auto to mapdbupo, punopsl va kataypadel n mpooopoiwaon n
va ‘TtaytouV’ Kot TpomomnolnBouv AANEC KatayeypapUEVES KVAOELS. O xprotng duvartal
VQ ELOAYEL TO HOVTEAO OUVOSEVUOUEVO MO TIG KATAAANAEG KIVAOELG KOL OTN CUVEXELD val
epapuocel TO PouXlOUO, O omolog He Tn Oewpd Ttou, Ba mpocopolwBel kol Ba
oKoAouBroeL tnv ekdotote kivnon. Adou kataypadel To Kawvoupylo animation mavw
oTo Xpovodlaypappo, £€ayetal w¢ €va amd ta Slabéolpa apxeio kol pmopsl va
XpnoluomnotnOet amod aAAG mpoypapaTaL.

MoAAQ amd Ta XOPOKTNPLOTIKA €ite otnv oxedilacn, eite otnv mpooopoiwaon
Sladopomotlovvtal | Kot BeATiwvovtal avapeoa ot ekd6oelg mou kKukAodopolv. To
KOO, TO OXNUQ, N CUUUETPLa, ol padEg, n Todklon, ol udéG ota materials eival
Kamowo. amo ta mopadeiypata. MapdAAnia, €xet BeAtiwbel kot n taxlvTnta NG
ipooopoilwong og onuavtika enineda, xwplig va emiBapuvel tov umoloyloth H etatpeia
CLO péow Twv teAeutailwv ekbo0oswv TPoodEpPel PEATIWUEVN KOL CUVTOUEUUEVN poN
£PYOOLOG ULE OKOTIO TO AOYLOLLKO VOl YIVEL TTLO EUXPNOTO KAl QTTOTEAECUATIKO

5.6 MakeHuman

To makehuman eival Aoylopko Tplodlaoctatwy ypadplkwy, TUMoU
middleware, oxedlaouévo wote va kKatackeualel avBpwroesldn 3D
povtéda. O Tpomog oxedlaopol yilvetal HEOW  KATAAANAQ
Stapopdwpévou ypadikou neptpariovrtoc. Eival oxedlaopévo kata
TPOMO ToU e€lval elXPNOTo Kol eUKAUMTo. Ta HoOvTEAa elval
Baolopéva og MpayHaTIKA oTolxela yla tnv eBvikotnTa, To $UAO Kal
TO OWMATOTUTO KOL UMOPOUV Vo TOPAyAyouv Hlot OXeOOV
anepLOpLoTn MANBwpa avBpwnwy Kat

AvBpwriivwv popdwv. Ot popdEg urmopouv va otnBouv Kal va anodoBouv(render) oto
1610 AoyLopLko N va e€axbolv og GANO, YLO TIEPALTEPW XELPLOUO.

H amapyn tou makehuman rjtav to makehead, éva apyeio python ywa to Blender, mou
vpadtnke amo to Manuel Bastioni, oxedlootn Kal mpoypappatiotd, To 1999. Eva €tog
apyotepa, SnULOUPYNOE ULa OUAda Twv MOBLaoHEVWY avBpwWMwVY Kal KukAodpopnoes tnv
npwtn €kdoon makehuman yla to Blender kot to 2002 avamtuxBnkKe To MPWTO EMiCNUO
TpLodlaotato povtédo avBpwrmivng popdng amod tov Enrico Valenza. To mpoypappa
e€elixBnke kay, To 2003 autod avayvwplotnke enionua ano to Blender Foundation kot to
dAoevnBnke ota project Tou site, eVvw KATaokeuaotnke To SeUtepo poviéAo(HMO2). To
2004 n avamtuén otopdtnos eneldn Atav duokoho va ypadtel Eéva Python script toco
LEYAAO TIOU XpNOLUOTIOLWVTOC Hovo To Blender API.

To 2005, to MH amopakpuvOnke amo to Blender, ploevrOnke oto sourceforge kat
Eavaypadnke amnod to pndevog oe C, Ye TNV MOPAAANAN KATAOKEUN TOU TPLTOU EMLON OV
pHovtéAou(HMO03). Katd To mEpag Twv €TWVY, TO AOYLOULKO petadepOnke Babulaia amo
™ C otn C++. Opwg, Atav mapa moAU cUVOEeTO yla va avartuxBet kot va ocuvinpnBei. Qg
€K TouTtou, To 2009 n opada amoddolos va emoTpEPel otn YA\wooa Python (pe évav
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Upo mupnva C). TéAog, To 2010 avamtuytnke n tehevtala Kol TeAelomolnpévn €kdoon
Tou povtéhou(HMO6) amd toug Waldemar Perez Jr., André Richard kat Manuel Bastioni.

To KA£lSl yla tn peadoTikn dlapopdwaon BplokeTal OTIG AEMTOUEPELEG, ULa KOTnyopla
otnv omola to Makehuman €xet SoUALPEL apKETA KOl aKOUO BeATIWveTAL ylo va
KaAUeL OAeg TIc BaolkéC apxEG. Ekteveic BBALOOnkec yia tnv poAAd, Sépua, Kal
evbupata TpoodEPOUV  OTOUC XPNOTEGC T Suvatdtnto va  XTIOouV TIANPWG
TIPOCOPUOCHEVA LOVTEAQ. XAPAKTNPLOTIKA yvwplopata onwe évav piktn ebvikotntag
KOl pLo Tt ponyUEVN SLapdpdwaon SoVTLWY EMITPEMOUV OTA ITPOTUTIA VLA VA EIVOUV TILOTA
otnv avBpwrivn popdn. E¢wtepikd epyaleia mpoodépouv emiong mponyuéva scripts
onw¢ to maketarget 1 makeclothes ylo mepetaipw emloyég.

5.6.1 GUI

To ypadiko meplBarlov neptlapfavel Ta amopaitnta gpyadeio oxedlaocpol wote va
vAorolnBouv XIAASeC TOAVEC TEPUTTWOELC PWTOPEAALCTIKWY XOPOKTNPWY CGE TIOAU
ULKPO XPOVIKO Staotnua. H mpooéyylon tou makehuman yivetol péow sliders o Koweg
TIOPAUETPOUG OTWG: NALKia, yévoc, UPog, avaloyleg Bapoug, oXNUA TPOCWTIOU, HATLWY,
poTn, otopa, xEpla, modia kat GAAa. O XelpLOMOG elval TOAU €UKOAOG Kol otouTel
€AAXLOTO XPOVO EKUAONONC.

5.6.2 Modeling

AUTI n KOTAOTOON XPNOLUOTOLE(Tal yla va eAéy€el TNV avatopia NG avBpwrmivng
popdnc. Mial Kowvh TEXVIKN HovTeAlopoU elval va StapopdwBolv oL YeVIKEG LBLOTNTEC
MPWTA, OMwG N nNAlkia, to €0vog, To ¢UAO, TO MAXOC Kal To UYPOG KOl E£MELTA, WE
HEYOAUTEPN AEMTOUEPEL TA MEMOVWHEVO HEAN TOU OWHOTOC KOl OUYKEKPLUEVQ
AEMTOUEPN XOPAKTNPLOTIKA YVwplopata. ITo HoVvTeEALoNO, TapdAAnAa, urtootnpiletal n
unodlaipeon twv noAvywvwv(subdivision) yia va tpokU P el uPnAdTepn MUKVOTNTA, KoL
OUOAOTEPEC ETULPAVELEG UE QTMOTEAECHA TNV £€aywyn HOviéAou uPnAng moLotnTag.
Atvovtal emiong ot emthoyég mpooOnKkNG HoAALWY, poUxwyv Kol AAAwv mpocBetwv. MNa ta
HoVTEAa Tou Tpoopilovtal yla malxvidia to makehuman mopéxel Kol ETOLUO OKEAETIKA
ouotnuata(rigs) Stadpopwv TUTWVY TOU UIoPoUV Vo TPoaTeEBoUV OTO LOVTEAO.

5.6.3 AmoBnkeuon Kal e€aywyn

To makehuman mapdAAnAa pe TNV KATOOKEUN avOpwmosldwyv HOVTEAWV umootnpllel
Kol 61kO Tou render yla mpoBoAn Twv amoteAsopdtwy. Opwg otnv mAstoPndia sivat
amopaitnto vo e€axBel ToO HOVIEAO Yylo TOPOALTEPW XElPAYWYNon OMwCG posing,
animation, rendering amo aA\\a mpoypappata. Ou mio Baolkeég popdeg eaywyng ival
to wavefront(.obj) kat to collada(.dae).

To Collada gival pia meplektikn yAwooa replypadng oknvrg mou yivetat Kotovontn ano
TIOA\EG Tplodlaotateg epapuoyES. E€ayel, emlong, £vav xapaktrpo e rig Kal textures.
To wavefront eival pwa amAr popdr mou e€ayetl mapaAlAnAo KopuPEC, MPAVELEG Kol
ouvtetaypéveg UV. OAa ta Baoclkd mpoypdppata Tplodlaotatng emnefepyaoiog
umootnpilouv ta .obj kat yU autd to Aoyw £ival to 1o SnUoPINEG. AUCTUXWG, OUWG, TO
HOVTENO elval otatiko Kal dev urtootnpllel To rig.

TéMog, n opada makehuman €xel Snuioupynoel pla ek popdn avayvwplolun povo
anod 1o Blender kot ovopdletat makehuman exchange .mhx. Emutpénel tn petadopad
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€vOC povTéNou TANpwE e¢omAlopévou(rigged) kat pe shapekeys kot €xel mpdéoPacn o€
kaBe emhoyn Tou Blender.

TENOG, €KTOG amod tnv tomoloyla Tou povtélou, prmopolv va e€axBolv exwploTd Kal
apxelo okehetou (BVH, skel) ) xapteg ypadikwv(UV, lightmap).
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Mpoypappata Kot EKSOOELS

To MPOYPAULOTO TIOU Xpnatponolfnkay yla tTnv uAomoilnon tou matxvidlou eivat:
e Sweet Home 3D £kdoon 5.0

e Makehuman £€kdoon 1.0.2

e Marvelous Designer £kboon 3

e Papagayo €kdoon 1.2

e Photoshop €kdoon CS6

e Blender €kdoon 2.74-2.76
e Unity €kdoon 5.2.2

e Adventure Creator €kdoon 1.50b

OL oe)ibeg mou xpnolponolnonkay yla ta Tplodlaotata HovteAa eival:
e Http://tf3dm.com/

Http://archive3d.net/

Www.3dmodelfree.com

Http://resources.blogscopia.com/

Https://grabcad.com/

Www.cadnav.com

ATAVTAOELC KOl OlLTLOAGYNON TOU TPWTOU OEVAPLOU

MepiAnyn cevapiou

Tuvalra >> 17 xpovdv >> ITIde L oxodelo >> TaveAAAVLEC
Ayyxoc-nieon Adyw moveAANviwv
Kolp&tol moAAEC Gpeg / Ymoeépel omd umepuny o
ALaxroméc XpLOTOUYEVVROVY >> €xel epUyel N KATAOTOON
X&vel 1o oxodselo Adyw Umvou

{ T'wvoétave mpLlv og pLrpdtepo PRadbud (2

eRdouddeq)

5 ERdou&dec { Altaxomég XpLOTOUYEVVQOV +(2
eRdouddeq)
{ TeAevtala +(1 epdopdda)

Anoddboe ¢ >> KaArl poabATpla >> dev éxel méoel n amddoon
Tedevutala >> OxL 6peén via k&1L dnuLoupyLkd

EvdLapépov >> MnoaAéto. To mnepldplLoe 1O TeAgutalo dL&oTnua
AOvw dlapdouatod
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ALoB&veTal TUPeLg >> ©FfAel vo ooXoAnBel pe 10 UMOAETO AANX
dev BéAeL va amoyonteUoel toug yovelg 1ncg

AmoTéAsopa: Exel Kat&OALUN
SUUITOUNTO: 1.xénwon
2. ATIOAE L0 €VO LaAPEPOVTOQ
3.A{00nua (ava&ldintac n/Kot) €voxNng
4 .unepunv o
5.AN\avéc otnv 6peén & Bdpocg

SUpewva pe 1o DSM-IV
https://Jjustines2010blog.files.wordpress.com/2011/03/dsm—-
iv.pdf oceAlda 327 (356)

Epdtnon 1:

Qewpelc 6TL oL ouykekplLuéveg eéetdoelg elval emoupkelc;
BéATLoTn An&vIinon:

$TO OUVKERPpLUEVO onuelio dev umopoUus va yvwpllouus

ALT LoAbYNON:

"OL efet&oelg elval emopxrelic dote va xkatadelifouv K&moLO
EYKEQOALKRS mpdRAnua mou oxeTlleTal pe TOV UIVO.

Ouwg, ot1o TpPpéxov onuelio dev elval duvartd va efaxbel
ounpnépoopa AdYw €ETeplkOV moapaydviwv, O6nng yio mapdde Lyud
KATIO L QOPUOKEUT LKA oayoyn"

Epdtnon 2:

TL Oa mpémel va gfetaoctel TOPA;
BéATLotn An&vinon:

H oupntopatodoylioa 10U acBevh

ALt LoAdynon:

"llpoTepxlOTNTA €XOUV Vo €feTaOTOUV T oupnitopoata d1dTL, Of
ouvduaoud He TLGC €feTACELC TOU TIPOOVAQEPONKOV, TPpOoRAémeTaL
pLa cofoapry kat&oTOON

OL vndiolmecg mpooeyyloeilg dev glval anapaltnta Addog"

Epotnon 3:

llota elval n meplodog émou apxiloupe va avnouyxoUue;
BéAtiLotn And&vIinon:

2 efRdouddeg

ALt LoAbynon:

"2 ePBdouddec slval Gueca avnouxniLlkéC oUpewva pe 1o DSM-IV-
TR vix @mneplntdostg O6mwg OdLlatopaXNG UImvou Kol  XOUNANQ
dL&Beong”

Epdtnon 4:

To kopltol Xodopodvel kol opxllel va pLidel
Autd elival éva ealvoéuevo mmou ovoudleTol;
BéATLoTn An&vinon:

EAeGOepog ouvelpudg ratd 1o Froyd
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ALt LoAbYNON:

"O eAeUBepog ouvelpudg emitpénel vo elnwdel o,1L mepvdel amd
TO VoU avoAuduevou (cwotd)

H pvAun epyocioag amoteAeital amd éva Keviplkd eRTeAeoT LK
oUoTnua mou ouviovilel TNV ImPOoowE LV UVHUnN

H ouvieAeoT Lk pdbnon ovoaeépeIal oOInv oAAnAenidpocn ToOU
Tep LBAAANOVIOC OTOV Opyov Loud

H yvooT Lkl pdbnon Oewpel 611 péocw TwV VONTLKOV A€LTOUPYLOV
ETMLTUYXAVETIAL N IPOCHPUOYH TOoU oTduou oTo meplPé&rrov”

Epdtnon 5:

TL dLatapaxn éxel 10 xopltolL;
BéATLoTn An&vIinon:

Kat&OALyn

ALT LoAbOYNON:

"Supedva ue To DSM-IV-TR T OUUINTOUOTO TNC KAT&OALYNG Tou
neplypdonrav eivot:

Yrnepunv (o

Kénwon

ATIOAE L €VO LAQEPOVTOC

AAAavég oTnv 6peén

AloBnuo evoxng"

Epdtnon 6:

[Ilto amd 1n oUUnDTwpatoAoylo tng dlLatapaxic tng dev undpxel o€
QUINAV

BéATLotn An&vinon:

YuyxokLvnI Lk emnLPBdpuvon 1 dLéyepon

Epotnon 7:

e molo &fova Tofilvoédunong Kot 1o DSM-IV-TR OoVAKEL 1N
dlLaTapaxn;

BéAtLotn An&vIinon:

Stov &fova I

ALt LoAdynon:

"Afovoac I:KALvikd oUvdpoua (ocwotd)

Afovac II: ALaTapoxéc mpoowIlkOTNTAC Kol Nont LKA UoTépnon
Afovagc III: Tevikéc LATPLKEC KATHOTAOCELC (X OOPATLKEQ
vooolL)

Afovac IV: meplPBAAAOVTIOAOY LKA TTPORAAPATH

O Afovac V dev mepléxel dilatapaxéc. Elvalr &fovac upétpnong”

Epdtnon 8:

[Tou €eXTLPATE TN OUVOALKN A€LTOUPYLKOINTA OUPRQOVA UE TOV
Afova V;

An&vinon:

51-60

ALt LoAbynoN:
"51-60: METPLO JUUPINTIOUATA(TILO TIPOCEYYLOT LK)
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41-50: AVNOUX LT LK& JZUUITOUATH
61-70: HOLo CUUITOUXTO
31-40: TpoRANuaTLKA ouuneplLeopd o apketoUg toueig"

Epdtnon 9:

stnv emduevn ouvedpla, moila amd TLC ToHpak&Tw upedddouc Oo
Bewpoloeg

KatodAdnAdtepn via vo opxloelg va doulelelg upe  tov/inv
avoaAiuduevo/n;

Ané&vinon:

HuepoAdy Lo

ALT LoAbOYNON:

"OAeg ol uéBodol Oa umopoUoav vo €({val A€LTOUPYLKECQ.

To nuepoAdyLlo mpoTelveTal OTLC TeplLoodIeped HEPLTITHOELC.

$TIn  ouykekplpévn, o YuyxoAdyog ©BfAeL va aviyxveUosl Td
OUVX LOOAUNTO TOU KOPLIOLOU o0& TOKI& XPOVLIKA dlaothAuata”

Epdtnon 10:

llolec opupdvec Oa umopoUoav va eUdTvovIL YL Tn OLATapAX]
TNG KOMEAQG;

BéATLoTn An&vIinon:

Sepotovivn kol Ntomapivn
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